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IF'THIS IS THE FUTURE, 'FHEN
YOUREHISTORY, |

Hold it. What’s this? Human-seeking  secret code numbers that will ulti-  computer to help you crack the secu-
suicide robots? An evil mastermind ~ mately allow you to access Elvins  rity code. A working tape player to
' = ETT T =) stronghold. And waste him before - play music clues. And a map to show
=== 1 he wastes the world. which towers you have or have
08 Thereareover S0roomsto  not searched.
§ search for codes. Careful. The Go then. Elvin is preparing to
= floors and catwalks in this place  launch his missile attack in less than

There are 8office towers to Of course, Elvin’s floor plans

e e eeametaampicaed— end g little abruptly. And of course,  ten hours. You must stop him. Or the
bent on world annihilation? they're guarded by those pesky bots. ~ world will be terminally =

No wonder they call this mission ~ But you've got an MIA9366B pocket  late for dinner tonight.

' ible. Why, its got
suategyandzcion tren teorigl - IMIPOSSIBLE MISSION Il 2/
top-selling Impossible Mission.” Commodore 64 1B S compables,

The trick here is to collect the




Reaching For the Right Balance

Software to Balance Your

Commodore™ 64/128 Skills

LOADSTAR is two 5%" disks full of quality software for
your Commodore 64/128, delivered to your door every
month for only $6.65 an issue. LOADSTAR gives you just
the right balance of useful applications for home or work as
well as entertaining games and features. Each month you’ll
receive from five to ten quality, original programs (not pub-
lic domain) depending on the size of each program.

Get the Most from Your Commodore
Every month, you can rely on the vast experience of our
editors and programmers to provide you with carefully se-
lected software you can use. Each monthly issue contains
valuable features such as: home financial programs, recipe
organizers, accounting packages, word processing applica-
tions, graphics, music programs, educational programs and
games. With our easy-to-follow documentation on disk and
our unique menu system, you'll master each new applica-
tion with confidence and ease.

Your Best Software Value

Without investing a fortune, LOADSTAR will convince you
that your Commodore is the most versatile and pow erful
tool you own. You'll learn more about your Commodore, its
capabilities, and available software, than you now believe
possible. At $6.65 an issue — you just can’t find a better soft-
ware value for your Commodore than LOADSTAR.

Call Toll Free 1-800-831-2694

Commodore is a trademark of Commodore Inc.

FREE SOFTWARE—

With a 3-Month Trial Subscription
LOADSTAR is sent to you each month on two 54" disks. Try
LOADSTAR for three months for only $19.95 (that’s only
$6.65 an issue) and receive “The Best of LOADSTAR"” abso-
lutely free. This bonus disk contains the very best programs
from past issues of LOADSTAR.

Guaranteed Satisfaction

or Your Money Back

As software publishers since 1981, we at SOFTDISK INC.
guarantee the quality of all our software products. If you are
not fully satisfied with LOADSTAR, return your first issue for
afull refund. “The Best of LOADSTAR” is yours to keep. You
can’t lose. Order today with the attached coupon or call toll
free 1-800-831-2694.

ES! QO Please rush me my free The Best of LOADSTAR and_ll
start my three month trial subscription to LOADSTAR for my
I Commodore foronly $19.95 postage paid. (Canada/Mexico $24.94, I
Overseas $27.95) Make checks payable to Softdisk, Inc, in U.S.
| Funds. (Louisiana residents add 4% sales tax).

I

|

| 1 Please send me information on your new quarterly |

| disk for the Commodore 128. |

INamest © 2o Tl =3 3 - [ |

I Address |
City s State Zip+4 -

I Daytime Phone ( ) Ext. |

lav VISA/MC QJ AmEx O Payment Enclosed ULS. funds only!) |

|Card # - & 0 R WL Exp. __ |

| Signature ! P . ok
1 SOFTDISK, INC. CO118 |
[ P.O. Box 30008 ¢ Shreveport, La. 71130-0008 ]




| fantasy role-playing game.

THE LONG-AWAITED SEQUEL SO AWE-INSPIRING
IT SURPASSES EVEN THE ORIGINAL!

It wasn't easy to outdo th
original, legendary Questron™

ing at it

QUESTRON Il's a
state-of-the-art gr
nothing short of stun -
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

BCATH URAITH HITS JOR 38 BAMAGE

ADeath Wraith attacks inon
of the many dungeon levels.

L)

Atari ST, Amiga (549.95)

come to real fantasy.
Commodore 64/128 (539.95) ic chamber in the
Apple 11 Serles, laM/Comp-ﬂbl_e-m%l  Redstone Castle.

Also play THE ETERNAL DA'GGER" — Sequel to SSI's award- If there are no convenient stores near
winning Wizard's Crown™ Hordes of monsters from the Demon  ¥0U. VISA and MC holders can order
World have entered Middle World through a magic portal o Al e
: e red Middle World through a magic porta .Todefeat  oOr send your check to: SSI, 1046

the invading force, your party of eight must embark on quests to gf\*ﬁ)ﬂa@‘.stoﬂf Ir\ve . Mountain View,
search fi i i e 4043. California residents, add

‘ orbnlmagxcali weapons, build up your abilities and solve  _pjicable sales tax. Please specify
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 II Series, Atari 8-Bit. $39.95. i R T
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GETTING DOWN TO BUSINESS 70
Commodore 128 owners can get down to business with a large
variety of programs for word processing, publishing, finances,
database management, CAD and others. Here's an overview of
what's available in the 128 business and productivity world.

by Gary V. Fields

COMING ATTRACTIONS 74
In the first of two installments, John looks into his crystal ball to
predict what we can expect from major software developers like
Access, Accolade, Epyx and Electronic Arts through the holidays
and into 1989.

by John Jermaine

o mdewiindy w

/
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70

COVER STORY

CINEMAWARE: IN SEARCH OF INTERACTIVE
EXCELLENCE

Calling their software “interactive movies,” Cinemaware has
shown that the Amiga and interactive games can do more than

take input from a player and display the results. Their new

releases break new ground in the search for the ultimate E
interactive experience. w
by Russ Ceccola [

66

COVER PHOTO: Charles Bartholomew
Software: TV Sports Football by Cinemaware Corporation
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LETTERS

To the Editor:

It is quite apparent to all (especially
16/32 bit computer users) that memory
prices have increased dramatically. 256K
dynamic RAM chips have jumped from $2 |
to approximately $12-16 per chip in the
past few months. Multiply this by the 32
chips it takes to make a 2MB card, and
you get a good idea of how dramatic this is
(before: $64, now: $384).

Prices have risen due to the rise of the
yen over the dollar and one other “prob-
lem” we can eliminate if we personal com-
puter users raise our voices to it.

About a year ago there was protest over
the fact that Japan was virtually “dump-
ing” RAM chips into the U.S. market.
Japanese companies can produce RAM
chips much more cheaply than U.S. com-
panies can, thus, Japan can effectively
beat out any U.S. competition in the chip

. market. Congress reacted by placing an

embargo on Japanese RAM chips to pro-
tect U.S. chip companies. This created a
shortage and raised prices dramatically.

In Congress’ infinite wisdom, they did
protect the U.S. RAM chip market, how-

| ever, Japanese computer companies con-

tinue to get cheap RAM chips while U.S.
computer companies are forced to raise
their products’ prices. Personally, I would
rather let Japan control the RAM chip
market than the whole computer market.
What can we do to protect the U.S. com-

| puter companies, lower RAM chip and

U.S. computer prices? Push our Congress
to repeal the RAM chip embargo. Write to
your representatives in Congress. If we
can raise enough interest maybe they will |
listen. After all, elections are coming and
congressmen would just love to make

their constituents happy so they can con-
tinue their jobs! (I love democracy!)

| Sincerely,
| Glen Cheek

Utica, M1

| To the Editor:

In your July 1988 issue is an excellent

' article by Mark Jordan on writing pro-

grams for publication. As Managing Edi-
tor of LOADSTAR, 1 was especially inter-
ested and pleased by Mark’s comments on
“market savvy.” He was right on target
about writing the program and article and
sending them to the major Commodore
markets, except he didn’t mention disk
magazines. ‘
Every monthly issue of LOADSTAR, a
collection of original programs and arti-

| cles, has over 2000 blocks of code and text

Commodore

MILCATEG A

that are written by programmers at home.

| As the official vehicle for Commodore
| Magazine's type-in programs, we feature
not only these programs but a half dozen |

or more of the best programs sent to us by
| home programmers or written by our
staff. Unlike the paper-based magazines,
we have no size restrictions. We like pro-
grams that have hi-res screens, custom
fonts, sprites, music, on-screen documen-
tation, frills, etc. These are things that are
almost impossible to type in because of
the size of the data. Also, with LOAD-
STAR an accompanying article isn’t nec-
essary.

So if you've written a program that has
less than 20 blocks of code, by all means
send it to Commodore Magazine, but if
you're like me and can't stop at 20 (or
even 50) blocks, submit your programs to
LOADSTAR.

Yours truly,
Fender Tucker
Managing Editor,
LOADSTAR

Editor’s Response: Sorry for the oversight,
Fender. Readers can submit programs to:
LOADSTAR, P.O. Box 30008, Shreveport,

| LA 71130- 0008.

To the Editor:
I recently bought a Commodore 128. I

have been told by many people that there |

are vast amounts of CP/M software avail-
able for us Commodore 128 users. My
question is why have I not seen your ad-
vertisers include software advertisements
promoting CP/M software? If they don't
stock the CP/M software, they are losing
out on a tremendous new market of Com-
modore 128 owners. Advertisers take heed
of this request!

Sincerely,

Steve Aslan

Philippines

Editor’s Response: For more information
on CPIM software for your Commodore
128, contact: Poseidon Electronics, 103
Waverley Place, New York, NY 10011,
(212) 777-9515. Another good source of
CP/M information is FOGHORN, a
monthly publication for CP/M users. For

| details contact FOG, P.O. Box 3474, Daly
i City, CA 94015-0474.
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Letters Editor, Commodore Magazine,
1200 Wilson Drive, West Chester, PA 19380
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A~ As a "thank you" to our many valued customers we are
giving away one of these Infocj:nm Adventure Games (your Software _Ol‘d ers over $100 a n_d
choice), with every order. This afferingoodon any of the Accessories under 6 pounds will
items in this ad, when ordered before

ecember31,1988. .
If you've neverordered from TCP before, this is agreat op- be shi pped Federal Ex press

portunity to get acquainted! (Even at these prices) You only pay TCP's standard
shipping charge of $4.00 per order. Orders arriving
before 3:00 PM our time will be shipped out same
day. If part of your order is backordered the remain-
der will be shipped UPS Ground FREE!

SECURITY

W Your Credit Card is not charged until your
order is shipped.

W We insure your crder at no extra cost 10 you.

W Tussey is a financially strong and well
established company.

CUSTOMER SUPPORT

W After sales support.

| Knowledgeable staff, all graduates of
Tussey's "Computer Boot Camp”.

W Our advanced warehouse/materials
handling system assures your order is
shipped out accurately & on time.

W Our IBM 5360 allows instant order and inventory status.

To order by mall: We accept money order, certified check, personal check
Allow 2 weeks for personal & company checks to clear. Shipping: $4.00 for
software EQR ALL HARDWARE AND ANY ACCESSORY OVER 6lbs Call our
Toll Free Number 1-800-468-8044 for shipping charges. Add $3.00 per box
shipped COD. Additional shipping required on APO, FPO, AK, HI, and foreign
orders. Terms: PRICES REFLECT CASH DISCOUNT, ADD 1.9% FOR
MASTERCARD OR VISA. e,
ALL SALES ARE FINAL ? i@l
Defective items replaced or repaired at our 122 =ne) A2 k_]
discretion. Pennsylvania residents add 6%

sales lax. Prices and terms subject lo change without notice.

Geo Calc 128 ..
Geo File 128 ...
- Geo Programmer
‘Geo Publish .......
Gao Write 128

N

OKIDATATS
$229

M Built in COMMODORE"*
and EPSON®Interface

M 180 CPS Print Speed
Call For Other Okidala Printers

]

Panasonic
Office Automat;on@é\\

2 yr warranty

1080iIl......... $149
1091iIl..........5179
1092i ............$319
1124 (24 pin) SCALL

NX-1000
(144 draf36 NLQ) ........ $159

NX 1000 Rainbow
COIOF PriNter) veeresseensess $229

“StaQir

NX-2400

: = CITIZE —_— Micronica ine (24 Pin Printer) vuveeeunes $349
Save = 5 SEIKOSHA
2 yr warran
on AT
Printers SP-1200 Al ........$169

Regular Hrs: 8:00AM-9:00PM Mon-Fri, 10:00AM-6:00PM Sat, 12:00PM-8:00PM EST

=
For Information
caue rou e 1-800-468-9044 =0 tC

L.




NEWS - NEWS - NEWS - NEWS - NEWS - NEWS - NEWS - NEWS -

Star Micronics Color
Printer

Staz‘ Micronics has introduced & seven-color dot matrix printer for
the Commodore 64 or 128. The WX-1000C Rainbow comes with a
standard Commodore serial interface, four on-board fonts and a 4K
buffer, Near-letter-quality text is possible at 36 characters per
second; draft output is generated at 144 cps. The four-color ribbon
prints black, red, yellow, blue, orange, green and violet. Suggested
retail price for the NX-1000C Rainbow is $299. For more
information contact: Star Micronics, Inc., 200 Park Ave., Suite 3510,
New York, NY 10166. Or call: (R12) 986-6770.

Starglider Il

j Sta.rglider II for the Amiga will be coming your way from

| Rainbird Software. Players go into battle with their interplanetary
| spaceship, Icarus. Three-dimensional graphics, animation and

| sound effects add to game play. Starglider II has a suggested retail
| price of $44.95. For details contact: Rainbird Software, 3885

| Bohannon Dr., Menlo Park, CA 94025. Phone: (415) 3R2-041%.

| Micron Moves to 2000

Micron Technology has announced that all future marketing
efforts in the Amiga family will be directed exclusively at the Amida
2000. Effective immediately, no orders will be accepted for Amiga
500 and 1000 memory expansion units. Registered users of Amiga
500 and 1000 Micron products will continue to be supported
through Micron's toll-free support line: (800) 64R-7661.

Where in Europe is
Carmen Sandiego?

Broderbund has done it again. This time our globe-trotting friend
and her cohorts are conquering Europe. Where in Europe is
Carmen Sandiego? You'll chase her through 34 countries on a

| Buropean crime spree. This installment to the award-winning

| educational series (the first two titles covered USA and world
geography) features all new villains, cases and clues. Available for
the Commodore 64, the program retails for §39.95. A School Edition
ig available with & Lab Pack and five disks for $99.95. For further
details on Carmen’s whereabouts contact: Broderbund Software, 17
Paul Dr., San Rafael, CA 94903-2101. Or call: (415) 492-3R00.

Microfiche Filer Plus

Soﬂ;ware Visions, Inc. has introduced a professional version of
their popular Amiga database program. Microfiche Filer Plus
provides new features: automatic field calculations, HAM and
overscan graphics support, new printing features and optional
macro programming. Microfiche Filer Plus retails for $179 (the
original Microfiche Filer is still available for $99). Registered
owners of Microfiche Filer can upgrade to Microfiche Filer Plus
for $39 (plus $4 shipping and handling in the U.8.). For further
information contact: Software Visions, Inc., P.0. Box 3319,
Framingham, MA 01701. Or call: (800) 527-7014, in MA call (508)
875-1238.

QDisk

Brown Boxss, Inc. along with Herne Data Systems Ltd. has
introduced QDisk, a device driver for the Quick Brown Box that lets
it be used as a non-volatile RAM disk in the Commodore 128's CP/M
mode. QDisk can be used with all CP/M software running on the 128
and has a suggested retail price of $9.95. For further information
contact: Herne Data Systems Ltd., P.0. Box 714 Station C, Toronto,
Ontario, M8dJ 351, Canada. Phone: (416) 535-9335.

PC Public Domain

Commodore PC-10, PC-20 and Colt users can get a free catalog of MS
DOS-compatible public domain software by writing to: Sector
Systems, 416 Ocean Ave., Marblehead, MA. The catalog lists business,
engineering and personal use programs available for a copying
charge of $4 per disk (83 per disk for ten or more).

8 NOVEMBER 1988
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[ [ LUCASFILM ON THE ART AND SCIENCE OF ENTERTAINMENT. ] /

NEW HOPE FOR

BATTERED STORY GAMERS.

HERE'S A LOTILIKE

about computer adven-

tures, but it sure isn't

fun getting killed all the
time. That's why Maniac
Mansionis so refreshing — I
can play from start to finish
without dying once!”

That's more than great fan
mail. It's a very astute obser-
vation. Because while most

e = story games

Mf/-iQP//

i
you like the meat in the dog
food factory, Lucasfilm story
games treat you like a human
being who just wants some
good clean fun.

The fun starts with an en-
gaging plot, hot graphics and
tasty puzzles. But what keeps
it going is a unique design
that lets you play the game in-
stead of fighting the computer.

