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STAR TRER.

~ STRATEGIC OPERATIONS SIMULATOR B>

And now for our feature presentation: “Star Trek: Strategic Operations Simulator”. This rare Sega gem was never especially popular in arcades
despite the tie-in to the successful series of movies, and it's not hard to understand why: the play mechanics were derived greatly from the
hundreds of “Star Trek” simulators available on home computers, and the format (highly simplified though it may have been) didn't go over terribly
well with a generation of arcade goers weaned on such intense classics as “Sinistar” and “"Defender”. Nevertheless, Sega released several home
versions of the game (hey, when you have a license like “Star Trek”, you don’t waste It!), leading us to the reviews on this page. Special thanks
are extended to Michael Blanchet of the now defunct “Electronic Fun and Games” magazine for his review of the 2600 version of ST:SOS.

ATARI 2600
(REV'D BY MICHAEL
BLANCHET)

Although Sega's home version of
“Star Trek” is a dead ringer of its coin-op
inspiration, its introeduction into the already
glutted home market s academic at this point
in time. Most gamers, no doubt, have already
had their fill of similar first-person outer space
shoot-em-ups such as “Starmaster”, “Phaser
Patrol”, “Star Voyager®, and "Star Raiders”,
“Star Trek”, sad to say, treads on some very
tired ground.

Unlike the four aforementioned
games, “Star Trek" features three different
displays, all of which appear on the screen at
the same time. The uppermost section of the
playfield is a third person overview of the entire
sector. To the left you'll see an information
center complete with graphs that measure such
vitals as shield strength and power levels.
Finally, running along the bottom of the screen
is the cockpit view of the sector as seen from
the bridge of the Enterprise. Here is where
you'll face the Klingons eye to eye.

Although  this  three screen
arrangement looks sophisticated and high-
techy, it detracts from the game’s playability.
The sector map, in my opinion, shouldn't be
displayed at all times. Theoretically, it is there
for reference purposes only, but since it
dominates the playfield, one cannot help but to
look at it. In my case, | only glanced at the first
person screen periodically. Why? All the action
is on the third person screen, The first person
screen then is a useless appendage in this game.

In any game that tries to call itself
"first person” a certain degree of depth of field
is to be expected, “Star Trek” has none to
speak of as the Enterprise cannot really fly per
se. It is locked on a fixed altitude. Since this is
the case you only need to align yourself with a
Kiingon ship and move toward it.

Fans of the arcade game and Trekkies
will no doubt go bonkers over this cartridge.
Be forewarned though- a joystick s substituted
for the responsive array of buttons and knobs
found on the arcade version. To me the
choiceof stick over knob seems senseless since

altitude never varies. Turns are executed by
moving the stick either left or right while thrust
Is initiated by pushing the joystick forward.

This Is one game that hopelessly
straddles the fence between first and third
person contest. Unfortunately, it succeeds as
neither.

CoLecaVisiaoN

Hey, it's all the fun of the first "Star
Trek" without the bad acting, cheesy special
effects, and Willlam Shatner's rampant libido!
What more could you possibly ask for? But
seriously, folks, this is one neat I'll game. It's not
as flashy as the Vectrex versionof "Star Trek”,
but that's fine because this is a closer translation
of the elusive Sega coin-op, color vector
graphics and all.

In case you weren't aware of this
from reading Michael Blanchet's review of the
2600 version, “Star Trek: Strategic Operations
Simulation” Is a fairly diverting hybrid of
"Astercids” and the millions of "Star Trek'-
inspired strategic simulations that were popular
in the early 80's. The interface in particular is
highly reminescent of those primitive text-
based games, with a view screen in the top
right corner and the Enterprise’s current
condition on the left, but thankfully, the tedious
task of entering paremeters has been replaced
with real-time battles which require quicker
thinking and reflexes.

As for the play mechanics themselves,
they're nothing special, and surprisingly
simplistic for a game with the "Star Trek"
license. You scoot around, pick off Klingons,
dock with space stations, and confront the
mine-laying maniac NOMAD at the end of each
sector... that Is, untll the Klingons get wise to
you, turn on their patented "Star Trek"™ brand
cloaking devices, ram the hell out of your ship,
and saunter on home to Quo'oth with Captain
Kirk's smoking toupee as a reminder of their
victory. As is the case with far too many
ColecoVision games, your death is guaranteed
in the later rounds of "Star Trek" since the
enemies either triple in speed or quantity,
making the game literally impossible.

