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"It wins my. vote fol dv enture Game of the )/e&;r:"f'l
-William "Biff" Kritzen, €0 Irer Gaming World

AUGUST 20, 2087

Nothing could be worse than this god-
forsaken, radioactive desert.

More Sniperdroids! All tracking me with them
death glares. And them Uzis. They're weird trigger-
twitchin’ folks. I suspect it's them poisoning
the water.

Or maybe it's those Leather Thugs. Heck, |
don't know anymore. | heard they
have a bunch of civilians cut off east
of Ranger Center, which is where
I'm headed. Hope not. They want
me dead. Like every other mutant
this side of Vegas.

The worst part is, I'm getting
to be as bad as they are. You
wouldn't believe some of the ways
I've learned to kill. | hang out in
sewers, and my best friend is a
MAC 17 submachine gun.

Gramps talked about life before the nuclear
war. All | know is | don't want others living this way. e
Gotta rebuild this desert right. Gotta make it so
you can sleep with your eyes closed.

3 WAYS T0 DRDER: 1) Visit your retailer. 2) Call 800-
245-4525 from U.S. or Canada, 8am to 5pm PST to
order by VISA/MC. 3) Mail check (U.S.$) or VISA/MC

#, cardholder name, and exp. date to Electronic Arts

Direct Sales, P. O. Box 7530, San Mateo, CA 94403, I
Apple Il version $49.95, Commodore version $39.95,

plus $3 shipping/handling. CA residents add 6.5%

c=igd sales tax. Allow 1-3 weeks for U.S. delivery.

Nl!l

ELECTRONIC ARTS®
WASTELAND A n?W rolf-plafylng game from Applell is a registered trademark of Apple Computer, Inc
the creators of the Bard's Tale” series. Commodaore is a registered trademark of Commodore Business

Machines Ltd
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TAKING A PEEK

Accolade
550 S. Winchester Blvd. #200
San Jose, CA 95128

BUBBLE GHOST: "I'm Forever Blow-
ing Bubbles" would be a great theme
song for the protagonist in this unique
maze/chase game. Since the main
character is a ghost, players do not have
to worry about having their characters
"die" in this action game, but they do
have to attempt to keep that fragile bub-
ble from popping as they travel through
36 levels of fans which cause turbulent
air; monsters who dislike ghostly frolick-
ing; and burning candles which threaten
to turn the lights out on that poor bub-
ble. Atari ST ($34.95). Circle Reader Ser-
vice Card #1.

Arcadia
711 W. 17th St. Unit G9
Costa Mesa, CA 92627

AWESOME ARCADE ACTION
PACK: This package contains three dif-
ferent action titles. "Sidewinder" (pictured
below) is a "Zaxxon"-type space game
which competed head-on in the arcades
with the more familiar title. "Xenon" is
another outer space shoot-'em-up which
offers a familiar feel and challenge to ar-
cade fans. "Blastaball" is an outer space
"polo" or "hockey" game with a unique
twist. In "Blastaball," players pilot their

ships across a zero-G playing field and at-

tempt to move the puck by means of
missile fire. Amiga ($49.95). Circle
Reader Service Card #2.

California Dreams

c/o Logical Design Works
780 Montague Expwy, #403
San Jose, CA 95131

TRIANGO: Imagine an ancient and
popular game reborn on the computer
and you can visualize TrianGO. That's
right! The most recent release from
California Dreams is a modern variation
of the venerated oriental strategy game
of "Go." Further, it offers a computer op-
ponent and "edit" function to enhance
one’s enjoyment. IBM ($39.95). Circle
Reader Service Card #3.

CAPCOM U.S.A., Inc.
1283-C Mountain View/Alviso Rd.
Sunnyvale, CA 94089

STOCKER: For those who enjoy
movies like "Cannonball Run" and want
their opportunity to outwit and outrun
"Smokey" from coast to coast, this action

(Continued on page 10)
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Don’t buy this game...
if Rhett and Scarlet
are your idea of

From the epic campaigns of the East to
the ceaseless skirmishing in
Missouri—and throughout the vast
lands in between—the American Civil
War was a conflict memorable above all
for its staggering scope and legendary
leaders. A dynamic portrait of this
immense struggle, from its infancy to its
final gasp, The Civil War depicts the
nation and its leaders as no game has
done before.

If this sounds like your idea of The Civil War, pick up
the game at your local dealer or call the toll free
number below.

The Civil War is for the IBM® PC and compatibles.
Color graphics card is required. $35.00

A one or two player game.

* Registered trademark of International Business Machines.

Civil War is a trademark of Victory Games, Inc.
and licensed to The Avalon Hill Game Company.

microcomputer games DIVISION
The Avalon Hill Game Company

A MONARCH AVALON, INC. COMPANY
4517 Harford Road, Baltimore, MD 21214 ¢ 301-254-9200

For ordering information...
call TOLL FREE 1-800-638-9292

©1988 The Avalon Hill Game Company * All Rights Reserved
Computers and AudioVisual Display Copyrighted * Printed in USA

This strategy game puts YOU in command of the
armies of the North and South. Each player must
determine in advance where his major campaigns
will take place—in the East, West or Trans-
Mississippi Theater. From there, armies must be
formed and leaders assigned. Once movement orders
are issued, it is up to the individual commanders to
gain the initiative, move their forces and engage the
enemy.

The Civil War is a detailed simulation of the situation
faced by Jefferson Davis and Abraham Lincoln.
Although blessed with a larger population and
industrial capacity, the North suffered from a lack of
quality leaders. The South on the other hand had
excellent leaders, but was forced to field smaller
armies. To recreate the difficulty field commanders
had in finding the enemy and bringing him to battle,
players enter their orders secretly. The game
becomes a see-saw battle with the North attempting
to capture cities by invasion and amphibious
landings, with the South striking back with quick
sorties.

The Civil War comes with a number of special

features.

+* Full-color 16" x 22" reference map.

+Hexes are color-coded to indicate ownership.

*The game also records the results of battles and
saves them in a special file you can print out
and review later.

* Four year-long scenarios; each may be played out
to the end of the war.

*Ironclads, sea transport, amphibious landings,
Union blockade and Confederate commerce
raiders.

*Over sixty leaders available, rated for tactical
and strategic ability.




Computer Gaming World

The Greatest Story

Ever Told

(Well, maybe not the greatest;

but it isn’t bad)

by Russell Sipe

have not always been the publisher and

editor of Computer Gaming World. | used

to be a Southern Baptist minister. In 1979,
| made the hardest decision of my life and left
the ministry. The reasons were many, not the
least of which was my dissatisfaction with my
former denomination’s accelerating "evolution”
into a narrow fundamentalism.

However, now, | find great joy and personal
satisfaction in my role as the publisher and
editor of Computer Gaming World.

For nearly eight years Computer Gaming
World has been a consistent and respected
voice in the dynamic, exciting, and volatile
world of computer entertainment. With the
publication of our Golden Fiftieth Issue, |
would like to share with you the history of the
birth and growth of CGW.

In the spring of 1981 (two years after leaving
the ministry) | was driving down the Orange
Freeway near Anaheim Stadium, thinking
about some problems that | had encountered
while playing SSI's Computer Air Combat
game.

| will never forget what happened next. It is as
clear in my mind now as it was then. While
passing Anaheim Stadium on the left | thought
to myself, "l sure would like to read up on this
game." However, it occurred to me that no
one was writing about computer games in any
detailed fashion. "Someone should start a
magazine on computer games” | thought to
myself.

Then a little voice spoke to me, "Why don't
you do it?". No, | thought to myself, | have no
experience in publishing. "So what? You can
learn!” replied the voice. Then, something |
read somewhere came to mind: the secret of a
successful business is to find a need and fill it.
If | personally felt the need for a computer
game magazine, surely there were others that
felt it as well. By the time | reached home, |
was getting excited. | felt | was on to some-
thing, but | knew that | needed to gather a lot
of information.

For the next two weeks, | talked with a lot of
people in the computer game industry as well
as small magazine publishers in the board
game field. During those two weeks, | put
together a plan of action to start a computer

game magazine. | knew that | didn't have the
money to start a business so | formed Golden
Empire Publications Inc. in June of 1981 and
took on a small group of investors drawn from
family and friends.

Now we needed a name for the magazine.
More than twenty titles were considered. These
included such candidates as The Computer
Gamer, The Floppy Gamer; Software Gamer
(these three sounded too much like a sci-fi
magazine entitled The Space Gamer which
was published by Steve Jackson Games from
Texas), Computer Games (simple yet elegant
and powerful); Computer Gaming (see im-
mediately preceding comment); Wumpus;
Game Bits; Computer Game Review; Game
Software Review (now used by one of our ad-
vertisers); Software Wars; Run Games; and
Kilobaud Warrior. Computer Gaming World
was decided upon because it suggested that
we would do more than just review computer
games. We were interested in the whole world
of computer games. We were interested in the
strategies, in the design aspects of the games,
in the people behind the games, and in the
companies that produced the games. Com-
puter Gaming World was conceived of as
more than a consumer oriented game review
magazine. We have always tried (we think with
success) to be something of a trade magazine,
as well. The positive feedback we get from
designers, publishers, and game distributors
are testimony to the fact that we have done
just that.

With a name and $6000 in the bank we
began to put together the first issue of CGW
which was slated for a November 1981 release.
By August we found out that we would be
having competition. Electronic Games (later
renamed Computer Entertainment) from
Reese Communications out of New York and
Softline (later renamed St. Game) out of North
Hollywood were also scheduled for Winter
1981 debuts. "Great!" | thought to myself "I've
not even printed an issue yet, and | have big
time competition!"

All three magazines debuted within days of

each other and the computer game magazine
industry was born.

As it turns out Al and Margot Comstock Tom-
mervik (of Softalk and Softline) became my
good friends and were a source of help to me



August 1988

Page 7

on more than one occasion. The relationship
between the two companies was always warm.

Although | did not know Electronic Games
editor Arnie Katz back then, Arnie and | have
since become good friends and he is now a
regular contributor to CGW (along with his
partners Bill Kunkel and Joyce Worley).

By 1983, the arcade game fad was in high
swing and CGW had something on the order
of 18 competing titles on the newsstand. The
years 1983-1984 were trying times for us. We
had to compete with higher circulation
magazines for advertising dollars and
newsstand space. Nevertheless, our conserva-
tive business approach helped us weather the
storm. Then came the arcade game crash of
1984. It took down the majority of the com-
puter game magazines with it. By the winter of
1984, only a few computer game magazines
remained. By summer 1985 CGW was the only
4-color computer game magazine left.

The manufacturers who survived the crash
and prospered were those companies that, for
the most part, targeted an older age group
(especially those consumers who were inter-
ested in strategy and adventure games as op-
posed to arcade action games). Fortunately for
CGW, our readership has always been
dominated by the adult strategy/adventure
gamer; an audience that was not only inter-
ested in the games themselves, but also in the
personalities that designed the games and the
companies that manufactured them. CGW
caters to this readership.

Currently a monthly, CGW began life as a bi-
monthly. Reader demand caused us to go to
a nine issue per year schedule with the
Jan/Feb 1986 issue. This schedule was main-
tained until fairly recently.

In Fall 1987 we started a second magazine
called Computer Game Forum. It was intended
to be a quarterly that was more gos-
sip/news/humor oriented than CGW. Unfor-
tunately, CGF did not attract the advertising in-
terest of the manufacturers since it was per-
ceived as being too similar to CGW to justify
the additional advertising expense. It was dis-
continued after two issues. However, some of
the style, humor, and content of CGF was car-
ried over into CGW. Additionally, with the
demise of CGF, CGW was transformed into a
monthly publication.

Now it is 1988 and the computer gaming
world is undergoing a resurgence. Sales are
up, numbers of releases are on the climb
again, and, best of all, the front line products
are getting better and better. | can't think of a
more positive atmosphere in which to
celebrate America's first, oldest, and best com-
puter game magazine, Computer Gaming
World!.

Psalm 9:1-2

e Sipe
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Censoring the "Evil
Book of Magic"

Reviewed by Scorpia

uestron Il is the follow-up to the original
Questron. In the previous game, you
defeated the evil wizard Mantor and hence,
were left with his evil book of magic which had to
be destroyed. Destroying
= = A Fantasy Adventure Game the book forms the basis

\n - : & of the plot for the current
MESTRON 1T B
)l () A M| g The finished book is in-
' " i vulnerable to all damage,
R R sotheon]ywayto
. 1 g eliminate the foul tome is
' to wreck it before it's com-
pleted. Thus, the good
wizard Mesron sends you
back into the past, at
about the time the book is
nearing completion, and
you must make your way
to Mantor's secret lair to
destroy it.

However, going back in
time has its disadvantages:
you become weaker and
| lose all the good stuff you
1| accumulated on your first
.4 adventure. In fact,

il Questron Il is a stand
alone game in which you
must create a new charac-
ter instead of bringing over
the one you had in

] Questron. So if you can't
find your old Questron
disk, don't worry, you
won't need it.

As in the first game, your
character comes with pre-as-

(Amiga and IIGS soon)
# PLAYERS: Solitaire

Eis%ms ggﬁ‘mew signed values for all attributes, so
John Dougherty, character "creation” is simply a

Cyrus Harris, & G. MacDonald | matter of giving the character a

S m‘:?;f,f‘;',‘;:.,"f‘g? name, after which you're ready to
begin play..

Those who have done Questron (or even Legacy
of the Ancients) will find many similarities in this

game. Specific monsters inhabit specific terrain
types (grasslands, forests, mountains, swamps,
oceans, tombs, and dungeons), and will not be
found elsewhere. Wandering creatures (who can
show up anywhere except underground) may offer
you items, hit points, or information in exchange
for money. Better weapons and armor become
available in towns only over time, and slowly at
that. Most importantly, getting a good foothold in
the game is just as hard as it was before.

You begin with very little: only cheap armor, a
dagger, some money, food, the evil book of magic
(which contains the destruction spell), and a gold
key. Monsters start showing up pretty quickly and
since some of them can be quite nasty, it's impor-
tant to find a town with a healing shop as soon as
possible. Otherwise, you are stuck paying out-
rageous prices to wandering creatures for hit
points (if you can afford it). Saving the game fre-
quently so progress won't be lost is a wise move.

Outdoor combat is pretty much the same as
before. Monsters seem to pop up out of nowhere
right next to you (once in awhile you know some-
thing is coming, but not too often), and fighting
begins. You can use hand weapons, or spells if
you have some. The "Sonic Whine" spell is par-
ticularly good against tough opponents (such as
venom ants), and "Time Sap" can freeze them if
you'd prefer to run away instead of fight.

You can also end up fighting the wandering crea-
tures if you're not careful. When they appear with
an offer, they expect you to accept or reject it. If
you do anything else, they suddenly turn aggres-
sive and attack. This can also happen if you're
travelling quickly along the countryside and try to
move away from them when they show up (which
can happen at any time). Fighting wandering crea-
tures is not recommended, as they don't carry
much cash, and they can be difficult opponents.
Accepting their offers of weapons and armor isn't
recommended either, as they never have bargains.
Everything always costs more than you would pay
in town.

Your first task is a matter of wandering around
the island, noting where the various towns and
cathedrals are, and locating the castle. Inside the
castle is a room where you can talk to Mesron,
who will, from time to time, raise you in level (as
well as send you on little errands). Level raises will
also increase some of your attributes. Unlike the
other games, however, there are no training areas
where attributes can be increased through arcade
skill games.

The towns have a variety of shops, but not all
towns have all shops, so it's important to make a
list of who has what (especially in regard to armor,
weapons, and spells, and the prices being charged
for these items). Money will not be easy to come
by at first, so you want to get the most for your
cash. Healing shops, for some reason, are not
labelled. You will have to look for an occupied
table with no sign, which is the usual indication of
a healer.

Information can be obtained from only two sour-
ces: from certain establishments in the towns, and
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from wandering creatures outdoors. Inns, barbers,
and mystics will, for a small fee, give you a hint or
clue, one per town visit (note that inns only func-
tion as information centers; you can't really spend
the night in one of them to heal up). The people
who dance around inside the towns have nothing
valuable to tell you, and, in fact, have only a
limited number of stock phrases to say when you
talk to them.

The first island has only one dungeon, a tomb
below Riverside Cathedral. You must go through it
to obtain certain items. One of them is an object
that Mesron wants you to get. Another will let you
in to see the "Holy Ones", and there are others
which, when retrieved, will allow you to purchase
"breads of life" from the Holy Ones. These breads
of life are very important later on in the game, so
stock up on as many as you can. Of course, there
will also be chests of gold you can open and loot.

Since the view in the tombs is an overhead
perspective, monsters can be seen approaching
and occasionally, it is possible to outrun them,
especially if you are on your way out. However,
most of the time you have no option but to fight.
Spells will be more helpful then hand-to-hand com-
bat, so make certain you have plenty before going
in. "Sonic Whine" does not work in the tombs, but
all other spells will.

As in both Questron and Legacy, you will have to
do some looting of the castle chests (both on this
island and the next) in order to obtain keys (and
possibly some money!). The guards, as usual, will
be tough and hit hard, so it's necessary to plan
looting expeditions in advance, and to come
prepared with a lot of spells.

Chests that are opened stay opened after you exit
the castle, so they do not provide an unlimited
supply of money. However, leaving the castle does
"turn off" the guards, and they will not chase you
when you come again (unless, that is, you start
opening chests again . . . grin). Naturally, any
guards you may have killed the last time will be
replaced the next time you enter.

Eventually, you will be ready to visit the second
(and last) island. For this, you must purchase a
ship, which is best done in Octapoint, and sail
north until you reach your destination. The second
island is much like the first, except that the
monsters here are more deadly. While many of
them seem the same, they will do more damage to
you, and will be harder to kill. In addition, there are
some new critters roaming the outdoors, and they
are very nasty indeed. Your best bet here is to find
the one town that sells trained eagles and use that
for your transportation. This will enable you to
avoid the majority of encounters.

This second island has one tomb and two dun-
geons. Fortunately, the "Twilight Tomb" is some-
what easier to get through than the other one.
There is a Hall of Maps in Mesron's castle on the
first island and paying a hefty fee will let you look
at the map of the twilight tomb. You can make a
copy of this with some tracing paper (held against
the monitor), and thus speed your trek through
this unwholesome place.

The dungeons are even easier than the tombs.
In the first dungeon, you can get a magic scroll
that does auto-mapping of each level as you go
through the dungeons (the scroll works only in
dungeons, not tombs). Since the dungeon levels
are fairly simple to begin with, the auto-map fea-
ture (once you have it) makes exploring pretty
much a breeze,
especially as the
maps for each
level are retained
when you go up
or down. Thus, re-
mapping is not
necessary unless
you leave the
dungeon and
come back to it
later.

The dungeons
have a 3-D view,
and here, too,
you can usually
see monsters ap-
proaching (unless
they attack from
behind or the
sides). Running is
rather difficult, however, so you are pretty much
forced to fight it out. Spells tend to be more help-
ful than hand-to-hand combat. Some monsters
can damage weapons and armor, so bring a
couple of spares with you, just in case.

Scattered throughout the dungeons are various
chests, urns, and coffins. Chests generally hold
gold or weapons. Urns can increase your hitpoints,
although some are trapped and will cause
damage. The same is true of coffins.

Some pas-
sageways are
trapped, so it's
necessary to ex-
amine all cor-
ridors before walk-
ing through
them. Once ex-
posed, a trap is
harmless and you
can pass it safely.
Traps stay ex-
posed for as long
as you are in the
dungeon. Moving
between levels
will not reset the
traps.

In the first dun-
geon, you are looking for the key to open the door
of the second dungeon (which, by the way, you
can't enter even with the key unless you have
reached the level of Knight). As you might expect,
it will be somewhere on the eighth (and final) level.

The last dungeon leads, naturally, to Mantor’s
(Continued on page 50)
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(Continued from page 4)

game could be the answer. It takes 37
screens to get from Florida to California
in this game where drivers score points
for fast times, avoidance of tickets, and
not running out of gas. (Not pictured).C-
64/128 ($29.95). Circle Reader Service
Card #4.

Constellation Software
17 Saint Mary’s Court
Brookline, MA 02146

CRYSTAL HAMMER: This European
import is an attractive "Arkanoids"-type
game offering 30 different screens. The
play is similar to the earlier game, but
adds "intelligent” enemies and "unheal-
thy" crystals. Amiga ($19.95). Circle
Reader Service Card #5.

LARRIE AND THE ROBBERY OF
THE ARDIES: This is a running, jump-
ing, chase game where the player takes
on a "Tweedie Bird" type personna (a
seemingly helpless little bird that cannot
fly, but is pursued by persistent baddies).
Six different combat enhancements add
variety to the game. One or two players.
Amiga ($19.95). Circle Reader Service
Card #6.

MISSION ELEVATOR: An espionage
chase game, this product incorporates
ideas from several earlier action hits.
Players must fight their way through 62
levels of a grand European hotel in order
to foil the destructive plans of foreign
agents. Each level has a secret object to
be located before the counter-espionage
agent can move to the next level. Amiga
($19.95). Circle Reader Service Card #7.

Data East U.S.A., Inc.
470 Needles Drive
San Jose, CA 95112

KARNOV: Jinborov Karnovski is the

fire-breathing Russian portrayed in this
conversion of the popular coin-op game.
The djinn-like hero (actually, a former cir-
cus star) must locate and retrieve the
Treasure of Babylon from the evil dragon
(Ryu) who stole it from Karnov's village.
Ten different combat enhancements (in-
cluding bombs, boots, and boomerangs)
are as indispensable to our hero as
Batman's utility belt is to him. Players
must defeat the Boss Enemy (Ryu's
strongest monster) on each level before
moving to the next. C-64/128 ($29.95).
Circle Reader Service Card #8.

Discovery Software International
163 Conduit Street
Annapolis, MD 21401

ZOOM: Think of "Pac-Man" in hyper-
space and you have an idea of this
clever game. Each level offers a grid that
represents a plane or dimension in
space. The player must trace every line

(Continued on page 49)

CONVERSIONS RECEIVED

For the Amiga:
The Bard's Tale ll:
The Destiny Knight (EA)
Empire (Interstel)

World Tour Golf (EA)

For the Apple II:
Soko-Ban (128K)
(Spectrum Holobyte)
Test Drive (128K)
(Accolade)

For the Atari 8-bit: _
Bismarck: The North Sea Chase
(Datasoft) o

For the Atari ST:
Questron Il (SSI) =
Speed Buggy (Data East)

For the Commodore 64/128:
The Bard’s Tale lll: ;
Thief of Fate (EA) =
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For the IBM:

Paperboy (Mindscape)
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Return of Werdna (Sir Tech)
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Solitaire Royale (Mac 11y
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Tetlris (Spectrum Holobyte)
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R
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Ninja Mission
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WHAT'S A TAITO.

That's a very good question. Taito (pronounced Tie-toe) is
one of the oldest and biggest names in the arcade industry. We're
the world’s largest manufacturer and operator of arcade games.
Taito’s been in the business since 1953.

And that’s just the beginning. Taito practically started the
video game industry with

our classic arcade hit,

ARKANOID: 33 screens of space-age excitement. Award winning
coin-op hit. Over 1 million sold in Japan. “One of the best ever.”
—Electronic Game Player Magazine.

Space Invaders* And
over the years, Taito has created more than 1,000 other great
action games for arcade and home play.

Taito has something equally exciting for you to slip into your

home computer. Taito brings the same pioneering spirit, technical

the one and cn.‘y Don't settle for imitations. ) -
Blistering, fast paced and real Iife street-style Karate action. One of  qUAlity and excitement that made us the arcade leader to your
the hottest games in Furope.