THE No-TYPING INTERFACE.

Today's story games evolved
from text adventures. The

UCASFILN|

l" [ £ 5]

In Maniac Mansion} a movie-style

characters’ personalities.

.lust three cllcks. and you || send

interface, in most cases, re-
mained in the swamp.

With conventional story
games, whenever you want
your character to do something,
you type. And type. And type.

uppose you want to pick up
agreen leafy object. Well, you
might try typing, **pick up
plant”” [ that doesn't work, you
might try “bush,’ “'shrub, “‘tree.’
and so on. After a while, you
mlght try a different form of

B entertainment.

“cut-scene” quickly establishes the

Zak McKracken™ over to the pawn shop

counter to buy a pair of nose glasses.

Nol w1lh Lucasfilm’s
new “'point n’ click”
interface, though.

All the words you need
are right on the
screen. Just click the
cursor on them to
choose characters,
objects, and actions.

Now you can play an
entire fifty hour
game without typing
asingle word. Or
putting your life on
hold until you realize
the green leafy thing
isa...plastic fern.

MORE STORY.
LESS GOR.

Most story game
designers seem to think people
love to get clobbered.

We don't. After all, how
much fun can it be to
have a fatal accident every
three and a half minutes. ..
then reload your saved game,
take a few timid steps for-
ward, and save it again.
Seems more like paranoia
than entertainment.

That's why Lucasfilm
story games make it down-

right difficult to die. Oh,

O Nt Isisii

manan

you'll get into major hot
water all right, but you'll
have the fun of getting out
of it, too.

LET’S GET CRAZY TOGETHER.

Just pick up a copy of
Maniac Mansion? the comedy
thriller about a kidnapped
cheerleader, a very mad

Holy ME

[m'rma ﬁnu* COURSE!

scientist, and a hilariously
creepy rescue mission.

Or Zak McKracken And The
Alien Mindbenders™ where
you and a seedy tabloid jour-
nalist save the world from
space aliens who want us all to

| have the [Qs of turnips.

You'll love the twisty plots

~ and the goofy characters. You'll

crack up constantly with the
zany one-liners and sight gags.
And you'll go just alittle crazy
with the mind-bending puzzles.
Crazy, but nicely crazy.

[UCASFIL)

Maniaz Mansion is available for IBM/ Tandy.
Commoadore 64/ 128 and Apple e/ lic personal

compuiers. Zak McKracken and the Alien Mindbenders

is available for IBM/ Tandy and Commodore 64/128

nal compuiers. All elements of the game fantasies

rks of Lucasfilm Led. IBM uangumrd’
f Internatianal Business Mechin

Tondy is a registered trademark fTand'y(‘ ,p

Commodare 64 and 128 are trademarks of Commadon

Electronics. Lid Apple Il is a registered trademark /

Apple Compuier, Inc IBH' reens shown

& ™. % C 1988 Lucasfilm Lid All rights reserved




GO

~ DRIVEOF YOUR LFE

. L=

Hot car. Hot music. Hot scenery —

beaches, cities, snowy mountains,

deserts and the blonde next fo

you will tempt you to take your

eyes off the road. At close to

~ 300 KPH, our advice fo you'is
a 4-letter word. DON'T. '

Sit down and grab on! You're
driving the fastest and most
beautiful machine on 4 wheels!
So kick up the engine revs, down-
shift the gears, hear the fires
squeal and grab the pavement—
on your computer! '
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Out Run. g)ne. of the big-
est arcade hits ever, and
he ultimate motor-sports

simulation. Now you can

bring the action home!

With 4.4 liters under the

IEFQC‘E Harrier. You are
arrier, the extra-terres-
trial warrior, Space is your

battlefield, Your mission

is to save the Land of

Dragons from the vicious

hood, you're driving a followers of the vile one-

beast of a machine only eyed mammoth. Grab

top drivers attempt to rqur laser blaster because
rive. Can you handle it? his game is 100% action,

Maybe. Maybe not. non-stop clashes, power-

ful combat scenes.

M—-

ETesmmRrIl ematisor
MINDSCAPE INC

NG - B Sl

DISTRIBUTED BY

)

EGA

UNLEASHES ARCADE
ACTION ON YOUR
HOME COMPUTER!

Alien Syndrom?{. Genetic
lab overrun by hideous
organic mutations! Scien-
tisfs captured! Activate the
lab’s self-destruct mecha-
nism! Break in and blast
awur the slimy hordes
and the biggest, most gro-
tesque mufants guarding
the doors. Can you do if
before the bomb explodes?

AeiPiodE

Visit your retailer or call 1-800-221.9884 for VISA and MasterCard orders. To purchase by mail, send 5nur card Eumbe; %nd exﬂmnon d;:',%. sgaclT or
ut Run and Space Harrier), .95 [Alien Syn-
. Allow 3-5 weeks for delivery. Lawyers like this

indscape, Inc. Mindscape is a trademark of Mindscape, Inc. Copyright® 1986, 1987 Sega Enterprises, Lid. These games have been manufac-

money order for §34.95 (Out Run?,&??.‘FS Space Harrier and Alien Syndrome), (C44 &
drcﬂmnﬂ).‘%rgiau end Atari 5T), (plus $3.00 handling fo Mindscape, Inc. P.O. Box 1167, Nerthbrock, IL &
pa

28), and $49,
006

tured under license from SagEu Enterprises, Ltd., Japan. Out Run is a trademark of eg;ognler rises, Lid. Commodore 64 ond Commodore 128 are registered

trademarks of Commodare Electronics, Lid. Atari is o re?is*erad trademark and ST,
is a registered trademark end Kickstort is o trodemark of
represent Atari ST version; others may vary.

' T, 10405T, and M
Commodore-Amiga, Inc. IBM is a tredemark of ||

&

M Corperation. Made in U.S.A. Screen shots

a are trademarks of Atari Corporation. Amiga
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' In Off Shore Warrior players

Solitaire Royale

Comrnodore Amiga owners can now play eight versions of solitaire
on their computers. Solitaire Royale from Spectrum HoloByte
features ten choices of card backs and five different card faces as well
as sound capabilities. A children’s menu with Concentration, Paris
and The Wish is also available. Tournament and Tour modes let
players compete against each other. Solitaire Royale retails for
$29.95. For further information contact: Spectrum HoloByte, 2061
Challenger Dr., Alameda, CA 94501. Phone: (415) 522-3584.

Computer Scrabble™

.A.nother old favorite is now available on your computer:
Computer Scrabble produced by Virgin Games for Electronic Arts
is available for the Commodore 64 and Amiga. A clock allows players
to choose a time limit per turn of 30 seconds to five minutes. The
game includes a built-in wordspeller that checks every move. Four
levels of difficulty are included, so all ages can play. Up to four people
can play at one time, or players can go one-on-one against the
computer. Computer Scrabble for the Amiga has a suggested retail
price of $39.95; the Commodore 64 version retails for $29.95. For
more information contact: Electronic Arts, 1820 Gateway Dr., San
Mateo, CA 94404, Or call: (415) 871-7171.

Off Shore Warrior

pilot power boats armed with two
missiles and go up against each
other in a fight to the finish.
Amiga warriors must also
attempt to jump waves and rocks
while firing at opponents. Off
Shore Warrior, produced by
Titus Software, retails for $39.95.
For details contact: Titus
Software, 0432 Corisco St.,
Chatsworth, CA 91311. Phone:
(818) 709-3693.

Lights! Camera! Action!

.A.eg‘is Development has released Lights! Camera! Action! for the
Amiga. The desktop presentation program combines pictures,
animation, sound and music into slide show presentations. The
program is compatible with IFF picture files, ANIM files, IFF
sampled sounds and Aegis Sonix music scores. Lights! Camera!
Action! lets the budding director incorporate over 40 different
screen transitions. The program requires a minimum of one
megabyte of RAM and two disk drives and retails for $79.95. For
further information contact: Aegis Development, 2115 Pico Blvd.,
Santa Monica, CA 90405. Or call: (R13) 39R-997R.

Bubble
Ghost

.A.ccolade's

Bubble Ghost for |
the Commodore 64
and Amiga is an
action arcade game
featuring a ghost trapped in a 35-room castle. The player assumes |
the title role and tries to blow a bubble through all the rooms in the \
castle, a task of increasing difficulty. The obstacles include electric
fans, candles, disembodied heads, knives and scissors. Play time is
limited by Bubble Ghost's air supply; as the ghost turns red the
player loses time and points. Bubble Ghost for the Commodore 64 |
carries a suggested retail price of $29.95; the Amiga version sells

for $34.95. For more details contact: Accolade, 550 Winchester ‘
Blvd,, Suite 200, San Jose, CA 95128, Or call: (408) 985-1700.

Craps Academy

Microﬂlusions has introduced Craps
Academy for the Amiga. The program
teaches you the ins and outs of the dice game |
with pop-up menus that explain how to place |
your bets. Choose Las Vegas or Atlantic City |
rules, or adjust the rules to your own design. |
One to four players can compete. Craps
Academy retails for $39.95. For details
contact: Microlllusions, 17408 Chatsworth

St., Granada Hills, CA 91344, Phone: (800)
522-2041.

Enlightenment and
Black Lamp

Rain‘oird Software has introduced the first two titles in a new line
of action/adventure games for the Commodore 64 and Amiga.
Enlightenment pits you against an evil wizard and his undead
cronies in a fight for the ten lands of Belorn. Fifteen levels of
difficulty, 3R spells, a five-level dungeon and five different characters
will keep you busy in this fast-paced game.

Black Lamp is a medieval melodrama in which Jolly Jack
combats animated animals and other characters in quest to find the

enchanted black lamp guarded by a ferocious dragon.

Both titles retail for $19.95 on the Commodors 64; Amiga versions
are priced at $24.95. For more information contact: Rainbird
Software, 3885 Bohannon Dr., Menlo Park, CA 940R6. Phone: (415)
322-041R2.
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Napoleon,
‘ Napoleon

Waterloo is coming to your
Commodore 64, Battles of
Napoleon, from SSI/Electronic
Arts lets you choose from
scenarios like Waterloo, Quatre
Bras and Borodino, or use the
construction set to change
weapons, capabilities and maps.
. Battles of Napoleon retails for
| $49.95.
' Electronic Arts is also
marketing Datasoft's Napoleon
| in Russia—Borodino 1812 for
the Commodore 64. This strategy
simulation concentrates on
Napoleon's defeat at the hands of
the Russians in 1812. When you
(as the Little Emperor) control
infantry, cavalry and artillery,
however, history just may be
rewritten. The program retails
for $24.95. For further
information on both titles
contact: Electronic Arts, 1820
Gateway Dr., San Mateo, CA
94404, Phone: (415) 571-7171.

New York Mets all-star catcher, Gary Carter, tries out Epyx's latest
Sports offering, The Sporting News Baseball, as Epxy product
manager Jim Von Brunn and marketing technical coordinator Tony
Garcia look on.

Computer Applications
in Music

COmpnter Applications in Music: A Bibliography by Deta
Davis has just been published by A-R Editions. Davis, who is Senior
Music Cataloger at the Library of Congress, compiled 4585 citations
organized by subject and indexed by author and title. Twenty-five
categories include aesthetics, music education, digital audio, MIDI,
psychology and sound generation. For details contact: A-R Editions,
Inc., 315 W. Gorham St., Box E, Madison, WI 63703. Phone: (608)
251-R114.

SupraDrive
2000

comes in 20, 30 and 60MB
capacities that retail for $699,

SupraDrive features

DMA access and an external

Supra Corporation’s new hard
disk system for the Amiga 2000

$799 and $995, respetively. The

autobooting, fast access time, =%,

SCSI port. Internal and external
models are available. For further
information contact: Supra
Corporation, 1133 Commercial

|| Way, Albany, OR 97321. Phone:

|| (803)967-9075.

C-ZAR-1

c-m-l from Diemer
Development is an enhanced
version of C-ZAR, the
Editor/Librarian for the Amiga
and Casio CA-1 Eeyboard. C-ZAR-
1 has 64 “‘operation memories'’
that allow the player to define

and save synthesizer

performance preferences. C-ZAR- ‘
1isincluded on C-ZAR Version |
2.0 disks, at a suggested list price |
of $195. C-ZAR owners can !
obtain the upgrade and manual

for $R0. For further details 1
contact: Diemer Development, ‘
12814 Landale St., Studio City, CA ‘
91604-1351. Phone: (818) 768-
0804.

Looking
Good

.\Tentana Press has published
Looking Good in Print, a
primer for desktop publishers
who want to improve the graphic
quality of their output. The book
is neither hardware- nor
software-specific, but introduces
the reader to the elements of
design. The book contains over
R00 illustrations and includes a
“‘design makeover" with before-
and-after examples.
WordPerfect publishers will
also be interested in Desktop
Publishing with WordPerfect, ‘
another Ventana title. Looking
Good in Print (210 pages,
$23.95) and Desktop
Publishing with WordPerfect
(R70pages, $21.95) are available
through book stores. For details
contact: Ventana Press, P.0. Box |
2468, Chapel Hill, NC 27515.
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FORTHOSEOFYOU
 WITH ANOFF-TRACK MIND,

Get ready for four of the most chal]eng— Permanently. You will when you endure  There are boulders, rivers, potholes,
ing, rugged, rump-bumping cross  the longest winter of your life in the ice, ~ and mudbogs to contend with. What
==k sleet and slosh of The Michigan are mudbogs? You'll find out. (Just after
Course. The Georgia Red Clay you find out there's a Demon 4 x 4 chas-
Course has enough mud to keep  ing you all through the race. A Demon
youa human fossil for 2000 years. hellbent on your destruction.)
And then there's Death Valley. [f you win enough races, collect
Get it. D-E-AT-H Valley. enough points, only then will the
) bo Start with pre-race strategy. Victor's Cup be yours. It's jgzz
country road racing courses this earth Select and customize your personal  theleast wecando. After ¥ oy
has to offer. vehicle. Your supplies. Your repair equip-  all, you did go through %%
Fight the torturous terrain of Baja. ment. Believe us.You'll need everything. hell to get there. s A § ,
Rocks, boulders, skid-sand, even a few R
spikey cactuses. And of course, heat 4X4 OFF ROAD RACING e d
that's hot enough to fillet any forehead. 'y
Ever had your hands stuck to the wheel?  commodore 647125, 1wt compaivies, amisa BY EPYX




Compiled by Louis F. Sander

; Il you 128 users will be pleased with this month’s emphasis | miracle occupies seven bytes of memory!

If you NEW the program and re-enter it with line number
12345, you'll see that the longer seven-keystroke program also
occupies seven bytes. Will wonders never cease?

Louis F. Sander
Pittsburgh, PA

on tips for your machine. As more and more people upgrade
to the 128, we'll be showing you more and more ways to take ad-
vantage of the big machine’s unique and wonderful features.

But you 64 owners never need to fear—your large and loyal
numbers, plus the 128’s built-in 64 mode, insure that we'll al-
ways have plenty of 64-specific goodies for you to use. Wasn't it |
great of Commaodore to include 64 mode in their newer machine?

Last month, we mentioned that a book of Tips & Tricks was
possibly in the works. This month, we're pleased to say that
things are moving forward. As these words are being written, one
of the computer world’s best-known publishers is negotiating for
the rights to the book. With a little bit of luck, you'll be seeing it
| very soon.

It won't take any luck for you to see the winners of our recent
Programming Contest. The judging is under way now, and the
best entries will be printed here next month. Charnetski, the
Snaders and other well-known programmers are being strongly
| challenged by newcomers. It will be interesting to see who wins.

If you want to share programs or hints of your own, write them
up and send ‘em in. As always, our address is:
. Louis F. Sander
PO. Box 101011
Pittsburgh, PA 15237

Mighty Mite: This packs more punch in less space than any oth-
er program I can think of. Although it takes only three key-
strokes to enter, it has a powerful effect that is totally different
in 64 and 128 modes:

| 1C(SHIFT O]

When entering the program, you needn't put a space after the

| line number. And the [SHIFT O] refers to the letter O, not to the
numeral zero. When you LIST the program on a 64, you'll notice
that the keyword has expanded to CONT. When you RUN i,
you'll see that it locks up your entire system until the operator
presses the STOP key. What other three-keystroke program can
have such a powerful effect on computers and on humans?

. In 128 mode, the keyword expands to CONCAT. When you

' RUN the program, it makes your computer print an 18-charac-

ter error message! Where else can you find a program that

makes your computer print six times as many characters as you

had to type to enter it?
But the power doesn't end here. If you do a FRE(0) before and

after you enter the program, you'll find that this three-keystroke

64 Easy Windows: Windows, windows, windows. Everywhere
you look, computers seem to be sporting windows. Even the 64
has turned into a windowing machine, with many great pro-
grams written to let it show windows on the screen. |

What are those windows, anyway? In most cases, a window is
nothing more than a rectangular block of text that pops up on
an existing screen, usually containing some information that
the user wants to see for a while, then remove. The window is
usually smaller than the screen it appears on, so the effect is
that of a Post-It™ note temporarily pasted over the material al-
ready on the screen.