The game fares better visually,

however. Beneath the view and status screens
is a window that acts as a Kirk's eye view of the
action. Engage with a Klingon warship and an
impressively drawn Bird of Prey looms |ust
ahead of you. Move left or right and your view
of the ship shifts accordingly. Fire a few shots its
way and the craft goes supernova In an
explosion not unlike those in jJapanese cartoons.
The aural accompaniment makes quite an
impression as well... the sound effects range
from pleasantly weird to mildly annoying, but
the theme music that begins and ends each
game is worth the price of admission for die-
hard Trekkies, "Star Trek" is head and shoulders
above other overhead space sims for the
ColecoVision, but if you're not a fan of the
show, you probably won't fike this much either.
Anyone who's even mildly interested in the
series would be wise to purchase or at least
download the game from the Internet,
however... it's great "Star Trek" memorabilia,
and best of all, it's much more fun than most
games that have carried the license (like “Star
Trek: Deep Space Nine: Crossroads Of Time",
for instance... phew! Who stepped in that one!?
But, erm, | digress...).

vic-20

| probably shouldn't have expected
much from this conversion. | mean, don't get
me wrong... programmers like Jeff Minter,
Scott Adams, and (to a lesser extent) Tom
Griner have pulled some pretty wild rabbits out
of the VIC-20 before. The problem is, none of
them had anything to do with this translation,
and the programmers who did obviously
weren't interested in making this game as good
as it could have been. It appears to be a
complete translation of the arcade original-
everything from the first-person viewport to
the “Star Trek" theme is intact- but there’s just
no flair to the design, making it nearly as
disappointing as if there had been elements
missing from the arcade version. Also, the
graphics are downright primitive in comparison
to the ColecoVision version of “Star Trek”, and
the slowdown in later rounds is just horrific. It's
a pity, really... the VIC-20 had shown up
Coleco two times with its conversions of



“Gorf" and “Omega Race". Could a version of
“Star Trek” comparable to Coleco's have been
possible |f Sega had hired the right
programmers for the job? The world may
never know...

TI/994A

It would appear that there's a lot
going for this version of “Star Trek"... since
both the TI/994A and ColecoVision have similar
Z-80A processors, you'd expect the game to
be almost identical to Coleco’s outstanding
translation. And “Star Trek" even supports the
TI/994A’s optional voice synthesizer, which in
theory would only add to the illusion of helming
the Enterprise. Unfortunately, what works in
theory falls apart in practice... this conversion of
“Star Trek" is nothing like Coleco's, and the
aforementioned volce Is more distracting than
helpful. You'd expect it to sound like Majel
Barrett’s, since she has after all been the voice
of the "Star Trek” computers since the serles
premiered thirty years ago, but that's just not
the case. Instead, Sega opted to use a generic
voice with a vaguely masculine tone & pitch,
and because it sounds nothing like any of the
"Star Trek" cast members, it could just as easily
have been left out. In fact, this could have given
the programmers more time to improve “Star
Trek™s unattractive graphics and sloppy,
imprecise gameplay, as both are well below the
standards set by Coleco's translation. So in the
end, it's obvious that there's a lot |ess going for
the Tl version of "Star Trek: Strategic
Operations Simulation” than one would
expect...

VECTREX

This is the oddity of the bunch. GCE
claims that this is “Star Trek: Strategic
Operations Simulation”, yet it's nothing like the
coin-op. That's especially strange since the
Vectrex Is the only system capable of a truly
faithful translation of the game... Nevertheless,
if you were a fan of the "Star Wars" coin-op by
Atari Games, you'll probably enjoy “Star
Trek™s flashy 3-D firefights and extraordinarily
detailed enemies. My only real problem with
the game is that there's no exploration
involved... you can aim freely at the various
Klingon and Romulan warships that attack, but
because ne stars fly past your field of view, it
feels as though you're anchored in place. So
much for beldly going where no man has gone
before... Also, the music was apparently
ported from other Vectrex titles, without a
note of the “Star Trek” theme which made the
other games that much more fun to play.
Despite all this, I'd recommend the Vectrex
version of “Star Trek" over the more accurate
but lackluster T1/994A and VIC-20 translations
in a heartbeat. |f you own a Vectrex, you
haven't seen all that the system can do untll you
pick up a copy of "Star Trek",