Commodore, Amiga, IBM, Apple and Atari computers. Your computer won't be the same again.
Taito is the arcade industry leader for a very good reason. We consistently make great video games

that bring more action, thrills and value to the people who play our

and homes all over the world.

Our strength comes from the massive development effort
we put into creating the kind of games that satisfy the ever-growing
arcade appetite and the research gathered from the more than

100,000 arcade machines Taito operates in Japan. (The money in

. ~ = AI.CON The ulti in int ; bat. Battle aliens with
the coin boxes at the end of the day tells you quickly if you've got lssers, homing missites, bombs and shieids. Fantastic verticalscrolling
future-world landscapes.

Taito Software Inc,, 267 West Esplanade, North Vancouver, BC, Canada VIM1AS. Tel: 604-984-3344.  Sky Shark™ and Gladiator™ are trac ks of Taito America, Inc. Copyright ©1988. All rights
Taito® Arkanoid™ Renegade™ Alcon Rastan™ Bubble BobbleT™ Operation Wolf™  reserved. Amiga, Commodore, Apple, IBM and Atari are trademarks respectively of Commodore-




a good game or not.) And Taito is always working hard to develop
the most exciting new video games that push the technology to

its limits.* We don't rest on our laurels.

Because arcade games are the benchmark for home video
games, Taito’s leadership in the arcade industry means that when

you buy Taito products you will be getting more home video thrills

—more mesmerizing arcade quality graphics, spell-binding sound A _
J ' . e M

. RTAM f the st cn:' :s o 1987, Iur:ng graphics.
and above a”; action! Non-stop, mythical super hero action with multiple weapons, ene-
mies and levels of play.

That's why nobody but Taito can bring you more of what you're looking for in home computer video
games. You don't get to be the biggest in the arcade business by making run of the mill video games.

When you buy Taito games you're getting more than just
fun. We bring you games that test your nerve, your skill and your
strategy. Games that make you laugh and put you on the edge of
your seat, games of adventure and excitement. Taito takes you on

incredible mind voyages to places you've never been before—to

brave new worlds of imagination and fantasy. And after all, isn't

that what great video games are all about?

BUBBLE BOBBLE: Laugh-packed addictive action. Up to 100 levels . .
of arcade quality play. One or 2 player action. The number one And every action game we put our name on is more than

game in Europe for three months in a row.

just competitive confrontation. Taito games are all about the values of good triumphing over evil, of being
the best you can be—games like Arkanoid,™ Renegade]* Alcon]* Rastan™ and Bubble Bobble™ And we

have more arcade block-busters like Operation Wolf™ Sky Shark™ and Gladiator™ coming soon to soft-

ware formats for play on your home computer. Taito’s home-bound hit parade of video fun has just begun.
Who but the arcade leader could bring you so much? That's Taito! Aren’t you glad you asked?
Buy Taito products at leading computer stores everywhere. If no stores are near you, Visa/MasterCard

holders can order direct from anywhere in the United States by calling 1-800-663-8067. \_}

Amiga, Inc, Commodore Electronics, Ltd.,, Apple Computer Inc, Intemational Business Machines got the technical and creative ability to develop mind-blowing video games, write to Taito,
and Atari Corporation. Advertisement by Qually & Company Inc., (Chicago) *If you think you've  Attention: Product Development, at the above address.
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Into The
Hornet’s Nest

by Daniel Hockman

[\

Iy et Bmmeceisa

FA-18

ERCEPITUR

ou put on the soundtrack from TOP

GUN. You settle back in your chair

and close your eyes. The driving bass
notes that open "Danger Zone" hit your ears
and body. Sudden-
ly you are
transported into
the cockpit of an F-
18. You jam the
throttles forward
to the stops. The
engines wind up
into a tremendous
roar and your craft
strains against its
restraints. You ask
your RIO if he is

# PLAYERS:
PRICE:
DESIGNER:
PUBLISHER:

ready. From the
rear seat he quips
"Let's boogie!" You
kick in the after-
burner and signal
thumbs up to
catapult officer.
He salutes and
brings his yellow
Tiate mecepror]  wand down to the deck, and
Ames elevates it to point down the
$49.95 runway. Your machine quivers
mw at full power, the adrenaline
San Mateo, CA flows, your heart pounds . . .

any second now . . . Wham!
The catapult fires. You are thrust back into
your seat as you rush . _
down the ramp. In two
and a half seconds you
and 16 tons of screaming
machine and deadly ex-
plosives dip off the end of
the carrier and struggle to
rise above the angry sea.
Forty feet, sixty, ninety, a
hundred . . . you stared
into the face of disaster
once more and have sur-
vived. You are on your
way. Its time to rock . . . and . . . roll!!!!

We often experience life vicariously through
our computer games. Never is this more true
than with jet fighter simulators. After seeing
Top Gun and reading books such as Stephen

Coonts’ excellent Flight of the Intruder we
yearn for these experiences. Experiences that,
if unavailable in reality, we can have thanks to
such programs as EA’s new F-18 Intercep-
tor, Sublogic’s JET, and Spectrum
Holobyte's award winning Falcon. Since Fal-
con was reviewed in the February 88 issue of
CGW (#44), we will not spend much time on
it here.

SubLogic’s JET was introduced for the IBM
in June 1985. The Apple and C-64 versions
came out shortly thereafter. However, it was
the 68000 microprocessor versions of JET
that really knocked our socks off. The
graphics and sounds drew us in. We were in
the cockpit, our heart pounded faster as we
closed with the MIGs. We learned how dif-
ficult carrier landings could be.

Now comes F-18 Interceptor. Graphics that
surpass 68000 JET (and that is difficult to
do). And the sound! Wow! Talk about realistic
feel. Here it is!

As the pilot of an F/A-18 jet fighter you work
your way through a series of six combat mis-
sions in the San Francisco Bay Area. A train-
ing mission precedes the combat missions
and, if you wish, you can simply fly around
and explore the Bay Area in a MIG-free sky.

The combat missions are in an increasing
order of difficulty. After completing the final
mission, you can start the cycle again, only
this time the MIGs are meaner.

The sound is fantastic. You will hear the
scream of the jet engine; the explosion of mis-
siles, the barrage of cannon fire; all sounding
very realistic.

Although there are no realistic air-to-ground
missions and thus no air-to-ground weapons,
you can fire your Sidewinders and Sparrow
missiles at ground targets. Missile strikes on
the ground appear as
craters and columns of
smoke (but you must be
in the immediate vicinity
to see these effects).

Missile strikes against cer-
tain buildings also
produce the smoke
columns. In particular the
Electronic Arts buildings
and nearby structures are
"live" targets. If for any
twisted surly reason, or simply because of
basic human destructiveness you feel the
need to demolish EA you can take off from
San Francisco International Airport, loop the
plane and head south. Seven miles southeast
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of SFO you will see the intersection of High-
ways 101 and 92 (it looks like a giant X). Just
east and south of this intersection is a pair of
low triangular shaped buildings with a com-
mon parking lot. The northern structure con-
tains the EA development group and the
southern structure contains EA Distribution.
Go ahead, make their day! By the way, the tall
building just to the east of the EA complex
contains the Ziff-Davis Publishing division
which produces A+ Magazine and MacUser
Magazine. It is not true that CGW Editor Rus-
sell Sipe asked me to let you know that his
"arch rival," Bob Lindstrom (who is the new
Editor at A+ Magazine), is located in the
southwest corner office of that building,
about 3/4th of the way up.

Both 68000 Jet and F-18 Interceptor are
very engaging products. So which is better?
Not a fair question for these two. For, as
similar as these two products are, they are dif-
ferent enough that picking one over the other
would be like asking which is better, an apple
or an orange?

To boil the comparison down into basics, F-
18 Interceptor is a "toy" in the most positive
sense of the word, while 68000 Jet is more of
a "game".

At a recent Writer's Symposium at
Electronic Arts Dan Bunten talked about the
difference between games and toys. A game
is a competition. Scores are kept, and can be
bettered. We interact with the environment of
the game in order to post a higher score than
our last effort or that of another person. Or,
we compete simultaneously with other people
to come out the highest score in the game at
hand. "Toys" on the other hand, are things
which we play with. You play a game, you
play with a toy.

In talking about software
"toys" Steve Linhart put it this way:

Toys are a good model
for computer entertain-
ment. Children use toys
to create, learn, and ex-
plore; so do adults. There
are already many success-
ful computer toys for
adults. These tend to be
simulations of existing
adult toys, such as sports
cars and planes.

The difference between
a toy and a game is that you don't
win [with] a toy. For example, life . . . is
a toy not a game because there is no
particular way to win, it's just something

you do. (The Journal of Computer Game
Design, June/July 1988; 5251 Sierra Rd. San
Jose, CA 95132).

In F-18 Interceptor you are playing with a
sophisticated flight simulator that adds the fea-
ture of hostile aircraft to the "world" you ul-
timately end up exploring. JET is also a
sophisticated flight simulator which provides
you with a world to explore as well, but the
emphasis is on getting a high score as you
shoot down MIGs and/or bomb
enemy targets.

We should mention that the
non-68000 versions of JET con-
tains the same basic functions
as the 68000 JET. However,
not surprisingly, they fall far
short in terms of sound and
graphics. This writer finds the
enemy MIGs to be much more
deadly at lower levels in IBM
JET than in lower levels of the
68000 version. Hint for 68000
users: When you are about to
be hit by a missile which you
have determined you cannot
avoid, hold down the "5" key on
the keypad to dampen the de-
gree to which the missile hit knocks

you off course. ;nys“'fm A’“ﬂ,;e’ Cl64, IBM,
ST, Amiga, Mac
R Smessess
To compare other features of the DESIGNER:  Charles Guy (IBM)
; Chris G i
two product_s. JET has a well- S mww‘:_'“@
developed air-to-ground combat Champaign, IL

feature, while air-to-ground is
"tacked" on to Interceptor.
Interceptor’s HUD display is more realistic
than Jet’s display. Aerial dogfighting is easier
and perhaps more satisfying with Jet but
probably more realistic with Interceptor. Both
games allow land or sea based operations
and allow you to choose between an F-16 Fal-
con and an F-18 Hornet.
As in real life, carrier land-
ings are difficult and re-
quire a lot of practice. Jet
allows you to load Sub-
Logic Scenery Disks.
However in the 68000 ver-
sion, your jet appears over-
sized when you land on
Scenery Disk runways.
Finally, 68000 Jet permits
a modem hook-up
whereby you can fly in
tandem with a friend.

The bottom line? | like and recommend
both, but then again, | also like both apples
and oranges.
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Where's

that team and eventually

the River?

Somewhere in the time-
less depths of the mid-
1960's somebody wrote
the first computer game.
Within 24 hours of this
earth-shaking event,
somebody else declared
it to be a waste of time,
electricity and gray mat-
ter.

As [ chronicled in "The
Dark Ages of Game
Design" (CGW #28, p.
12), the game designers
of the pre-Apple Il days
were hobbyists. We
hoped to reach a small
audience of fellow
gamers around the
country who, like us,
used the late-night "off-
peak" hours to sneak in
their game playing. In
our school, this was
necessitated by the fact
that until games were
kicked off the system,
they were eating over
50% of the computer
time many weekends.
After they were kicked
off they were impermis-
sible and blasphemous,

and academic comput- M

Over the River
and Through
the Woods:

(X

:'*}':-*-.Iﬁ‘é‘-'-

ing was once again pure.

The advent of the

Apple Il in the late '70's

AP l

gave designers the

freedom to work on dedi-

f;.5I

cated machines where

no one could tell us that

gaming was forbidden.
Apple Trek, Wumpus,

ended up as Director of
Game Design for Intel-
livision. | sure as hell
didn’t know what | was
getting myself into,
though.

Picture a building con-
verted from an old Hot
Wheels factory with a
second floor added to
the interior to hold the
game designers—who
grew to a staff 110
strong. Look across its
expanses and your eyes
would scan a seemingly
endless sea of cubicles
beneath a corrugated
metal roof and exposed
air conditioning con-
duits. The walls and ceil-
ings were painted white,
the cubicles a consistent
gray. There were no win-
dows. It was the Big
Company style. It was
hardly a creative environ-
ment.

Within that environ-
ment, however, were
some of the most
talented game designers
you'd ever want to meet.
My own team included:
Eddie Dombrower, the
designer of Earl Weaver
Baseball; Rick Koenig,
author of Racing
Destruction Set and Fer-
rari Formula [; Connie
Goldman, who did
graphics for Rick's
projects and for Adven-
ture Construction Set;

and Dave Warhol, whose
music and sound effects

Eliza, Adventure, Rogue =~ s
and Zork all came from
mainframe games that
made the transition to
micros. It should be
noted that only in the
case of Zork did the

The Changing Role of Computer

Game Designers
By Don L. Daglow

have graced products
from several major
publishers. There were
several other real talents
who, discouraged by the
Cartridge Crash of '83,
left the business for safer

designers have the
foresight to maintain
control of their brainchild and successful-
ly exploit it creatively and commercially.

Not all of us were so insightful. In the
mid-seventies | had a fully-functioning
fantasy role-playing game on the PDP-
10, with both ranged and melee com-
bat, lines of sight, auto-mapping and
NPC's with discrete Al. When | bought
my Apple, | went back to all my old
designs to pick the most promising one
to convert . . . and ignored my FRP.

Like | say, give the Zork guys credit.

This is the River and
I Think We'’re All Wet

By the summer of 1980, Mattel real-
ized that the Intellivision video game's
success wasn't a single-season affair and
set out to hire an in-house game design
teamn. | was lucky enough to be one of
the original five programmers hired for

shores.

Life -on our white and gray floor went
on in a high-security environment.
Guards at the front door checked for
properly coded security badges. An addi-
tional electronic card key was necessary
to enter the game design area. This had
the effect of cutting us off from almost
all outside input, leaving us in an ivory
tower where our only contact was with

(Continued on page 42)
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Bargraphs plot your progress

The nuclear clock
struck midnight with a
bang that blew away

A

AP Hotocaust Stratogie Simlghom
o fl_!}m“. ocay trategic ﬁ\ /
" e

by thvaf:r Software
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The Boomtown

THERE GOES THE NEIGHBORHOOD

the aftermath? In this

leading-edge post

nuclear strategic simula-

tion, you are the architect

of your fate in a world

that challenges the very
gamers.

With infinite computer-
controlled variables and
potential outcomes, no
two games are alike. You
create the goals—from

countries, cities, neighbor- survival to world domi-
hoods. Can you survive  nation. You decide how

M |

N2D

Global or detail map options

SETC————————
MINDSCAPE INC

S

to handle the raiding
hordes —with friendship
or finesse or force. Be-
cause it is your wits, your
resourcefulness, your
ambition, your ethics that
will make the difference
between mere survival
and a life worth living.
This simulation is
equally compelling
whether you play solo
or with as many as 16
players. But no matter

C A

-

ape 1T 80

o ITECNCTTY —

Easy interface —no typing

how you play, or how
often, you'll always get
a bang out of Visions of
Aftermath!

Pk

Visit your retailer. To a:urchose bLmoil send your cord number and expiration date, check or money
PO. orthbrook, IL 60065 Allow 3-5 weeks for delivery. Lawyers like this part: © 1988 Mindscape, Inc. Mindscape is @ trademark of Mindscape, Inc. BM is a registered trademark
of International Business Machines Corp.

to Mindscope, Inc., PO. Box 1167,

order for $39.95 (1BM & 100% compa!

fibles with 512K, EGA or CGA) plus $3.00 postage and handling
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hat's right, we'll pay $100.00 to

the reader with the highest score

in the following trivia quiz. We'll
even print your name in the magazine.
That's right fame and fortune. Enough
money for even Dennis Owens of Old
Towne, ME to subscribe to CGW for
over three years (see Greetings from
Paradise in

Computer Gaming World

Game Design Contest” and what was his
prize?

13. In the March, 1988 (#45) issue,
one of the "Taking A Peek" descriptions

mentioned a " . . . totally radical warrior
ninja." What was the name of the game?

14. In which issue were CGW sub-

21. In which issue of CGW was a "Let-
ter to the Editor" entitled, "Give Me That
On-Line Religion!"?

22. Who wrote the "Year In Review" for
CGW #33?

23. In which issue of CGW was the
Desktop Publishing System which we

use to
CGW #47, "layout" the
p. 10). magazine pic-
Now's the tured?
chance for
all you who 24. Which
have been issue of
claiming to , CGW was
have been the first

readers from
the first issue
to prove it.
In case of a
tie, the
editors will

SCAVENGER HUNT =

come up
with a special list of questions to deter-
mine a sole winner.

For those who haven't been around
since our first issue, 1.1, note that three-
fourths of the questions will be from
more recent issues. The second prize is
a complimentary two year subscription
to CGW and the third prize is a one year
subscription.

Entries must be postmarked no
later than September 15, 1988.

1. What is the score of the Dodger
baseball game in issue 5.3?

2. Find the "Finkas" (artist's signature)
on the cover of 3.5.

3. What blooper can be found in the
table of contents of 2.6?

4. Which issue was Vince DeNardo's
first issue as Art Director?

5. What is the punchline of the Chip
and Ferb cartoon on page 33 of 4.3?

6. In what issue did CGW print a fic-
tional ad commenting negatively on the
televangelism scandals?

7. In what review did the section
header, "A Bier Less Filling," show up?

8. What page number of what issue
had only the word, "beep" on it?

9. Which issue of CGW heralded the
debut of Electronic Arts?

10. What was the name of the robot
who won CGW's very first Robotwar
Tournament?

11. According to 4.2 (April, 1984), who
was born on 1-27-84?

12. What reader won the "Generic

regular
theme issue?

Other Boat
Is A High

scribers offered free software and a one
month free subscription to Quantumlink?

15. Who is the pilot pictured on page
23 of CGW #31?

16. In a recent issue of CGW, what do
Douglas Adams, Isaac Asimov, Jerry
Pournelle, and Roger Zelazny have in
common?

17. What CGW feature, which
originated in Computer Game Forurn,
uses subtitles in parentheses as though
they were a description from a
restaurant's (or perhaps, tavern's) menu?

18. Which issue of CGW reviewed an
extremely realistic medical simulation
called Surgeon?

19. In which issue of CGW did we
satirize ourselves and the rest of the in-
dustry with columns like "Taking A
Puke," "Readers’ Inkblot Device," and
"99/4 Boxes of Chips on the Wall?"

20. Who is pictured on page 17 of
CGW #32?

Speed Com-
bat Patrol Hydrofoil" was the subtitle to
what review?

26. Who wrote the two first person ac-
counts based on 50 Mission Crush and
B-24?

27. What particular expertise did the
answer to question 26 have in order to
write those articles?

28. In what issue were both Ultima V
and Wizardry IV: The Return of Werdna
first previewed?

29. What is "The Learning Game?"

30. What was "Euclid vs. Patton" in
CGW #39?

31. What do the section headers have
in common in the article entitled, "Ram-
parts and Rodents" in CGW #46?

32. In 1985, one article referenced
such games as "Bore in the East," "Blas-
to-Cremo," "Firing Squad," and "E.T. &
The Turbolaser." What was the title of
the article?

33. True or False - Broderbund is a
Swedish word according to CGW #40.

34. In the recent "Fog of War" article,
which game designer quoted von
Clausewitz?

35. According to CGW #46, which
entertainment software company had
the largest percentage growth in num-
ber of employees during 19877

36. In what city and state did CGW
present its Game of the Year Awards in
19872

37. What issue of CGW had the first
"Conversions Received" column?



August 1988

38. In what setting did "The Rumor
Bag" take place in CGW #44?

39. What do the section headers have
in common in the article entitled,
"You've Come A Long Way, Baby" in
CGW #36?

40. What do the section headers have
in common in the "Uninvited" review in
CGW #39?

41. What is the current name of the
game reviewed on page 12 of CGW
#30?

42. What was the name of David
Cheng's ship which won the first CGW
"Cosmic Balance Ship Design Contest?"

43. What recent issue of CGW had a
chronological listing of SSI's games by
year published?

44, What was "Titans of the Computer
Gaming World?"

45. Which issue of CGW featured "A
Buyer's Guide to Joysticks and Mice?"

46. In Evan Brooks' Kampfgruppe
replay in CGW #25, is it the Germans
or Soviets that he suggests have an ex-
tremely poor set-up position?

47. Who was the cover artist on CGW
#29?

48. What modern aircraft was featured
on the cover of CGW #44 and why?

49. In CGW #43, Roger Bohn stated
that, in Mech Brigade, a good rule of
thumb is that 1.x units will be destroyed
per pulse of firing. Define x.

50. What was the "Unidentified Aircraft"
referred to in CGW #45?

..‘
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VENOM is not just Mortals have

the name of the always been

game ... il's also pawns ... but

the very almo- now you need

sphere in which il's them in your

played! final godly
battle

Enter the 9th
dimension where
¥OUu conjure your

NEW FOR *88-'89! ¢

own monstrous
creature (o do battle!

No one is safe when
the ghosts and spirits
of another god seek
your blood!

Only one survivor!
An ally must turn

enemy ... S00Ner
... o later!

Miracles and magic
are your sword and
shield, but camage
and cunning are the
paths to victory!

=S

VENOM is a strategic
battle-to-the-death
between the gods
Reports on the numerous
battles each turm are at
no extra cost! In VENOM
you'll find magic rings and
staves of power, lost
mines and hidden portals,

palaces in the clouds
and much more!

REGISTRATION $1500
(includes map. rulebook, and two free turns)
TURNFEE $475

(turns avery two weeks)

RULEBOOK $500

(will apply towards registration)

GAME SYSTEMS, INC., P.O. BOX 160129, MIAMI, FL 33116-0129 305-274-5559

STRATEGICON

presents

GATEWAY 1988

September 2-5

(Labor Day
Weekend)

Los Angeles Airport
Hyatt Hotel

with

A Complete Schedule
of Computer Gaming
Events
Co-sponsored by
Computer Gaming World

Including: Gunship; Reach for
the Stars; Strike Fleet; Stellar
Crusade; Pirates; Rogue; Silent
Service; Sky Fox Il; Commando;
and many more!

The Great Com-
puter Games
Auction

Saturday Night
8:30

Following the Com-
puter Gaming World
1 Game of the
Year Awards

Guest Auctioneer: Johnny
Wilson

For more infor-
mation call:
213 - 420-3675
Or Write:

STRATEGICON
5374 Village Rd.
Long Beach, Ca 90808
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Advan

ce
Dungeonsf§ragons

COMPUTER PRODUCTS

PooL or Rapiance fulfills all your gaming
fantasies. The legendary ADVANCED
DUNGEONS & DRAGONS® role-playing
system springs to life on your computer!
Embark on dangerous quests in the magi-
cal FORGOTTEN REALMS™ game world —
made incredibly real by advanced com-
puter animation and combat that adheres
strictly to AD&D® game standards. Prepare
yourself for
the ultimate
fantasy role-
playing
experience!

IBM
APPLE
Cc-64/128

Ro e-Playing

HeroEes oF THE LANCE gives you non-stop
excitement and fully animated action on

the mystical DRAGONLANCE® game world.

Guide eight Companions, each with differ-
ent skills, deep into the treacherous ruins
of the temple Xak Tsaroth. They will need
all of your skills to help them survive the
attacks of giant spiders, demons, dragons
and countless other terrors. Retrieve the
precious
Disks of
Mishakal if
you can!
IBM
C-64/128
AMIGA
ATARI ST

DUNGEON MASTERS ASSISTANT,
VoLuvme I: ENCOUNTERS is a utility program
designed to help Dungeon Masters gener-
ate encounters for AD&D® campaigns.