The accompanying program lets you make windows of your
own, without committing the gobs of memory that commercial
windowing programs require.

Once lines 100-158 have been executed, SYS 828 will save
your existing screen to the empty RAM at 49152. You can then
print on the screen, erase it, draw some sort of window, or what-
ever youd like to do for your temporary “window” effect. There’s |
no need to make your window smaller than the whole screen.

When you're finished with the window, SYS 858 recalls the
former screen from 49152, writing over anything you've printed

| to the screen in the meantime.

Lines 1000-1110 are a demonstration of the Easy Windows
principle. You can remove them (and lines 100-130) when you
incorporate Easy Windows into programs of your own. [As a
kindness to the creator, you might preserve the author’s name in a

REM.LFS.]

Jeremy Hubble

Belton, TX

160 PRINT" [CLEAR,RVS,SPACE4]
64 EASY WINDOWS BY JEREMY HUBBLE
[SPACE4]"

110 PRINT" [DOWN]SYS 828 TO SAVE
SCREEN"

120 PRINT" [DOWN]SYS 858 TO RETRIEVE
SCREEN"

13¢ PRINT" [DOWNZ2]WORKING..."

143 FOR J=828 TO 887:READ K:POKE J,K

:CS=CS+K: NEXT
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Tips & Tricks/64 and 128

15@

151

152

153

154

155

156

157

158
159

1000
1010

1020
1@309
10409
1050

1060

1870
1080

IF CS5<>7006 THEN PRINT"ERROR IN
DATA STATEMENTS!!":STOP

DATA
192
DATA
Gage
DATA
153
DATA
0e0
DATA
@aa
DATA
153
DATA
ba6

DATA 200,208,229,0896

REM ** DEMONSTRATE WINDOWING
PRINT" [UP]TO DEMONSTRATE
WINDOWING,"

PRINT"PRESS ANY KEY..."

GET A$:IF AS=""THEN 1030

SYS 828: REM SAVE THE SCREEN
PRINT" [CLEAR,DOWN2]

THIS IS PRINTED IN THE 'WINDOW'
PRINT" [DOWN]LIKE THE FIRST
SCREEN, IT COULD"

PRINT"CONTAIN ANYTHING AT ALL."
PRINT" [DOWN] PRESS ANY KEY TO
CLOSE THE 'WINDOW'"

l60,000,185,000,004,153,000,
185,000,005,153,000,193,185,
@06,153,000,194,185,232,006,
232,194,2006,208,229,096,164,
185,000,192,153,000,004,185,
193,153,000,005,185,000,194,

¢00,006,185,232,194,153,232,

1090 PRINT"AND RECALL THE ORIGINAL
SCREEN..." 1
GET AS$:IF AS=""THEN 1100 ‘

SYS 858:REM RECALL THE SCREEN

1190
1114

128 in 64 Mode: If you're using your 128 in 64 mode with com-

| fire button corresponds to F8 when the device is plugged into

mercial software, try all the 128 keys that are normally dead in
64 mode. With Fleet System 2, for example, the NO SCROLL
key acts like RUN/STOP and switches to the menu. Other keys
do different things, and on some software the numeric keypad
may even be enabled.

Regardless of your software, the left mouse button or joystick |
port 1. Joystick down corresponds to pressing the INSERT key,
joystick right is equivalent to a cursor left, and joystick left is
the same as pressing RETURN.

Sean Burke
Burton, OH

128 Screen Explosions: There are many different and interest-
ing ways to simulate an explosion on a computer screen. The ac-
companying subroutine makes use of low-resolution graphics,
drawing multicolored lines emanating from the center of the
screen.

The routine is executed by setting variables L (length of line) .
and S (step angle between lines), then executing a GOSUB
10020. In our listing, line 110 does that for you automatically
then repeats it in an endless loop.

Notice that the explosion has a different appearance each

time the subroutine is called. Changing the values of L and S
Continued on page 108

. ifornia.
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Compiled by Louis F. Sander

ere’s another month’s worth of wonderful game tips for your ‘ Championship Wrestling: When your opponent’s energy is so

Commodore computers. As an added bonus, many of these
tips will work on Amiga, Atari, Apple or IBM versions of the soft-
ware. Since such a large number of games are involved here, we
have no way to test every tip that we get. And also, many of the
tips involve skill as well as plain knowledge. So don’t be too upset
if everything you try doesn't work exactly as described. Send your
own Gold Mine submissions to:

The Gold Mine
PO. Box 101011
Pittsburgh, PA 15237
' Use a separate sheet for each game, and combine all tips for one
game onto one sheet. Please include your name and address on
each page. And never forget for an instant — Gold Mine Rules!

- Airborne Ranger: When you are instructed not to engage the
enemy, always run towards the lakes or ditches. Rest in water or
- ditches, then run toward the next lake or ditch until you reach
your target. When an enemy approaches, don’t move unless you
are fired upon.
Randy Brown
Evansville, IN

Bazooka Bill: Within a few seconds after you have lost all your
men, press F5. This will allow you to continue.
Contributor Unknown

California Games: To get a high score in the Footbag event, do
the Doda and Reverse Doda over and over again. You must keep
the ball up and keep on repeating the process until time runs
out.

Contributor Unknown

California Games: If you'd like over 60,000 points in Footbag,
use two simple maneuvers—the Dizzy Dean and the Head-
banger. Repeat them over and over, and by the end of your
round you should accumulate around 20 of each. With practice
| you may make even more!
Joel Straus
| Rough and Ready, CA

low that he can’t get up, avoid the temptation to pin him. Get
about two steps away from him, and when he starts to get up
give him a drop kick. Repeat the process until you are satisfied
with the points you've accumulated. Now pin him!

Faber White

Little Rock, AR

" Chuck Yeager’s Advanced Flight Trainer: If you are having

trouble loading this game, the problem is most likely with the

heavy copy protection incorporated by the manufacturer. I could

only get it to load part way before I was returned to the READY
prompt. I called Electronic Arts and was told that their copy pro-
tection is so sensitive that the drive has to be in perfect align-
ment, and there can be no printer or cartridges attached to the

| system. A test on a friend’s “bare bones” system confirmed this.

It appears that the program requires there be nothing at-

tached to the serial bus other than a single disk drive. For those |

who have two drives, the solution is to unplug or turn off the sec-
ond drive. [In some copy protection schemes, you also have to re-
move the extra serial bus cables. LFS.]

Jeff McKee

| Rochester, NY

Defeon 2: When launch is detected, you can make disk flipping
easier. Just list the OLR schedule and you can also find the GCL

- code, making it unnecessary to list the GCL schedule.

|
|

When you pick a sector to use the OLR, VRS it. When the
boost phase is over, use the FEL, NPB and EML in the same
sector you used the OLR in. This will save time in disk flipping,

- if you haven't destroyed all the missiles yet.

Gerry Tablada

New Carrollton, MD

F-15 Strike Eagle: As you near your target, arm your plane

with the bomb. When your Air to Ground Reticle is about a half

inch ahead of the target, start to drop one bomb after another. If

the last bomb you drop hits the target, you will receive all the
points for how many times you hit it.

Ryan Murano

Mammoth Lakes, CA
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Gold Mine

4th & Inches: When playing the Computer All-Pros, try using ;
this play: Select Shotgun With Back, Post, Long Pass and select | ©

either left or right Tight End. When play starts, drop back and | -y :
wait for the End you selected to get past the Middle Linebacker. | : .
Pass to him, and you'll usually gain 13 yards. This play isn't al- b : | ;

ways available when selecting the Shotgun With Back option;

the computer randomly selects the pass patterns. X ' ;
- Victor R. Heredia - ;
. ElPaso, TX ‘ A & : - i

HE MASTERS COLLECTION

Gauntlet: When you wait about 30 seconds without battle, all ! a7 : '

the doors will open. If you wait about 60 seconds without battle, el s

all the walls will turn into exits. - : : &
| Michael Baumgart

Sparks, NV

4 o000

Ghostbusters: When asked for your name at the beginning of 9

the game, enter OWEN and reply YES for having an account. |

Your account number will be LIST. You will have a balance of BUT DIDN T .

$720,000 instead of $10,000.

Danny Correia

Saint John, New Brunswick, Canada .

Gunship: When your engines go out, immediately disengage

main rotors from engines and get up to 90 to 100 knots. When

you are 60 feet off the ground, pull back the stick to land. , &

Shea Gardner
Address Unknown

Hacker II Hack: If you have a track and sector editor, you can
find all of the filing cabinet codes and the vault combination by
looking on track 15, sector 19. Look in this area some more, be-
cause there are more hints on the disk.

Contributor Unknown

Hardball: When you throw a pitch outside the strike zone, the

catcher’s glove follows the joystick’s motion, revealing to the bat-

ter where the ball is going to go. Tb prevent this from happening,
| simply choose the direction you're going to throw the ball before

the batter chooses to bunt or steal.

Joel Leveille

New Liskeard, Ontario, Canada

Hardball: It helps when you bat to keep the bat level. Don’t
swing high, low, in or out—just push the fire button, which will
allow the batter to swing down the middle. Also, wait until the
pitch comes down the middle. You'll then have the best chance
to knock it over the fence.

Victor R. Heredia

El Paso, TX

Jeopardy: The middle man can use the button on joystick 1 to
buzz with. This is easier and quicker than using the space bar.
Contributor Unknown

Karate Champ: Stand still and let the computer approach you.
When he gets close enough, do a jumping side kick, which he
will block. As soon as you land in front of him, do a front kick.
He will still be blocking the jumping side kick, and you will nail
| him in the stomach.

Aaron Schnuth

Swanton, OH Continued on page 126
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64 AND 128 SOFTWARE REVIEWS

Skyfox II

Computer: Commodore 64
Publisher: Electronic Arts

1820 Gateway Drive
San Mateo, CA 94404
| Medium: Disk
Price:

$29.95 '

n the 1984 hit Skyfox, you commanded |
an advanced warplane against enemy
plane and tank attacks on your colony's ‘
installations. The ultimate goal was to de-
stroy the motherships that were spawning

the enemy forces. In Skyfox II you take

control of a newer version of that war- i

plane from the past, suited for outer space

travel and combat and commonly known
as a warp fighter. After the enemy attacks
in Skyfox, the Terran Federation con-
tained the Xenomorphs in their home star
system, Cygnus. Now the Xenomorphs
are attacking the starbases of the Feder-
ation Star Guard in Cygnus, the only
fore® keeping them from gaining their for-
mer status. You must fly your warp fight-
er in various missions as the sole Warp-
warrior available to defeat the Xeno-

morphs. .

Skyfox II is actually easier to play than |
the original game. I picked up the me-

chanics of the game a lot quicker than I

- did in Skyfox. And there is a lot more to do
in Skyfox II. Each of the ten missions is al-
most like a completely new game. The
team who designed Skyfox II, Dynamix,
are the same people who brought Arcticfox
to the home gaming world.

The Skyfox IT warp fighter is a lot more
responsive than the original warplane.
The neutron disruptors will be the weapon

| you use the most in the game. Equivalent |

| to standard lasers in most games of this
type, you use them to shoot towards a tar- |
get ring in the center of the heads up dis-

. play (HUD). By moving enemy ships and \
asteroids into the target ring, you deci-
mate them with the neutron disruptors.
The fire button on the joystick activates
the disruptors, and the space bar fires the
photon pulse bombs. These bombs are the
best way to destroy enemy starbases and
larger asteroids. Finally, the “M” key lays
an anti-matter mine behind your warp
fighter that explodes when they hit an en-

'~ emy or run out their timer.

That’s about the extent of your weapon-
ry. However, you also have shields and a

- deceptor device. The shield level meter

[PL&YC [HISSTONS]| [CEVED]

Diplomatic Immunity?
LEVEL:ACE OF THE BASE RISK: EXTREHE
 Escort Amdassador Grace’s sh P to
! Xeno-Federation Peace Sumn
B l‘roxeu the finbassador at ali costs
th is a Xenomorph trap.

drops whenever you get hit by enemy fire,
ships or asteroids. It begins to climb up
again after the hit, so if you manage to
leave some time before getting hit again,
the new attack won't cause irreparable
damage. If the shield level drops to nil,
then you sustain damage that can occur
in any of seven places: neutron disruptors,

| deceptor device, photon tubes, scan moni-

tor, kps (kilometers per second) indicator,
HUD and FTLC (Faster Than Light
Communication). The key to keeping
damage minimal is to avoid everything
immediately after a hit is scored by the
enemy.

The deceptor device aids you in this en-

. deavor by making you invisible to enemy
| radar and sight until you get through an

especially dangerous enemy area or let
your shield strength go back to normal.
Unfortunately, the deceptor device drains
energy quickly and is temporarily disen-
gaged when firing weapons. So use it only
when absolutely necessary.

With all of these defensive and offensive
aids, you'd think that your missions would

| be easy. In Skyfox, if you kept your head

on straight you could win by traveling
quickly from sector to sector. But there
were too many tanks and planes for one
person to handle in the more populated
scenarios. In Skyfox I just the opposite is
true. In most cases, there are not a lot of
| enemy ships—they are just spread out
over a wider territory, making it impera-
| tive that you think out your strategy be-
fore speeding across space from one loca-
tion to another. Although it is easier to
control your warp fighter than the war-
plane of Skyfox, you must use all of the
brain power you can muster to control
your fighter in actual combat maneuvers.
Your mission is viewed from within the
cockpit of the warp fighter. The game

| screen is two-thirds the surrounding sec-

tor in outer space and one-third control in-

| dicators. There are three level meters
| (damage, shield and energy), photon

. in a matter of seconds. To get around hav-

| holes in the game. Wormbholes appear on

Reviewed by Russ Ceccola

bomb and anti-matter mine counters, the |
HUD target ring, an FTLC warning indi- |
cator for urgent messages, an autopilot in- |
dicator and target identifier. The target
identifier shows the closest vehicle to your
fighter according to the radar. Colors are
used to indicate alliances too, with green

. for Federation vehicles, blue for Xeno-

morph ones and purple for Third World
ships and bases. Watch this identifier
carefully!

You also see your speed in kps on the
screen, location in X-Y coordinates in
Cygnus (optional) and a scan monitor—
the most important indicator in your
fighter. This scanner shows everything
surrounding your fighter, using colored
dots to distinguish between vehicles,
bases and wormholes. You can use this ra-
dar scanner in three modes: long, medium
and short. The F3, F5 and F7 keys, respec-
tively, switch the mode of viewing the sur-

| rounding sector. F1 toggles fore and aft

views. ‘
In Skyfox I, navigating from location to |
location is facilitated by the better devel- |
oped speed control and overview map.
Each single digit, when pressed, changes
the speed of your warp fighter to that
number of thousands of kps. In Skyfox,
each digit key represented a percentage of |
the maximum speed. Thankfully, the de-
signers replaced that system. The over- ‘
view map that pops up allows you to select |
with the joystick a destination point in
Cygnus for the autopilot to guide your
fighter toward. The map indicates with
colored dots all of the starbases in Cygnus,
which helps a lot in completing your mis-
sion. Then you simply set a speed, and off
you go at that speed to your destination.
The only complaint I have about Skyfox

' IIis the inclusion of asteroids in the game |

just about everywhere you turn. There is a |

| large field called Asteroid Alley between

your collection of starbases and the Xeno-
morphs’ that can prematurely end a game

ing to go through the asteroid fields every
time you move, Dynamix included worm-

the HUD and radar scanner as red dots. |
Each hole is like a transporter in that it
has a twin hole in another part of Cygnus.
If you make a list of these twins, you'll
find a much easier way to navigate
Cygnus.

Playing Skyfox II involves selecting a

Continued on page 91
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Arcade
adventure

at its
finest...

Fast-paced, exciting
combat demands the
use of all your wits
and endurance tobest
a world teeming with
assassins, wizards
and monsters. Expe-
rience captivating graphics of an unprecedented cal-
ibre. Relentless opponents will hone your combat
skills to a razor’s edge. A simple yet powerful menu
and icon interface provides effortless interaction with
the world and its people, while the incredibly smooth
animation
h presents a
# continuous
panorama of
action and
adventure.

To get your copy of
‘Times of Lore, either
1) visit your local retailer,

2) call 1-800-999-4939 8am
toSpmEST toorderby VISA/
MC, or

3) mail check (US. §) or VISA/
MC#, cardholder name and ex-
piration date to Origin. All ver-
sions $39.95 plus $2.50 shipping/
handling. Allow 1-2 weeks for
delivery

. Try it! A demo disk of
Times of Lore is now
available for the Commo-
dore 64/128K. Send $2.50 to
Origin for yours and credit it
towards a direct order
purchase.

Also available for the IBM and
Apple II series.