THE SERIES

STHR TRL)

Capeain: James... T... Kirk... a man who (despite his
speech impediment and thinning hair) is quite popular
with the green space babes.
Coolest Crew Member(s): The only logical choica is
Spock. Leonard Nimoy's portrayal of the eternally
level-headed Vulcan is pure genius,

Lamest Crew Member(sy: Probably Sulu. He sounds
more like a radio deejay than a starship officer. And
what's with that name!? Sure sounds Japanese to me...
Best Episode: What else? "The Trouble With
Tribbles™!

Potent Quotables: Hay, this is the series that made
such quips as "Scotry, beam me up”, and “IT'S DEAD,
JIMUIT'S DEADM!™ household phrases!

Memorable Moments: The bad special effeces! | don't
even think the Power Rangers would stoop so low a
to face off against the dorky reptile in “Arena”...

Weird Cameos: The guy who played Lurch popped up
in one episode as a towering robot.

Safe Predictions: The lowly red-shirted ensigns will die
approximately five mimxes after touching down on any
given planet’s surface. 80% of the cast members from
“Star Trek™ will bloat up like balloons and/or endorse
celebrity psychic lines.

Tricorder Reading: The series had to start somewhare,
but “Star Trek" wasn't as revolutionary as died-in-the-
wool Trekkies would have you believe. If it weren't for
the films, “Star Trek” would have suffered the same
fate a5 other corny 60's science-fiction shows.

THE EXT
GEMEBATHOM

Captain: jean-Luc Picard, the stiff, bureaucratic
Frenchmen (with a British accent?) who first made
baldness a fashion statement.

Coolest Crew Member(s): Smart-alecky engineer
Geordi LaForge, and of course, Commander Data, the
android who despite a high Intellect just doesn't
understand the mechanics of human social behavior.
Lamest Crew Member(s): The crew could just as well
have done without whiny empath Deanna Troi and
bratty ensign Wesley Crusher.

Best Episode: The Q episodes are the most fun,
although I'm dying to see the one where Quark faces
off against Worf,

Potent Quotables: There's aiways “Make it 507, but my
favorite's got to be where Worf commands a crew
member’s wife to “have your (her) baby immediately!™
Memorable Moments: Some of the special effects are
just mindboggling, especially for a series which began in
the late 80's. Also, who could forget Q's gift to Data?
Weirdest Cameos: Whoopi Goldberg's role as Guinan
could be the best acting performance of her career.
Safe Predictions: Picard will always, always, always take
the diplomatic way out of a situation. Wuss,

Tricorder Reading: “Star Trek: The Next Generation™
single-handedly |ustified the franchise and tumned a lot
of “Sear Trek” haters into bonafide Trekkies. The pace
of most episodes is a little plodding in comparison
to"Deep Space Nine™'s, however.

DEER SFACE
NEFE

Captain: Benjamin Sisko, who has played two roles in
the series: an introspective commander struggling
with the death of his wife and his role as the
Federation liason to “Deep Space Nine”, and a captain
with almost as much personality as the razor he wes to
shave his head,

Coolest Crew Member(s): Quark, the conniving
intergatactic troll, and his archrival Ode, played to
perfection by Rene' Auberjonois. |I'm also partial to
Quark’s nephew Nog.

Lamest Crew Member(s): Without a doubt, Quark’s
brother Rom. He's probably the mest inconsistantly
wirittan character in “Star Trek" history!

Best Episode: “The Visitor”. Although you know how
it’s going to end, you can't help but feel for jake Sisko
(brilliantly played by both Cirrec Lofton & Tony Todd)
as his life crumbles around him.

Potent Quotables: It's not even a word, but Odo’s
gutteral “Hrrumfl™ gets me every time.

Memorable Moments: Quark's got some mean one-
liners in “Body Parts™, and that weird gesture where he
wraps his forearms around his head (when Odo just
barely escapes getting blown to bits) totally obliterates
the aftershave scene from “Home Alone™.

Weirdest Cameos: First Ometik'laan (the Jeam H'dar
leader) was also Link from “The Mod Squad™.