It provides more than 1000 encounters,
and over 1300 monsters and characters,
including all of the monsters found in
AD&D® Monster Manuals I & II. DMs can
modify the existing data and add original
monsters
and encoun-
ters to the
database.

IBM
APPLE
C-64/128

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS
and DRAGONLANCE are trademarks owned by and used under license
from TSR, Inc.

D1988 TSR, Inc. ©1968 Strategic Simulations, Inc. All rights reserved.

How To Order: Visit your retailer or call 1-800-245-4525.
To receive SSI's complete product catalog, please send
$1.00 to: Strategic Simulations, Inc., 1046 N. Rengstorff
Avenue, Mountain View, CA 94043.
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Destruction
Unlimited

Psygnosis’ "Obliterator”
by Douglas Seacat

quent, and brutal. One thing | have always

noticed about Psygnosis games is that they
usually have appropriate titles. From such beginnings
as Barbarian, Arena, Deep Space, and Terrorpods
comes this new action game. As an adventure game
following the same format as Barbarian, Obliterator has
very nice graphics, a simple plot, and the capacity for
keeping the brain-work down to a minimum.

Obliterator is a nice name. It is descriptive, elo-

The game begins when a large, seemingly invincible
spacecraft moves into human space, completely
destroying the entire space fleet. Apparently, man has
been pursuing his reckless ways again and has created
quite a few enemies in his conquest of the galaxy. All
these nasty critters have gotten together and built the
previously mentioned spacecraft. Invincible against any
external threat, the Federation has decided to beam
someone inside the ship. They only have one chance
and can only send one person. That is where the
player comes in and assumes the mantle of the (trum-
pets, please) Last Obliterator!

Naturally, it is a suicide mission, but as an elite com-
mando, you are certain that you can persevere. Within
the enemy ship, it is necessary to: disable three vital
ship systems (engines, weapons, and shields), collect
an important data pack, and finally, steal a shuttle in
order to escape the crippled vessel right before it ex-
plodes. It goes without saying that the alien ship is
simply jam-packed with bug-eyed aliens, traps, and hor-
rid defensive systems.

Game mechanics are fairly smooth and efficient. The
game allows use of either joystick, mouse, or keyboard.
While playing with the joystick is permitted, this writer
cannot recommend it because several crucial com-
mands cannot be executed from the joystick. Instead,
playing with the mouse-keyboard is suggested. The
various possible actions include: changing weapons
(choosing between four different kinds), moving in the
four cardinal directions, jumping, moving into a defen-
sive posture, stopping, entering doorways, picking up
items, and of course, firing one’s weapon.

It does not take long to become conversant with the
commands. Also, experience with the earlier game, Bar-
barian, will speed the learning process considerably
(even though all of the commands are not the same).
Once this has been mastered, game-play should
proceed quickly. The game isn't difficult, although it is
fun. Basically, the Obliterator must roam the decks and
elevators of the alien ship, destroy the bulk of aliens en-
countered, and find useful items.

Since the Obliterator starts the game with only a pis-
tol, the first objective should be to procure other
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weapons, as well as the ammunition to make them ef-
fective. One of the challenges in the game stems from
the fact that different creatures require different
weapons and the more powerful weapons can carry
only limited ammunition. The wise player will use the
weakest weapon possible to kill an opponent, saving
his more powerful weapons (and ammunition) for the
stronger aliens. The pistol works on most of the aliens
in the first section of the ship; the
rifle is effective against most of the
others; and the blaster should be
reserved for the rare four or five
creatures who are immune to any-
thing else. Note that the bazooka
can kill anything, but should be
saved for a certain obstacle in the
middle of the game which cannot
be destroyed by the other weapons.

Players should be aware of the fact
that each room has its own distinc-
tive set of monsters. Only a few crea-
tures can be killed permanently,
with most reappearing upon reentry
into the room. While this "reincarna-
tion" can be annoying, it does keep
the game challenging. To even
things up, however, the ammunition is -
also replaced, so it is possible to stock SYSTEMS:
up on vital ammo by moving back and :
forth between two rooms, picking up e S e
ammo each time. Purists may claim that
this is cheating, but what's a little cheat- JPUBLISHER:  Psygnosis
ing in a suicide mission?

Technically, it is not really necessary to kill every
monster on every screen. Doing so is not only a waste
of time, but a waste of ammunition, as well. A useful
tactic is to hit the "Defense" key while running. This will
cause the Obliterator to roll, often right past his
enemies. This move not only works on most of the
creatures, but several of the traps, as well. However,
one should not use this technique in every situation be-
cause there is a good reason for killing most of the
creatures, the score.

Instead of having a simple intrinsic value, the score is
vital in Obliterator. Once all of the tasks have been
completed, a countdown to the ship’s destruction will
begin. The length of this countdown is determined ex-
clusively by the player's score. If the shuttle hasn't been
found and activated by the time one's score has
reached zero, the ship will explode with the Obliterator
on board. This countdown method can cause some dis-
appointing final scores, but it is an ingenious method
of making sure the aliens are fought rather than simply
avoided.

All in all, | found myself enjoying Obliterator. The
game is neither particularly original nor extremely dif-
ficult, but the graphics are well-executed and the action
is plentiful. Pure strategists and exclusive adventure
gamers should stay away, but those who like action or
want something colorful to showcase on their Amiga or
ST will find this game to be a good buy. In other
words, know what to expect and you will not be disap-
pointed. After hours of conquest in obscure military
campaigns or long days in dungeon corridors, a few
minutes of Obliterator can be quite refreshing.
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a heading to match nearly each function in the
game, it never clearly explains the economic prin-

& ciples of the game. The allocation of Production
Points, as well as the cogent use of Build Points, is
J l h a d critical for fleet and colony maintenance. Yet, the
manual offers little guidance for interpreting even

basic information provided on the screen. As a

@ reviewer, this writer was forced to call SSI directly
u n c l 0 n in order to discover what the screen was trying to
tell me.

Even after reading the rules over and over again,
" " it was impossible to understand the "Research” op-
SSI I HDOkes A Stellar Crusade tion. The only reference to be found for this option
was one paragraph in the glossary under "Effective-
ness." It did not explain how to allocate resources
to research, how much it costs to increase each ef-

by Hosea Battles

n the 24th Century, both the Corporate League fe_:ctivengss level, or I'_mw to ﬁnd out if it is SYSELposs
l(League) [Ed.: Unscrupulous capitalists.] and sible to increase one's effectiveness level. Again, it
the People’s Holy Republic (P.H.R.) [Ed.: v riecessaly fo call <, only to be tokl that ary:
Despotic communists.] wish to control the Kiffryn's unused "Production Points" go to Rese‘arch e!nd it
Cats Star Cluster. When the League began to takes apprc?xlmately 500 Production F_’omts to in-
rapidly explore and crease one's level. Since Phe economic decisions
exploit planets, this are so crucial to success in the game, one would
thicnienad tha festic- have hoped for better treatment in the manual.
tive trade policies The mechanics of play consist of two phases,
and bureaucratic "Economics" and "Movement." It can be a very fast-
oligarchy of the paced game when combat takes place.
People’s Holy Throughout both phases, a three-dimensional map
Republic. Conflict of the quadrant is on the screen. The player can
g;a:ll{ine‘(’_‘itab]edar?d turn this map on or off at will.
the c?gpic?gr? oef ;Shis During the 'Econorpics" Qhase, players‘ allocate
struggle. "Production” and "Build Points" to factories and
starports in order to build ships and raw materials.
In solitaire mode, Food production is also handled in this phase.
players must play as One had best pay attention to this, because food
strategic commander riots could occur on the player's planets and spoil
of the League. In the everything. Further, players must assign ships for
two player mode, of "Transport Duty" in the "Transportation Pool" and
course, one may play "Escort" ships to protect them. Without escort
either side. On the ships, transports make juicy targets for enemy
ST, all game play is raiders. It is also necessary to allocate resources for
mouse-controlled, producing: spare parts (to repair ships), rations (to
but the IBM version feed soldiers), and armies (to recruit, equip, and
is restricted to pay soldiers). Fortunately, there is an "Economic
keyboard moderation Report" available to the player which includes a
via the numeric graph on expenditures and suggestions for increas-
keypad. Both ver- ing production.

sions utilize pull
down menus to en-

hance the interface. Command Performances
for State Security

Balanced :

During the movement phase, players perform
BUdQEts fleet movements, design spaceships, scrap old
for Defense ships, load/unload transports and assault ships, as-
sign ships to a fleet, assign ships to a "Command,”
and assign "Commanders" to fleets. A player may

STRATEGIC SIMULATIONS, INC.

TITLE: Stellar Crusade Th? ]:cey to this game s the. fact only have a maximum of 120 ships per side, a cap
S o that it is a Strategic/Economic of 36 separate fleets, and a limit of 20 ships per
ANERS SRS 12 Space Combat game. Economic fleet
e :;3:3: m s decisions are crucial to winning ¥
DESIGNER:  Norman C. Koger, Jr. | the game. This is not the stand- Players have a group of "Commanders" which
PUBLBHER: o8 ainview. ca | 2rd space shoot-'em-up. Unfor- can be assigned to a given fleet. Those belonging
- tunately, this key area of to the League, for example, have historic code
economic determination is also names such as Achilles or Patton. Those belong-
the primary flaw in the documentation. Even ing to the P.H.R. are provided with biblical code

though the manual is organized into sections with names such as David and Samson. Each com-
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mander is rated on a scale of 1 (incompetent) to 5
(brilliant) for Attack/Defense/Assault. When a com-
mand ship is destroyed, the commander is
destroyed with it and a replacement is placed in
the "Commanders Pool." There are more than 36
commanders for each side. Nevertheless, it is im-
portant to assign the best commander to each par-
ticular command, because a commander's rating
considerably affects the outcome of space combat.

Once all fleet movements are completed and op-
posing fleets end up in the same system, combat
occurs.Combat involves both | weapons (warp
space) and R weapons (real space). Each can only
attack ships in their respective space. Most raiders,
for instance, attack from | space. When a weapon
is fired, it is destroyed and must be replaced with a
spare upon the completion of combat. As combat
occurs, explosions take place around the fleets,
ships disappear, and the count of weapons
diminishes.

If a defender loses space combat, surface combat
will commence. At this point, a small screen ap-
pears which shows a ship unloading combat
troops on the surface of the planet. Surface com-
bat begins and a new combat resolutions screen
appears. On this screen is a list of attacking and
defending units. As units are destroyed, they disap-
pear from the list. As reflects any type of warfare,
the longer the combat lasts, the more population
and factories are destroyed. It is, therefore, not un-
usual to conquer a planet only to discover that it is
barren due to the surface warfare.

Finally, repairs may be performed if spare parts
are available within the system. Without spare
parts, the best planned offensive will stall and be-
come a defensive retreat.

One last point with regard to combat must be
the consideration of ship designs. In the design
mode, all basic ships look the same. However,
when one begins adding weapons, defenses, and
engines, the ships change shape. Players are given
the option of renaming their present ships and
christening the new ones they create. The design
screen is graphically detailed and extremely user
friendly.

Reviewer’s Summary
for Executive Decision

Though there are not any fancy graphics in this
game, the game has an appropriate mix of
graphics and text so that it does not clutter the
screen. The bulk of the computer’s power is util-
ized in keeping track of the decision points,
economic consequences, and strategic results in
the game rather than drawing pretty screens. Fur-
thermore, the computer opponent is extremely
hard to beat, even on the easiest level of play.

The game offers seven different scenarios. The
smallest lasts 10 turns and the largest can last up
to 100 turns. Though there is no option for creat-
ing one's own scenarios, the scenarios provided
can keep any player busy for a long time. One
scenario is particularly important. This is the "Ex-
ploration Scenario." This teaches players how to es-

tablish a colony and build it up to a self-supporting
and material producing asset. Since the manual of-
fers a set tutorial which takes a player through
three scenarios, it is highly advised that players fol-
low the tutorial before beginning serious play.

There are two minor problems with version 1.0 of
the game (on the ST). Both are supposed to be
fixed in version
1.1. If the Opera-
tion Jericho
scenario does not
allow the P.H.R.
player to move
Task Force #22,
you have the old
1.0 version. The
game locks up at
that point and
the only way out
is to reboot. Also,
the earlier version
allows a sudden
appearance of
ghost ships
around turn 44 in
all scenarios.
Though these ships cannot be destroyed, they do
not hinder play. Players who have version 1.0
should contact SSI for a corrected disk.

Current victory levels:
Holy Republic 84
Corporate League... 392

Use mouse to select
menu items or system data.

Overall, once players understand the manual
(and that is a large undertaking), this can be a very
satisfying game. It is reminiscent of Imperium
Galactum, but offers more complexity. The
strategic and economic elements of the game
seem to be excellent in design, but the manual
does nothing to help players get into the game.
The game can be a worthy addition to any strategy
gamer's software library, but only if he is willing to
get beyond the early frustration level.

Subscribe to

Game Software Review

Published six times a year, GSR
subscription costs only $9.95. Re-
cent issues of GSR have included
reviews of Falcon, NBA, and Arctics
Antics just to name a few.

To subscribe send your name,
address and payment to:
Delson’s, Box 2056,
Winnetka, CA 91306

Foreign rates are $25.00 per year ($12.95
for Canada & Mexico). For a sample copy of
GSR send $1.00 to cover postage and

handling, Allow 4-8 weeks for start of your
subscription.
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It's the 1990's. WWIIl has begun. You
command an attack submarine wolf-
pack. Your task: penetrate the Soviet
bastion; detect and destroy Soviet
strategic reserves — SSBNSs.

SRS W Zooming,
| scrolling

battle maps

getyou close

to the action.

B Easy pointer interface gets you
playing fast. Dropdown menus
and popup command boxes give
you maximum control.

B No complicated phased turns.
Playinreal time or compressitas
much as 60 times. When the
action gets hectic, unique Pulse
Time Mode lets you slowitdown.

B Modern submarine warfare
simulated in detail. Each US, UK
or Soviet sub carries accurately
modeled weapons and sensors.

For Atari ST with color monitor or IBM
with Hercules, CGA or EGA graphics.
Runs with Digital Research GEM/3
system software. Mouse optional.

Price: $39.95 includes shipping. NY
add 7.5%. For fast delivery/info call

1-800-243-0345

Lyric Software, Inc.
6 Beach Plum Drive
Northport, N.Y. 11768
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AND NOW,
FOR SOMETHING
COMPLETELY
DIFFERENT

Winners of the CGW
Essay Contest.

CGW subscribers were asked to complete the sen-
tence, "My most humorous experience while play-
ing a computer game was . . ." The unanimous first
choice of the editors and winner of the two year
paid subscription to CGW is Steve DeWall of
Bethalto, IL. Second choice was Jayson Hogan of
Seattle, WA. who will receive a one year paid sub-
scription. All other entrants will have an issue of
CGW added to ‘their present subscription.

Editors’
Choice Award:

. . . the night my band of adven-
turers was about to enter another
dungeon and | heard a noise on the
basement steps behind me. It was
the baby's walker tumbling down.
"The baby is falling down the steps!"
| screamed. Fortunately, he had
pushed the walker down the steps
and was fine. | rushed up the steps
and picked him up. Just as we got
into the kitchen, my wife came
around the corner at full speed. She
was stark naked and covered with
soap. When wet soapy feet hit
linecleum, disaster is inevitable. All
three of us ended up under the
kitchen table, a little shaken, but
unhurt.

Runner-Up:

. . . the time | was playing Dun-
geon Master and left the console
long enough to cross the room. |
noticed some movement on the
screen and yelled across the room
to my friend, "Kill that Beholder
before it kills my characters!" My
Mom, thought | was talking to her
and, never having used my com-
puter or the mouse before, picked
up the mouse and attempted to kill
the monster by applying the mouse
directly to the screen and pressing
the button furiously. Needless to
say, the Beholder proceeded to kill
all of us, but it was hilarious to
watch Mom use that mouse.
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N the Days bf-‘ LeGeNDS, there was a YOUNG Palaoiﬁ NaM€D

BRaNDON. BRANDON had Heard that the KiNGg of a Far RiNGgbOM was

BestowiNnGg KNiGhthoob upoN those Souls who Proved themselves

¥ ,

J Worthy of the Title. Resolute upoN the Goal of KNiGhthood, BRANDON g/
Gathered a FiNe BaNbd of NiNe to accompany hiMm. He took Mages, with their

?f ARcaNe Magics _D__StnaN(-;-e PotioNs. ﬁ He called upoN

| SWORDSMEN, \4 ' \ with their Sharp Blabes. With hiM caMe RANGERS aNd

| €VEN a Thierf wo ab ReformMed His Ways. Their jourNey toOk theM across /

} Fierce Deserts aNd Swifst Rivers, ithrOuGh Steamy JuNgles aND iNtO
Caverns that DesceNnDed to the Very Heart of the Earth. ON their
LONG aNd PERilous JOURNEY, they Dib Battle Nasty Trolls a WhO CaRrri€d

&

Of Fire wﬁh meh{ Wise Mage aNb Cast MiNbD Stuns ‘0 the iJNwany

Al of this happenebd with Fine ANnimalioNn aND the Battles Dib RiNng with Thrilling Digitized
SOUND (exclubing IBM veRrsioN). They founNbd that the Program INclubes Ten ChalleNGing
Quests. They also biscovereb that aN abvitioNal Quest Disk with 16 Quests Is Available.
After a TiMe, wheN they wisheb to Change Their Fate, there was a Quest Builber Program
which alloweb them to Mobvify Existing Quests aNd Create New ONes to Please their FRiENDS
aNb CoNfoOuND their ENeMies. EveN ValiaNt WaRrRRiORs fFROM the Far Future were Not fFORGOt-
1€N, fOR they coulb IMpoRrt BrReach Sguad Leaders as Paladins.

OMNiTREND’S PalaviN is available for the AMiGga aNd the Atari ST. VersioNs fOR the IBM

PC aNnd Macintosh are cOMiNG SOON. FOR those who wish to OrRber Directly (Visa/MCICOD)
PHONE (203) 658-6917. FOR Mail OrRDERS SEND Check, MONEY ORDER, Golb Pieces, or Crebit
Card INFORMAtiION 10 OMNItREND Software, INC.,, PO Box 733, West SiMsbury, CT 06092. P
PaladiN is $39.95, the Quest Disk is $24.95. Please abd $3.00 fOR Postage and HaNvIiNG.
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"STRIKE FLEET"
COMMAND BRIEFING

n this article, a CGW subscriber
Ishares his successful approach to
Electronic Arts' and Lucasfilm

Games' "Strike Fleet." As in our oc-
casional "Strategically Speaking"
column of strategy tips, CGW cannot
playtest all the hints
received. Let the player be-
ware.

TO:

All commanders THE N/

FROM:

CINCLANT-FLT |

SUBJECT: Tactical d

Considerations e,
Evaluation of tactics util- -

ized in recent engage-
ments has resulted in the
following recommenda-
tions.

1. Create and use a
matrix of ship capabilities
(as in the sample printed
with this article) so you
know at a glance what
you have versus what you
are against. It will also as-
sist you in selection of the
best ships to utilize in a
given situation.

Note that for most of the
Russian scenarios, a
preference for DDG Class
(Arleigh Burke, if possible)
is recommended. Two DDGs
carry more anti-missiles than a
single Ticonderoga. Spruance DDs are
to be avoided at all cost.

The primary strategy should be
centered upon either launching a first
strike (targeting the Slava class as a top
priority, because of its matching gun dis-
tance) or intercepting Russian missiles
first, launching a limited counter-strike
by utilizing the Secret Helo Tactic (see
item 2, below) to help deplete their anti-
missiles, and finally, gunning them
down.

2. Use the Secret Helo Tactic to com-
pensate for the Russian superiority in
anti-missiles. Launch a helicopter and

by Ronald F. Williams

keep it within 2000 meters of its mother
ship. Then, when the Russians fire on it
(1-5 missiles), manually fly it back to the
mother ship at full speed. Upon landing
the helicopter, the Russian missiles will
explode without damaging either the

helicopter or ship. This is undoubtedly
not realistic, but it works!

3. Utilize a quick ship change/anti-mis-
sile methodology. Track the first incom-
ing missile from the Target Ship by
using the "M" key and launch an anti-
missile. Go to the next missile by means
of the "M" key, "Enlarge Map Range" to
a size that will include the next target
ship. Then, use the "C" key to toggle to
the targeted ship. Remember to keep
your anti-missile weapon highlighted.
The speed and ease of use will greatly
enhance a ship's potential for survival.

4. Commanders should change their
flagship whenever the current flagship’s
anti-missile inventory is reduced below a

quantity of 12. Backfires always fire at
the flagship, so do not be caught un-
awares.

5. When facing enemy aircraft of the
Backfire Kingfish class, always wait until
the craft are within 28
kilometers before launch-
ing an anti-missile. In this
manner, the success prob-
ability for interception is
95% assured. The success
probability decreases
proportionally beyond this
range.

6. Commanders who
deploy more than one task
force in the Russian
scenarios and hence, en-
counter dual attacks (i.e.
surface and submarine)
during a battle, should
change all surface ships’
speed and direction in
order to stay out of gun-
nery range and con-
centrate on the submarine
threat.

7. In terms of surface
combat, the doctrine
demands opening range. It
is sometimes effective to
close on the enemy and
alter speed in order to com-
pensate for gun deflection,
but one should always
reverse direction before
entering the enemy gun
range. Further, when hits drop
enemy speed, one's own speed should
be dropped in order to continue
effective fire. 90% of the time, this is ef-
fective.

SUBJECT: Bugs and
Useful Pesticides

In the C-64/128 version, some
program errors and possible solutions
have been noted.

1. Scenario 9.3 ("The Road to Kuwait")
seems to have a map/location problem
when the location movement command
is used on the Fleet or Task Force Map.
The program has a tendency to use the
next lower map for reference. Conse-
quently, if the player does not refer to
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the lower level map, ships will usually
run aground.

Solution: Commanders should move
the ship slowly (four knots) into a posi-

tion behind the next closest ship and fol-

low until the Depth Warning disappears.
2. Scenario 9.8 ("Escape to New York")

does not provide the Arleigh Burke class
DDGs (if replacements for game default
ships) with the two LAMPS helicopters
that should be standard equipment.

Solution: Commanders should be cer-
tain that these ships are accompanied
by one equipped with helicopters.

3. Scenarios 9.8 and 9.9 do not allow
lock-in of the Sonar On command for
warships, nor does it allow non-com-
batants to permanently toggle Sonar On.

Solution: Cormmmanders, particularly
those responsible for warships, should
consistently keep the sonar status as
Sonar On/Radar Off.