Fantasy
o
b

at its best!
Astonishing realism
is yours through
scores of unique char-
acters and sophisti-
cated conversations.
Immerse yourself in
thesightsand sounds
of an ancient world embroiled in turmoil—the disap-
pearance of thekingand his young
child —the struggle
for control of the
realm. The stakes
are high; your role
as the hero-for-hire
requires all the cour-
age and savvy you
can muster. Your
quest for truth will
teach you much of
the distinction be-
tween appearances
and reality. Magic
and intrigue com-
bined with finely
crafted game-play
bring you the best
of fantasy in...

..Times of Lore

Screens
shown
are for the
Commodore

+ Stunning graphics and animation
« Fast-paced combat action
» Dynamic conversations
» Compelling plot

/
auyEED

Origin Systems, Inc.
136 Harvey Road, Building B., Londonderry, NH, 03053

Times of Lore is a trademark of Origin Systems, Inc.
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Might and
Magic

Computer: Commodore 64
Publisher: New World Computing, Inc.

P.O. Box 2068

Van Nuys, CA 91404
Medium: Disk
Price: $39.95

here are so many role-playing adven-
ture games in any given software
store that it is difficult to decide on one to
tackle. It really depends upon the person-
al preferences of the player. Some people
like symmetrical surroundings that have
a good assortment of dungeons, monsters
and treasures and must be mapped out on
graph paper. Others like those Ultima-
types that have many possible commands,
asymmetrical geography that includes
many continents and an immense area to
cover. The latter type usually involves a
fairly large quest and takes a lot of time.
Now somebody has finally smartened
| up with Might and Magic Book 1: Secret of
the Inner Sanctum. This “fantasy role-
playing simulation,” as it is called on the
package, takes the best elements from
both types of role-playing games (RPGs)
and brings them together in a game sys-
tem that is easy to use and very addictive.
Might and Magic is the first in what I
hope will be a long series of games that re-
volve around the same basic system.
There are many elements of Might and
Magic that make it uniquely attractive to
the role-playing aficionado. First, finish-
ing the game takes a long while. You real-
ly get your money’s worth with this quest.
There is a lot to do and no set amount of
time in which you have to get it done.
One factor that makes the game such a
lengthy endeavor is the large area that
you must cover in Might and Magic. Your
goal in Book 1: Secret of the Inner Sanc-
tum is to find out where the Inner Sanc-
tum is and then determine its purpose.
You do this is by undertaking quests with-
in the game to get more knowledge of your
surroundings and to get clues to the Inner
Sanctum’s location. You travel through
the Land of Varn, which consists of many
islands, glaciers, forests, valleys, groves,
hills, dungeons, towns, castles, a swamp, a
sea and a desert. Most of these geographic
| locations are above ground, and there are

Reviewed by Russ Ceccola

Bﬂllllilﬂllﬁw

This “‘fantasy role-playing simulation,”” combines the

best elements from both types of role-playing games
in a system that is easy to use and very addictive.

many more places to see underneath the
surface. Tb aid you in your travels through
Varn, a colorful map comes with the game
that uses a coordinate system to divide
the play area into blocks. The map is left

| trailing off at the edges, a sign that per-
| haps another Book in the series will take
| place at an edge of the Book I map.

The first thing that will strike you
about Might and Magic is the immense
size of the game. There are so many differ-
ent types of areas to cover that I wondered
at first if I was ever going to get beyond
Pleasant Valley and the town of Sorpigal,
where the game begins. Because of the
way Might and Magic is set up, you need
not worry about keeping the overall pic-
ture in mind at all times. You will happen
upon small quests that will keep you occu-
pied and allow you to become familiar
with a certain area of Varn and with the
play mechanics that are involved in differ-
ent combat and exploration environ-
ments.

The first thing you should do is take
each step very slowly until you realize all
of the options at your disposal. Think
about each move you make and decision
you enact. Until you get used to the game
system (which shouldn't take too long at
all—one hour tops!), don't think about go-
ing beyond the boundaries of your imme-
diate vicinity. The game starts out in Sor-

pigal, and there are places from which you
can go into natural caverns and the out-
side world. Look at every shop and loca-
tion in the town before you go into the cav-
ern or outside areas. By simply moving
around, you will automatically learn the
options at any point in the game because

. they are staring you in the face on the

screen.,
One thing that took role-playing games
a step further into the future a couple of
years ago was the inclusion of all of the
commands on the screen with the letter
needed to activate the command high-

| lighted or set apart in some manner.

Might and Magic does the same thing—
play consists of touching a number of keys |
to invoke the actions the commands im-
ply. The game relies heavily on the use of
menus and selection screens to travel
through the adventure. Using these
menus is very simple and a big plus in fa-
vor of Might and Magic. I have not seen
an easier system for playing an RPG. It is
easy for the beginner to pick up and pro-
vides a means of moving quickly for the
RPG veteran. This ease extends from the
initial selection screens all the way to the
end of a session.

In Might and Magic you move in steps
through a 3D perspective a la Bard's Tule.
One gripe that you might have with this

Continued on page 105 |
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It happens so fast. You're kicking back, you Guerrilla War takes you behind the headlines
and your best friend, just checking out two of the to the battlelines. It's you versus them—and let us
latest arcade action games from Data East and, zap, guarantee you that “them” is an army of evil that
you're fighting with full fire power and up to your will keep your trigger finger active for hours.
neck in heart-stopping, eye-popping jungle. Victory Road for the IBM, Commodore and

Victory Road pits the heroes of the #1 smash Apple Il computers. And Guerrilla War for the
hit, Ikari Warriors, against a hideous horde that has IBM and Commodore computers. Addictive
heroes for lunch— Stonehead and his wrecking action with great graphics. Hey, it's a jungle out
crew of bizarre and brutal beasts. there. And now we've brought it home.

DATA

W@ DATA
-.EAST

DATA EAST USA, INC. 470 Needles Drive, San Jose, CA 95112 (408)286-7074

IBM SCREENS SHOWN. OTHER COMPUTER VERSIONS MAY VARY.
© Data East USA, Inc. Victory Road and Guerrilla War are registered trademarks of SNK., Corp. Manufactured under license by Data East USA. Inc
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64 AND 128 SOFTWARE REVIEWS

4 x 4 Off-Road
Racing

Computer: Commodore 64
Publisher: Epyx, Inc.

600 Galveston Drive
Redwood City, CA 94063
Disk

$39.95

Medium:
Price:

o you've had enough of pavement?

Those little white lines getting you
down? There are no such luxuries in
Epyx’s 4 x4 Off-Road Racing. After a few
hundred miles of eating sand, snow, ice
and boulders, you'll be begging for any-
thing smooth and flat. Here’s mud in your
eye!

This one-player contest begins with
course selection and skill level. There are
four different terrains to choose from.
Each course offers a test of skill and en-
durance unique to the region.

The Baja race features 1000 miles of
unforgiving treacherous dry lake beds and
rock-strewn mountain plateaus. Prepare
for the worst if you enter this one.

Death Valley’s searing heat is unfit for
man or beast. Just ask those skeletons
you meet along the way. Are you sure you
want to race here? Just ignore those buz-
zards circling overhead.

You'll appreciate dry climate if you en-
ter the Georgia race. Mud, mud and more
mud. Everywhere. You'll need more than
hip boots to make it through this one.

Finally, you haven't lived until you race
in Michigan in the dead of winter. If a lit-
tle sub-zero temperature doesn't faze you,
try adding generous amounts of ice, snow
and mud. Who's smiling now?

There are also four skill levels available
for each course: beginner, amateur, semi-
pro and professional. Skill levels help de-
termine how well your truck stands up
under harsh conditions. Beginner and
amateur levels are recommended for
younger players. The fun begins at semi-
pro and gets out of hand when you reach
professional status.

Next comes basic truck selection. There

| are four models to choose from: the Storm- |

trooper, Tarantula, Highlander and Ka-
tana. Each is rated for power, weight, gas
mileage, endurance, ease of repair, pay-
load volume (with and without camper

The most interesting feature
of the game is the wide
variety of random terrain
hazards.

top), and fuel capacity. Cycle through the
selections until you find the right truck to
match your particular needs.

The British Highlander rates highest
on almost every attribute, followed closely
by the American-made Stormtrooper. The
Katana and Tarantula achieve the great-
est gas mileage, but have smaller fuel
tanks. Larger size means a greater pay-
load, but also more weight and less speed.
Higher horsepower equals lower gas mile-
age. Players will find there is always a

| trade-off—no truck is perfect for every
race.

The last few steps before a race involve
trips to the Custom Shop and Auto Mart
stores. Here you can outfit your stock rig
from bumper to bumper. Once again,
smart shoppers will take into consider-
ation the course terrain, skill level and
truck model.

The Custom Shop carries items such as
an extra fuel tank, an electric winch,
camper shells and tires (standard, mudder
| and all-terrain). The winch is a must-have
| item for any course where moisture is a
' problem. A camper shell increases pay-

' load capacity (it nearly doubles the space
on the Tarantula, for example), while an
extra fuel tank can be reassuring on the

| long haul. Keep in mind, however, that
you are given only $2000 to spend, and we
have one more stop to make.

The Auto Mart is next, with all sorts of
- valuable goodies. Watch your truck’s

weight and volume, while the store clerk
minds your wallet. You might as well
| spend it all, but spread it around wisely.

Reviewed by Scott A, May

. Think of a worst-case scenario for the race
you're about to drive (terrain, weather, ob-
stacles) and buy accordingly.

Items of interest here include: water, oil,
coolant, transmission fluid, batteries,
spare parts, gas, maps, flashlights and
tools. Drivers may also buy the services of
a trained mechanic, but such luxuries can
be expensive. The Auto Mart also offers
six-packs (of beer, I imagine), a dubious
accessory that does little for the integrity
of off-road racing. Some stereotypes are
hard to shake.

When you are satisfied with your pur-
chases—refunds are available if you get
carried away—hop inside and head for the

| starting line.

At the drop of the green flag, the race
begins. As one of 16 contenders, you must
play it smart to capture the lead and hold |
it to the end. Your current status appears
at the bottom of the screen as you ap-

- proach other vehicles. Some will move to
the side and allow you to pass, while oth-
ers cling desperately to their lead.

Somewhere in the great unknown is a ‘

 deadly black menace known as the Doom-

 buggy. This road warrior will do anything
he can to destroy your rig—smashing,
bumping and grinding you off the road.

| Even if you manage to pass him, keep in

| mind that he’s back there somewhere,

' ready to ram you from behind. This guy

| has serious problems. ‘

Driving your truck is a simple matter of
pressing the fire button to accelerate and

- moving the joystick left or right to steer.

i Continued on page 9] |
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plaici iy NOW ENTERING THE RING...

Game-Match Disk
Required

Alo" i“'lk ¥

1 4e? e
I‘r g

For 1-2 Players

“This time, McMahon, you got that right!” Coming from the

L
Commodore 64/128
Color TV or Computer Monitor Required

W+

Official Product
WORLD WRESTLING
FEDERATION

Race tries to make sawdust of “Hacksaw” Jim Duggan!

independent-minded WWF. Superstar & announcer, Jesse VOL. 2 The Hulkstern tangles with the Million Dollar Man, Ted
“The Body” Ventura, that remark rings loud like the match bell. DiBiase, who won't be able to buy a title this time. He'll
On the left, the original Game-Match Disk featuring Hulk have to earn it the old-fashioned way— inside the
Hoganm confronting WWF mainstays. squared circle! PLUS experience the
Interviews where battle lines are grensysasey’ /ur: ; hot-blooded Ravishing Rick Rude
drawn, realistic ringside commentary, DUSEAN entwined with Jake “The Snake”
and, of course, slam-bang authentic _ Roberts—whose cold-blooded
WWF footage in our unique DVA (Digi- ,;{d.u.-, reptilian friend can cool down the
tized Visual Action). On the right, %g"%"" passions of many a foe.
w\t,\l:’(f)-‘dslllfégfsttl;? gsn’g‘;’!t entry—the ”gﬁw Micro League's WWF Wrestling. Not eye-

Now, the action and managerial chal-
lenges you'll face continue with other
Main-Event matches. After powering
up the Game-Match Disk (Required),
you then choose from fwo titanic
matches in each volume of the Super-
star Series—

VOL. 1 The Honky Tonk Man vs. “Macho
Man” Randy Savage, who has
vowed to protect the honor of the
lovely Elizabeth. But with the tal-

hand coordination. Authentic, patented
moves—where your managerial wiz-
ardry shapes the outcomes. With the
Game-Match Disk (sugg. retail $29.95),
you'll enter the computer ring. With the
Superstar Series (sugg. retail $19.95),
you'll be pinned to the screen!

If your retailer is out of WWF Disks, don't
do the Shake, Rattle & Roll on the hap-
less clerk. Just call us at (302) 363-9990
for VISAMC orders or drop us a (clothes)
line to:

ents he has, the Honky Tonk Man TR MicroLeague Sporis
has lots to croon about! AND in a oAb et ot 2201 Drummond Plaza
no-love-lost match, King Harley Newark, DE 19711

The likenesses, logos, copyrights, registered trademarks and WWF-related phrases depicted on this product are the exclusive property of the World Wrestling Federation and Titan Sports, Inc. and
may not be reproduced without their express written consent. Hulk Hogan, Hulkster and Hulkamania are trademarks of the Marvel Comics Groups licensed exclusively to Titan Sports, Inc.

Visit us at Booth 419, November World of Commodore
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Word
Publisher

Computer: Commodore 64

Company: Spinnaker Software
One Kendall Square
Cambridge, MA (2139

Medium:  Disk (GEOS 64 or 128
required)

Price: $39.95

Word Publisher is an impressive word
processor which runs within the
GEOS environment (with either GEOS 64
or 128). It includes a 100,000-word spell
checker, full-page pre-print review screen
and all of the editing tools required for se-
rious writing. Unlike other word proces-
sors designed to work with GEOS, this one
does not constantly display fonts and
graphics as they will print. Instead it uses
more traditional formatting symbols. The
result is a quick-responding, memory-sav-
ing, flexible word processor which takes a
little more thought to use, but which gives
great results.

Like most software designed to work
with GEOS, Word Publisher is icon acti-
vated, supports one or two disk drives and
will work with any GEOS-supported input
device (mouse, joystick, light pen, key-
board). The work screen (40-column
screen regardless of whether using GEOS
64 or 128) uses an option row which when
activated opens other windows of options.
This friendly and sensible interface de-
sign allows even the newest computer
user to quickly master Word Publisher.
The program’s editing tools include: cut,
paste, copy, justifications, multiple fonts,
headers and footers, super and subscripts,
text styles, etc.

But unlike most GEOS applications,
graphics here are defined in terms of over-
lays. Rather than displaying graphics and
special fonts constantly, information isen-
tered telling where the graphics and font
changes will appear when the page is
printed. The actual image is not displayed
until you either select preview or dump
the document to your printer. Why this
approach, you are probably asking?
Wouldn't it make more sense to use the
traditional What-You-See-Is-What-You-
Get display screen? The programmers at
Spinnaker gambled that serious users
would prefer more speed and free memory

Regardless of whether you
are a heavy or occasional
user—Word Publisher's
commands are easy to
handle.

over constantly displayed graphics.

I have mixed feelings about this ap-
proach: on one side I like the ability to
quickly enter and edit text, and I've
worked with professional word processors
which displayed control commands on the |
screen just as Word Publisher does. But by
the same token, when mixing text and
graphics on the same page a WYSIWYG
approach is much easier to work with.
Some users will find Spinnaker’s compro-
mise delightful, others will find it work-
able but will resent not seeing the actual
display at all times.

The program’s 100,000-word spell list is
located on the back side of the master
disk, but because Word Publisher is not
copy protected you can (and should) dupli-
cate it onto a separate disk. To activate
the speller you just pull down the EDIT
menu and select “spelling check.” The
program prompts you to insert the spell
disk (if you have two drives you can put
the program disk in one and the speller in
the other) and then begins comparing the
words in your document against those in
its dictionary. Spinnaker takes some pride
in the checker’s speed and justifiably so—
compared to some disk-based spell check-
ers Word Publisher’s is a whiz.

But the speller lacks one of the options [
insist upon—correction help. Once an un-
recognized word is found the checker
pauses to allow you to either ignore the
word or manually correct it. That’s fine if
you know how to spell the word, but what |
I need is a speller which will list correctly |
spelled words which are similar to the one

Reviewed by Gary V. Fields

BetterWorking
Word Publisher

I misspelled, so I can make corrections
without resorting to using a conventional
dictionary. The better spell checkers will
let you do just that by either listing words
with similar letter patterns or let you scan
the spelling list for the word you intended
and then substitute it for the misspelled
one. Word Publisher’s speller is great for
good spellers who make typos, but for us
poor spellers its help is limited.