Safe Predictions: Expect a plot twist within 20.30
mimnutes after the show begins. Quark will always
concoct a scheme to make profit (illegally), which Odo
promptly fols.

Tricorder Reading: Action, adventure, drama, humor...
there's something for everyone to appreciate in “Deep
Space Nine”, lts widespread appeal comes at a price,
however... it's too easy to guess what will happen next,

YOYAGER

Captain: Kathryn Janeway, the arms specialist with a
hair bun that would make Princess Le:a wince and a
voice straight out of "Gone With the Wind".

Coolest Cast Member(s): The (yet unnamed) Doctor
is basically just a sarcastic rehash of Data, but he i
nevertheless entertaining.

Lamest Cast Member(s): Kes, Kim, Chakotay, etc. etc.
Best Episode: The one where Janeway defeats the
very embodiment of fear. Definately one of the best
endings ever in “Star Trek" history.

Potent Quotables: |aneway to Kim: “You're in
Starfleet, Mr. Kim. Weird's part of the job.”
Memorable Moments: How disappointed | was with
the series after watching my first episode.

Weirdest Cameos: The guy in the fear episode was
none other than Squiggy from “Laverne + Shirley™,
Safe Predictiors: When given the chance, the crew
will always do something incredibly stupid (ie
negotiate with treacherous body harvesters to get an
antivirus for janeway, who can survive withour it).
Tricorder Reading: "Voyager™'s gotten better, but it
still feels like a mediocre attempt to capture the
essence of “Star Trek: The Next Generation™.




James Tibenius Zink
Main Bridge
USS Enterprive NEL-1TI0

Poor Office Paransia!

The Minty Fresh Taste of
Minter...

RE: "I don't know why you never bothered to
respond to my E-mall (couldn't, were too busy,
whatever),,.”

Well, sometimes it is impossible to
deal with all the mail | get. When | got back
from England recently | had 2004 rail iterns, |
have a job | have to do as well, ‘ya know...

RE: "I enjoyed 'Gridrunner” very much. It's
ene of the best VIC-20 games |'ve aver

played.”

Glad you enjoyed “Gridrunner™. | de
not have any problem with people doing
versions of the (Llamasoft's) games provided
that they are for free, non-profit distribution.
Ulamasoft does, hewever, retain the rights to all
commercial implementation of Llamasoft titles.

Cheerz...
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(Yak, aka |eff Minter)

I've beean in fandom for o number of
years and fhis i the fist leffer I've aver
received from a professional game designer,
Ain't that cool? In case you wenen't aware,
Jeffis the creator of both “Tempest 2000" and
“Defender 20007, the games that pul the
Jaguar on the map (brefly..), o5 wel o5 o
varlety of fifles for clder computers such as the
legendary Commadore VIC-20. I'm debating
whether or nof to start wark on a clene of one
of his best gomes for that system,
“Gridrunnes, and his blessing has made that
decision a lifle easler, despite the conditicn
that | distibule it free of charge. Neot that
that™s a big deal, since nobady hos of this
wriling bofthered to register my last two
games... ] In any event, it's great to hear
from someones who many consider to be o
legend In the industry.  Thanks for the

resporse, Jaff, and here's to a speedy releqse
of "Attack of the Mulont Camels” for PC
compaticles!

And Now, “23
Questions”... With Your
Host, Cllip Palisano!

Jes=:

2 Have you heard from Sean Pettibone Lately?
Q: What's the deal with you and fandom? In?
Out?

2 Have you ever smoked crack while reading
EGM?

2 Have | changed rmy mind about Mick Des
Barres?

Q2 What do you get when you cross “The
Laser" with pineapple juice?

Q¢ What the hell happened to “Intelligent
Gamer"?

Q: What is scam-artist Todd Capriotti up to
these days?

¢ What is Yak-boy REALLY up tof

QI 5&M freak Ben Leatherrman still alive?

Q2 Vanilla Magazines?

Q: Vanilla Magazines?

Q: Vanilla Magazines?

Q: Why does the Internet suck?

Q: What if God were a hippie? Would all the
right-wingers who denounce those “pot-
smoking liberals” shoot thermselves when they
started playing “Grateful Dead” tunes instead of
“Arnazing Grace" at Sunday mass?