A Matrix of Shlp Capabilities

Point Speed Gunnery Anti-

Value Knots Rating Missile Ship ASROCS Torpedoes Qty Held
us. [Qty] Range in Kilometers
CG - Belknap 25 32 22 [40] 102* [8] 102 [20] 8 [24] 8 1
CG - New Ticon 60 32 22 [82] 102%/ [8] 102 [16] 8 [24] 8 2
Bunker/Mobile/ [24] 583
Antietam/Leyte
CG - Old Ticon 60 32 22 [68] 102* [8] 102/ [12] 8 [24] 8 2
Ticon/Yktwry/ [8] 583
ValFrge/TomGates
DD - Spruance 10 B2 22 [8] 32** [8] 102 [24] 8 [16] B 2
DD - Arleigh 20 32 22 [70] 102 [8] 102/ [12] 8 [24] 8 0
[8] 583
DDG - Kidd/Callah 14 32 22 [52] 33 [8] 102 [16] 8 [16] 8 2
Scott/Chandler
FFG - Oliver Haz 5 28 15 [36] 33 [4] 102 [24] 4 2
PHM - Pegasus 3? 48 15 [8] 102
LAMPS - 144 2
Chaff [24 * = Mach 2+/** = Mach 3
Phalanx [24] [FFG 6] 2100 meters
Speed Gun Anti- Anti- Torpedoes  Phalanx
Missile Ship
U.S.S.R.
Sub - Alfa 45 [22] 4-20
Sub - November 30 [18] 4-20
Sub - Victor 32 [8] 4-20
DDG - Kashin 37 11 [22] 55 [4] 80 [10] 4-20
BC - Kirov 33 8 [96] 81 [20] 540 [16] 4-20 120
CG - Kynda 36 11 [22] 55* [16] 540 [12] 4-20
FFG - Krivak 32 11 [18] 15* [16] 4-20
CG - Slava 32 22 |64] 81 [16] 555 [16] 4-20 90
LSM - Polnochny 16 [16] 10
LST - Ropucha 16 6 32] 10
BACKFIRE TU22 900 "Kingfish"  [3] 555
*Has some Anti-ship capability
Speed Gun Anti Miss Anti Ship Torpedoes Helo’s Chaff
Argentina
Fri - Type A69 24 11 |4] 33-70 (18] 8
Sub - Guppy 15 [10] 4-20
Sub - Salta 23 [14] 4-20
Super Entendard 650 [1] 33-70
British
DD - Sheffield 32 11 [22] 17 [24] 8 1 16
FF - Broadsword 32 4 [12] 6 [4] 33-70 [18] 8 2 16
Lynx ? [2] 8
Iran
LPC - Fst At Crsr 48 ?
Fri - Saam Class 39 11 9] 6 [5] 25 8
Mirage 800 [2] 33-70
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Yes, We Have No
Bananas!

Cinemaware’s "The Three Stooges"
Reviewed by David M. Wilson

[ INEMAWAR

Cinemaware had put a Defender of the

Crown disk in a box labeled, The Three
Stooges. There, on my monitor for the entire world
to see was the
familiar Defender of
the Crown title
screen and the com-
puter was loudly play-
ing the rousing
Defender of the
Crown theme. Then,
suddenly, radio static
took over as these
three familiar stooges
marched out onto
the screen. Imagine
my shock when Larry
said, "This looks like
a kid's game." It was
really Larry's voice.
Moe said, "Shut up!"
and Curly barked vi-
ciously. This gave
way to the authentic
"Stooges" theme
music and the real
game began. Right
then | knew that |
was in for a slapstick
treat with
Cinemaware’s latest
release. They had
captured the Three

Either | had just put in the wrong disk, or

of the trio’s films. Both versions, however, played
identically.

As the plot of the "game" unfolds, players dis-
cover that the wicked banker, |. Fleecem, is about
to foreclose on the orphanage’s mortgage. Moe,
Larry, and Curly declare that they'll get the money
($5,000) necessary to keep the orphanage in the
good-hearted widow's hands. If players score excep-
tionally well (earning $7,500), they can even
provide those much-needed repairs to the house
which the widow has been putting off. If they want
to "marry" the widow's beautiful daughters, they
will need even more.

So, our boys are off and seeking odd jobs. This
is done by a moving hand at the top of the screen.
The hand moves between six different rectangles
(lined up like one side of a Monopoly game) and
the player tries to hit the joystick button when the
hand is on a good choice. The bad choices are
mousetraps, bankers, or any game segment that
the player hasn't mastered, yet. Selecting the
mousetraps causes the "guys" to lose a day while
they nurse Moe's hand. Stopping on the banker
will incur both charges (business license fees, back
taxes, etc.) and ridicule. Of course, players will try
to make good selections, but as the game progres-
ses, the hand moves faster and faster.

One of the ways the boys earn money is simply
by finding money. They find wallets and money
bags all over the place. If only life were this simple.
Nevertheless, it is a real laugh to watch all three
bend over to pick up the wallet and bump their
heads together. Any Stoogephile knows what hap-
pens next. Moe slaps Curly and Larry (with ap-
propriate sounds and exclamations).

Another method they use to earn money is by
serving pies, which naturally leads to a pie fight as
in the short subject, "Hoi Polloi." Players can enjoy
throwing pies without having the mess (or the
waste). $10.00 is paid for each pie "served" by
smacking a guest in the face. Throwing and duck-
ing is not as easy as it sounds, however. Remem-
ber that players are using one joystick to control
three stooges.

The hospital always needs gurney pushers and
the stooges love to push gurneys. Therefore, in

players will almost feel as if they
are watching one of the trio’s popular short sub-
jects when they watch the credit sequences.

There are, as one would expect, differences be-
tween the Amiga and C-64/128 versions. The
Amiga version has sharper and clearer imagery
and more clarity in the sound effects and digitized
voice tracks, but the Commodore's opening
screens were much more like the original opening

Stooges mystic. the segment entitled "Doctors" (based on the
award winning short subject, "Men In Black,"
TITLE: The Three Stooges > which, in turn, satirized the popular medical film,

. Amiga, C-64/128 Cinemaware’s Three Stooges "Men In White"), players collect money for each
i i game continues the company's hall they pass, while they bob, weave, and dodge
DESIGNERS:  John Cutter fine tradition of innovative games around nurses, wheelchairs, and patients on

Eeecy i with excellent graphics and sound. crutches. The patients on crutches are, by far, the

Bill Zielinski Cinemaware calls their products most fun to knock down, but these collisions will
PUBLISHER: "interactive movies" rather than cost time, since the goal of the player is to reach

Westlake Village, CA | "games" and in this product, the operating room at hall 20 before the timer

runs out. The Amiga version adds points for catch-
ing flying medicine bottles and other supplies. The
C-64/128 version misses this extra feature.

"Boxing" is based on "Punch Drunks" and the ar-
cade game is an example of effective use of the
split screen. The screen is divided into three sec-
tions. In the upper left portion of the screen, Curly
is shown, in static images, boxing his life away. In
the upper right, the stopwatch which is being used



August 1988

to time the round is shown ticking away. The lower
portion of the screen is what is important to game
play, however. It seems that, as in the film, Curly
can only win the fight if he hears the tune, "Pop

more hits Moe gives Larry and Curly, the slower
the hand used in selection will move. Hint: Curly
seems to be the biggest sucker in the slapfight.

Goes The Weasel." Just before the fight, however, Stoogephiles
Larry sits on the violin that he was planning on who tire of
playing the tune upon. Now, Larry must rush into the arcade
town and get something to play the tune on, elements in
either a violin or radio. He must avoid sleeping the game
dogs, wooden crates, open doors, streetlamps, and will enjoy
ice blocks. The catch (which sometimes seems like the Trivia
a Catch-22) is that he only has until the fifth round Contest. In
to return. This is a difficult task to say the least. this event,
In "Crackers," Curly tries to win the cracker eating players
contest at the lodge. In this portion of the game e rf“‘ﬂ'
(the idea taken from the short subject, "Dutiful But tiple choice
Dumb"), players wrangle with ornery oysters. They guestion
grab the spoon. The screen digitized directly from abo"ft the
the film was the most impressive part of this seg- boys
ment. gg:g play
Another arcade segment can be important to the ing the
game. It is the slapfight. This segment will not game,
directly provide the stooges with any money, but it rs

helps to slow down the hand which selects the
game segments. The player becomes Moe and
must win this sadistic battle of nitwits with Larry
and Curly. Players who want to increase their chan-
ces of hitting will have to resort to faking by
moving Moe's hand repeatedly before striking. The

should read the documentation which details a lot
of the history of The Three Stooges. Anyone who
does not read the book, cannot expect to do well
in the Trivia contest. The C-64/128 version has
three questions at $200 each, but the Amiga offers
a larger prize and more animation/sound in these
sequences.

— === Okay, The

presidential election games.”

* ELECTIONS %
* PROMISES »

Presidential
Election Game

“This game could well be called the MONOPOLY of

COMPUTER GAMING WORLD

Three Stooges
game is not for
everybody, espe-
cially if you are
the kind of per-
son who
doesn't want to
EVET See
another The
Three Stooges
film, again. For
those of us
who remember
the boys from
our childhood
with a great
deal of fond-

* ORGANIZATIONS »
* ADVERTISING %

*DIRTY TRICKS »

A strategy game for 2 to 6 players. Each of the 51 elections provides a new opportunity. Combine a good
campaign organization with popular promises and an effective advertising level to win. Covert DIRTY
TRICKS (bribery charges, airline maintenance problems, scandals, etc.) can be used to penalize op-
ponents with fines or lost turns. Add humorous messages and screen interaction and CAMPAIGN PRO-

ness, however,
the game is
simultaneously
a delight and
piece of "living"
memorabilia. In

MISES™ game will become a favorite. For IBM PC's or compatibles with 256k RAM and DOS 2.1 or fact, this game
higher. Color monitor recommended. gave me the
courage to

* TO ORDER * watchga ftew
Check your favorite software retailer or order direct. For direct orders, include the following: Name, ship- episodes. If you
ping address, diskette size (5% "' or 3%.'"), Master or Visa card number with expiration date or send a are, or were, a
check. Phone order service 24 hours. Only $39.95 plus $3.00 shipping. All taxes included. No shipping fan, you will
charges for mail orders paid by check. enj::)y this game

P.0. Box 435-G # Collinsville # CT * 06022-0435

HONTRUNNER
SOFTWARE
I COMPANY (203) 233-3144

—
==
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for its fresh ap-
proach to some
old friends.
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Th; Seven

Spirits of Ra

by Alan Roberts

f you've grown tired of the generic pseudo-
lmedieval fantasy games, come with me to the

deserts of Egypt. Here, since the dawn of civiliza-
tion, the tale has been told of Osiris, the pharach
of the gods, and his murder, rebirth, and revenge.

The Seven Spirits of Ra is
arcade/adventure (80% ar-
cade/20% adventure),
giving you the chance to
play the god Osiris. Some
may prefer more puzzle-
solving, but the game is
certainly better than most
of the pure arcade games
on the market.

Getting Your
Just Deserts
(Game Objective)

The goal of the game is
to return to the land of
the living. Rats, snakes,
bats, vultures, crocodiles,
ghosts, mummies, Seths
(demons) and the arch-vil-
lain Set will oppose this
quest. Each time you
"die" (a relative term in
the land of the dead), one
of your seven lives floats
away. Lose all and be cast
in the fiery lake of Abat.
Not all obstacles in the
game can be overcome
by combat. Physical
obstructions bar your way as well.

Title: The Seven Spirits of Ra | Fortunately, each animal species is
System: BM (5. y
wamifmlk& 359 | ruled by a "Master,” and once you
Price: $49.95 defeat the Master, you can trans-
m g:'ffrm\’fw 3 form yourself into its shape, ena-
Ogdensburg, NY bling you to bypass those

obstacles. Even your fellow gods

will test you. The jackal-headed Anubis, the
crocodilian Sobek, the four-armed Sekhmet, and
your own wife Isis must be appeased. You must
pay attention to hints scattered throughout the
game. Also, you can regain lost health by finding
and eating food.

Ankh if you love Isis
(An Overview)

Let us embark on a brief tour of the game (those
of you who'd rather discover for yourselves what's

on the other side of the tomb may skip down to
the next section). You are on the royal barge when
treacherous guards pop up with swords drawn.
What happens? You get annihilated. Next thing
you know, you are in the Duad (the land of the
dead). There are three pyramids here and a section
of riverfront property infested with hostile wildlife.
The entrances to the pyramids are flashing
squares marked with ankhs (a cross with a loop at
the top). Notice that the door to the central
pyramid is out of reach.

Inside the pyramids you might find nourishment,
weapons, and treasure (who says you can't take it
with you?). Each pyramid hides the gateway to the
other realms (in the advanced game, which gate
leads to which land is randomly determined): the
Swamps of Sebat, the City of Tombs and the
Caverns of Isis. Somewhere in the caverns is the
portal to the Passage of Rebirth. After you answer
the questions of Isis, you will be reunited with any
lives you might have lost in combat. You'll need
them. As you pass through the gates of rebirth,
you are reincarnated as Horus, the avenger. In the
center of this swamp is the Stronghold of Set, who
can transform himself into any creature or guar-
dian you have met. If you are victorious, you rise
into the heavens and ride the celestial barge with
Ra. A short optional philosophy lecture follows.

Undercurrents in the
Underworld (Complaints)

There should be some way to choose the
"silence" option before the introduction music
begins. Some of us must face the wrath of room-
mates or spouses who like to sleep undisturbed.
What makes an annoying situation worse is that
the only way to save a game is to quit and restart,
and, literally, "face the music" again.

Another problem deals with movement. As you
move Osiris, he goes to the edge of the screen.
The screen scrolls along as Osiris strolls along,
rarely allowing you to see trouble before you step
in it. The layout is awkward: while most keys used
in the game are sensibly near the left-hand "home
keys", one vital function is "p" for pick up (it would
have been more logical to use "g" for get). Even if
you have a joystick, you must use the keyboard pe-
riodically.

While it is very clear how much damage Osiris
has taken, one can only guess how much fight an
enemy has left. This is especially annoying with
Set. You find yourself wondering if he is just tough
or if a specific attack is a complete waste of time.

The game seems unevenly weighted in favor of
arcade sequences. Even when players must
answer a question, they have an unlimited number
of guesses (unless there is a pack of nasties hard
on their heels). This could use refinement.

Divine Aspirations (Compliments)

Although saving a game is not as painless as it
might be, you can save up to nine times per disk.
While the graphics themselves are not outstand-
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ing, the colors in particular are brighter and offer
more variety than I've ever seen on a CGA screen.
The game also ran on my Hercules-compatible
Compag screen. You must run the program from
a backup "play disk" or off the hard disk (the
original being used as a "keyed master disk").

There is no hint book, but the game is backed
by Sir- Tech's Hotline Hint Department and Disk
Repair Service. Also, with many adventure games,
once you've solved the game you might as well
reformat the disk. With the Seven Spirits, however,
there is an "advanced" game option. The monsters
are tougher, you can't regain strength by resting,
and the layout has had some minor changes. The
questions are the same, though.

Personally, I'm delighted with the idea of using
non-European mythology as a basis for an adven-
ture game. The book that comes with the program
contains a short section on Egyptian religious
thought. This is the first game I've played all year
that actually taught me something.

Even though the game is not as tough as it

All’'s Pharaoh
in Love and War (Hints)

[Ed.: Warning! The following material contains
specific hints and strategies.]

Your first item of business is to find the sword,
the only weapon you can get without transform-
ing. Get the staff of fireballs and lightning bolts
ASAP. Learn to juggle these three weapons quick-
ly, as some monsters are vulnerable to only one or
two attack forms.

Fireballs travel a short distance and explode,
while lightning bounces. Use caution; if your op-
ponent is too close, you'll both take damage. Fight
ghosts in a large room (they are invulnerable when
walking through walls) and use the Staff of Fire (it
has a faster rate of fire). You can only have one
missile in the air at one time (from either staff), so
avoid using lightning in wide-open spaces unless
necessary. There is a patch of water in the
swamps. Lure your enemies here, where you can
maneuver (remember, you can only use weapons,

should be, the game is worthy of an above
average recommendation and it must be given an
extremely strong recommendation for arcade ad-
dicts and teachers.

pick up or drop items in human form).

Also monsters and food are placed randomly. If
you don't like what you see when you cross
through a gate, back out and try again.

GRAND ALLIANCE

“Grand Alliance” is a fully
computer moderated play-
by-mail game which
involves the battle of survival
between human and alien
races. Players represent
either a member of the
human race or of the alien
race with the universe as a
setting. The game is played
on a map of three parallel
levels where each level is
composed of 240 planetary
systems. Each player must
solve military and political
problems within own camp
before war can be waged
effectively against the
opposing race. Each side is
faced with the same
situations and problems to
overcome.

To order the rule book for your inspection
please send $2.00 with your name and address to

Simcoarum Systems
P.O. Box 520861  Salt Lake City, Utah 84152

Turn fees are $3.00
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Wright Computer

LIST WRIGHT

TITLE PRICE PRICE

Balance of Power 350 833

Beyond Zork 50 33

Breach 40

Chuck Yeager AFT 0 2 VISA - MASTERCARD
Earl Weaver BB 40 26

Falcon Sl | 32 (3 16) 68 1"033 1
King's Quest I, Il or Ill 50 32

Patton-Rommel 45 29 Call Collect
Firates 40 26

Police Quest 50 32

Sifent Service 35 23

Space Quest | or Il 0 32

Star Command 50 33

Starflight 50 32 eeeececvscccsscscce

Three Stooges 50 00 33 .

Ultima IV 60 41 Wright Computer

Universal Military PO. Box 780444

Simulator 50 33 Wichita, KS 67278-0444

*SEND FOR COMPLETE LISTING

**TITLES & PRICES ARE IBM 5% " FORMAT

***OTHER FORMATS AVAILABLE.

Same Day Shipping (suvject to availabiiiy)

Order by mail with money order or check (check orders nol shipped until cleared).
Do not send cash.

SHIPPING: U.S. orders sent U.PS. Add $2.50 for shipping and handling. Kansas residents
add 5% sales lax. Prices subject to change
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Tobruk: The
Clash of Armour

Review by M. Evan Brooks

ing desert warfare during World War 1.

Datasoft has attempted to bridge the gap be-
tween arcade gamers and strategy wargamers in
this release.

Tobmk is one of the newer simulations cover-

Tobruk’s map and
character set are very
reminiscent of

scenario), except the
former is not as crisp
or detailed. Since
Tobruk was released
in 1988 and
Decision in 1985,
this gives one pause

rules are explained,
and a historical back-
ground briefing is
given. However, the
historical analysis is a
cursory "bare-bones"
narrative. No histori-
cal delineation of tac-
tics or operational

levels. The only difference is that at the expert
level, the British computer opponent is more ag-
gressive and mobile.

In solitaire mode, one may only choose German.
With two players, both German and British options
are available.

Additionally, one may choose the arcade sub-
game option (on or off) and a previously-saved
game may be loaded for play.

Tobruk is played in discrete player turns. Each
day consists of two movement and assault phases
(Axis first) followed by resupply and the command
phase (air/fengineer support).

Movement next to an enemy unit initiates com-
bat, and one may use the arcade option at this
time (assuming that at least one AFV [armored
fighting vehicle] is available).

Look During the command phase, one may utilize air
and Feel: and engineer support. Air support consists of al-
Graphics and ]occal:t.ing zssgts betwegn air superi;:rity, ?i;s s.trifk.c'_-I
and interdiction; engineer support consists of al-
Documen- locating "spanners" (the British term for wrenches,
tation showing Tobruk's British origins) between bat-

tlefield vehicle recovery, sabotage of enemy

vehicles or mine operations. This use of engineer
assets is an innovation and illustrates their impor-
tance. However, aside from the mine/countermine

Microprose's operations, the engineer operations are "hidden"
Decision in the from the user and their actual impact is difficult to
Desert (Gazala determine.

Strategically, control of Tobruk determines the
victor; alternatively, reducing the enemy to two
units will also yield victory.

Based upon the minefields, early operational
movement by the Axis is virtually pre-determined.
A flanking movement southwards should engage

for thought. Bir Hacheim (historically defended by elements of
The documentation the Free French and the Foreign Legion).
is adequate. The Countermine operations should seek a path

through the minefield in the region of "The
Cauldron". When the path is cleared, mobile ele-
ments should accelerate through the gap and
move onto Tobruk. The southern elements will as-
sist in this operation, and depending upon tactical
finesse and expertise, Tobruk should fall without
any real problem.

The basic problem with the simulation is that al-
ternative strategies are unavailable. The northern

strategy is given.
TMLE: 7""‘““;3"'9 Clash of Armour el Axis forces (ltalian divisions) have a mobility factor
PLAYERS: A brief bibliography is included. of "1"; since most German forces (which are lo-
PRICE: $34.95 : For those inizgrestgdyin addjLLliona] cated in the south) have a mobility factor of "6", it
ey Rl e ot dS background to the Gazala Cam- does not take a Clausewitz to determine optimum
Chatsworth, CA paign, this reviewer would sug- strategic maneuver.

gest: Atlas of the Second World
War (ed. Peter Young), Panzer Battles (MG F.W.
von Mellenthin), Rommel (Desmond Young), or
The Desert Generals (Correlli Barnett).

The Play Is The Thing: Mechanics

Joystick operated, Tobruk is easy to use. Upon
booting, one may select either novice or expert

Assuming that the Axis is careful to move his
supply dumps forward, the British computer op-
ponent is easy to defeat. Attacks in the north are
wasteful for either player; mobility is lacking, and
the computer opponent leaves much of the British
force structure alone. Historically, the British
responded piecemeal and without any coherent
command strategy, but this did not have to occur.

(Continued on page 41)
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THE LONG-AWAITED SEQUEL SO AWE-INSPIRING
IT SURPASSES EVEN THE ORIGINAL!

ET— e

It wasn't easy to outdo the
original, legendary Questron™
fantasy role-playing game.

But we did. And you'
ing at it.

QUESTRON II's all-
state-of-the-art graphics is
nothing short of stunning. The
wilderness, towns, characters
and monsters of our magical
world are beautifully rendered.
The animated 3-D dungeon
displays will amaze you.

Add to all this a spell-
binding storyline, and you have
a fantasy game that will ignite
your imagination.

Look for it at your local :
computer/software or game store today.
QUESTRON IL It's the closest you can
come to real fantasy. .

Commodore 64/128 (539.95)
Apple Il Series, IBM/Compatible ($44.95)
Atari ST, Amiga (549.95) ¥

A Death Wraith attacks in one
of the many dungeon levels.

'E' e |

 [&

lic chamber in the
y Redstone Castle.

Also play THE ETERNAL DAGGER™ — Sequel to SSI's award- If there are no convenient stores near
winning Wizard's Crown” Hordes of monsters from the Demon %o YA a0 MC holders can order
World have entered Middle World through a magic portal. Todefeat  Or send your check to- SSI, 1046
the invading force, your party of eight must embark on queststo ~ N. Rengstorff Ave.. Mountain View,
search for magical weapons, build up your abilities and solve ~ $h itop . SajioTia fesidents, add
innumerable puzzles. Locate the Demon Portal and findtheone  computer format and add $3.00 for

enchanted weapon that can seal it — the Eternal Dagger. shipping and handling
Commodore 64/128, Apple Il Series, Atari 8-Bit. $39.95. e e Smlutira, nc
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ell, it's August, and Fred
is off at the annual Grues
Convention being held (as

usual) in the Dark Room of Colossal
Cave. | under-

back issues, or copies of articles
that appeared in previous issues, of
CGW. You have to write directly to
the CGW address to order back is-

stand that this

Wasteland (clues carefully ir-
radiated over a glowing atomic pile):
A number of people are having
some problems with opening the
cylinders at Base
Cochise. What is

year they're going
to try and get
Daylight Savings
Time repealed
(grin). Anyhow,
with Fred away
and the dog days
of summer upon
us, this is a good
time to trek into

s g Warrior
room and peek i -
into the (overflow- {
ing) mailbag.

Before we get to
the letters,
though, I'd like to
remind everyone
that it really is
necessary, if you
live in the United
States, to enclose
a self-addressed,
stamped envelope
with your ques-
tions. Otherwise,
you aren’t going

—~

to get a reply (a
SASE is not

necessary if you
live outside the
as).