The program provides three viewing op-
tions. (1) The standard input screen dis-
plays as many as 80 characters and shows
control symbols (bold, italic, superscript)
instead of the actual way the document
will print. (2) The View option displays
the document including graphics and spe-
cial font styles exactly as they will be
dumped to a printer. This view is pre-
ferred, since it lets you examine detail and
make adjustments until your document is
exactly what you want. The only problem
here is you have to scroll left and right to
see the entire width of the document. But
because of the way Word Publisher man-

. ages memory, scrolling to any point on the |

page is almost instantaneous. Those who
have been frustrated by the slow scroll ac-
tion of programs like geoWrite 64 or geo-
Paint 64 will be delighted with the im-
proved speed here. (3) The last view option
is called Preview. When it is selected, the
contents of the document are displayed on

. the right side of the screen in perfect pro-
| portion to a sheet of paper. This one lets

you view the entire page, including graph-
ics. But because the type is so small in
Continued on page 30 |
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Get Resvuits

with proven software and books from Abacus.

Super Pascal—Get the fastest and
complete Pascal for your computer.
Super Pascal is a full implementation
of standard Pascal. Extensive editor
features search, replace, etc. Even add
machine language routines with the built-
in assembler. Fast graphics library. C-64
version has high-speed DOS for faster
access. More than just a compiler—
Super Pascal is a complete system
that gives you programming results.

C-64 $59.95 C-128 $59.95

ICOMPBILER]

Cadpak—The professional design tool.
Enter simple or intricate drawings with
the keyboard, lightpen or 1531 mouse.
With the flexible object editor you can
create libraries of furniture, electronics,
etc. as intricate as screen resolution
permits. Zoom in to do detailed work.
Produce exact scaled output to most
printers in inches, feet, etc. Get design
results fast with Cadpak and your
Commodore® computer.

C-64 $39.95 C-128 $59.95

Super C—You can now develop
software or just learn C on your
computer. Easy-to-use and takes full
advantage of this versatile language.
Produces 6502 machine code and is
many times faster than BASIC. Includes
full-screen editor (search, replace and
block operations), compiler, linker and
handbook. Libraries for graphics and
advanced math are included. Whether
you want to learn C, or program in a
serious C environment for your
Commodore, Super C is the one to buy.
C-64 $59.95 C-128 $59.95

BASIC Compiler—Now
anyone can make their BASIC
programs run faster! Easily
converts your programs into fast
machine language or speed

code. Even speed up programs
written in Simon's Basic, Video

Basic etc. If your program walks
or crawls, give it speed to RUN!
C64 $39.95 C128 $59.95

GEOS™ Tricks & Tips—A
new book with something for
everyone. Contains over 50
tricks and tips that you can use
everyday. Converts any word
processor file into geoWrite
format; edit existing GEOS fonts
or create your own; Write in
machine language or explore the
internals of GEOS.  $16.95

Please note our new address and phone numbers

Abacus!

b4
i
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Dept. RB + 5370 52nd Street SE « Grand Rapids, Ml 49508
Phone 616/698-0330 * Telex 709-101 « Telefax 616/698-0325
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Call or write today for your free catalog or the name of your nearest
dealer. Or you can order direct using your Visa, American Express or
MasterCard. Add $4.00 per order for shipping and handling. Foreign
orders add $12.00 per item. 30-day money back guarantee on
software. Dealer inquiries welcome—over 2400 dealers nationwide.




64 and 128 Software Reviews/Word Publisher

Continued from page 28

this mode, its main value is to show you
how the document’s graphics and text bal-
ance, if margins are correct, etc.

Both View and Preview modes allow
you to quickly flip pages (to get to the one
you are currently editing) by pressing the
F1 key or abort the option by pressing
RUN/STOP. I applaud this quick exit rou-
tine. ’'m sure I'm not the only person who
has become a prisoner of poorly designed
software which locks the user out of the
system during lengthy computation. (I
must confess that I've been the author of
some poorly designed software like that
myself.) Word Publisher’s sensible design
goes beyond just letting you enter and edit
text quickly, it lets you abort mistakes
quickly too. All the word processor’s op-
tions can be selected by pulling down a
menu (using a mouse or joystick) or di-
rectly from keyboard input (the COMMO-
DORE key plus another key). As an ex-
ample: To change from plain text to bold-
face, you can either activate the option
from the pull-down menu or just press the
COMMODORE key and the letter “B.”

Thankfully, the programmers used
common sense when selecting hot keys
too: “T” for italic, “U” for underline, “N”
for normal type, “C” for cut, “P” for paste,

ete. For those of us who are sometimes for-
getful (or just prefer not to memorize)
there are help screens which display all
those hot key combinations. After using
the program for a while, | suspect most se-
rious users will prefer the keyboard input
because they can be accessed without ever
taking your hands from the keyboard, but
new users will prefer the menus. So re-
gardless of whether you are a heavy or
occasional user—Word Publisher’s com-
mands are easy to handle.

Along with the menu bar are three oth-
er windows. One displays the name of the
document you are editing, another shows
the amount of free memory, plus the page
number. The final window alerts you to
special attributes of the area under your
cursor like font changes, text style, graph-
ics, ete, For instance, when you enter an
area which is styled boldface, the widow
lists “bold.” Note: If you are a GEOS 128
user, you'll be happy to know all the nu-
meric keyboard and four directional keys
are active while using Word Publisher.

The last thing I'll mention is the multi-
ple printing options included. First the
program comes with an impressive array
of printer drivers, so if you've had trouble
finding the driver to match your printer
elsewhere you will probably find it here.

Once print is selected you can print using
three different modes: fast, draft and qual-
ity. The “fast” print option strips all the
special text attributes from a document
leaving only words. This is useful when
you need hard copy of the text in a hurry
to either show to an editor or take to an-
other location. This is the fastest way to
get text out of the system. If you wish, fast
mode will also include symbols or notes
indicating where text styles change or
graphics will be included in the final
printout.

The draft print mode is not as fast, but
it does translate everything accurately
from screen to paper. To conserve time and
your printer’s ribbon, the print head only
passes over the paper one time. Thus you
get an accurate but light hard copy of the
document. Quality mode, as the name
suggest, delivers the best printout possi-
ble. Everything is perfectly printed; the
print head double strikes everything for
good dark images.

Word Publisher comes with a tiny, 32-
page manual, but because the program is
so logically designed, anyone familiar
with GEOS software will have little need
to read it. If you are a GEOS 64 or 128
user in need of a good, fast word processor,
this is one to consider. C]

If you want to get the most from your
computer, here's good news: Twenty
of the top software developers in
the US and Canada have been
brought together in a full-length
showcase of their hottest new prod-
ucts. All on a unique video which is
an important software buyers guide
and the first and only “video ency-
clopedia” of software applications.
Experience all the sights and sounds
of the latest software developments;
explore descriptions and demonstra-
tions in the comfort of your home.

What Reviews Alone
Can’t Show You
We've included full color and sound
“how to" demos of the most exciting
Art, Video, Music, Entertainment,
Desktop Publishing, Educational

Explore the Newest World of Software ...

Ona Veo!!!

and Business software. Fully produced on
and featuring the Amiga®, many programs
also have C-64® and C-128™ versions

In USA 1-800-344-2525 Ext.1

In NJ 1-800-348-8181 Ext.1

or send check or m.o. for $39.95 + $4.00 p/h. to:
VideoAdvantage, 1229 Poplar Avenue, Mountainside, NJ 07092

NJ residents please add 6% sales tax

Amiga, C-64 and Commodore are registered trademarks of Commodore. C-128 is a trademark of Commodore.

~astronomically true space exploration

available. You'll experience the wide
range of Commodore® power.

Includes
Rarely Seen Software
Imagine performing surgery with
medical simulation software or
exploring the universe with an

simulator. Preview desktop publishing
and video programs. Examine the
specialty software used to produce
hit records and television pro-
gramming. These are rarely seen
programs that you should know
about to make informed purchasing
decisions — to get the most for your
money. At $39.95, this tape can save
you many times its cost. So please,
take a minute to call or write. We
have a whole new world to show you.
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Card Sharks

Computer; Commaodore 64
Publisher: Accolade
550 S. Winchester Blvd.
San Jose, CA 95128
Medium:  Disk
Price: $29.95

ne boring evening you are sitting

around your house wondering what
to do. How about playing some cards? You
decide to call up some of your friends to
see what they are doing, unfortunately all
have other plans. Playing solitaire by
yourself'is no fun, so what should you do?
That is when you realize what a great
pleasure it is to boot-up Card Sharks from
Accolade, the computer card game that
comes complete with playing partners.
Now, who should you invite to play cards
and what game to play?

Choosing Your Opponents

Before selecting your players, you must
first decide which game you want to play:
Poker, Hearts or Blackjack. Choosing
your opponents is not an easy task, for
each man and woman has his’her own
personality ranging from nerdie to totally
obnoxious. You will find six people to se-
lect from, each graphically displayed on
the screen. Tb choose your opponent, high-
light the person you want and press the
fire button.

You will then be able to choose where
you want the person to sit at the table (i.e.,
left, right or middle). The number of play-
ers you must select depends upon which
game you want to play. Once you have
selected your opponent(s), you will find
them seated in the positions you put them
in the game which you are playing.

So, what makes this unique? First, and
perhaps the best, are their personalities.
The comments they make while playing
can insult you or just kill you with kind-
ness. The second unique feature is their
facial expressions when dealing, playing
against you, etc. These features make you
feel like you actually have players in the
same room with you, instead of microchips
playing against you.

To select from any menu in the game,
simply highlight your choice and press the
fire button. So just how good are you at
playing cards?

Poker

Now that you have chosen to play
poker, you must choose which version

Choosing your opponents is
not an easy task, for each
man and woman has his/her
own personality ranging from
nerdie to obnoxious.

you would like to play. Your choices are:
“5 draw,” “7 stud” or “Hold 'Em.” Any of
these variations of poker may be played at
either a slow (indicated by an “S” in the
lower-right portion of the game table) or
fast rate (by pressing the RUN/STOP
key). This will allow both beginner and
expert players to select their desired
speed/complexity.

In “Five Card Draw” (5 draw) each
player is dealt five cards face down. Start-
ing at the dealer’s left, the first player
with a pair of jacks or better can (not
required) begin the first betting round. If
nobody bets or has jacks or better, a new
hand is dealt and everyone antes again.
After the first round of bets, starting with
the player to the left of the dealer, every-
one discards zero to four cards and is dealt
that many new cards. The final betting
round is started by the player who opened
in the first round.

In “Seven Card Stud” (7 stud) each
player is dealt two cards down and one
card face up. The first round of bets begins
with the person showing the highest card.
That person must bet $5 or fold his hand,
and every other person must do the same.
The next three deals will be face up, with
each betting round beginning with the
person with the best cards showing. Each
player is then dealt the last card face
down.

When playing “Texas Hold 'Em” each
player will be dealt two cards face down.
Starting at the dealer’s left, any player
may start a betting round, and must bet
$5 or fold. Three cards are dealt face up to
the center of the playing table, this is

Reviewed by Jeffery Scott Hall

called a Flop. The second betting round
starts at the dealer’s left with everyone us-
ing the cards in the middle of the table to
determine their best hand. Two more
rounds are then played, and betting be-
gins at dealer’s left.

Hearts

The game of Hearts is a combination of
skill and luck. You will have no partners,
and it’s everyone for themselves. Hearts is
a game in which every heart card in a suit
counts “minus” when won in tricks. This
is the reverse of most card games, with the
object being to avoid getting hearts. There
are several variations of this family game.
Card Sharks employs the variation called
“Black Lady.” In this version, the object is
to avoid getting both hearts and the queen
of spades. Like all family card games the
rules differ slightly from house to house.
Accolade employs its own house rules,
which are too lengthy to discuss here.
However, [ will say that the rules they
follow are very common and use good
features.

Blackjack

Oh yes, Blackjack, which just so hap-
pens to be my personal favorite of all card
games, is also implemented in Card
Sharks. The object of Blackjack is to come
as close to a total of 21 as possible without
going over. This might seem relatively
simple to one who has never played the
game before, but others know of its true
test of skill (quiet, don't let them know it’s
mostly luck). You can be dealt as many
cards as you want, until you think you
should stop or bust. As with poker, you
can play with either the slow or fast op-
tions (see above), allowing for more com-
petitive play. In Card Sharks, the stan-
dard Blackjack rules are supported, so I
will not bother describing them here.

Summary

Even though I did not explain in great
detail how each game is played, the man-
ual gives complete rules for every game
and variation. This program gives you a
good feeling of actually playing cards with
others, as it follows the rules of card play-
ing in “real life.” Card Sharks has good
graphics, sounds and realistic features to
make it a hit with anyone interested in
cards. If you are looking for a computer
partner for playing cards, then you need
to look no farther. C]

32 NOVEMBER 1988



opter simulation..”

(Columbla Daily Tribune, August 1987)

GUNSHII“\J

GUNSHIP simulates the U.S. Army’s AH-64A Apache attack helicopter — a devastating, high-speed, tree-
skimming, armored warrior. It’s the most sophisticated chopper on today’s electronic battlefront.

And MicroProse makes it real!

But don’t just take our word for it. Ask around — it’s easy to find one of our 300,000 enthusiastic GUNSHIP
pilots. Or do some research — GUNSHIP is receiving rave reviews in the computer press. Here’s a head start!

“... one of the most exciting microcomputer programs on the market today ...”
(Commodore Magazine, December 1987)

“... may be the best simulation of any type ever created for the C-64 ...”
(RUN, August 1987)

“... Gunship is a pulse-pounding experience ...”
(Family Computing, June 1987)

For Commodore 64/ I 28

Can’t find GUNSHIP? Call (WH T71-1151, weekdays 8am to
Spm EST and order by MC/VISA: ormail check/money order for
$39.95 for C-64 version. U.S. funds only. MD residents add 5%
sales tax. Free shipping in U.S.: $5.00 international. Allow 1-3
weeks for U.S. delivery.

™



WE'VE GOT
SEVEN TIMES BE

If we told you there’s
something that's A
seven times better
than GEOS;" would
you believe it? Well,
believe it. It’s called
GEOS 2.0 And it’s
filled with new fea-
tures, including the
one thing you'd expect
from a package bearing

the GEOS name.

Power.

Not the kind that
sends a small surge
through your creativity.

We're talking about major
productivity power.

GEOS 2.0 1s supercharged
with new strengths that make
it the most powerful source of s
integrated software your ¢
Commodore 64’s ever seen.
And what isn’t completely new
has been radically improved. In
fact, we actually included other
applications — products we
used to sell separately—right

It doesn’t even mat-
ter if the text is from some
other Commodore-based pro-
gram. Because GEOS 2.0 con-
verts it with one simple point

“Soitwof“‘s =

columns.

much mightier, for starters.
So go ahead. Try GEOS
2.0. It may be our second
version, but we guaran-
tee it’s seven times the
experience.
geoWrite 2.1:
1 NEW! Full-
® featured word
processor * Individ-
ual paragraph for-
matting « Expand
margins to 8" -
Left, right, cen-
ter and full justi-
fication « Multi-
ple vertical
" spacing options
* Headers and
footers « Decimal
tabs « Full page pre-
view * Search and replace *
Word wrap + 10 fonts in 7
styles and multiple sizes -
Pagination * Insert, delete,
move or copy * Mix text and
graphics * Special feature to
create multiple columns, add

into this package. ST headlines and
For eXElITl[)le, Ao uml voin i uu:unn‘lu ||o: .‘“"HM D ﬂnﬂunuﬁﬂ[ﬁaﬁs b()rders i IJI.()'
the entire con- ﬁﬁ’ﬁ’ﬁﬂ”ﬁmﬁ}” | elmust, | duce near-type-
%;:]nti Olfl geoWrite sl bl | set quglltyl ()L!y]tput
orkshop, In- on an Apple”
cluding geoWrite L I g LaserWriter™
2.1™(the full-fea- with PostScript.™

Text Grabber

tured word pro- geoWrite

cessor) have been added along
with geoSpell™ And a new fea-
ture lets you mix graphics with
text around any number of

and click.

There’s a new deskTop. A
new painting toolbox. And new
muscle that makes your mouse

lext

2 Grabber:"
® NEW!

Import text from any Commo-
dore word processor such as



OMETHING

TERTHAN GEOS.

™

PaperClip,™ Easy Script,
Speed Script,™ Word Writer ™
and others.

graphic tools, 32 brush shapes
and 32 painting patterns -
Invert, rotate, mirror or move

images + Cut, copy and paste

geoMerge: NEW! i .
Create e o

tomized form let-
ters and labels
with this mail
merge program.

geo-

.....

spelling resource. View dic-
tionaries and documents while
spell checking « Create and
update personal dictionaries *
Global search and replace -
Operates 38% faster than
before.

Desk Accessories:
5 Five handy utilities

® accessible from

within any application - 4 func-
tion calculator 127 page note-
pad + Chiming alarm clock *
Preference manager  Photo/
text managers to save and trans-
fer data between applications *
NEW! Cut and paste from the
calculator and notepad into
other applications + Name photo
album pictures - And more.

geoPaint: High reso-
6 lution graphics editor.