Q: |s celebrity status getting to retroman |eff
Minter's head?

Q: How would “Mext Generation” be different
If it were written by walruses?

Q: If Acclaim falls and no one hears it, what
sound does it make?

Q: | heard that Aaren Buckner is holed up in a
little wood cabin somewhere writing a 50,000
word essay that he will blackmall EGM Ints
printing. WWhat have you heard? Are his nails
REALLY 8 feat long!

Q. Why is your last name (on the Internet)
listed as Dawson! Are you pulling a Tabitha
Paige on everyone, or did ex-"Family Feud”
hest Richard Dawson rrarry into the family?

J: Speaking of the much-maligned Ms. Paige,
whatever happened to Pat Reynolds, amyway?
Q: If you read “Videe Magic", do you think
theword “Luddite” is accompanied by a picture
of Frank Polosky in the dictionary?

Q: Eric Longdin's fanzine “Splat™; Why is he
doing S+M cover INCOLOR?!

Q: Is Eddie Van Halen NUTS?? The guy from
EXTREME? !

Just a few Qs te ponder while gazing at your
mavel.

Michael Palisanc

My, aran'l we inguisiive? From the
top, we have..

A Mo [not that 'm complaining...)

A As you can lel, |'m an innle

A2 You have to smoke crack before you'd
WAMT to read EGM

A MO [and yes, | realze you were oeking
yourself the guesfion...}

A2 Laser-Savers brand hard candies, now with
recl fruit juicel

Az 1'm guessing the losers at Ziff-Dovis dumbed
it down because their target demographic mo
comprende perodico rlfelgernie.

Az Up to his neck in debt, | hopa

Az He wouldn't tell me

A IF so, would thalt make him  Ben
Leatherwhipsnhondouffsmans
A | prefer chocolate

A strowbermy

Az and mant chiffon

A Obviowsly, we hoven't
Metscape, hove wes

A: Clinical stedies prove fhat marijueano
mutates normal brain cells  inte  fhose
commanly found in iberals

A: Could be. But the demize of Alar could
have an egualy humibing effect

Az Hey, it wouldn't be the first fime a waliis
edited a professional gome magozine

Az Who cares as long as they don't get back
g

A Mot essay... manifesto

A s iy biclogical father's name. Hoven't
hod the guls to legally change i, but 1I'm sure
fhat will change one of these days...

A He's putting the finishing louches on anew
forzine [I've seen the rcugh draff. So for, so
good...). You'l have fo ask him abouf Paige
A Duh... what's a "Luddite™s

A:What is with you and S+M, anyways#

Al It doesn't matter who's the lead singer...
"Wan Haolen" did suck, currently sucks, and
ahways will suck.

been uwsing

Gee, it looks ke I've got space o fill.
Um, wh... how about that Tyson/Heolylield
fight? | guess the crifics were right when they
saoid "the day Tyson loses a malch is the day
Michael Joackson has childrenl"  Arpway,
thanks for vour inferestin GRB... and my navel.



Little Miss Danger Russ...
(From an on-going E-mail conversation)

Oh, you're going over 640K (when
programming “Super Pac-Mon")?

| don't know that lor certain. | doubt it. My
guess s either 1. My computer's losing its
marbles, or 2, I've been nesting oo many
CAlLLed subroutine modules.

Well, every subroutine needs some
memory to save the state of the computer as it
was before being called, so it can return
properly. That could push you over 640K in
theory. Or, if QB is like some other languages,
you should have a seperate code, data, and
stack space. If you're not at 640K yet, you can
up the stack space (big assumption though).

OK, I wasn't following before, but |
think | understand what you're taking about
in regards to subroutines... QB treats modules
like entirely different programs, freating all
varicbles as uwnused unless you tell the
computer fo pass variables tc cther modules
with DIM SHARED, so | can see why the
computer would have to memorize what
weni on in the main modue before entering
the subroufine medule se it could return to the
main medde safely {whew!). Bul | have no
idea how ic keep the datq, stack space, and
source code seperate. This really sucks since
I've discovered that the Quick BASIC
compiler and overlay inker refuses o work
with any program larger than 64K, not 640K as
I'd suspecied (I'm assuming that uncompiled
programs are restricted to 640K). This became
apparent when |'d fried to compile the latest
version of "Pac-Mon”... | had to trim al the
unecessary fat left behind from when the
program was “Super Pac-Mon” just to get it to
fit within the 64K imit set by the compiler. So
much for adding sound card support...