Also, | really do
try to get a reply
out the day after |
receive a letter,
and usually can
manage that.
However, mail ser-
vice has been very
erratic lately.
Sometimes a let-
ter can take as
much as a week

needed here are
some keys (NOT

each cylinder, it's
very likely that you
missed something
at the Citadel. Go
over each room
thoroughly. Also,
there is a pattern
involved here,
which can be
figured out only
by trial and error.

Bard’s Tale 1
(answers served
"on the rocks"):
Some folks are
being puzzled by
the "one of cold"
riddle in
Kylearan's Tower.
This one is actual-
ly simple to
answer, if you've
paid enough
money to the bar-
tenders at the
taverns.

Bard’s Tale IlI
(hints displayed
on a bed of
"iceberg" lettuce):
The Ice Keep in
Gelidia seems to
be a popular
problem these
days, specifically
getting past the
wards of the three
towers. If you
don’t mind freez-
ing a bit (or even

SC (0 l'piOl’l’S M;__ail s
Ultima Y

of Destiny
A

or more to reach
me, when another letter from some-
one else in the same state (or even
city) will arrive in my box in only a
couple of days. | have never figured
out why this is so, but it is. So when
you write, keep in mind that a
response could be delayed by the
vagaries of the US Postal Service.
Finally, | am not able to provide

sues (copies of individual articles are
not generally available). Check the
listing of back issues before order-
ing anything. Some back numbers
become sold out and if the issue
you want is not listed, it is no longer
available (photocopies of articles
from out of print issues run $1.00
each). Now, on to the games!

if you do), wander
around the outdoors until you locate
the hut. Inside you will find some-
thing to put you on the track of the
solution. Don’t overlook the phrases
by the wards, and keep your manual
handy (you'll be referring to it often).

Beyond Zork (silken solutions
with a dash of color): Caterpillars
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seem to be in short supply here
(grin). Most people know that these
are "baby butterflies", but they are
stuck on how to change the butterf-
ly back to a caterpillar. This one is a
bit tricky, but with a little thought
and experimentation, you may be
able to grind out the answer.

Return of Werdna (pre-sliced ad-
vice in cube form): Several people
are getting a little ahead of themsel-
ves in this one by marching up into
the cube before finishing everything
below, especially Hell. Unless all the
puzzles (except the witch) are com-
pleted, going into the cosmic cube
isn't going to help you much, and
you certainly won't be able to get
out of it (this IS a one-way trip).
Take some time to get everything
else done first, so you can avoid
frustration.

Ultima V (a partial list of
dangerous food supplements): A
surprising number of people are

having trouble keeping up their
Avatar status. Usually this is a result
of taking things that don't belong to
them, especially crops from the
fields to supplement food supplies.
These crops aren't yours to take.
You really have to buy food in the
towns. Taking food from tables isn't
quite as bad, but should also be
avoided. Remember, Avatars are
good and good people don't steal.
However, it is ok to take things that
are in abandoned areas. Also, on a
different problem, before you enter
the final dungeon, do make sure
you have everything you need with
you. The entrance is strictly one-
way. You can't change your mind
and go back out again.

Might & Magic (a savoury hint
roasted to a "golden" brown): A
bunch of folks have gotten pretty far
into the game, only to discover they
are lacking the gold key, and usually
because they forgot to search in a

certain stronghold. The only thing to
be done in this case is to go back
and re-do the first task of the game.
After its successful completion, re-
visit the stronghold and search at
the proper time.

That's about it for now. Remember
if you need help with an adventure
game, you can reach me in the fol-
lowing ways:

On Delphi: visit the GameSIG
(under the Groups and Clubs
menu). On GEnie: stop by the
Games RoundTable (type: Scorpia
to reach the Games RT). On The
Source: Send SMail to ST1030. By
US Mail: (Don't forget the SASE if
you live in the US!): Scorpia, PO Box
338, Gracie Station, New York, NY
10028.

Until next time, happy adventuring!

Copyright 1988 by Scorpia, all
rights reserved.
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In Cal. 1-800-445-7381 Outside Cal. 1-800-223-8833
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We have all the games that you want from all the great
companies - Avalon Hill, Electronic Arts, Epyx,
Microprose, Muse, Omnitrend, Sim. Canada, Sir Tech,
Strategic Simulations Inc. (SSI), Strategic Studies Group
(SSG), plus many more. If we don't have it - we will get
it for you.

We have been serving gamers since 1974 - we are one of
the nation’s top full-line distributors of games,
miniatures, and software. We have fast, reliable mail-
order service for all of your gaming needs.

SIR-TECH [ microcomouter games”
Whether you shop by mail or come and visit our store,

we can serve you best.
Microcomputers Supposted

(xcommadors 64128
IBM rcrcr.  @PPPIa #

I W+, ke ‘f -

XL and

XE series

Send $2.00 ea. for our (1) software, (2) games, or (3)
miniatures catalog(s) or all three for $5.00. Dealer
inquiries welcome.

Circle Reader Service #44



An interstellar, interactive,
role-playing space opera.

) th

There's not another game

] ® :
like it on earth.
From the creator of Wizardry® comes an
entirely new concept in computer
gaming.Open the box to reveal a unique
combination of elements never before '
found in a single game. Six vivid characters
with unparalleled role-playing depth, living an
epic science fiction adventure. The tactics and
strategy of a challenging board game. An expert
computer game-master, moderating the actions of one
to six players. STAR SAGA: ONE™ Beyond the
Boundary. It's a multi-media entertainment experience
that will sweep you off your feet. Ask for it at your local

software dealer today, or call (813) 888-7773 for
more information.

1A% :
SACA:ONe

BEYOND THE BOUNDARY

Available for: Apple Il Family, Apple llcs, IBM-PC and Compatibles, and Tandy. Wy
Masterplay Publishing Corp.- 8417 Sun State St Tampa, FL 33614

PUBLISHING CORPORATION

Wity is a egisered rademark of SR-TECH Sofvare, Inc Games That Go To Your Head
STAR SAGA ONE s 2 rademark of Masterpay Publishing Corp.

e N
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The Stars...
My Destiny

by William "Biff" Kritzen

n 2815 A.D., the majorily of the human race is
afraid of space. They are cloistered in the Nine
Worlds (Earth and eight colonized planets) in a

region called the Galactic Fringe. Even though
space travel has been practical since the invention
of the dual-axis hyperdrive in 2257, humankind's
attempt to colonize "Beyond the Boundary" came
to an abrupt halt in 2490. The "Space Plague," a
gargantuan epidemic caused by an organism of
alien origin, killed more than half the humanoid
population of the galaxy, threatened the extinction
of civilization, and forever changed mankind's at-
titude towards space.

Now, a Space Patrol enforces the "Boundary,"
that one-way border around the Nine Worlds in
order to prevent anything like the "Space Plague"
from ever happening again. Now, anyone may
leave the area enclosed by the Boundary, but they
may not return.

Thus far, the Boundary has proven effective in
keeping ships from entering the Nine Worlds for
three centuries, keeping humanity safe from the
unknown. Of course, this does provide for a bit of
stagnation, as well. After all, no new discouveries,
no new challenges, and countless lost oppor-
tunities hardly seem compatible with a growing
standard of living. Finally, there are those who
sense that something is amiss . . .

STAR SAGA:ONE: Beyond The Boundary is the
brainchild of Andrew (Wizardry) Greenberg, Rick
Dutton, Walt Freitag, and Mike Massimilla. The first
science fiction, role playing, adventure game in a
planned trilogy, Star Saga is a genre-buster. It can
be compared to no other game on the market. The
best way to describe Star Saga's playing experience
is to compare it to participating in the Foundation
series of books by Isaac Asimov. We're talking
grand scale adventure here, folks.

From one to six can play the game. Each human
player takes the role of one of six characters. These
can be temporarily added or suspended as real-
time situations require ("l can’t game tonight, the
horses have cholic;" "Russelll Telephone!;" and "It's
two in the morning, I'm outta here!l" are all situa-
tions that arose during our gaming sessions. For-
tunately, the game is designed to make it con-
venient to simply suspend one character and con-
tinue play.).

The game is non-graphic and driven by text in
booklet form. There are lots and lots of paragraphs
(thirteen booklets of them to be exact). Each book-
let is 48 pages long and there are 888 total entries.
Actually, you don't need to read all of them to suc-
cessfully complete the game, but the richness of
the prose and the compelling story line will undoub-
tedly keep you exploring and experiencing all the
universe has to offer.

« Circle Reader Service #56

The computer acts as a gamemaster throughout
the game by moderating combat, keeping track of
players’ locations, handling trade transactions, and
updating personal possessions. It also directs the
players to the proper paragraphs to read, depend-
ing on their situation.

The game plays very smoothly and moves quickly,
although it takes around 60-80 hours to complete.
Each turn, a player has the option to pilot his ship
through space, land and explore planets, trade
cargo at planetary commodity exchanges, meet
with players to exchange cargo or secret informa-
tion, or interact with any non-
player-characters that he may
meet on various planets. The
player inputs orders into the
computer and is, in turn,
directed to the appropriate
paragraph to read. These
paragraphs may lead to fur-
ther options and paragraphs
or may cause the player's turn
to end, sometimes premature-
ly. (Meeting a space pirate
who cleans out your cargo
hold does put an unexpected
crimp in that shopping spree
you were going to have on
Rialla!) Since there are thir-
teen text booklets,
other players can input their
orders while you're reading
the results from your turn.
This keeps the game moving relative- [T

BEYOND
THE BOUNDARY

An interstellar, interactiy

Star Saga: One:
ly quickly, once you get used to the qu Boundary
system. It is rare for two people to SYSTEMS: 4 - mm
need the same booklet at the same # PLAYERS: 16
time. PRICE: $79.95
DESIGNERS:  Rick Dutton
Walt Freitag
e ' Greenberg, and
. . - M
With all 9f the Ifyooklet shuffling and PUBLSHER: M .M"’*" . milla
page turning going on, the room has T! m"“"'.a"_"

the decible level of a library when the
game first starts. As the players
progress, though, they get negotiable commodities
such as iron, computers, fuel, weapons and most
importantly, information. This is when the interac-
tivity of the game really comes into its own. Each

character starts the game with a set of goals to ac-

complish. This usually sends everyone out into the
void in different directions seeking their own
separate destinies. As they explore and gain infor-
mation, there is a need to trade and interact with
the other players. The initial competition between
the characters eventually gives way to a mutual
cooperation. It's a big universe out there and it's
tough to tackle it alone. However, in spite of the
need for cooperation, there does seem to be a
place in this game for a personal grudge, or two.

In addition to the exploration aspects of Star
Saga there is an economic subgame that runs
through the main plot. Each player starts the game
with three of his ten cargo bays filled with goodies.
It is up to him to determine what and when to
trade. Most of the planets to be discovered will
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trade their products for items they can't naturally
produce. Sometimes, they'll trade three for one (if
you've got what they need). Knowing what
planetary exchanges offer, and what they need, is
one of the most valuable pieces of information in
the game. When you start the game your ship is
basically the stripped down, economy model. Your
personal armor and weapons consist of clothes and
hands. So to emulate the bug-busting marines in
the movie Aliens you'll need to upgrade just a bit.
Fortunately, there are several space docks and
weapons emporiums located in the galactic fringe.
Of course, finding them is
another matter. Consequent-
ly, the early portion of the
game finds everyone
crisscrossing their way
through space and cashing
in on whatever little milkrun
they've been able to set up.
Eventually, as their needs
and shopping lists expand,
the trading routes are also
enlarged and inter-player
trading begins to come into
the picture. Information now begins to become a
valuable trading commodity. Eventually, with the
right knowledge, and a little luck, (avoiding Silver-
beard, the pirate), you can end up with a pretty hot
ship. Drone trading ships are really handy little
items to have. They can travel instantaneously to
any part of the galactic fringe, and handle most
trading transactions, leaving you free to carry on
with whatever business you're about. At the end of
your turn, the drone ship returns with your cargo,
ready for next turn’s trading orders. Drone ships
come in three, four and five bay models, so you
can increase your cargo handling capacity by fifty
per cent. Also, if your ship is attacked by pirates,
anything on your drone is non-piratable. So you've
got your own untouchable stash! Everybody should
have one of these little babies, they're invaluable!

The combat subgame is handled completely by
the computer. It determines the combat situations
you encounter and picks the weapons and armor
you will use. There really is no tactical ability in the
game, but within the combat area, there is plenty
of room for maneuver. There are six categories in
both personal and ship-to-ship weaponry: three in
attack (contact, projectile, and special); and three
in defense (armor, mobility, and special). The com-
puter determines the best ability you have in each
category (this will change depending on the op-
ponent) and compares it to your opponent's best
abilities. This is translated into a numerical score
for both offense and defense. A total score of one
hundred is needed for success when attacking or
defending, so it is possible to successfully defend
against an opponent's attack, yet fail to press your
own attack home. This can result in no harm to
you, but an equally undaunted foe. So, whenever
possible, upgrade your combat capabilities. The
combat sequences seemed to bother some of our
more bloodthirsty players slightly, (our Traveller role-
playing group tends to lean more towards Aliens
than Starman) but the approach to combat in-
tegrated nicely with the rest of the game. It would

have been nice to have been able to choose some
of the combat options ourselves, though.

| don't want to go into anymore detail on the
game because part of the magic of Star Saga is
the sense of wonder that unfolds as you play. The
prose is as well-written as anything you'll find in the
science fiction section of your local bookstore and
the story line is tight and well-plotted. Each player
is free to do anything he wants all through the
game, yet behind it all is a gently guiding hand that
makes sure everyone gets where they should even-
tually go ["There’s a divinity that shapes our ends,
Rough-hew them how we will." Hamlet-
(Act V, scene ii)].

Once the game is finished, the players can go
back and explore places they didn't have time to
visit initially. It is also possible to replay the game as
a different character, since each character has a dif-
ferent set of goals in the game and will undoubted-
ly experience different adventures along the way.
I've played the game completely through twice and
will probably run through once more before the se-
quel comes out. Unfortunately, that won't be until
next year. Waiting will be very difficult.

Star Saga:One Beyond The Boundary is probably
the most unique and well-written role-playing ex-
perience yet to appear in a computer game. It will
also stand up to any human-gamemastered role-
playing game on the market today. The people at
Masterplay have expanded the state-of-the-art in
computer storytelling to new extremes with this
product. Our entire play group was absolutely
blown away by it. It is humorous, challenging,
frustrating, exciting, and addictive. | can best sum it
up by describing the end of our first night's session
with the game.

Eyes glazed, Johnny Wilson looked at his walch
in disbelief.

"Biff, it's two in the morning!"

"Oh no, it can't be," I replied. "I've got to go feed
my animals."

"My wife’s gonna kill me," whined Johnny, "I
was supposed to help the kids with their
homework!"

I looked back at the computer screen. Johnny
looked at the booklet in his hand.

I looked again at Johnny, and he looked up at
me. We both looked at the screen.

"Just a couple more turns and then we’ll go," |
hesitantly ventured.

"Move over," Johnny happily replied, "I need to
explore that subterranean passageway on Fiara."

"No, you fink! I haven't been there yet," |
responded.

My protestations were drowned out by his cack-
les as his fingers punched the computer. Anxious-
ly awaiting my next turn at the keyboard, I
walched the clock tick towards three A.M.
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Tobruk: The Clash

of Armour
(Continued from page 34)

In short, Tobruk recreates the Gazala Campaign,
but without the stress or alternate strategies avail-
able to either side.

When combeat is initiated, one may choose to par-
ticipate on an individual vehicle level. Enemy tar-
gets appear as vehicles or fortifications. One'’s tank
may close with the enemy, using fire and
maneuver. However, eventually, one’s tank will be
destroyed; there is only so much that a single
vehicle can do in a maelstrom of combat.

That is the deficiency of the arcade option. No
real player gratification is achievable. While
Datasoft has assured this reviewer that the arcade
results figure into the overall resolution of the bat-
tle, it is obscured from the user, thereby rendering
the arcade option to a little-used variation.

Conclusions
Tobruk is an introductory-level game. It ac-

complishes what it sets out to do, but without any
real elan or joie de vivre. The use of engineer as-

sets is commendable, but their effect appears mini-
mal.

Tobruk has strong competitors in the
marketplace. Decision in the Desert covers the
same situation and offers an additional four
scenarios, plus one can play
solitaire as either side and switch
from side to side in mid-game.
Game Designers Workshop's
Rommel: Battles For Tobruk is
based on the same campaign and
offers an extremely detailed simula-
tion, albeit with crude graphic
portrayal. Rommel at Gazala from
Simulations Canada offers a com- [l LY (’)
mand perspective from either side RANGE 2
sans graphics and Strategic ELEvATION so.8 @
Studies Group has recently
released Rommel: Battles for North Africa which
utilizes the versatile Baltlefront system for the
same subject. With so many choices, it will depend
on whether the consumer is looking for a war-
game with arcade elements thrown in, a carefully
researched series of desert scenarios, a command
perspective, or detailed simulation.

AnRuUNITION

DARRCE 070X

Simulations should break new ground or cover
old ground in new and/or alternative conceptualiza-
tions. While Tobruk has an interesting operational
interface, it is not groundbreaking in either of the
above senses.

Phone Orders Welcome
(714) 557-2447
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GAMESMANSHIP

the widest selection of computer
game software ... anywhere!

COSTA MESA, CA 92626

PAPER MAYHEM

“The Informative PBM Magazine "

Having a hard time getting enough
players together for your favorite role play-
ing or boardgame? Eliminate this problem
by joining the world of play-by-mail gaming.

Subscribe to PAPER MAYHEM and
discover the world of play-by-mail (PBM)

gaming. Virtuall facet of PBM &
SOUTH COAST PLAZA ing i's cou;rel::l biemeﬁc M:YHEM:QI;Tv
3333 BRISTOL STREET tasy, science fiction, historical, and sports.

Each bimonthly issue brings you the latest
on various PBM games in the forms of
reviews and articles.

Also in PAPER MAYHEM, you learn
about what the PBM companies are doing

: +130 Rooms + 300 Objects 4
+4 +Automatic Mapping §

A  Castle Ralf

You had no idea you were going to spend your
vacation stuck in a castle, and if you had...

An outrageous new Text Adventure with a former
circus hamster, a devout Chihuahua, and a

cyclotron. Requires an IBM PC/Compatible, DOS
2.00 or higher, 384K, and a 5% " diskette drive.

Send Check or Money Order for $32 (postage
paid) to Douglas Enterprises, 1105 Comerica 613504764
¥ Bldg., Battle Creek, MI 49017. (Add $3 for
«-+ 256K Version and/or 3% " diskette.)

by reading our Gameline section. Plus, in
our PBM Activity Corner section, you can
see what is happening in the current PBM
games that are running.

PAPER MAYHEM has been publishing
news about the PBM games and com-
panies since 1983. We have improved and
expanded to keep up with this ever popular
activity of PBM gaming.

So why delay and miss out on all the fun?
Read PAPER MAYHEM and take advan-
tage of PBM gaming.

New!

SEND SUBSCRIPTIONS TO' PAPER MAYHEM (Depl CG)
1518 Adams St , Ottawa, IL

SUBSCRIPTIONS: 1 year $20 25
2 years $3510

Sample Copy $4.50
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each other and whomever we could talk
to in local stores. It was not a good way
to keep a finger on the pulse of the
market.

Senior executives made periodic forays
to check on our progress, wandering
from cubicle to cubicle to look at
games. Some were pleasant and made
reasonable comments. Others were
petty and dictatorial ("That background
ought to be blue. Change it."). In the
end the dictator types had less impact
than the others, since they never played
the games anyway and thus, had no
idea whether their orders had been car-
ried out. Nevertheless, | spent a great
deal of time talking my best designers
out of quitting after being the targets of
such visits.

The cartridge era had four distinct
periods, each with its implications for
game designers. The first period, from
1978-1981, was the time of the Obvious
Design of the Obvious Product. The
proper route for a design was a straight
one: show the action, tally the score,
Sports games were the biggest sellers,
largely because buyers knew what they
were getting before they opened the

package.

Game designers of the time worked for
big companies (Atari, Mattel), drew
average programmer salaries (but not
royalties), and didn't have their names
on the products. Management regarded
their programming skills as the source
of their value and game design was
often snorted at as an illusory talent:
"Anybody coulda made that baseball
game, but | was the one who said we
oughta do it."

The second era, which ran from 1981-
82, centered on the conversion of the
latest coin-op hits to the home
machines. The speed of development
now became absolutely critical, so a
game would be ready for the home
while it was still hot in the arcades.

The most visible symptom of that rush
was the VCS version of Pac-Man, a
“cartridge awaited with such passion and
rushed to market so hurriedly that over
1,000,000 copies were sold in the first
few months of its life. Unfortunately, the
game was released before its time and
featured ghosts and a Pac Man that flick-
ered irritatingly and game play that
didn't feel balanced. The game’s sales
ground to a halt as its bad reputation

spread by word of mouth, and Atari had
to absorb huge losses on returns. Score
one for quality.

Ironically, it was during the third era, a
brief time in 1982-83, that game desig-
ners finally began to get some of their
just rewards. There is a story (perhaps
apocryphal) that Pac-Man was finished at
all only because of a special mid-project
"arrangement" for programmer royalties.
The success of Activision after being
founded by four former Atari game desig-
ners (including Alan Miller and Bob
Whitehead, who later left to found Ac-
colade) led Atari, Mattel and Coleco to
take a second look at how they handled
their creative staffs.

Royalties of the time were in most
cases minuscule, but they nonetheless
began being paid. Names of designers
began to appear in small print on the
backs of packages and in manuals. In

- fact, the companies began working over-

time to recruit the best ones away from
their competitors.

Nevertheless, before the industry could
really mature, new voices sounded the
coming in 1983-84 of the fourth era—
and the cartridges’ death knell. Dazzled
by the success of Atari, Mattel, Coleco
and Activision, hordes of imitators
jumped into the market. Quaker Oats
even founded a video game subsidiary!
In late 1982, the number of cartridges
manufactured by all these companies far
outstripped the demand. Many of the
games were absolutely awful, but
retailers, riding a 3-year sales burst, kept
ordering everything anyway.

Christmas, 1982 was a disappointment
and by early 1983, the game-playing
public had made the choices which the
manufacturers had refused to make.
Many of the games still sat on store shel-
ves. Returns started rolling back in to
the publishers. Several companies went
under rapidly: Games by Apollo, Fox
Videogames, U.S. Games and others.

Further, once they were bankrupt, they
could no longer take returns from the
stores. Retailers cut their losses by cut-
ting their prices and the $4.95 specials
we still see today appeared in a
marketplace where normal prices had
averaged $35. Surviving publishers with
large inventories started selling better
games at bargain prices to cut their los-
ses. The $35 carts looked overpriced by
comparison, and even the best games'’
sales slowed to a crawl as the $5 spe-
cials swallowed all remaining demand.
More bankruptcies followed, and Atari,
Mattel and Coleco disbanded their game
design staffs.

The first Cartridge Wars were over.

(I'm sure you've noticed that I've
made no reference to the Nintendo
craze that has repeated the Atari and
Mattel Phenomenon of 8 years ago.
That's because for American game
designers the Nintendo is a non-event:
virtually all the work to date has been
done in Japan. Only the future will tell
if the design process ever crosses the
Pacific as efficiently as the container
ships and the letters of credit now do.)

How Deep are the Woods?

While the big companies publishing
Coin-Op Conversions and sports games
were dominating the cartridge world,
small companies like Sirius, Broder-
bund, Infocom, Automated Simula-
tions, SSI, On-Line Systems and
others were quietly building the home
computer game market.

Instead of large in-house staffs, these
companies usually combined a few
game designers who were employees
(often the founders themselves) with a
group of external programmers. These
independent designers had the same
relationship with the game companies
that book authors have with traditional
publishers: they submitted their games
for consideration, the publisher chose
the good ones, and the authors were
paid a royalty.