® Create charts, dia-

grams or images up to 8" x 10"
« Zoom in for detailed pixel edi-
ting or preview entire
page * 16 colors, 14

Sereal =
4 Spell: I.)Usk -‘\L'L‘css(;rics
® NEW! Complete

geoPaint

into other

GEOS applica-
tions « Integrate
text with graph-
ics * NEW!
Stretch and scale
images * Overlay
effects « Stop pat-
tern fills in pro-
gress * New
graphic shapes including con-
nected lines, ellipses and
squares * Grid function for easy
sketching.

7 deskTop: Efficient file
®

and disk manager -

View files as icons or
text « Sort files by size, type,
date or name * Open, close,
rearrange, copy or delete files -
Manage non-GEOS files -
Access and execute BASIC pro-
grams * NEW! Support for 2

r W Berkeley
E ! Softworks

deskTop

drives and a RAM Expansion
Unit (including the 1541, 1571,
1581 and RAM drives) « Multi-
ple file selection « Color code
notepad and files
» Date and time
display * Recover
most recently
deleted file -
Faster file copy-
ing « Simplified
printer and input
driver selection.
PLUS:
diskTurbo ™
runs GEOS
applications
five to seven
times faster «
More keyboard
shortcuts « Key-
board or input
device options (mouse, joystick,
lightpen or Koala Pad™) - 31
printer drivers support over
70 popular printers in draft,
NLQ and high resolution
printing modes * Q-Link ™
telecommunications software.

For orders only, call
1-800-443-0100 ext. 234
GEOS 2.0

(California residents add 7% sales tax)
$59.95 plus M H) fur bhlpplllp, and handling.

ommodore Electronk
oy groWrite and Berkkey
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tworks are
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Writer are trademarks
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The brightest mlnds are working with Berkeley.
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| ship against two British battleships.

| combat sequences. These practice battles

Bismarck

Computer: Commodore 64

Publisher: Datasoft
19808 Nordhoff Place
Chatsworth, CA 91311
Medium: Disk
Price: $30.00
n the computer gaming spectrum,

Bismarck falls somewhere between
the traditional war game and the shoot-
‘em-up arcade game. Neither strictly one
nor the other, Bismarck mixes elements of
both types. This gives you something of a
hybrid, a package that provides the men-
tal challenge of a war game with the fast-
action thrills of an arcade game.

Bismarck recreates the pursuit of the
German super-battleship Bismarck dur-
ing the early days of World War II. Play-
able in solitaire fashion only, the game of-
fers you a choice of roles: either that of the
hunter, the commander of the British
fleet, or the hunted, the captain of the Bis-
marck. In addition to the standard scenar-
io, Bismarck also includes several mini-
games focusing solely on the different

depict a variety of actions, ranging from
an air attack on the Bismarck to a naval
engagement pitting the German battle-

The strategic portion of the game takes |
place on a high-resolution map of the
North Atlantic. You plot the movement of
your ships with the assistance of the joy-
stick-controlled cursor. Positioning the
cursor on the different icons scattered
around the map also allows you to access
various reports, such as the results of your
latest air searches or the weather forecast.
Enemy ships do not appear on the screen
unless sighted or detected in some man-
ner, and even when this occurs, the intelli-
gence you receive may not be accurate.

When opposing ships come into contact
on the map, the game shifts to the battle
phase. Incidentally, this transition does |
not happen automatically. Youneedto |
move the cursor to the location of the ship
under your command and hit the fire but-

ton in order to initiate combat. Otherwise,
the enemy vessels may simply steam
through your position. The rules make |
this point in a somewhat indirect fashion,
and it’s easy to skip over the passage in
question without grasping its meaning on |
your first or second reading of the rule- |
I

book.

Reviewed by Jeff Seiken
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Bismarck recreates the pursuit of the German super-
battleship Bismarck during the early days of World War |I.

Battles are resolved in arcade style. You
aim and fire your ship’s guns yourself, us- |
ing the joystick to adjust gun bearing and |
elevation. A readout on the screen gives
you the range of the enemy ship in your
gunsights as well as the range your shells
will travel at the present angle of the gun
barrel. When you manage to train the
barrel directly on target and the two
range figures match—bingol—you score a

hit. The graphics in this part of the game
nicely accentuate the action. Gun muzzles |
flash with each broadside and you can fol- |
low the course of individual shells as they
arc across the sky and either strike home
or splash harmlessly into the sea.

Besides directing the fire of the ship’s
guns, you must also attend to the well-be-
ing of your command. The lower half of
the battle screen presents a schematic
side view of your ship broken down into
square compartments. Whenever the ship
gets hit, one of these compartments may
be set ablaze. If left alone, the fires will
spread; should one reach a vital area, such
as the magazine or boiler room, the entire
ship may explode. Dispatching your fire
control team to a burning compartment

| will extinguish the blaze, but this requires |

leaving your own guns untended in the
process. In a closely fought battlewagon ’
duel, victory or defeat will often hang on
how you respond to this recurring dilem-
ma. Either way, the phrase “heat of bat-
tle” takes on a literal meaning.

The combat routine includes a few other
features worth mentioning. Cruisers and
destroyers, although weak in guns, can |
fire torpedoes with deadly effect. The two |

British aircraft carriers can also launch
flights of Swordfish torpedo planes. When
this happens, an air-to-sea combat se-
quence then ensues. Depending on which
side you are playing, you will either take
charge of the Bismarck’s anti-aircraft bat-

teries or will have the opportunity to pilot |

each plane as it makes its attack run

against the German battleship. The latter |

activity is difficult in the extreme—the
flimsy biplanes are about as manageable
as kites in a March wind.

As captain of the Bismarck, you face a
two-fold challenge: avoiding destruction,
while at the same time destroying as
much British shipping as possible. Con-

| voys present the most enticing targets, as

they can be sunk with a minimum of risk
and in terms of the victory conditions are
the equal of a battleship or an aircraft car-
rier. Of course, you are also likely to find
several of the latter types in the vicinity of

| any convoy, creating a potential deathtrap

for your battleship. Depending on the de-

ployment of the British fleet, you may be

better off striking quickly at the first

squadron that comes within reach and, as- |
suming you sink at least one capital ship, |

then escaping to the broad expanse of
open sea to the southwest.
The most far-reaching decision the Ger-

| man captain will have to make occurs
| right at the outset. The game commences

with the Bismarck steaming along the

| northern coast of Iceland about to enter

the Denmark Strait. However, you are by

| no means committed to that course of ac-

tion. An alternative approach, such as

Continued on page 115 |
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F/A-18
Interceptor

Computer: Amiga

Publisher: Electronic Arts

1820 Gateway Drive
San Mateo, CA 94404

| Price:  $49.95

ave you ever wanted to fly at Mach |

10 in the world’s most advanced
fighter plane, the F/A-18 jet? If so, then
hold on to your helmet and prepare for
some non-stop high-flying adventure.
From Electronic Arts comes F/A-18 Inter-
ceptor, which puts you in the pilot’s seat of
your very own jet!

Creating Your Pilot

If you are starting a new game, you will
be prompted to create a pilot and give him
a special “call sign” (e.g., Maverick). Sim-
ply insert an initialized disk, enter your
call sign, and press RETURN. From then
on you will be prompted to insert the disk
that has your pilot stored on it. Now
comes the part that every pilot wishes he
could avoid—flight school.

Training Your Pilot

Alright, all you pilots, listen up! You
now have eight options: Demo, Free
Flight (no enemy confrontation), Training
(demo of maneuvers), Training (practice
maneuvers), Qualification, Selectable
Missions, Next Active Advanced Mission
and Your Current Flight Log Statistics.

In order to fly missions, you must first
pass Qualification. To do so, you must
take off from an aircraft carrier’s deck, fly
around, then return and land safely on
the carrier deck. You will also have to deal
with any enemy aircraft which might ap-
pear. Once you have succeeded in your
training comes the fun—flying into the
danger zone.

Flying into the Danger Zone
Whether you are sitting on an aircraft
carrier or a landing strip, you will always
be in the pilot’s seat. From here, you will
find yourself confronted with a barrage of
indicators, including the HUD (heads up
display). As you take off for a routine
flight, a message comes in. Your job is to
search for and rescue a downed pilot some-
where in ocean. You quickly decrease your

This game
requires
neither a
professional

pilot to fly it
nor a
professional

arcade addict
to enjoy it.

thrust to 50% and lower your altitude to
3000 feet. As you bring up your computer- |
ized map [M] to check where you are, you |
notice three red blips on the radar.
Suddenly, the skies go from being
friendly to hostile. You quickly turn on
your target select radar [T] to find out
more about your foes. Their altitude is
15,000 feet and climbing. You increase
your thrust to 100% and go vertical for

. several seconds until your altitude is close |
to theirs, As you begin to level off, your

missile warning flashes with an annoying ‘
beep. When you reach to turn on your
ECM (Electronic Counter Measures) jam-
mer [J] an IR missile flies by your right
wing. You quickly dispense a flare [F] in
hopes of it drawing the IR missile away
from your jet.

Whew, it worked; now it’s your turn for
some dogfighting Top Gun-style. You .
quickly cycle through your weapons to the |

| perfect choice—some sidewinder missiles. ‘
| fly. You can also update your current

As you maneuver your jet using the dog-
fighting skills they taught you at the

| academy, you bring two of them into |
| you left off.

range. Your HUD is displaying that fa-
miliar diamond shape indicating that you
have missile lock-on. They get closer and
closer, all while the target computer is
emitting a high-pitched buzzer indicating
lock-on. You steady the plane, then the
diamond turns bright orange—got 'em! As
you fire two missiles, you pull up hard, a

~ but it's too late. An IR missile takes part

| of the corner of your eye. Well, what do

Reviewed by Jeffery Scott Hall

direct hit to both.
Two down, just one more to go when
suddenly you hear your missile warning,

of your left wing off, and you lose the last
remaining missiles. All that's left is you
and your trusty GE-M61 (technical talk
for a 20mm cannon), so you decide to get
the drop on him by flying above his alti-
tude. When he is just below your jet, you
nose-dive straight down on him with full
cannons blasting. Got him!

Just then you catch a bright gleam out

you know, that's the downed pilot you've
been looking for all this time. You lower
your altitude and dispense a rescue pod
[SHIFT/F] for him. Now all that’s left is
for you to return to base and get some
overdue rest.

Every time a successful mission is com-
pleted, you are promoted and given other
missions from which you may choose to

flight log onto the pilot disk. And you can
quit the game and come back later where

The Tower’s View
At any point in the game, you may view
your surroundings from the tower’s view-
point. You have a choice of seven different
views: look left, look right, lock head in
Continued on page 115
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F/A-18
Interceptor

| This game
Computer: Amiga . |
Publisher: Electronic Arts requires _
- 1820 Gateway Drive . :
San Mateo, CA 94404 neither a
Price: $49.95 :
| ~ professional
ave you ever wanted to fly at Mach pl lot to ﬂy it
10 in the world’s most advanced nor a
fighter plane, the F/A-18 jet? If so, then
hold on to your helmet and prepare for | ;
some non-stop high-flying adventure. pTOfeSS|0nal ,
From Electronic Arts comes F/A-18 Inter- # :
ceptor, which puts you in the pilot’s seat of arcade addict ‘
your very own jet! tO enjoy | t |
Creating Your Pilot | ‘

If you are starting a new game, you will
be prompted to create a pilot and give him ] : gy e . ‘
a special “call sign” (e.g., Maverick). Sim-
ply insert an initialized disk, enter your

call sign, and press RETURN. From then | thrust to 50% and lower your altitude to | direct hit to both.
on you will be prompted to insert the disk = 3000 feet. As you bring up your computer- = Two down, just one more to go when

that has your pilot stored on it. Now ized map [M] to check where you are, you | sud@enly you hear your mis?sile warning,
~ comes the part that every pilot wishes he | notice three red blips on the radar. ‘ but it’s too late. An IR missile takes part
could avoid—flight school. ' Suddenly, the skies go from being of your left wing off, and you lose the last

friendly to hostile. You quickly turnon | remaining missiles. All that's left is you
Training Your Pilot your target select radar [T] to find out ‘ and your trusty GE-M61 (technical talk
Alright, all you pilots, listen up! You more about your foes. Their altitude is for a 20mm cannon), so you decide to get
now have eight options: Demo, Free 15,000 feet and climbing. You increase the drop on him by flying above his alti-
Flight (no enemy confrontation), Training | your thrust to 100% and go vertical for tude. When he is just below your jet, you
(demo of maneuvers), Training (practice | several seconds until your altitude is close = nose-dive straight down on him with full
maneuvers), Qualification, Selectable | to theirs. As you begin to level off, your cannons blasting. Got him!
Missions, Next Active Advanced Mission | missile warning flashes with an annoying =~ Just then you catch a bright gleam out
and Your Current Flight Log Statistics. beep. When you reach to turn on your of the corner of your eye. Well, what do
In order to fly missions, you must first = ECM (Electronic Counter Measures) jam- = you know, that's the downed pilot you've
pass Qualification. To do so, you must mer [J] an IR missile flies by your right ~ been looking for all this time. You lower
take off from an aircraft carrier’s deck, fly = wing. You quickly dispense a flare [F]in = your altitude and dispense a rescue pod
around, then return and land safely on | hopes of it drawing the IR missile away [SHIFT/F] for him. Now all that's left is

carrier or a landing strip, you will always | range. Your HUD is displaying that fa- | you left off.
be in the pilot’s seat. From here, you will = miliar diamond shape indicating that you

find yourself confronted with a barrage of = have missile lock-on. They get closer and | The Tower’s View '

the carrier deck. You will also have to deal | from your jet. for you to return to base and get some
with any enemy aircraft which might ap- | Whew, it worked; now it's your turn for =~ overdue rest.

- pear. Once you have succeeded in your | some dogfighting Top Gun-style. You ~ Every time a successful mission is com- ‘
training comes the fun—{lying into the quickly cycle through your weapons to the  pleted, you are promoted and given other
danger zone. | perfect choice—some sidewinder missiles. ~ missions from which you may choose to

e As you maneuver your jet using the dog- | fly. You can also update your current ‘
Flying into the Danger Zone fighting skills they taught you at the flight log onto the pilot disk. And you can |
Whether you are sitting on an aircraft | academy, you bring two of them into | quit the game and come back later where J

ipdicamrs, including the HUD (heads up = closer, all while the target computer is At any point in the game, you may view |
dJ'splay). As you take off for a routine emitting a high-pitched buzzer indicating = your surroundings from the tower’s view-
flight, a message comes in. Your jobisto | lock-on. You steady the plane, then the point. You have a choice of seven different

search for and rescue a downed pilot some- | diamond turns bright orange—got 'em! As | views: look left, look right, lock head in

where in ocean. You quickly decrease your | you fire two missiles, you pull up hard, a Continued on page 115 |
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OWPLAYING AT A SOFTWARE DEALER NEAR YOU

Available for Amiga, Commodore 64, IBM PC, Apple ligs, and Atari ST, which are trademarks respectively
of Commodore-Amiga, Commodore Electronics, Ltd., International Business Machines, Apple Computer Inc., and Atari Inc.

Cinemaware Corporation, 4165 Thousand Oaks Blvd., Westlake Village, CA 91362



~ KONAMI HITS ARE HEADING HOME.

s Wlth our new software, your favorite arcade games come alive
on your home computer.

If you own an IBM, Amiga or Commodore
computer —Watch out! Because 4 of Konami’s
most awesome adventures are about to invade.

You'll confront the missions you've dreamed
of in Rush "N Attack, Contra, Jackal and Boot
Camp. And you'll find yourself face to face
against unequaled challenges, with incredible
graphics, awesome music, and sound effects
that’ll blow you away.

So check out Konami’s newest action
wherever great software is sold. And be
prepared for war.

< KONAMI

Koname® & a regestered trademark of Konams Industry Co. Lid. Rush ‘N Attack™ Contral™ Jackal™ and Boot Camp™ are trademarks of Korami Inc. | B M*®is
aregetered tademark of Intemational Business Machnes inc. Amiga® and Commodore® are regusterext trademarks of Commodore Business Machnes Inc. Screens shown were photographed on an Amiga system




YOU'LL FIND
KONAMIGAMES IN
THESE STRATEGIC
LOCATIONS.

BABBAGES

CHILD WORLD AND
CHILDREN'S PALACE

ELECTRONICS BOUTIQUE
FEDCO STORES

LIONEL KIDDIE CITY,
LIONEL PLAYWORLD AND
LIONEL TOY WAREHOUSE

TOYS “R” US

WAREHOUSE
ENTERTAINMENT

ZAYRE

(Boston and Washington D.C. Area Stores Only.)

Attention Dealers:

For further information on Konami’s line
of computer games, call customer service
at(312) 595-1443.

KONAMI

Only Rush ‘N Attack and Contra will be available
for Amiga in 1988. © 1988, Konami Inc.