Authors’ names appeared prominently
on these game packages long before
the practice infiltrated the cartridge
world. Names of that early era like Bill
Budge (Raster Blaster), Dan Bunten
(Computer Quarterback), Chris Crawford
(Eastern Front 1941), Jon Freeman
(Temple of Apshai), Dan Gorlin
(Choplifter) and Doug Smith (Lode Run-
ner) became familiar to gamers and
were associated with quality products.
Many of those same designers continue
as leaders of our industry today.

From 1978-82 most of the notoriety
outside the computer game world went
to the cartridge games. Yet, today's in-
dustry is directly based on the structure
that was evolving in the disk-based
world at the same time, the world which
Computer Gaming World chose to
cover when it first appeared in 1981.

The small publishers succeeded where
Atari, Mattel and Coleco had failed, and
a key element in that success was, and
is, their view of "Computer Game Desig-
ners" as special individuals with unique
talents who are worthy of all our
respect. | can think of no more ap-
propriate conclusion to reach in an ar-
ticle to honor the fiftieth issue of Com-
puter Gaming World.
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Strategic Studies Group Present

The Legend of
the Desert Fox

By January 1941, the War in North Africa was going
very badly for the Axis powers. The Italian army had
been routed out of Egypt and almost out of Libya.

A small German force was scraped together to try
and stem the tide. Command of this force was given
to General Irwin Rommel. . . and for the next two
years, outnumbered and poorly supplied, the Desert
Fox out-witted and out-generalled all of his foes.
ROMMEL recreates his greatest victories as well as
other battles from the North African Theatre. You
can command either Axis or Allied forces against
human or computer opponents in the battles of. . .

Syria Sidi Rezegh Cauldron
Alem el Halfa Malta Kasserine
Maknassy Tebourga Gap

The Battlefront Game System mechanics are so
simple to use, you will be issuing orders like a
veteran within ten minutes of assuming command.
You'll have complete control over the computer
battlefield when you use the comprehensive
wargame construction set, WARPLAN™, and our
unique graphics editor, WARPAINT™,

WARPLAN™ lets you construct original battles of
your own design as well as creating endless
variations to the historical scenarios.

WARPAINT™ gives you complete graphic control.
Shapes and colors can be changed at will to produce
your own special effects.

Available now for

Apple II Family and
C64/ 128 computers.
Price $40.00.

How to Purchase. Visit your retailer or call Electronic
Arts 800-245-4525 (in CA call 800-562-1112) for VISA
or Mastercard orders or write to Electronic Arts, P.O.
Box 7530 San Mateo, CA. 94403.

Conquer Your
Galaxy

HEnwE FOE
+ A SiiEs

The Conquest of the Galaxy’
THIRD EDITION

&

Roger Keating
and lan Trout

Reach for the Stars is Strategic Studies Group's
all-time classic game of space exploration and
conquest. The third edition contains two great
games in one; the original Reach for the Stars and
an entirely new scenario, with lots of options for
advanced play.

Whichever game you choose to play, you're in for a
tough time. It's a four-cornered contest for
domination of the galaxy and there's only one
winner. The computer plays all places not taken by
humans and it never gives anyone an even break.

To win a game of Reach for the Stars you must
have explored all of the galaxy and colonized the
choicest portions. You will have expanded your
industry, engaged in frantic R&D, and produced a
large space navy. This will have been employed in
settling territorial disputes with your neighbours. As
always, the person with the biggest navy gets to
adjust the border.

It's not as easy as it sounds. Do the wrong thing and
it could be three against one, especially if you're
playing against Keating's Enhanced Veteran
computer players. They just don't like you to start
with, and can get really annoyed if you mess with
them. That's why there are Beginner and
Experienced players on which to first practice your
galactic domination skills.

Whatever your qualifications as a space tyrant,

Reach for the Stars is guarantied to be totally
addictive. . .

Available now for IBM,
Amiga, Ilgs, Macintosh,
Apple II Family and
C64 /128 computers.
Price $45.00.
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By Arnie Katz, Bill Kunkel
and Joyce Worley

Video
Gaming
World’s

Newswire
-Compiled by Joyce Worley

The glamor of soaring sales,
expected to hit $1.25 billion in
'88, is the name of the game.
Videogame experts estimate a
40% increase in hardware and
software sales for the current
year. Nintendo was the clear
winner in 1987, taking an es-
timated 65% share of market in
hardware sales. Atari's share of
the hardware market is es-
timated at 24%, Sega at 8%,
and other companies at 3%. . . .
Atari has scheduled over 19
new games for the XE system
this year, most of which are high-
quality computer game conver-
sions licensed from their original
publishers. Among them is the
award-winner, Into the Eagles
Nest, a classic high-action excur-
sion into Hitler's stronghold . . .
Camerica’s wireless, remote
control, infrared-system
Freedom Stick lets the player
move 20 feet away from the
screen, with either automatic
rapid fire or manual action. The
accessory is compatible with Nin-
tendo, Sega, Atari, and Com-
modore. . . . Who ya' gonna’
call? Ghostbusters, of course,
coming this Autumn for NES
from Activision. . . . LJN Toys
crossed an invisible line in bad
taste with their latest NES game,
A Nightmare on Elm Street,
which actually casts the gamer
as Freddy Kruger and sends him
out to kill teenagers. Not nice!
Friday the 13th takes a more
heroic, if more scary, stance and
sends the gamer on a search for
Jason and his Zombies. . . . The
Battlefields of Napoleon
(Broderbund) lets NESers com-
mand the troops through simula-
tions of eight of Napoleon's cam-
paigns. Designed by the same
crew that produced the best-sell-
ing Deadly Towers . . . SNK
Corporation goes to war in
Iron Tank: The Invasion of Nor-
mandy, for NESers who have al-
ways wanted to spearhead an as-
sault against German head-
quarters. . . . Video games in big

Camerica'’s Freedom Stick

yp
odo8Eog

TITLE: Super Pitfall

SYSTEM: Nintendo

# PLAYERS:  1-2

PRICE: $35.00-$40.00

DESIGNER: Pony, Inc.
(from David Crane’s original)

PUBLISHER:  Activision

biz: Acclaim Entertainment
has merged with Gamma Capi-
tal Corporation, making it a
public corporation. . . . CAP-
COM USA will bring Willow
home from the movies, for the
NES, later this year. . . . The
Magic of Scheherazade (Cul-
ture Brain) is an Arabian Nights
fantasy, with magic, battlefields,
flying carpets, and a variety of
tools and weapons. It should be
available in January, 1989. ...
NESers control style and direc-
tion of serves, rushing the net,
or playing the backcourt in Rack-
et Attack (Jaleco. Specially
marked sweepstakes packages
give buyers a chance to win ten-
nis equipment and lessons. . . .
Sega is giving players a look at
their new games. The Sega
Games Preview VHS video tape
($7) shows sample levels of ten
games. . . . The hands across
the ocean most likely have joys-
ticks in them. Palan Electronics
of London, England sold over
180,000 cartridges for Atari

TITLE: Jaws

SYSTEM: Nintendo

# PLAYERS: 1

PRICE: $35.00-540.00
PUBLISHER:  LJN Toys, Ltd.

2600 in 1987 and expects the
total to reach one half million
pieces for this year. About 50%
of their sales go to Europe and
the rest are for English joystick
jockeys. 75% of the Palan
products are Activision titles,
but the company should have
ten original 16K Double Chip
games ready for the holiday
buying season. Top titles last
year were: Space Shuttle, Pitfall,
Hero, and Decathlon. This year
should include: Ghostbusters, Pit-
fall ll, and River Raid. Lou Fine,
Managing Director of Palan, es-
timates that there are 7 million
Atari 2600 units worldwide and
of these, 1.5 million are in
England. The company is boomn-
ing and, in fact, has openings for
Atari 2600 programmers. If you
think you have the Right Stuff,
write to Lou at: Palan
Electronics, Ltd., Prestwich
House, Brunswick Industrial
Park, Brunswick Way, London
N11 1HX, England, and tell him
we sent you.

ow, here's an original
Nidea: a jumping/climb-

ing/shooting game for
the Nintendo Entertainment
System!

When a consumer buys the
NES, he gets a free copy of
Super Mario Bros. packed in-
side. Video game designers
seem to believe, however, that
the user will thereafter be looking
for endless rehashes of that ad-
mittedly excellent game. Within
the past year, we've seen such
thinly-veiled SMB clones as
Ghosts ‘n Goblins (CAPCOM),
Kid Niki, Radical Ninja and Kar-
nov (Data East). Now that the
Nintendo game manufacturing
community has turned corporate
licensing eyes on the world of
old video and computer games,
guess which titles they find most
appealing? Why, jumping/climb-
ing/shooting games, of course!

Super Pitfall is a compendium
of images and characters taken
from the two Pitfall games
designed by David Crane for the
old Atari 2600. Shamefully,
Crane is not even mentioned
anywhere in the documentation.
These characters and images
were transformed by Pony, Inc.
into a SMB rehash that most
NES users will be able to play in
their sleep. Certainly, there is
nothing in the game itself to
keep them awake.

Super Pitfall centers around ad-
venturer Pitfall Harry and the
search for a priceless diamond
that disappeared along with his
daughter (Rhonda) and Quick-
claw the cowardly lion (How
many of you remember that Pit-
fall enjoyed a deservedly short
life as an animated TV series?).
The trio turned up missing just
before the game commences.

What Super Pitfall is really
about, of course, is jump-
ing/climbing/shooting. Wherever
reality and the established SMB
play systermn come into conflict,
hackney triumphs. For example,
objects such as guns, medicine
and keys periodically appear on
the playfield, but since the desig-
ners want Pitfall Harry to jump
whenever possible, the objects
are suspended in mid-air, rather
than located on the ground.

Super Pitfall employs the same

macro-style side view as the
original Pitfall games. Harry and
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his adversaries (snakes, scor-
pions, cavernen, etc.) are viewed
in side perspective, but more
than one level is visible on

screen simultaneously. While
Harry explores the surface, for ex-
ample, subterranean levels can
be seen underneath him, provid-
ing a tantalizing look at treasures
and dangers to come.

Pony visually reshaped the
characters to look like the short,
squat beings seen in other SMB
clones. These characters move
in a slow-motion, floating style

points can be used at the two
other available ports to pick up a
tracking transmitter or increase
energy level.

The higher the diver's energy
level, the more lethal his blasts,
but it takes a pretty heavy ener-
gy level to even put a dent in the
big guy.

Players who triumph on the
Side Screen scenario are peri-
odically granted a bonus screen
in which they drop bombs on
scarmnpering jellyfish from an
airplane that zips back and forth

galaxy." This must be coupled
with his other duty, to protect
the "Global Defense Satellite,"
the weapon with which the
player launches his anti-missile
assault.

In the offensive phase, the
GDS is seen from a side view (as
are missiles and other projec-
tiles), whereas the Earth is
viewed from the upper edges of
the atmosphere. The player
manipulates the GDS with the
Sega controller while passing
high above the planet. One of

attractive and make for an excit-
ing contest, but the mixed
perspectives (combining bird's
eye and side views on a single
playfield) are visually disconcert-
ing. Moreover, the direction pad
controller is noticeably inferior to
tracball (or even, joystick) control-
lers in games where the cursor
must be moved rapidly around

the screen.
—Bill Kunkel

The Modern

that is at unsatisfying odds with across the the action Home Arcade
the action game format. top of the buttons ] ’

If you simply must have screen. provides -by Bill Kunkel and Arnie Katz
another jumping/climbing/shoot- Once the direct Back in the late "70s, if you
ing game for your NES, Super player suffi- guidance asked a home videogame desig-
Pitfall is a cute enough entry. It ciently of the ner/programmer where he got
employs the Pitfall characters in builds his GDS and his ideas, he would probably
an appealing new scenario with own power the second respond: "The arcades." At least,
play mechanics that Nintendo and button that's what the most honest
gamers will find comfortable, if depletes fires the ones said. Most video games
somewhat familiar. Jaws' satellite's from this period were, in fact,

—Bill Kunkel strength laser can- scaled-down and thinly-veiled
— level (dis- non which reproductions of classic coin-op
nd now, thed at is aimed arcade games.
for something the bot- i Via-an The battle for the lucrative
completely different . . . tom of the = onscreen home market heated up by the
screen), the game TITLE: Global Defense cursor. end of the decade. It was no

LJN Toys, a company pre- moves to the Final  |system: In addition to the longer enough for a game to
viously best known for its WWF Scene. This gives # PLAYERS:  1-2 Players incoming missiles, simply look like, play like, and
Wrestling dolls, burst upon the the player a first-per- mlzsnm- $40.00 the GDS must also contain most or all of the
videogame software scene with son view from the i deal with land bases original's elements. The previous

one of the most original, enter-
taining programs in the NES
universe. Jaws is a creative,
multi-phase action adventure in
which the player battles Univer-
sal Pictures’ giant shark and a
whole cornucopia of his minions.

Jaws begins with the Map
Screen, rendered in an attractive
angled overhead perspective
rather than the flat 2-D most
maps display. This chart fills
several screens and the scrolling
is remarkably smooth.

The player's ship is docked
safely at a port until it's moved
to sea via the directional control
pad. The player continues to sail
until the ship strikes something.
This might be Jaws himself, rep-
resented on the Map Screen by
his trademark dorsal fin when he
is close to the player's ship or
some other form of undersea life
too small to visually register on
the map at all. A transmitter al-
lows the player to keep track of
Jaws' position sonically.

The game advances to the
Side View scenario, a vertically-
scrolling contest in which the
player shoots at a variety of tar-
gets from jellyfish and rays to
small sharks and even Big Bruce
himself. When hit, the rays and
jellyfish sometimes transform
into bonus objects to be col-
lected by the diver to increase
his energy level, enhance his
speed, or acquire points. These

front of his boat.

The shark-hunter must ram into
Jaws with the boat's prow to
finish him off.

Jaws is rich in the small details
that make a game playable over
long periods of time. The farther
one sails from the coast, for ex-
ample, the deeper the water.
Take my word for it, you do not
want to confront Big Bruce in
the shallows!

The graphics, animations and
game play in Jaws are all first
rate. If this is any indication of
what LJN can produce in the
videogame theater, they should
forget about the wrestling dolls
and buckle down to full-time
game design immediately!

—Bill Kunkel

nce again, Sega offers
Ohome gamers an oppor-

tunity to stave off nuclear
devastation. Global Defense is
essentially a 2-D version of
Sega's 3-D hit, Missile Defense.
The player again represents
mankind's last hope of averting
a global holocaust.

The game is divided into offen-
sive and defensive halves. In
fact, both phases feature offense
and defense in that the player
must attempt to obliterate incom-
ing missiles launched "from
secret bases located all over the

(which launch sur-
face-to-air weapons), killer satel-
lites, "crab ships," and attack
probes. Each time a missile or
other incoming weapon gets
past the GDS, a unit on the
player's "Damage Meter" lights
up. Direct hits obliterate the
GDS.

If the GDS successfully
negotiates its journey, a space
shuttle appears, scoops it up,
and carries it to the Defensive
phase, which is sort of a cross
between Missile Command
(Atari) and Space Invaders
(Taito). From far out in space
(so far that the curve of the
planet is clearly visible at the
base of the screen), the missiles
which slipped by during the first
phase now appear in the far dis-
tance. The projectiles pop over
the edge of the earth, continue
toward the top of the screen,
then arc slowly downscreen (fol-
lowing the curvature of the
planet) to move directly toward
the GDS and the player. Once
the missiles attain proximity to
the GDS, they hover briefly
before floating toward the bot-
tom of the screen and earth's
helpless cities. The player,
employing the onscreen cursor
firing system, must destroy each
and every missile. If even a
single stray hits home, the game
is over.

Graphics and animations are

free-wheeling design style caused
legal complications, while also
failing to capitalize on the
popularity of the play-for-pay
hits. Publishers began actually
buying the rights to the coin-op
hits and, before long, it reached
a point where there was no ar-
cade game so worthless that
someone wouldn't make an over-
valued offer for its home market-
ing rights.

Today's home videogame
market is still driven by the ar-
cade hits, but there are some sig-
nificant differences from those
halcyon days. For one thing,
today’s coin-op hits don't have
the media visibility of their precur-
sors from the early '80s. Game
like: Space Invaders, Pacman,
Defender, and Berserk were
media sensations whose names
and graphics were universally
recognized by consumers. As a
result, those consumers frequent-
ly based the decision of which
videogame system to purchase
based on the availability of
specific titles within that system's
inventory.

Since none of the contem-
porary arcade hits command
that kind of recognition, the dif-
ferent systems on today’s
market distinguish themselves in
terms of their style and intended
market position. Nintendo is
the "all family" system with a

(Continued on page 47)




Somewhere in the desolate and freezing wastes of the North Atlantic, between Iceland
and the Kola Peninsula, a Soviet battle fleet is lurking, ready to pounce on its prey.

As NATO Task Force Commander you must deploy your fleet of submarines, ships, and
aircraft to locate, engage and defeat the Kremlin's finest.

Produced by Larry Bond, noted co-author of “Red Storm Rising” and Naval Analyst,
Harpoon portrays the superpower's final confrontation. Now it's up to you.

With graphics that make everything else look like finger painting, and

an arsenal of weaponry that comes up to your armpits, Harpoon's non-

stop action, relentless intensity and chilling responsibility will leave

you gasping. It's more than a mere game—it's a current event!

Available now for PC/compatibles. Coming for Macintosh, Apple llas

and Amiga. Contact your software retailer or Three-Sixty, 408/879-9144.

NATO VS USSR.
THE ULTIMATE CONFRONTATION.

SEE IT THROUGH MY EYES.

T
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vast library reflecting the tastes
of both youngsters (lots of jump-
ing and climbing games with car-
toon-like graphics) and adults
(sports titles and adventure
games). Sega, on the other
hand, is the "cool" system with
the "hot" graphics, appealing lar-
gely to teenagers and other ar-
cade gunslingers. It offers siz-
zling visuals designed more for
realism than cuteness, plus an in-
credible 3-D systern.

Atari, the only old-timer in the
current videogame picture,
seems to be positioning itself as
the "classics" company. The
lineup for its 7800 videogame
systemn emphasizes high quality
versions of early '80s arcade clas-
sics (Joust, Asteroids, Pole Posi-
tion, etc.), while the XE catalog
consists mostly of home com-
puter hits from the same period
(Archon, Lode Runner, David’s
Midnight Magic, etc.).

The relationship between coin-
ops and home video games has
also changed in another way.
While Atari was the only major
player of the early '80s, with
fingers in both the home and
coin-op markets, both of today's
big guns, Nintendo and Sega,
are established coin-op creators
with considerable credibility—
and vast product catalogs—in
the arcade universe.

Nintendo dominates the pic-
ture in terms of quantity. Not
only do they have access to the
inventory of former Nintendo
hits, but through licensing deals
with prolific coin-op producers
like Data East and Capcom, the
NES library is potentially almost
unlimited.

Ghosts 'n Goblins, a recent
release from Capcomn, is an ex-
cellent example of what the Nin-
tendo Entertainment Systern can
do. The game is, essentially, a
spooked-up version of Super
Mario Bros. with more shooting.
The player is cast as a brave
knight whose princess is cap-
tured by a winged demon during
the game's attractive animated
prelude.

In order to rescue her, the
player's knight must pass
through a series of seven gates
(a schematic map of these is dis-
played after each loss of a life).
When the player reaches the end
of each section, a key to the
next gate appears. Guarding
these portals are a rogues’ gal-
lery of zombies, ghosts, demons,
and assorted things that go
bump in the night. There is also
a series of jars. It seems these
demons are rather compulsive
about bottling up all captives

and treasures (Haven't they
heard about Tupperware?).
These urns contain new
weapons, as well as bonus
characters who bestow extra
points when rescued.

While hardly groundbreaking,
Ghosts 'n Goblins represents the
kind of game that made Ninten-
do famous. Similarly, Sega's
After Burner serves as a good ex-

ample of the kind of game that
systemn strives to offer.

After Burner is the first game
that uses Sega's new 4MB tech-
nology and the enhanced
graphic capabilities this added
memory provides is abundantly
obvious. After Burner uses the
same pseudo-first person
perspective as most driving
games (Pole Position, Out Run,
etc.). The player's vehicle (in this
case, an F-14 Thunder Cat) ap-
pears in the center of the screen
as a visible guide. In addition,
The HUD (Head's Up Display) of-
fers a small radar sight, as well
as a pair of target cursors (can-
non and missile sights).

The landscape moves beneath
the F-14 like the surface of a roll-
ing cylinder (one of the less
pleasing visual elements), but
the five different classes of
enemy aircraft are rendered in
remarkable detail. The action
scenes, the heart of the
program, look appropriately spec-
tacular and the explosions are
some of the best effects ever
seen in a videogame.

The game’s only real problem
is the use of twin sighting cur-
sors in addition to the player's
on-screen vehicle serves as a
large cursor, a visual guide to
keep the player appraised of his
relative position. In After Burner,
the cannon sight often disap-
pears against the large F-14 and
the player is forced to fire blind.

This game doesn't offer the
same kind of rich simulation ex-
perience provided by Micro-
Prose or subLogic flight
simulators, but then, those
games don't have explosions like
After Burner!

Old-timers who decry the over-
reliance on hot graphics and the
lack of old-fashioned game
values can turn for solace to the
Atari XE and games like Battle-

Zone, the classic first-person
tank combat contest set in the
near-future.

This home version makes a
half-hearted effort to duplicate
the vector graphics which gave
the coin-op original its distinc-
tive, crystalline look, but this
game’s strength lies in a simple,
but powerful play mechanic. The
user is a tank command attempt-

ing to destroy an army of rebel
war machines with nothing but a
cannon and a crude radar dis-
play for allies.

Whatever your taste in arcade
games, one thing is certain: the
world of home arcading has
never been richer. Home transla-
tions of arcade hits are virtually
indistinguishable from the
originals. What's more, these
translations reach the home
market much quicker than they
did in the "old days" (when coin-
op manufacturers were reluctant
to undercut future arcade earn-
ings). Whatever your taste in ar-
cade games, there is a
videogame systemn out there
that's got just what you're look-
ing for . . . and no tokens or
coins are required!

—Bill Kunkel & Arnie Katz

SPECIAL
REPORT:

Fall Video
Game Preview

Publishers strut their software
at the Summer Consumer
Electronics Show in Chicago

-by Arnie Katz, Bill Kunkel,
and Joyce Worley

Everyone agreed it couldn't
happen. When the videogame
bubble burst in 1983, people as-
sumed another fad had gone
bust, never to return.

The 1988 Summer Consumer
Electronics Show proved that
video games are back with a
bang. Huge hardware and
software sales gains and rosy
projections for the holiday
season sent optimism into the
stratosp™ zre at the convention.

The only thing stopping even
faster growth is the shortage of

computer chips. It may be tough
to find some of the new games
for the Nintendo this December.
In fact, a few of the titles
premiered at CES may not debut
in the stores until 1989. With
that small warning delivered, let's
preview the cartridges everyone
will be playing this winter and
beyond.
e —————
Licensing Line-up
After a lapse of several years,
publishers have returned to other
media as a source of inspiration
for new video games. More licen-
ses are in active development
right now than in the previous
three years combined!

Reggie Jackson Baseball and
Walter Payton Football (both
Sega) are both arcade-style
sports contests endorsed by
these all-time greats. They com-
bine realistic graphics with lots
of player options for grandstand
managers and coaches. A star
of more recent vintage head-
lines, John Elway, has endorsed
John Elway's Quarterback
(Tradewest), a Nintendo
gridiron cartridge.