ARIZONA

MESA
Compute or Play
1000 Fiesta Mall

CALIFORNIA

BAKERSFIELD

Software Etc

2701 Ming Ave

\V/ Plaza

CHULA VISTA

R & R Software

1048 3rd Ave

619)426-7011

CITY OF INDUSTRY

Software Etc

Pomona Hwy at Azusa

FOSTER CITY

Home Computing
Center

1125 E. Hillsdale Bivd
#103

SAN DIEGO
Computer Outlet
7940 Silverton Ave.
(619) 740-0113

SANTE FE SPRINGS

Fedco
9300 Sante Fe
Springs Rd
(213) 946-2511
SUNNYVALE
HT Electronics
346 \W. Maude
(408) 737-0900
TORRANCE
The \Warehouse
19701 Hamilton Ave
[213)538-2314

CONNECTICUT

DARIEN

Walden Software

800 Post Road

INEW BRITAIN

Romek Home Computer
432 \W Main St.

FLORIDA

GAINESVILLE

Florida Bookstore

1614 W. University

(904) 376-5606

LAUDERDALE LAKES

Software City

3700 W. Oakland Park
8hd

(305) 735-6700
PANAMA CITY
Gulf Coast
Computers
674 W/ 23rd St
PLANTATION
Software Software
612 Broward Mall
|305) 476-0595
WEST PALM BEACH
Computers 4 Rent
2695 N. Military Trail
(407)471-1976

ILLINOIS

AURORA
Micro-Tech Solutions
991A Aurora Ave.
(312) 892-3551
CANTON
Blessman's Inc
1755. Main
CHICAGO
Saftware Plus
6212 N. Western Ave
(312) 338-6100
DANVILLE

Data Center

108 N. Vermilion
HANOVER PARK
Software Plus West
2001 Inving Park
(312) 837-6900
LOVES PARK
Union Hall Inc.
6321 N. 2nd St

SPRINGFIELD

lllini Software Center
2036 S. McArthur
WHEELING
Software Plus

731 W Dundee Rd
(312) 520-1717

INDIANA

PLAINFIELD
Simply Software
311 Gordon Dr.

KENTUCKY

LEXINGTON
Computer Dimensions
171 W, Lowry Ln

LOUISIANA

SHREVEPORT

Discount Computer
Software

544 E. King's Hwy

MAINE
BELFAST
Skylight Software
22 Miller St
|207) 338-1410

CARABOO
Mementos

B6 Sweden St
[207)498-3711

WESTBROOK

Hands On Computers
861 Main St

(207) 854-1155

MASSACHUSETTS
PITTSFIELD
Nichals Electronics
274 Wahconah St
1413) 443-2568

WELLESLY
Memory Location
396 Washington St
(617) 237-6846

WORCESTER

The Software Shop
84 Pleasant St
(617) 791-5905

MICHIGAN
CLAWSON
Software Trends
2305. Main St

CLIO

The Edge Connector
124 North Mill

(313) 686-1070

FLINT
1/O Software
G-3304A Corunna Rd

GARDEN CITY

Soft-House Computer
Center

32647 Ford Rd.

(313) 522-3015

TRAVERSE CITY
The Software Shop
710 Centre St.

MISSOURI
CAPE GIRARDEAU
Midwest Computers
203 West Park Mall
(314) 339-0022

NEW JERSEY
BRIDGEWATER
Software Etc.

400 Commons Way

WAYNE
Software Etc
Willowbrook Mall

NEW MEXICO
ALBUQUERQUE
Page One
11200 Montgomery

N.E.

(505) 294-2026

NEW YORK
ALBANY
Computer Cellar
911 Central Ave
(518) 482-1462

BAY SHORE
Software Etc.
1701 Sunrise Hwy.

CHEEKTOWAGA
Papa’s Computerware
2789 Union St

(716) 684-7272

FLUSHING
Software Etc.
39-01 Main St.

HIGHLAND FALLS
Software Affair
188 Main St

[914) 4464121

HOLBROOK
Great Escapes
5801 Sunrise Hwy.

KENMORE

Software Supermarket
3670 Delaware Ave.
(716)873-5321

LATHAM
Contemporary
Computers
893 Loudan Rd
(518) 783-1088

NEW YORK CITY
J&R Music World
23 Park Row
[212) 732-8600

Leigh’s Computer
1475 Third Ave.
(212)879-6257

RIDGEWOQD
Quo Vadis
70-20 Fresh Pond Rd.

ROCHESTER

Leon's Computer Mart
103 Clinton Ave:

(716) 325-2787

SCOTIA

Select Software
108 Mohawk Ave
(518) 382-7886

OHIO
DAYTON
Microtyne
4049 Marshall Ra

FAIRFIELD
Microware Magic
6625 Dixie Hwy:
(513) 874-6560

MEDINA

Ram-Run Computer
Products

891 N.Court

[216) 2634428

PENNSYLVANIA
WEST READING
English’s Computers
608 Penn Ave

RHODE ISLAND
WARWICK
Software Connection
101 W Natick Rd

WOONSOCKET
Galaxy Computers
332 River St

TEXAS
BEAUMONT
Software Rental
2855 Eastex

Freeway #0D

FORT WORTH
\Wedgewood Software
5312 Woodway
(817)292-7353

HOUSTON
Floppy Wizard
271 Memorial
|713)461-8660

SAN ANTONIO
Computer Experience
5525 Blanco

(512) 340-2901

UTAH
SALT LAKE CITY
Armadillo Brothers
33305. State
[801) 484-2791

VIRGINIA
MARTINSBURG
My Software Heaven
Meadowlane Plaza

Box 2
(304) 263-1228

WOODBRIDGE

Virginia Micro
Systems

13646 Jefferson

Davis H
(703) 4‘?I~:’:,§02

WASHINGTON
LONGVIEW
Software Depot
1310 Oceanbeach

Hwy.

LYNWOOD

Family Computers
3333184th St. S. W/
|206) 775-3530

PACOMA
Nibbles & Bytes
40205, Steele St #105

SEATTLE

Omni International
Trading Post

3826 \Woodland Park
Ave. N

\VE.
(206) 547-6664

VANCOUVER

Software Support Int.

2700 NL.E. Andreison
D13

WISCONSIN
JANESVILLE
Romeyn Software
2100 E. Milwaukee

MILWAUKEE

Computer Software
Center

10710 W. Oklahoma
Ave.

RACINE

Computer Paradise

4901 Washington
Ave.
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Deluxe
PhotolLab

" Computer: Amiga (1MB Required)
| Publisher: Electronic Arts

1820 Gateway Drive
San Mateo, CA 94404
Disk

$149.95

Medium:
Price:

eluxePhotoLab, Electronic Arts’ lat-

est addition to its expanding Deluxe
Creativity Series is actually three sepa-
rate programs designed to create, process
and print IFF images. “Paint” is a full-fea-
tured Hold and Modify (HAM) paint pro-
gram. “Colors” processes and modifies IFF
graphic files which have already been cre-
ated by other Amiga programs. “Posters”
prints any IFF picture up to one hundred
square feet in size.

Paint

Although Electronic Arts denies it, a
rose by any other name is still—Deluxe-
Paint III? Paint operates in any of the
Amiga’s graphic resolutions including the
underrated half-brite mode (64 colors).
Depending on the amount of memory you
have available, you can open and paint on
multiple screens of differing resolutions
and transfer parts of one to another! More
important, however, Paint was designed to
handle pictures which exceed the Amiga’s
chip memory (the first 512K). In fact, the
size of any single picture is limited only by
the amount of available RAM. Large
multi-screen pictures can be visually com-
| pressed and displayed in a representative
| fashion on a single screen.

When you first start Paint, a window
appears allowing you to set the graphics
mode as well as the number of bit planes.
Tb conserve memory, you can even open a
three-quarters size screen as a work area.
Once these preliminaries are completed,
the screen clears and a somewhat familiar
command bar appears displaying the color
palette and various icons representing the
operations available (such as lines, circles,
airbrush, etc.).

Most of the normal paint program func-
tions are included with the notable excep-
tion of color cycling. Several powerful ad-
ditions are worth mentioning. Have you
. ever tried to draw a straight line only to

discover it's not really straight? If you

Reviewed by Steve King
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hold the SHIFT key while drawing lines, | you have selected the HAM graphics

Paint will automatically sense the direc-
tion of the mouse and draw a perfectly
straight horizontal or vertical line. There
is also a tool that lets you draw a free form
shape that fills in automatically and an-
other that draws curves defined by four,
rather than the usual three points. Hold-
ing the CONTROL key while drawing rec-
tangles or ovals will produce a square and
circle, respectively. With the Brush Selec-
tor Tool you can capture any portion of the
screen and save it as a brush, either in the
standard rectangular form or as a free-
form cutout. One nice feature is that if
you switch back to a standard brush (such
as a dot or square), a simple command will
reinstate your custom brush. Unfortu-
nately, the process doesn't work in reverse.
Using the Resize Draw function, you can
enlarge or reduce the size of your custom
brush (which can be a digitized image),
and the program will automatically draw
it into any selected area of the screen.
Hidden beneath your canvas is the Pal-
ette Screen where you can select or modify
colors. At the top are sliders for adjusting
the red, green and blue (RGB) compo-
nents of each color or, if you choose, the
Hue, Saturation and Intensity. Below this
are 16 rectangles which easily allow you
to select any one of the 4096 available col-
ors and paint with any or all of them if

| mode. A unique feature of Paint is its |

paint set—a series of 128 boxes, each of
which can contain a different color. Here is
where you can test your colors and easily
create color spreads without changing any
of the existing colors in your picture! And
in the HAM mode, you can paint with any
of the colors in these boxes. If you are not
in the HAM mode, you can quickly copy
the desired color into the palette. Paint
also permits you to save paint sets (as well
as palettes) to disk for future use.

One of the most powerful features, is
the Fill Tool which lets you fill in any geo-
metric or free-form area with user-defined
colors, patterns and shadings. The result
is defined by your selection of options from
the Fill Control window. You can fill an
object with a solid color, a pattern contain-
ing an image from your custom brush or
one of 13 types of gradients. One unique
feature lets you easily outline a shape (or
text) in a one-pixel-wide color of your
choice.

Equally as powerful are the various
paint modes which determine how one col-
or is painted over the background. Paint
provides 18 different modes, from the
standard solid to B&W which actually
strips away all of the underlying color
leaving only greys. The end result of each
mode is mathematically determined and
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described fully in the manual. From a
practical standpoint, however, you must
experiment, as it is almost impossible to
visualize the result of such a calculation.
Of all the modes, Shade is the most com-
plex and even has its own control param-

ject with a range of different user-selecta-
ble colors. You can select the area of the
object where the highlight will appear, the
type of highlight and the degree of ditheri-
zation (the randomness of the color mix),

Paint also has several other features
worth mentioning. A custom brush loaded
from disk can be remapped to match the
colors of your current palette as closely as
possible. In the HAM mode, this is done
automatically. When your mouse pointer
is moved to the command menu, the col-
ors temporarily revert to the default pal-
ette so you can see (and read) the menu
and commands—even if you have
changed the palette for your picture to col-
ors which would normally darken the
command bar.

Other nice features are the ability to
load a portion of a picture and place it on a
defined area of the screen and the option
| to save only selected portions of your pic-

ture. Paint has a Print function where you
can change the print parameters without
having to go back to Preferences. While

sent the amount of blue, green, hue, satu-
ration and value for each. If you click on

| the bar itself, it locks that color so any ex-

The simplest application is

; . , ' to convert one graphic mode |
eter window. Shading lets you fill in an ob- |

 to another. You can convert a

low-res picture to a HAM
picture or vice versa.

perimentation won't affect it, and the cor-
responding color in the picture will flash.
Unfortunately, since the Command
Screen covers half the picture, this last
feature is rendered somewhat useless.
Clicking on the up/down arrows to the
right of the graph will incrementally in-
crease or decrease the amount of that col-
or component in the picture. Thus, if you
clicked on the “R” button and then the
down arrow, the amount of red in each of |
the colors will decrease and all of the col-

| ors will change accordingly. If you click on

the button marked “P,” the bars change to
represent the number of pixels in your pic-
ture that contain each color.

On the top of the screen, statistics re-

garding the chosen color are displayed, in-
| cluding the number and percent of pixels
| that use that color. The right half of the
screen contains several operation buttons
which can turn your picture into a mosaic,
change its size, or automatically reduce

the number of colors. There are also “flag” |

| buttons which control the smoothing and

analyzation process. Colors does an excel- |

| lent job of maintaining the image quality
| as it reduces and enlarges it.

Perhaps the most useful function of Col-
ors is to reduce the number of colors used
in a picture. Say, for example, you want to

| place text and graphics on a low-res 32-

| color digitized picture but none of the col-
ors used in the picture’s palette are suit-
able. Colors will eliminate some of the col-
ors to free up color registers for your text

| while still maintaining the look of the
original picture. There are several ways to
do this. First, you can simply tell the pro-

| gram to reduce the number of colors to 24.
It will then either eliminate the upper-
most eight registers (which will probably
affect your picture) or will try to pick the
24 colors which best represent the original
32, depending on which method you se-
lect. Another function sorts the registers
from high to low so that the uppermost

Continued on page 59

you can place text on the screen, Electron- |

| ic Arts has still not provided the ability to
select different font disks while the pro-
gram is running, so you are stuck with the

| fonts available when you first run the pro- |

gram. Moreover, text placed on the screen
is solid and can only be shaded or filled

these drawbacks, Paint is a powerful,
state-of-the-ait paint program.

Colors

The second program, Colors, is a handy
tool to process and manipulate pictures,
and is particularly useful for digitized im-
. ages. The simplest application is to con-

ample, you can load in a low-res picture
| (320 x 200) and quickly convert it to a
. HAM picture or vice versa. The more you
experiment with Colors, the more uses
you discover.

The Command Screen which covers
half the display contains a bar graph on
the left half. There is a bar for each color
register being used by the picture you

represents the amount of red in each color
register. By clicking on the buttons to the
left of the graph, the bars change to repre-

afterwards using the Fill function. Despite |

vert one graphic mode to another. For ex- |

loaded, and initially the height of each bar i

-

Lt. Kernal - a 20 or 40
Megabyte Hard Drive which sup-
ports CP/M.

Super Graphix GOLD - the ultimate printer interface including a 32K buf-
fer, 4 built-in fonts, a utility disk with 27 fonts and more.

Super Graphix - an enhanced printer interface including NLQ, an 8K buffer,
reset button, a utility disk with 27 fonts and more.

Super Graphix jr - an economical printer interface with NLQ and graphics.
FontMaster 11 - a powerful wordprocessor for the C64 with 30 fonts ready
to use, 65 commands, font creator and more.

FontMaster 128 - a super wordprocessor for the 128 including 56 fonts ready
to use, a 102,000 word spell checker and much more.

All Hardware is FCC Certified All Interfaces include a Lifetime Warranty
C64 and 128 are reg. TM of Commodore Business Machines, Inc.

2804 Arnold Rd. Salina, KS. 67401 (913) 827-0685
COMMODORE MAGAZINE 43
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‘Paladin

| Computer: Amiga

| Publisher: Omnitrend Software, Inc.
P.0. Box 733
West Simsbury, CT 06092
Price: $39.95
aladin from Omnitrend software is a
tactical swords and sorcery combat

game that is sure to bring out the wizard
in everyone. Paladin’s main screen offers

| two options: Quest and Mission. From the

Quest menu you can start a new game, re-
sume a saved game, delete a saved game,
save a game in progress and get info
about Paladin. When you start a new
game, you will be overwhelmed by the
number of quests from which to choose
(ten different ones in all). Some quests will
be simple search and rescue, while others
might have you recovering lost scrolls and
destroying fire-breathing dragons. The
manual describes all quests in detail.

Combat

At the beginning of every journey you
will find your band of adventurers located
outside a teleporter. The area in which
your teleporter is located has to do with
which quest you have chosen and cannot
be changed. Outside your teleporter, de-
pending upon your mission, you will find
several extra “goodies” to aid your quest.
Some items include Explosive Crystals,
Healing Potions, Spheres of Deflection
and Orbs of Fire.

The first thing to do before you leave
the surrounding terrain is select the Vic-
tory Condition option from the Mission
menu. This will give you a detailed expla-
nation of what is expected from your ad-
venturers to complete the quest. No mat-
ter which quest you choose, the overall
goal is to develop your Paladin into a su-
preme wizard.

Your group of adventurers will include
four different classes: Swordsman, Ranger,

| Thief and Mage. You control the move-

ments of each member by clicking the left
mouse button in the direction you wish to
move. This will cause the screen to scroll
in the direction you have chosen, display-
ing the new terrain, and best of all there is

| no disk access. The current quest mem-

ber’s status is displayed in the upper-right

| corner of the screen. Here you will find the

number of moves the party member has
left, Vitality (how weli rested he is), his

| bad guys’ turn.

- option. When you design a quest you de-

20:09:30

EE E

Health condition, Encumbrance (the
number of objects a member can carry),
Accuracy (measurement of a member’s ac- |
curacy with either a sword or spell cast- |
ing), Detecting and Seeing (how wella |
member can use these skills).