Licensing comes to the golf
links with Lee Trevino's Fighting
Golf (SNK Corporation of
America) for the Nintendo. This
detailed simulation presents mul-
tiple views of 18 demanding
holes.

Hulkarmania runs wild in
Wrestlemania (Acclaim). The ar-
cade-style mat game features
Hulk Hogan, Andre the Giant,
Randy Savage, and other stars
of the World Wrestling Federa-
tion in real-time ring action.

Notable movie-based games in-
clude Robocop (Data East) and
Platoon (Sunsoft) for the Ninten-
do, as well as Rambo Il for the
Sega system. All have non-stop
combat action and, in addition,
Rambo IIl has the kind of
frenetic pace which can really
give the light phaser a workout.

Mindscape's first group of Nin-
tendo releases include a game
based on the Road Runner car-
toons. The player helps Road
Runner avoid trucks, falling
rocks, cannon balls, and the
tenacious clutches of Wile E.
Coyote.

GameTek will have an entire
Nintendo line based on well-
known T.V. game shows. Jeopar-
dy and Wheel of Fortune, both
of which have all the visual frills
the shows' fans expect, are now
available. Coming soon are
Double Dare, Super Password,
Classic Concentration, Hol-
lywood Squares, Card Sharks,
and "junior" editions of both
Jeopardy and Wheel of Fortune.
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The whole family will enjoy
Monopoly (Sega) based on
Parker Brothers' durable money
game. Animated tokens and an
unusual pseudo-3-D perspective
pump fresh life into this classic.

Airwolf (Acclaim), based on
the television series, is a helicop-
ter flight simulation for the Nin-
tendo system. The player pilots
the super-chopper on a mission
to rescue hostages.

Leaping from the pages of
their "ground level" comic book
to the video gaming screen are
Teenage Mutant Ninja Turtles
(Ultra). The solitaire gamer
fights "Foot" Clan Ninjitsu war-
riors in this martial arts epic.
==
Coin-Ops
Come Home

During the videogame lull,
1984-1986, few arcade games
made a dent in the home
market. The typical computer
gamer is about two decades
older than the average arcader,
so computer entertainment
software stresses relatively com-
plex and cerebral simulations.

The videogame and coin-op
audiences, however, overlap ex-
tensively. As a result, quite a few
hit quarter-snatchers will make
their debut for home systems
before the end of the year.

Promising a monstrously good
time is Rampage (Data East)
for the Nintendo. Based on the
Bally Midway coin-op,
Rampage casts the player as a
creature on the loose with 128
screens awaiting destruction.
Also from Data East is Cobra
Command, an enhanced version
of the 1985 helicopter rescue
game.

Paperboy (Mindscape), for
the Nintendo, is another coin-op
classic long overdue for a home
version. Bizarre obstacles
menace the heroic paperboy as
he makes his daily delivery.

Tensen is releasing one of the
few arcade games which lets
players cooperate against a com-
mon enemy in the Nintendo ver-
sion of Gauntlet.

Further, Sega plans to turn
several of its recent arcade hits
into video games. Shinobi,
Thunderblade, and Double
Dragon will all be in stores for
holiday gift-giving. Tradewest
will issue a Nintendo edition of
Double Dragon.

e
Born on
the Computer

Ultima (FCI) brings a colorful,
if slightly streamlined, version of

the best-selling Uitima /I com-
puter adventure to the Nintendo.
The player directs a four-charac-
ter party against the villainy of
Exodus.

Shanghai (Sega) is certainly
the most unexpected videogame
of the year. Match pairs of deli-
cately colored tiles in this
cerebral strategy contest which
seems light years away from
blowing up aliens.

Spy vs. Spy on the same sys-
temn, mixes two hot trends: It
was originally a computer game
and is, in turn, based on the
comic strip from Mad magazine.
One of two players search for
secret plans while harassing the
other agent with traps.

California Games, Epyx’s
computer hit, is going the
videogame route. The multi-
event action-sports title will be
published by Milton Bradley for
the Nintendo and by Sega for its
own systern. Milton Bradley also
plans to release another Epyx
program, World Games for the
Nintendo.

T e ————
Original Designs

Sega will enter the role-playing
arena with Phantasy Star, its
first 4 MB cartridge. The player
saves the Algol system in a
game which features both space
travel and multi-level three-
dimensional dungeon.

An adventure with a lighter
touch is Kid Kool (Vic Tokai)
for the Nintendo. The hero of
this arcade-style quest has three
days to find the nine wonder
herbs to save King Voldam.

For sophisticated Nintendo
players, Jaleco offers Robotvar-
rior. Its 27 stages of play are
crammed with action, but the
large number of weapons,
enemies, and puzzle rooms
provide plenty of opportunity to
exercise the gray matter.

720° from Mindscape is a
cross between a skateboarding
sports cartridge and an adven-
ture. Waiting to test your abilities
are the local hotshots of Skate
City.

[e=s s =]
The Round-up

Even this lengthy survey can't
cover all the new titles for the
Nintendo and Sega, despite this
month's expanded Video
Gaming World. The safest
prediction is that the biggest
problem for video gamers is like-
ly to be how to make the budget
stretch far enough to get all the
hot cartridges.

NEW FROM SIMCAN

ROMMEL AT EL ALAMEIN, The Battles For Egypt, 1
July 1942 to 6 November 1942. It had all seemed
so easy this time. Tobruk had cracked in a day
and the British were in full retreat after the
disaster at Matruh. Egypt beckoned. The pursuit
was a rush across the dunes to the final Allied
defensive position, some 1500 miles from the Axis
supply base at Tripoli, but almost in sight of
Alexandria. ROMMEL AT EL ALAMEIN is a high
speed, command oriented study of the clashes that
followed as two armies, stretched beyond their
limits, determined the fate of North Africa. 6
scenarios allow for the three historical battles
Ruweisat Ridge, Alam Halfa, and El Alamein, as
well as a hypothetical alternative to each battle
introducing such elements as increased supplies,
the fall of Malta, and superior reserves. Design
by S. St. John, development by S. Newberg, & art
by J. Kula. Apple II, Atari ST, or IBMPC.

IN HARM’S WAY, Tactical Naval Combat In The
Pacific, 1943-1944, You have exercised your
command and driven your commanders for a year in
the ultimate school of hard knocks: Ironbottom
Sound. The I.]J.N. seemed invincible at first, but
you have learned and you are ready. It is time to
take the war to them. IN HARM’S WAY is the
follow wup to our highly realistic, viewpoint
oriented, grand tactical simulation LONG LANCE.
Using the same basic system we have modified the
game to reflect the changes of the later years of
the war in tactics and doctrine, as well as the
shift out of the Solomons to new fields of action.
9 new scenarios are provided as well as an
augmented "build your own" system. Design by W.
Nichols, development by S. Newberg, & art by ]J.
Kula. Apple II, Atari ST, C64/128, or IBMPC.

OTHER SIMULATIONS CANADA COMPUTER GAMES:
MOSCOW CAMPAIGN, Typhoon & White Storm, 30 Aug

1941 - 13 Feb 1942. le II, Atari ST, or IBMPC.
LONG LANCE, Tact1cal aval Combat In The Pacific,
1942. Apple 1I, Atari ST, C64/128, or IBMPC.

TO THE RHINE, The Advance In The West, 29

m‘lﬁd 11 Dec, 1944. Apple II, Atari ST, or IBMPC.

MEL AT AZALA attles For Tobruk, 26 May to
une, 1942 le II, Atari ST, or IBMPC.

STA INGRAD CAMBKI GN, The Turnlng Point, Jun

1942-Feb 1943. Atari ST, C64/1328,

Apple II,
IBMPC.
KURSK CAMPAIGN Operation

Zitadelle, Summer,
1943. A 11, Atarl T, or IBMPC.
OPBRATI(S)E OVERLOR The Invasion Of Eurollzge,
une-28 August 1944 Apple 1I, Atari or

BMPC.
SEVENTH FLEET, Modern Naval Combat In The
%’é}lﬁiﬁc Ocean. Apple 1II, Atari ST, C64/128, or

GOLAN FRONT The 1973 Arab/Israeli War In The
North- Ap le Atarl ST C64/128, or IBMPC.

BATT 0% LAN" TIC, The Ocean Lifeline,
1940- 1944 A 1e II Atari ST or IBMPC.

SIEG IN AFRIKA, The War In North Africa, 1940-
1943 Aég)le II or C64/128.

FIFTH KADRA Modern Naval Combat In The
%ﬁﬁi{gé&rraman Sea. Apple II, Atari ST, C64/128, or
FALL GELB, The Fall Of France, Spring 1940.

le II, Atari ST C64f’128 or IBMPC.
Gpl{) SEAS % GREY SK Tactical Modern Naval

Combat. Apple 11, Atarl 51‘ C64/128, or IBMPC.

ORDERING INFORMATION, PLEASE READ CAREFULLY: All
computer games are each. Purchasers
outside Canada should send payment in U.S. funds.
We will let cheques clear before shipping.
Canadians must send $80.00 per computer game.
Nova Scotians must add an extra 10% of the total for
Provincial Tax. Orders from locations outside
North America must add $5.00 per game to cover
extra handling.

SIMULATIONS CANADA, P.0. Box 452
Bridgewater, Nova Scotia, Canada, B4V 2X6
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TAKING A PEEK

(Continued from page 10)

in the grid before proceeding to the next
one. Nevertheless, there are enemies
which are designed to erase the player's
lines and enemies which "kill" the player's
icon with a mere touch. These enemies
offer enough of a challenge so that even
the programmers claim not to have been
able to advance beyond the 12th level in
this 50 level game. Amiga ($29.95).
Circle Reader Service Card #9.

Koei Corporation
20000 Mariner Avenue #100
Torrance, CA 90503

NOBUNAGA'S AMBITION: Another
beautifully crafted game from the makers
of "Romance of the Three Kingdoms"
(CGW #49, p. 39), this product offers 1-
8 players the opportunity for military,

economic, and diplomatic conquest in
16th Century Japan. Although the game
mechanics and user interface is simple,
players will want to keep their von
Clausewitz "On War" and Sun Tzu's "The
Art of War" beside them in order to do
well in this fascinating wargame. IBM
($59.95). Circle Reader Service Card #10.

Mastertronic
711 W. 17th Street #G9
Costa Mesa, CA 92627

DEMON'S FORGE: A graphic adven-
ture in the traditional sense of parser-
driven, illustrated stories, this product
presents the saga of a renowned
gladiator struggling for his life. Sen-
tenced to death, the gladiator has one
chance for survival. He must enter,
navigate, and safely exit "The Demon's
Forge," that infamous dungeon exit from
whence no hero hath escaped in cen-
turies. Apple/IBM flippie in 5.25" ($9.99),
IBM in 3.5" ($12.99), both ($14.99).
Circle Reader Service Card #11.

Main Frame

Alien Mind

Willow

Sea Strike

KNIGHT GAMES: Remember the tour-
naments in "lvanhoe" and "Robin Hood?"
This game offers many of the same in-
dividual combat competitions: archery,
axe duels, ball and chain flailing (mor-
ningstar combat?), crossbow competi-
tion, pikestaff contests, quarterstaff bash-
ing, and sword fighting. C-64/128
($9.99). Circle Reader Service Card #12.

NINJA MISSION: The screens look
like several other martial arts games, but
there is a plot line to this action adven-
ture. The player’s ninja must enter the
evil tyrant Akuma's infamous fortress of
death and retrieve the invaluable "Shichi
Nin No Kami," seven jade idols with mysti-
cal powers which are vital to the survival
of a defenseless village. Naturally, the
seven jade idols are scattered throughout
the floors (levels) of the fortress. Amiga
($19.99), as "Ninja" for Atari 8-bit, C-
64/128, IBM in 5.25" ($9.99), IBM in 3.5"
($12.99). Circle Reader Service Card #13.

microillusions
17408 Chatsworth St.
Granada Hills, CA 91344

MAIN FRAME: The fiction behind this
game sounds like a tired sci-fi potboiler.
A massive computing system begins to
function independently and a hostile Al
is set loose upon civilization. Obviously,
the player is intended to stop this
nefarious and increasingly homicidal
matrix. There are plenty of different
screens and arcade sequences for the
character to conquer, however. In the air,
on the land, and under the sea, those
who want more action than story line will
like this adventure. C-64/128 ($39.95).
Circle Reader Service Card #14.

SKY TRAVEL: While it is not a game,
this delightful astronomy/planetarium
program is certainly well-conceived and
documented. The program functions in
conjunction with the manual to offer
several planned planetarium-type ex-
periences, but also offers enough "con-
structability” to create one’s own
planetarium shows. Apple lIGS ($52.95),
C-64/128 ($49.95). Circle Reader Service
Card #15.

Microsoft Corporation
16011 NE 36th Way
Box 97017

Redmond, WA 98073

FLIGHT SIMULATOR III: The newest
version of the famous flight simulation
program is even better than its predeces-
sors. The graphics on the IBM version (in

(Continued on page 53)



Computer Gaming World

secret lair at the bottom. This lair (as in Questron)
is actually a castle level, chock full of guards. In ad-
dition, the moment you set foot on this level, Man-
tor will start hitting you with mind zaps every move
you make. Therefore, your time here is limited.
You must fight through the guards and find the
room where the book is being prepared as quickly
as possible, before you run out of hitpoints (and
no, you can't kill Mantor this time around).

This is where those breads of life are so impor-
tant (you have been saving them up, | hope). Not
only do they restore lost points, they actually in-
crease points. It is, therefore, possible (with
enough of them) to have thousands of hit points,
which you are certainly going to need on Mantor's

level. Eat all your breads before going down to the
last level (you won't have time once you're therel).

The ending (when the book is destroyed) is
nowhere near as grand as that of Questron. In
fact, it's pretty tame by comparison, since it is
mostly text with a few graphics thrown in, making
the end "reward" barely adequate to the task ac-
complished.

Aside from going into tombs and dungeons there
is little to do in the game except fight monsters
(and castle guards) to accumulate gold, and trek
around the towns looking for better weapons and
armor. Puzzles are virtually non-existent. Destroy-
ing the evil book of magic, when you finally reach
it, is extremely simple to do. Aside from the
guards, no one will try to stop you, so there is not
even a grand, climactic finish to the game.

The manual is not expansive, but is certainly ade-
quate for the game. It contains enough to get you
started, including brief descriptions of the
monsters that inhabit various areas and dungeons,
as well as some background information on the
quest.

Bottom line: Not equal to the original; best for
the beginner, not the experienced.

Copyright 1988 by Scorpia, all rights reserved.

hobby.

DISCOVER €GAMING'S BEST-KEPT SECRET!

Journal of Postal Gaming

Find a fantastic new world of fun and challenge: Play-By-Mail Gaming, with FLAGSHIP, the
longest-established postal gaming magazine. Each quarterly issue comes packed with reviews,
strategy & tactics articles, hobby news, contests, special features, and editorials that enable you to get
the most entertainment value out of your gaming dollar. FLAGSHIP covers every facet of the exciting
Play-By-Mail hobby: science fiction, sports, fantasy, crime, military, tribal, computer-moderated and
human-moderated, victory-potential and open-ended. If you don't know what PBM is, you owe it to
yourself to check out a copy of FLAGSHIP and find out what you're missing! If you already play postal
games, you need FLAGSHIP to keep up-to-date with the latest in this fast-moving and rapidly growing

Can you really afford to be without FLAGSHIP? Your gaming rivals would like you to think

so! Get smart! Subscribe now to FLAGSHIP, the international journal of postal gaming. Four quarterly
issues are only $20, or eight issues for the special low price of $38. Or, a sample back issue can be
had for your evaluation for only $2.50. Send your payment (check or money order please), to Tim
Sullivan, US editor, FLAGSHIP, 5453 Forest Path Court, Stone Mountain, GA 30088.

The International
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The
breakthrough
you've been
waiting for!

The most advanced
and
challenging
computer simulation
ever!

Available for

* Macintosh

* Amiga

* IBM PC and 100% compatibles
(incl. Tandy and Compaq)

* Apple IIGS (Xmas 88)
* Atari ST (Xmas 88)

RRP $50.00 for Macintosh, Amiga and Apple IIGS
$60.00 for IBM PC and Atari ST (2 disk versions)

* easy to learn and play
¢ high resolution graphics
* variable skill levels

* range of scenarios
* play either side

 computer or human
opponent

¢ networked via modem
or cable

How to Order: Visit your retailer or order direct from Panther Games Pty Ltd, PO Box 8, Hughes ACT 2605, Australia, Tel. (062) 815150,
Fax. (062) 47 2943. Mastercard and Visa accepted. Overseas orders add $10.00 for air mail. - or order from the following agents:

Australia - Australian Games, 4 Parklands Ave, Chirnside VIC 3116 Tel. (03) 726 9681
Jedko Games, 134 Cochranes Road, Moorabbin VIC 3189 Tel. (03) 555 1022

USA - Tevex Computer Software, 4205 First Ave #100, Tucker GA 30084 Tel. 1 (800) 456 1162

Apple, [IGS and Macintosh are trad ks of Apple Computer Inc. Amiga, IBM, Tandy, Compaq and Atari are trademarks respectively of Commodore International, International Business
Machines Corporation, Tandy Electronics, Compaq Computers and Atari Inc.
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BLAST OFF TO THE STARS
WITHOUT LEAVING HNME.

gl:v- mﬁlﬁplei-ch'c*:‘r;ciar role-
playing game that gives yc
the excitement of aiesl—ym
selling sciencefiction novel
— and more. Because you
don't just read about it, you
live it! You lead a special

force of eight startroopers on

different missions. Among
them: locate and destroy a
band of space pirates and
their home base; or take on
a hostile insect race bent
upon galactic conquest.
Your dangerous assign-
ments will test your skills in
shipto-ship battles as well as
man+o-alien combat, using
such futuristic weapons as
ion guns and bacterial
infestation grenades!

STAR COMMAND: IBM/Compatibles
(includes CGA & EGA grophics as well as
both 54" and 3V/2" disks) $49.95

#A

STELLAR CRUSADE™

is a challenging strategy

Eome that pits you against a
iend or the computer to

conquer a star cluster.

First, explore and colo-
nize the best planets. Next,
build up your economic
strength to prepare for the
final stage: star wars. And
for that, you'll need star-
ships. Design your own, arm
them with a tlost of high+ech
weapons and group your
starigt into to?k fofcg?

Play seven scenarios,
including one campaign
game that spans decades!

S

To blast off to the stars,
maybe you do need to leave
home... but just to your local
computer/softiware or game
store today.

If there are no convenient stores near
you, VISA and MC holders can order
direct by calling (415) 9641353, Or
send your chenci to: SSI, 1046 N.

Rengstorff Ave., Mountain View, CA
94043. California residents, add

applicable sales fax. Please spaclz
computer format and add $3.00
shipping and handling.

STELLAR CRUSADE: IBM/Compatibles
fincludes CGA/EGA/VGA/MCGA/HGA
graphics as well as both 5/4" and 31/2"
disks) $49.95  ATARI ST $54.95

ety STRATEGIC SIMULATIONS, INC. Aiighs reserved
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EGA or VGA mode) are as seductive as
those in the 68000 versions and the for-
mation flying option, opportunity for
modem link-up, and use of pull-down
menus make this version a real jewel.
IBM ($39.99). Circle Reader Service Card
#16.

Mindscape
3444 Dundee Road
Northbrook, IL 60062

ROAD RUNNER: Life may not be like
a "Road Runner" cartoon, but this arcade
game certainly is. Not only does the
player get to flee Wile E. Coyote on foot,
but some of those wild inventions from
Acme come into play throughout the
game. A hierarchy of bonus points (for
everything from completing a level
without missing any birdseed to "destroy-
ing" Wile E.) adds to the challenge of this
game. (Not pictured). C-64/128 ($34.95).
Circle Reader Service Card #17.

WILLOW: True to the movie and, in
the EGA version, offering lovely graphics,
this action/adventure game uses seven
action sequences from the film to retell

the story. The first sequence begins with
the player trying to smuggle the baby
out of the castle. Then, the viewpoint
changes for the next sequence and
those of future sequences. IBM ($39.95).
Circle Reader Service Card #18.

PBI SOFTWARE, INC.
1163 Triton Dr.
Foster City, CA 94404

ALIEN MIND: Upon arriving at the Zek-
ford Biological Research Space Station,
characters discover that all human life
has been eradicated. Instead, the heroes
of this action/adventure must face over
100 unique creatures in the course of ex-
ploring the five levels of the space station
and confronting the "Alien Mind." Apple
lIGS ($39.95). Circle Reader Service Card
#20.

MONTE CARLO: This gambling
casino simulation for the IIGS offers: Bac-
carat, Blackjack, Craps, Poker, Roulette,
Slot Machines, and Trente-et-Quarante.
Play is completely mouse-driven and the
documentation clearly defines all of the
options available.(Not pictured). Apple
lIGS ($39.95). Circle Reader Service Card
#20.

SEA STRIKE: This arcade game
provides plenty of action, great sound,
and finely-etched graphics. It is hardly a
realistic depiction of the capabilities of a

Not a Penny More
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Foundation's Waste

Rommel: Battles for North Africa

modern naval helicopter, but it is engag-
ing (and addictive) on the order of
"Space Invaders." In fact, the feel of the
play is similar to that arcade classic.
Apple IIGS ($39.95). Circle Reader Ser-
vice Card #21.

Scorpion
19 Harbor Drive
Lake Hopatcong, NJ 07849

BLACK SHADOW: The beautiful
graphics and two player competition
(using either mouse or joysticks) carry
this arcade product. The action screens
look like detailed versions of "Zaxxon,"
but they are wrapped by character
screens and other atmosphere sequen-
ces which offer something of a cinematic
quality to the opening of each "mission."
Amiga ($34.95). Circle Reader Service
Card #22.

FOUNDATION'S WASTE: This is
another arcade spaceship shoot-'em-up
with that three-dimensional feel. The
game offers four long levels of arcade
combat, an upbeat soundtrack, and an
animated finale. Atari ST ($39.95). Circle
Reader Service Card #23.

Simon & Schuster Software
1 Gulf and Western Plaza
New York, NY 10023

NOT A PENNY MORE, NOT A
PENNY LESS: This parser-driven
graphic adventure is based on the novel
by Jeffrey Archer. The protagonist is an
American professor engaged in post-doc-
toral work at Oxford University. Having
been bilked by a wealthy con-man, the
object of the game is to accomplish a
countersting and get your $1,000,000
back. The Atari ST version uses a
speech synthesizer for the various charac-
ters in the novel/game, but the C-64 ver-
sion lacks this feature. Atari ST ($39.95),
C-64/128 ($29.95). Circle Reader Service
Card #24.

Strategic Studies Group
P.O. Box 261
Drummoyne, 2047, AUSTRALIA

ROMMEL: BATTLES FOR NORTH
AFRICA: The "Battlefront" system, as
refined and enhanced through the
prolific sequels, has finally come to the
North African campaign. The command
point-of-view and limited intelligence as-
sociated with the system should be ideal
for this particular combat venue. The
variety of equipment utilized during these
battles can also serve as building blocks
for other scenarios. Apple, C-64/128
($39.95). Circle Reader Service Card #25.
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3.1 - Test Pilot (fiction); Serpentine;
Cosmic Balance; S.E.U.1.S.; Armor As-
sault; The Arcade Machine; The Atari
Arena; The Learning Game; INDEX;
and more!