Each member of your group has six op-
tions during play, displayed at the bottom
of the screen: Drop Object, Use Stairs, !
Take Object, Use Object, Open Door and |
Swing Sword/Cast Spell. You can choose
from six different spells: Speed, Confuse,
Detect Door, Invisibility, Mind Stun and
Fireball. (All spells are explained in the
manual.) Each spell takes a certain num-
ber of moves to cast and quite a bit of
game time. After a member of your group
has exhausted his quota of moves, click on
the “Next” button to activate another
group member.

During your journey, you should refer
back to the Mission Status and Victory
Conditions options located on the Mission
menu, so you will be constantly aware of
what you must do to complete the quest.
Once all of your members have either ex-
hausted their movement points or you
wish to force the next moves, it will be the

When it's the enemy’s turn, you will
have to wait for the computer to finish ex-
ecuting its moves. While doing so, you will
see the enemy move around you, hit you
and even wound you. You can't defend
yourself while this is happening. However,
when the enemy’s turn is finished, control
of all options will be back to your group.

The game ends when you have either
failed to complete you quest or your Pala- |
din has been killed. If you successfully
complete your mission, your Paladin will
be given more attributes to enhance his
abilities.

Designing a Quest Scenario
Designing a quest is not difficult. Sim-
ply double click on the Quest icon in
Workbench. You are given complete con-
trol over all aspects of the game under this

| your game.

Reviewed by Jeffery Scott Hall

termine the type of terrain, what a person
will need to do in order to complete the
quest, attributes of your adventurers (and
enemies), and your choice of six different
bad guys. The manual gives you a full,
easy-to-understand explanation of how to
do this.

If you don’t have the time to build your
quest or have trouble creating your own,
you're in luck. Quest Disk Number 1 The |
Serolls of Talmouth (sold separately)
comes jam-packed with 16 exciting adven-
tures. The quests range from easy to very
hard, and the variety of adventures will
keep you enthused for quite some time.

Summary

I have one minor complaint: your char-
acters all look the same (e.g., you can't tell
your Paladin from a Swordsman). Al-
though your character’s name is displayed
at the upper-right corner of the status box,
it would have been nice to see different
graphics for each race of adventurers in
your group. .

The sound effects in this game are very
good, and the scrolling background is
smooth and quick. Paladin is one of the
best tactical D&D-style games [ have ever
played on the Amiga! The game combines
a unique blend of strategy along with
plenty of excitement.

Achieving Knighthood

* Always protect your Paladin. One of
the best ways to do this is to keep two
swordsmen (in front and back) by him at
all times, for they are the most expend-
able in your quest.

* When you encounter a group of evil

| bad guys, turn your mages and rangers

invisible. Then place them just in front of
(but not too close to) the enemy. This will |
prevent them from either hitting you or
casting a spell, and the rest of your group
will be safe to attack.

* When using Spheres of Deflection be
careful not to cast a fireball in the direc-
tion the sphere is facing, or the sphere will |
deflect most of the energy, and will wound
or kill the members behind it.

* When asked where you want to save
the game, type RAM: and press RE-
TURN. This will speed up the time it
takes to save the game to disk while play-
ing your quest. However, make sure that
you copy the saved game from RAM: onto
a disk before you re-boot, so you don't lose

|
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FADE IN COMPUTER- . % CHECKERBOARD WIPE i SUPERIMPOSED TITLES

GENERATED TEAM LOGOS. REVEALS STAR PLAYER. DISPLAY STATISTICS.

COMIC BOOK EFFECT ” ANIMATED BASEBALL 7DlSSOLVE TO TEAMLOGO AND PENNANT

POPS ONTO SCREEN. FLIES TOWARD VIEWER. OVER FREEZE FRAME. FADE TO BLACK.

Bring Your Home Videos Into

The Big Leagues With
The Commodore Amiga 500.

Team up your video system with the videos with an optional genlock device.
Commodore® Amiga 500 home computer, But the Amiga 500 gives you much more
and you've got professional video produc- than video production power. It's a complete
tion power. home office productivity computer. It plays

The Amiga” has already been amazing arcade games. It makes

used to create special effects for education more fun. All at a price

network TVprograms. Andnow | S that's in anyone’s ballpark.

you can use its 4096 colors and AMIGA So step up to big league home
powerful graphics software to | 500 videos with the Amiga 500. Call
generate 3-D titles...animation 1—800-343-3000, ext. 300, for more

—even sophisticated wipes, . R information and the
fades and dissolves. Then . N nameof your nearest
superimpose them onto your authorized dealer.

Only Amiga Makes It Possible.

© 1988 Commodore Electronics, Lid. Commodore is a registered trademark of Commodore Electronics, Lid. Amiga is a registered trademark and the Amiga logo a trademark of Commodore-Amiga, Inc




M%SUWARE REVIEWS

Empire

Computer: Amiga
Publisher: Interstel
Distributor: Electronic Arts
1820 Gateway Drive
San Mateo, CA 94404

Price: $49.95

nterstel has prominently placed warn- |

ing labels on Empire’s packaging and |
in the manual stating that the game can |
be addicting. Well, if staying up night

| after night until two in the morning (on a

work night!) to play can be considered an
addiction, then Interstel is correct. Billed
as the “war game of the century,” Empire |
places you in the position of commander of |
the Alliance forces. Your mission is to i

| land on one of many unexplored planets

with only a single unit and proceed to con-
quer the world. While placed in a sci-fi
motif, the weapons at your disposal are
quite conventional, and the game could
take place in today’s world. In fact, Inter- |
stel has provided maps of the Caribbean, |
Mediterranean and Southeast Asian
areas.

The world as you know it is initially a

| black screen with several small visible

squares, one of which is a city that pro-
duces army units every fifth turn. The en-
tire world contains over 5600 squares in a
100 x 60 matrix, and you start at a ran-
domly-selected location. As only 20 x 36
squares are visible at any one time, you
use the scroll bars to move around. There
is also an option to display the entire
world as you know it in miniature with
your units in white and the enemy’s in
red. As your forces increase and move out-
ward, surrounding squares become visi-
ble. Somewhere out there, however, the
Krellan invaders (played expertly by the
computer) are doing the same thing, and
soon you're going to meet up.

Your first task is to capture neutral
cities and designate their production. You
have a choice of armies, fighters, trans-
ports (which can carry up to six army
units), submarines, cruisers, battleships,
destroyers and aircraft carriers (which can
carry up to eight fighters). Each takes a
different amount of time to produce, and
each has different movement and
strength factors. While army units initial-
ly take only six turns to create, battle-
ships take 60. You have the option of
switching production at any time, and

Erpire

Reviewed by Steve King
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Billed as the

“‘war game of

the century,”
Empire places you
in the position of
commander of the
Alliance forces.

subsequent units in each city take less
time to produce. One nice feature displays
the map showing only the type of units be-

| ing produced in your cities. In the begin-

ning the game moves rapidly, since you
don’t have many units and there is no en-
emy to fight. In fact you may not meet the

| enemy until the two hundredth turn, but

| time moves quickly on this world.

You will soon discover that the world is
made up of many small islands containing
cities, and the only way to expand is to
produce sufficient transports to carry your
armies. You must also capture neutral
cities on other islands to allow your fight-
ers (which have a range of 20 squares) to
move with you, as they can only land on
carriers or in friendly cities. Once you cap-
ture a city, a window appears where you
can designate which type of unit you will
produce there. As you expand your do-
main, you will find that your initial cities
| may be producing army units which are

relatively useless because there is no-
where for them to go. Switch production to
transports to carry your armies to the
front. One of the most enjoyable aspects of
the game is exploring the world and deter-
mining the most efficient logistics.

While all this may appear tedious and
time consuming, Interstel has employed
numerous techniques to take the drudg-
ery out of warfare. In fact, the sheer sim-
plicity of movement and battle makes
Empire so enjoyable and fast paced. Un-

| like other war games, you don't have to

| worry about different types of terrain (i.e.,
| mountains, forests, deserts) as there are

| only two types in Empire—land and wa-

| ter. There are no multiple-unit attacks, so

it's one on one. The winner wins, and the
loser gets eliminated. Naval vessels are

the exception and may win but also suffer |
damage points which weaken them unless |

they are repaired at a friendly port. You
are given the opportunity to move each

unit on each turn, which can become bur- |

densome once you have many units. To

| minimize this, Interstel has employed sev-

eral unique time-saving functions.

Basic movement is controlled by the
mouse, the cursor keys (four directions)
and the numeric keypad (eight direc-
tions). You can put units on sentry which
means they stay where they are until you

| cancel their orders or they encounter an

enemy unit. This is quite useful when
cities far from the front produce army
units that are waiting to be transported

| elsewhere. You can also use the mouse to

designate a path which the unit will con-
stantly patrol. Or you can order a unit to
proceed in a given direction, and it will

| continue to move until it can go no fur-

ther. This is particularly useful for dis-

patching ships to explore the seas, as they

will travel (exposing the map) until they
hit land or an enemy vessel. Finally, you
can order a unit to proceed to a specific lo-
cation, and it will move there (at its own

| speed) circumventing all obstacles. There

is also a Group Survey command which
lets you draw a box around a number of
units and give them all the same order.
You can direct any naval vessel to “escort”
another, so if six destroyers are escorting a
transport, moving the transport will auto-
matically move the destroyers without

- further ado.

Continued on page 111 |
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F-19 STEALTH FIGHTER will turn your computer into the hottest
flying machine on today’s electronic battlefront. The graphics are
that vivid ... the game play that challenging ... and the realism
that convincing.

Learn the secrets of stealth flying — maintaining a low
electromagnetic profile to evade enemy radar and ‘

s
mastering the tactics that only a stealth pilot dares to " -~

try. MicroProse has painstakingly researched stealth
technology — and we make it real!

R UTA O
JrCchLin miar

You'll discover hundreds of action-packed scenarios in real-
world regions — from a deep-strike mission in North Africa to
a reconnaissance flight over Central Europe. We'll train you in
the basics, but only your skill and cunning can save the day.

Featuring

”" « Carrier and land-based take-offs/landings
' .‘ « Advanced electronics, counter-measures
iy

LY+ Intelligent enemies — land, sea, air opposition
HTER « Realistic flight experience

et of Sighit™

For Commodore C-64/128

Can't find F-197 Outside MD call 800 645-8632, weekdays 8am to 5pm EST
and order by MC/VISA; or mail check/money order for $44.95 for C-64/128.
U.S. funds only. MD residents add 5% sales tax. Free shipping in U.S.;
$5.00 international. Allow 1-3 weeks for U.S. delivery.

! S LATION ®» SOFTWARE

c

: .-'==‘: 2PROSE

180 Lakefront Drive, Hunt Valley, MD 21030 (301) 771-1151
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Until now;
you and your Commodore
could only talk to

eachother —




Welcome to Q-Link.

You and your Commaodore® probably
have a very good relationship. But even the
best relationships need to grow. That's why
there’s Q-Link.

Q-Link connects you with tens of
thousands of friendly, interesting people all
over the country. Share stories, talk shop,
tell jokes, or just shoot the breeze with
them in a whole new way. On your
Commodore.

When you and your Commodore start

talking to the rest of the world with Q-Link,

exciting things start to happen.
Things that are sure to improve

your relationship. Like playing c

the latest interactive, full-
color games. Taking college
courses. Accessing over 15,000
software programs. Enjoying
guest speakers on a wide range
of topics.

- And Q-Link gives you a
direct connection to the experts
at Commodore headquarters as
well as the major software pub-
lishers —a Q-Link exclusive.

There’s so much to do on
Q-Link, it can't all fit into this ad.
For that, you'll need our full-color
program guide, with a complete
calendar of events and activities.
And you'll get that free from
Q-Link every month.

AUGUST

1 MONDAY

A special offer.

[f you don't have a modem, Q-Link will
help you get one at a price lower than
anyone could imagine. For details, take a
look at the attached card, or call
1-800-782-2278, Ext. 1572.

You'll also get a free Q-Link Starter
Kit, including software. It's easy to get

90 Coltectng Dt -
Cows (PO

going and there’s plenty of online support
every step of the way. Like Q-Link support
groups and helpful Q-Guide experts.

Getting into Q-Link.

You'll love being a member of Q-Link.
You pay only $§9.95 a month (and any local
phone charges) for “Basic” service, which
includes unlimited access to the latest
news, sports, and entertainment informa-
tion. Even a full-featured encyclopedia. We
also offer “Plus” services such as
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shopping and travel
reservations for only 8¢ per minute extra.
It's time you and your Commodore got
out and talked to more interesting people

than just each other. And on Q-Link, it
couldn’t be easier.

To join Q-Link now; call:

1-800-782-2278

Ext 1672
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Add new life to your Commodore:



AMIGA SOFTWARE REVIEWS

CubeMaster

Computer: Amiga
Publisher: ASDG, Inc.
925 Stewart Street
Madison, W1 53713

Price: $24.95

CubeMaster, the first attempt at a
game from ASDG, Inc., publisher of

Face IT and the ASDG Recoverable RAM |

Disk, is more than flying around and
shooting a bunch of cubes. As Perry
Kivolowitz (president of ASDG, Inc. and

| principal designer of CubeMaster) states

in the manual: . . . while other games for

the Amiga may be more flashy, in some
respects CubeMaster should earn high
marks for playability and entertainment
value.”

In CubeMaster, you control an astro-

naut whose goal is to clear each screen of

CubeDrones by hitting them with the
beams from a particle cannon. Cube-

Drones come in two sizes and seven colors
| (like spandex™ pants)—each with its own |
| special purpose and effect upon your play- |

er. Hitting large CubeDrones makes

smaller ones, and hitting the smaller ones

disintegrates them. Clear a level by de-

stroying all of the CubeDrones on that
level.

all 100 levels in CubeMaster. This won't

take as long as you might think, however,

CubeMaster is a game in which you
gradually develop skills while playing
over and over again. Don't expect to pick

it up and excel from the start. In this sce-

nario, practice does make perfect.

The first thing you need to know is

what the different CubeDrones do when
' touched or destroyed by your alternate

personality in the CubeMaster world.

your character rotate counterclockwise
and clockwise, respectively. Pushing for-
ward moves your character in the direc-
tion he’s facing by firing forward rockets.

Pulling back activates retro rockets in the

opposite direction you're facing. Pushing
the button fires particle beams. Yellow
CubeDrones will switch all your joystick

| controls around when you touch them. A

cuckoo clock sound means that the con-
trols have been switched. Destroying a

yellow CubeDrone will reduce the time
that your controls are messed up. Try to

A complete game consists of finishing ‘

HEEGEES
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avoid touching these CubeDrones if possi-

ble, because if you're moving very fast,
you will just spin out of control with no
logical way to stop except waiting until
you regain the correct controls for the as-
tronaut or firing your brakes.

Every time you fire your particle can-

non, heat builds up within it. If it gets too |

hot, you can't fire until it cools down en-
tirely. Touching brown CubeDrones in-
creases the heat of your cannon. Destroy-
ing them reduces the heat. Touching blue
CubeDrones reduces the number of parti-
cle beams that you can have in effect at
any given time. The maximum is five
beams. Every time you destroy a blue
CubeDrone, you gain back a lost particle
beam. Light grey CubeDrones reduce
your shield strength slightly when
touched. When you hit them, they change
colors into another CubeDrone.

Red CubeDrones are the most danger- |

ous. Touching one reduces your shield

‘ strength much more than would a light

grey CubeDrone. However, if you destroy

when hit, will split into four small ones,

| whereas large red CubeDrones will split
| into eight small ones. Try not to hit large
| red CubeDrones. Let them change color.

Every time you disintegrate a dark
grey CubeDrone, you are granted the

. Halo of Displacement. This Halo shifts

~ the atoms in your body, so CubeDrones

. pass right through you (but it doesn't last
~ very long.) Touching dark grey Cube-
Pressing the joystick left and right makes

Drones doesn’t reduce your shield
strength either! Finally, green Cube-
Drones are the toughest to get rid of be-
cause they require multiple hits to disin-
tegrate.

There are some general rules regarding

CubeDrones that you must know to fully |

understand what you have to contend
with. First, if an option called “Reincarna-
tion” is turned on for a level, you must
move more quickly. In this mode of play,
the small CubeDrones will change to
large ones if not destroyed in a certain
amount of time. This option increases the

Reviewed by Russ Ceccola

Your goal is to clear each
screen of CubeDrones by -
hitting them with the beams
from your particle cannon.

time you might have to spend on a level,

| depending on how quick your trigger fin-

ger is. Secondly, CubeDrones change color
on their own, so don’t bank on a Cube-
Drone staying a particular color for too

long. Green CubeDrones don'’t change col-

or. Finally, the large CubeDrones have

more of their special properties. For exam- |

ple, a large light grey or red CubeDrone
will take away more shield strength than
would a small one.

To aid you, certain things are revealed

at the beginning of each level. In particu- |

lar, the number of particles you can have
in flight at once and their range is dis-
played. Also, the number of starting
CubeDrones is on the screen. Most impor-
tantly, you are told which of three possible

options that affect game play are activat- |

ed for that level. One of these is Reincar-
nation mode. Another is Equal Mass Re-