3.4 - Suspended; M.U.L.E.; Battle for
Normandy Strategy; Serpent’s Star
Hints; Cosmic Balance Contest
Results; Knights of the Desert; Galac-
tic Adventures; Computer Golfl; Bomb
Alley; and more!

3.5 - Electronic Arts; Combat Leader; Archon;
Lode Runner; TAC; Paris in Danger; Cosmic
Balar}ce II; Delta Squadron; Zork lll Tips; and

3.6 - Ultima llI; Operation Whirlwind; Reach for
the Stars; Legacy of Lylgamyn; Broadsides;
North Atlantic "86; Zork Il Tips; and more!

4.2 - Chris Crawford on Computer Game
Design; Goren's Computerized Bridge; Carrier
Force; DIRECTORY OF GAME MANUFAC-
TURERS; Robotwar Tournament Results;
M.U.L.E. Designer Notes; Starcross Tips; Par-
thian Kings; and more!

4.3 - Seven Cities of Gold; View from a
Playtester; Universe - Two Reviews; Mig Alley
Ace; Questron; Tycoon and Baron; A Broadsides
Replay; Chancellor of the Exchequer; Enchanter
Tips; Children's Games - A Shopping Guide;
Under Southern Skies; Chivalry; and more!

4.4 - Jupiter Mission; Fifth Eskadra; Excalibur
review and Designer's Notes; War in Russia;
President Elect and 1984; Lode Runner Contest;
Fighter Command; Galactic Gladiator Scenarios;
Flight Simulator Il and Solo Flight; Crypt of
Medea; Sorcerer Tips; and more!

4.5 - Staying Alive in Wizardry; Adventure
Gaming Conference; CGW Baseball League; The
Computer as Opponent; Sundog; CGW Com-
puter Game Conference; Road to Moscow;
Strategy Game Tips; Deadline Tips; Seven Cities
of Gold Designer Notes; Rails West; and more!

4.6 - Carrier Force Replay; When Superpowers
Collide; Mail Order Games; Panzer-jagd Review;
More Galactic Gladiator Scenarios; Cutthroat
Hints; Should You Turn Pro?; Dreadnoughts; F-
15 Strike Eagle; and more!

5.1 - War in Russia Replay (Pt 1); Hitchhiker's
Guide to the Galaxy (two articles); A Software
Agent Looks at the Industry; Breakthrough in the
Ardennes Designer Notes; Gulf Strike; Cosmic
Balance Contest Results; Clear for Action; and
more!

5.3 - Sports Games Survey; The Battle of
Chickamauga; Imperium Galactum; Games
You'll Never See; Crusade in Europe Design
Notes; Lucasfilm Enters Home Gaming; Baseball
Games for Your Computer; Mindwheel Hints;
Silicon Cerebrumn; Reforger '88; Napoleon at
Waterloo; and more!

#26 - Conlflict in Viet Nam; Inside Ultima IV,
The Halley Project; Silent Service Designer’s
Notes; The Kobayashi Alternative; Spellbreaker
Tips; Koronis Rift; Eidolon; Story Tree; and more!

#27 - Under Fire Replay; Europe Ablaze and
U.S.A.A.F.; Map Design for Computers; 7th
Fleet; Game Manufacturer Survey; Battle of An-
tietamn; Ballyhoo Tips; and more!

#29 - Battlegroup & Mech Brigade; Psi 5 Trad-
ing Co.; Battle of the Atlantic (SimCan); Universe
Il Playtester Notes; Island of Kesmai; Borrowed
Time Tips; Golf Games; Countdown to Shut-
down; Moebius; Norway 1985; Clash Of Wills;
and more!

#30 - American Dream Review; Phantasie II; In-

dustry Survey; Kobayashi Alternative Revisited;
Orbiter and Flight Simulator for Mac; Silent Ser-
vice for Atari; Championship Basketball; and
more!

#31 - Wizard's Crown; Trinity Playing Tips;
Operation Keystone; Habitat/Quantumlink;
Baseball stat programs; Grand Slam; Race Car
Simulator; Amiga graphics/music/video
programs; APBA Baseball; Spin Out; World
Karate; and more!

#32 - Interview with Alan Miller; Interview with
Brian Moriarty; Lords of Conquest review and
strategy notes; Alternate Reality; Battlefront; A
Mind Forever Voyaging playing tips;
Chessmaster 2000; Rommel-Battles For Tobruk;
Bronze Dragon; and more!

#33 - Leather Goddesses of Phobos Hints;
Computer GamingThe Year in Review;
GettysburgThe Turning Point; Shard of Spring;
Interview with Chris Crawford (Pt1); DragonFire
II; and more!

#34 - MoonMist Hints; Robot Rascals;
Defender of the Crown; lwo Jima/Falklands; Am-
nesia; Adventure Game Conference; Warship; In-
terview with Chris Crawford (Pt2); Major Motion;
1985-1986 INDEX; and more!

#35 - COMPUTERS IN FLIGHT ISSUE - The
State of the Industry; Gunship; Gemstone Healer
Hints; 50 Mission Crush Stories; Space M+A+X;
Star Trek: Prom. Prophecy; Starflight; Interview
with Doug Crockford; Blue Powder, Grey Smoke;
Patton vs Rommel; Strategic Conquest Plus; and
morel

#36 - BASEBALL FEVER ISSUE - Baseball
Game Survey; Epyx Company ; War In
The South Pacific; Hollywood Hijinx Hints; Might
& Magic; Sailing Programs; History of Bruce
Artwick's Flight Simulator; Interview with Earl
Weaver; Play-By-Mail Games; Ogre, and more!

#37 - WORLD WAR Il ISSUE - Survey of WWII
Computer Wargames; The Future of Computer
Wargaming (1988-1992); Killed Until Dead;
Realms of Darkness; Stalingrad Campaign;
WWII Tactical Wargames Compared; Full Count
Baseball; Electronic Arts Company Report;
Wrath of Denethenor; Portal; Warship Scenarios,
and more!

#38 - FANTASY/ADVENTURE ISSUE - Bard's
Tale lI: S.D.l.; Bureaucracy Tips; Sub Battle
Simulator; King's Quest Ill; Computer Role-Play-
ing Games (An Editorial); Battlecruiser;
Accolade’s Comics; Activision Company Report;
Sinbad & Throne of Falcon; Interview with Jon
Freeman and Ann Westfall; Where in the USA is
Carman Sandiego; and more!

#39 - GAME DESIGN ISSUE - Game Develop-
ment at Broderbund; Phantasie llI; Euclid vs. Pat-
ton (Field Algorithms); Dragon Side Il Review; In-
dustry Report from C.E.S.; PHM Pegasus; Good-
bye "G" Rated Computer Games; Theatre
Europe; B-24 Notes; Designer Play Tips on
Defender of the Crown; Infocom Company
Report; Uninvited reviewed; The Sentry; Zen &
the Art of Game Design; and more!

Russia (The Great War...); Ultima V

and Wizardry IV (Comparative Over-

| view); SimCan’s Rommel At Gazala;

Lurking Horror Tips; E.O.S.; Guderian;

Rebel Charge at Chickamauga; The

Best Educational Games of 1987; The

Origins of Company Names; Street

| Sports Baseball; California Games;
The Eternal Dagger; Goodbye "G"

Rated Computer Games (Part 2); and more!

#41 - SHOPPING GUIDE - Wizardry IV; Make
Your Own Murder Party; Microprose Company
Report; Hot Titles for Christmas; Stationfall Tips;
Ancient Art of War At Sea; Joysticks and Mice;
Borodino 1812; Shadowgate; Deep Space;
Leisure Suit Larry; Nord and Bert; and more!

#42 - FOOTBALL ISSUE - Plundered Hearts
Playing Tips; Computer Football Game Survey;
1987 CGW Game of Year Awards (at Dragon-
Con); Project Stealth Fighter; Beyond Zork; Spy
Adventure Series; Warship Strategy; Battles In
Normandy; Firepower; and more!

#43 - WARGAMING THEN & NOW -
Shiloh:Grant’s Trial; Border Zone; Mech Brigade
Tactics; UMS Preview; High Seas; Darkhorn; Em-
pire; Inside Trader; Legacy of The Ancients;
Goodbye "G" Ratings Pt.3; Blackjack Academy;
Into The Eagle's Nest; Airborne Ranger; and
more!

#44 - FLIGHT ISSUE - Survey of Helicopter
Siumnulations; Alternate Reality-The Dungeon;
Apollo 18; Falcon; Arkanoid; Guild of Thieves;
2400 A.D.; Test Drive; Faery Tale Adventure;
Jewels of Darkness; Chuck Yeager Flight Trainer
Tidbits; and more!

#45 - SCIENCE FICTION - Space Quest Tips;
Space Arcade Games; Computer Games in
1988; The Future of Computer Games (lsaac
Asimov, Harry Harrison, Douglas Adams, Jerry
Pournelle, and others); Halls of Montezuma; Was-
teland Sneak Preview; Skyfox Il; Breach; SSI
Company Report; Terrorpods; and more!

#46 - SPORTS SURVEY - Spring Sports Sur-
vey; Dungeon Master; World Games; Police
Quest; Fog of War Roundtable Part 1; Ferrari
Formula One Preview; Sherlock; Skate or Die!;
Strike Fleet; Demon Stalkers and Gauntlet; Sons
of Liberty; Deathlord; Knight Orc; and more!

#47 - MIST, MAGIC & MYSTERY - Ultima V,;
Wasteland; CRP Editorial by Scorpia; Trust &
Betrayal; Panzer Strike; The Future of CRP
Games (by Dave Arneson); Game Design In-
sights from The Journal of Computer Game
Design; Echelon; The Train; CRP game hints;
Maniac Mansion; Soko-Ban; Tetris; Ports of Call;
and more!

#48 - COMBAT! - The Hunt For Red October;
Bard's Tale lll; Wasteland Hints; Long Lance;
Return To Atlantis; Project Stealth Fighter;
Universal Military Simulator Modifications;
Wooden Ships & Iron Men; Twilight's Ransom;
Gaming on Compuserve and GEnie; Video
Gaming World (New Department); Mech Brigade
Scenario; and more!

#49 - GAME DESIGN - Tom Clancy on Red
Storm Rising; Lord British Talks About The Ul-
tima Series; Advanced & Dragons;
Jinxter Tips by Scorpia; Space Quest II; In-
focomics; Computer Gaming Books; Rampage;
Decisive Battles of the Civil War; Dark Castle
Hints; Romance of the Three Kingdoms; Fire
Brigade and more!
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Reader Input Device #50

On this page, a number of games and articles are listed for
evaluation. Some general interest questions are provided, as
well. For each game you have played or article you have
read, place a 1 (terrible) through 9 (outstanding) next to the
appropriate number on the card provided opposite page 4.

Games:

1. Empire (Interstel)

2. Earl Weaver Baseball (EA)

3. Rebel Charge at Chickamauga (SSI)
4. Breach (Omnitrend)

5. Micro League Baseball (Micro League Sports)
6. Seven Cities of Gold (EA)

7. Star Fleet | (Interstel)

8. Strike Fleet (EA)

9. Balance of Power (Mindscape)

10. Colonial Conquest (S51)

11. Bard’s Tale Il (EA)

12. Wasteland (EA)

13. Dungeon Master (FTL)

14, Uhima V (Origin)

15. Pirates (Microprose)

16. Falcon (Spectrum Holobyte)

17. Stealth Fighter (Microprose)

18. Faery Tale Adventure (microillusions)
19. Questron 11 (551)

20, lr:e Train (Accolade)

21. The Three Stooges (Cinemaware)
22, Police Quest (Sierra)

23. Airbome Ranger (Microprose)

24, Wooden Shigs & lron Men (Avalon Hill)
25. U.M.5. (Rainbird)

26. Shiloh: Grant’s Trial (SSI)

27. Return to Atlantis (EA)

28. World Class Leader Board (Access)
29, Seven Spirits of Ra (Sir Tech)

30. Shadowgate (Mindscape)

31. Tobruk (Datasoft)

32. Rommel: Battles for No. Africa (SSG)
33. Hunt for Red October (Datasoft)
34, Jet (Sublogic)

35, Strategic Conquest Plus (PBI)

36. Willow (Mindscape)

37, Sons of Liberty (551)

38, Romance of Three Kinﬁ:loms (Koei)
39. Super Sunday {Avalon Hill)

40, Sea Strike (PBI)

Articles:

41. Greatest Story

42, Questron |l Review
43, Into The Hornet's Nest
44, Over The River

45. Stellar Crusade Review
46. CGW Essay Contest
47. Three Stooges Review
48. Seven Spirits Review
49, Tobruk Review

50. Scorpion's Mail

51, Star Saga | Review

52. Video Gaming World

Question:
53. The most neglected subject in computer
games 1s: (use comment space)

The CGW Hall Of Fame

Strategy
Kampfgruppe 7.66
Gettysburg 7.48
M.U.L.E. 7.44 i
Mech Brigade 7.28
Chessmaster2000 7.25§
War in Russia 7.20 ||

Action/Adventure

ditima IV 7.80
Wizardry 7.69
Starflight 7.63
Gunship 7.59 |
ditima Ill 7.55
s Might & Magic 7.54 ¢
Bard’s Tale 7.49

The Computer Gaming World Hall of Fame
welcomes "Gettysburg," "Gunship," "Might &
Magic," and "Starflight" into the ranks of
games which have proven themselves over
the course of time to be top-rated games.
After being rated a significant number of
times by our readers, members of the CGW
Hall of Fame are chosen by the staff of CGW.
Once inducted into the Hall, the game will be
retired from the current Game Ratings List.
As a consumer, you can be assured that any
game in the CGW Hall of Fame is an all-time
favorite.
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on track for a top 10 finish. "The Three Stooges" could

Game Rating’s stumble into the top 10 during the next ratings period if

they are not pulled over by the blaring sirens of the fast-
moving "Police Quest."

In terms of Action/Adventure, "Bard's IlI" seemed fated In the "Strategy Top 50," the declaration of "Gettysburg:
to grab the top spot. Moving three titles to the Hall of The Turning Point" as a national landmark (induction
Fame allowed for plenty of movement on that side as: into the CGW Hall of Fame) opened up room for

"Ultima V" moved into fourth position with trumpets blar-  "Balance of Power" and "Colonial Conquest” to accuse
ing "Hail, Britannia!;" "Questron II" eclipsed its predeces-  each other of imperialism by means of their triumphant

sor by a tenth of a point; and "The Train" found itself entries into the top 10.
Strategy Top 50 Adventure/Action Top 50
Name Mig Machine Tms Avg Rating Name Mig Machine Tms Avg Rating
Rtd Rsp Rtd  Rsp

Empire Intstel  Many 6 36 7.80 Bard's Talelll EA AC 1 29 821

Earl Weaver Bsball  EA Am,| 7 39 745 Wasteland EA A 2 -3 ugan
Rebel Charge SSi Many 7 27 711 Dungeon Master ETL ST 3 = 380 .95
Breach Omtrnd Am,ST,) 4 43 7.09 (UltimaV Origin  Ap 1 44 7.89
Micro Lg Baseball MicLg  Many 3 34 7.09 Pirates MicPr C,Ap 8- 46 "76d
Seven Cities Gold EA Many 9 118 7.08 Falcon SpHolo LM 3. 23 56
Star Fleet | Intstel  Many 5 38 7.08 Stealth Fighter MicPr 6 L2346
Strike Fleet EA AC 3 39 7.08 Faery Tale Adv. Micrill  Many 435 136
Balance of Power Mndscp M, 4 28 7.07 Questronll S| AC 1 22748
Colonial Conquest ~ SSI CAt 3 60 7.07 The Train Acclde C § i 0 e 7
Crusade in Europe  MicPr Many 9 60 706 Three Stooges Cnmwre Am,C 15 25 8=UTalh
Decision in Desert MicPr Many 9 36 7.06 Police Quest Sierra | 1 48 7.14
Oper Mkt Garden SSI Many 4 58 7.06 Phantasie SSI Many' 10 68 713
Silent Service MicPr Many 6 108 7.06 Bard's Tale ll EA ApAMCI12- 55 T3
Under Fire AH Ap 6 23 7.06 Airborne Ranger MicPr C 45527 710
NFL Challenge XOR LM 5 20 7.05 Spellbreaker Infem  Many g24 7.09
3-in-1 Football Hafner Many 2 20 7.05 Zork Series Infem  Many w122 7.09
Ancient Art of War Brodr LM 9 37 7.04 Archonl EA Many 12 96 7.08
Carrier Force Ssl CApAt 5 108 7.04 Legacyof Llygamyn SirTc Ap,l 9 G2 rOn
War in So. Pac. Ssl Ap,C 5 23 7.04 Pinball Const. Set EA Many 4 47 7.08
Flight Sim Il Sublg Many 6 B84 703 Lode Runner EA Many 6« 60 =707
Russia SSG ApC 10 32 7.03 Phantasiell Ssi Many 6 =36~ .07
Reach for Stars SSG C,Ap 6 47 7.02 Questron Ssl CApAt 6 90 7.07
Anc Art War Sea Brdrbd | 3 26 7.01 Sorcerer Infem  Many oI ot ey 0T
Battle of Antietam Ssi Many 12 41 7.01 Wizard's Crown Ssi Many' 11 58, T.06
Europe Ablaze SSG CAp 9 32 701 |LegacyAncients EA Ap,C 4 46 7.5
Computer Baseball  SSI All 7 36 6.99 WorldClass Ldr Bd Access C S a2l 0
Battlegroup Ssi CAp 4 35 6.95 Enchanter Infcm  Many 4 45 17.02
Defender Crown MstDsg = Many 8 51 695 Eternal Dagger SSi ApALC 3 28 7.00
Lords of Conquest EA Many 3 42 693 OneonOne EA Many 8. 75~ 7.00
Field of Fire Ssi ApCAt 5 67 6.92 Ultimall Orign  Ap B 16100
U.SAAF. SSi CApAt 2 26 6.92 Leather Goddesses Inf Many 2 21 6598
UMms. Rnbrd ST 2 30 692  ({tmal Orign  Ap,C 2 48 696
Halls Montezuma SSG CAp 4 26 691 Auto Duel Orign  Many 2 65 695
Shiloh: Grant's Ssi Ap,C,l 4 29 690 Deadline Infem  ApAtl 3 44 694
Battlefront SSG Ap,C 8 34 6.89 Police Quest Sierra 1,GS 1 20 6.90
Roadwar 2000 S Many 3 34 680 King's Questll Sierra  Many 3 20 688
Computer Ambush ~ SS| Many 6 49 6.78 Hitchhiker's Guide Infem  Many 4 108 686
Panzer Strike Ssi Ap,C 4 28 6.78 Planetfall Infem  Many 3051 686
Gato SpHb  Many 3 79 677 Echelon Access C 2 20 682
Gulf Strike AH Many 4 33 6.75 Beyond Zork Infcm  Many 2 30" 680
Dec. Battles ACW SSG AC 2 20 6.74 Return of Werdna SirTc  Ap 4 21 6.80
No. Atlantic '86 Ssi Ap,M 2 72 6.65 Summer Games Epyx Many 2 ah w6iTY
Conflict in Viet SS| Many 5 21 663 Wishbringer Infem  Many 3 36 679
Battlecruiser SSi ApAtC 3 29 6.61 Choplifter Brdrbnd Ap,C 6 70 6.78
Knights of Desert Ssi Many 5 B3 661 Racing Dest Set EA C,At 300 48 S i6R
Chickamauga GDW At,C 2 26 660 Phantasiell Ssi Many 2 260 616
Warship Ssi ApAtC 4 44 657 Demon Stalkers EA S 2 20 6.76
Fifth Eskadra SimCan Ap,CST 2 20 6.53 Hardball Accld Many B A3 N6)75
Carriers at War SSG CAp 7 66 6.48 Return to Atlantis EA Am 1 22 63
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More than
five years
a hest seller

Nobunaga's Ambition
The Struggle to Unite Japai

The Japan most people don't know about. The Warring States period of
the sixteenth century. Central government was weak and ineffective as
feudal lords called daimyos gained power. Each daimyo ruled a single
fief, each wanted to rule the nation. One man, Nobunaga Oda, came
close but failed. He paid the price for failure, death
Nobunagas Ambition is a military, economic and diplomatic simulation
for one to eight that puts you in Nobunaga's place, or in the place of one
of his rivals. You start with one fief and try to take the entire nation, A
game of both strategy and tactics. success takes careful planning and
opportunism
Administer your fiefs during peace to increase their strength. Keep your
peasants and army loyal or risk revolt. Use your resources effectively, not
spending too much on either guns or butter. Negotiate with other daimyos,
or perhaps you d rather just send ninja.
On the battlefield, control your troops in close tactical detail. Take advan-
tage of terrain, attack, retreat, fight a war of attrition or go directly after
the enemy general. Just be sure your side is smarter, tougher and better
prepared
Nobunagas Ambition is fast moving and easy to play but historically ac-
curate. Characters and game events come from the reality of sixteenth
century Japan. Maps are almost entirely accurate, both geographically
and politically. Advanced graphics and animation help give the game a
feel of complete reality. One to eight may play either of two scenarios and
five different levels of difficulty. Instruction manual and historical notes
included.

Some comments from Japan’'s leading computer magazines:

d computer you ve got to fry s the absolute pin-

“.:n 7. 1987

can supply intelligence and

magination, Nobunaga's Ambition will pro-

vide more and better entertainment than
her game on the market

A great hit

February 20, 1986

Far and away the most authentic simula-
tion game | ve aver seen

First released more than five years ago @ 1 n an inter-
Nobuhaga's Ambition is still not just a best view with

seller but one of the very best simulation

games on the markat

Greatest
simulation game
released in Japan

g6

Romance of The Three Kingdoms
Live Second Century China

China's second Han dynasty has collapsed. The entire nation battles with
itself as warlords struggle for supremacy. You are a Master, one of these
warlords determined to beat out the others and control the country
Manage the states under your control to increase their power and resour.
ces. Cope with disasters, both natural and otherwise, when they occur
Choose good subordinates and win their loyalty Negotiate with other
Masters, or take a less diplomatic approach, controlling your armies and
those of your generals in great tactical detail on the battlefield. Take ad-
vantage of terrain as best you can. Choose the right kind of attack for the
situation, or just try and trick the enemy. Do what the immediate situation
calls for but don't fail to think ahead

A huge data base together with advanced graphics. animation and pro-
gramming give the game an unprecedented degree of reality. Romance
of The Three Kingdoms is based painstakingly on the Chinese epic novel
of the same name, but is fast moving and easy to play. Features include

*255 characters, each with a distinct personality
*Military, economic and diplomatic simulation
*Five different scenarios

*Ten levels of difficulty per scenario

*Play by one to eight

*Demonstration mode

*Complete instruction manual and historical notes

Koei s Romance

he Three Kir

at i1s abso

KOEI ¢ CORPORATION

ner Avenue, Sulte 100 Torrance, CA.90503

*IBM is a registered trademark of
International Business Machines, Inc.

PHONE. 213-542-6444




. /1 ore than two years in the making, Warriors
© = of Destiny sets the new standard fog role-
playing games. No other game can offer-
you as beautifully detailed a world
or as exciting an adventure. $

Ultima V is the game for all
role-playing gamers: Warriors
of Destiny will enchant the
novice and challenge the expert.

» Powerful new combat and magic
systems, increasing in sophistication
as your skill increases.

+ Over twice the graphic detail, anima-
tion and sound effects of earlier games.

» Hundreds of truly life-like people who can
carry on complex conversations S
and interactions

T ey

. sy vai _"_;’
LZTORIGIN
may vary T T/ SYSTEMS INC.
Ultima IV .
us Ultima ‘
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