The drawing {of myself as a Ferengl... see the
editonal) doesn't really lock like me, but then
again, Armin Shimerman doesn'! really look
much fke Quark, either,

Like how John Tesh didn't look like Tesh in
Klingon gear?

John Tesh as a Klingonl? Now THAT is scary.
Lemme guess... he drives hisfoes to suicide by
playing his latest CD instead of hacking them
to bits with a bat'lethe

...and | managed to miss the one where Dax
and Worf sleep together. Thought | saw that

coming, but wasn't sure it would ever happen.

You missed "Looking for Par'Mach” in All the
Wrong Places”|? That was one of the best DSF
episodes of the season! Very amusing, which
was a nice change of pace after the non-
stop action of the season premiere and 100th

episode. Bashir's reaction to Quark and
Grika's romantic encounier was priceless|
"I'm no longer asking anyone any questions...
They'll come in, I'll treat them, and that will be
that..."

Hey, if | didn't want characters who got along,
I'd watch the “Voyager" pilot over and over.
Well, maybe the first half.

And in the next hdll, they probably hugged
and kissed and every domned conflict was
resolved in the last fen minutes of the show just
fke It always is on "Voyager"...

That's kind of what happened. They set up a
lot of possibilities of tension only to pretty
much ignore it from then on.

That just figures... geez. If you ask me, that's
even more proof that "Voyager™ was never
necessary in the first place. And speaking of
“Voyager" bashing, here's the king...

Man, The Lanoie Man...

...thanks for the cover! | forgot | even
asked you to draw one, and | still needed a
cover idea when that arrived, so I'm glad it
came when it did. Not to mention that |
actually had forgot{ten) to slam "Voyager”™ until
| saw that cover... heheh. Oh, and on that
subject, I'm glad you like it [uh, it's diverfing,
but "like" may be too strong o word...-ed.],
but | don’t think | ever can. | don’t even want
to get started on “Voyager”, it always makes
me mad. At least you sald (it was) “tolerable™,
not good. With that, perhaps | can agree...

..if you checked out my web page
you discovered it sucks... | just don't really care.
As you said, it's a hassle to make a web page,
but | just find it boring. | love C, BASIC, etc,
but HTML, JAVA, blah blah blah... boring. | still
use Netscape |.|. Why? Because all those
frames are annoying as hell! Press the back
button and you don't go back a frame... you go
back a site. But alas, Netscape is the only
browser worth using.

.."Super Pac-Mon" rocks! The
graphics are great, and | especially love the
“free for all" option. Nice job! One thing you
might want to add: all the ghosts come straight
toward you all the time. How about giving
them a random movement every few blocks to
stop this?

Yes, | actualy downgraded to
Wind'ohs ‘(place a year before this one here; it
doesn't matter which, as the name of this
operating system was only realistic for a few
months, if that), The reasons were of
practicality: |. The little bit of 32-bit code that
Win95 uses makes it a lot faster than Win3.| in
terms of Windows applications (yes, it's actually

faster, |F you have the RAM)... The interface
sucks, yes, and Explorer [Internet or Windows?
-ed.] is the shittiest thing this side of DIR /W

stops me from using Win3.| applications IN
Win95, which | do, and they are faster.

..What!? DS9 may be nearing an
end? ..If it gets canned because of anything to
do with “Voyager”, you'll be seeing my
homicidal raging face on tomorrow’s headlines,
trademark intact: “Crazed Killer Stabs 29
Paramount Executives to Death. Leaves Note:
“I'm Voyaging”

And on this joyous note | now end
this letter,

Alan Lanoie, who wonders If Internet Phone
will ever catch on

Sorry your letter ended up looking
lixe Frankenstein, Alan, but I'm having o
difficult ime squeezing this issue info 14 pages
os it sl Here's what I's gofs te say in
response... 1. JAVA sucks. You con
downlead, zip, and run a clearly superior MS-
DOS game in nearly the fime it takes to load
ond play some mediocre “Spoce Invaders”
rehash programmed in JAVA (IF it loads ot all,
ond that's a big ifl), and don't even get me
started on JAVA animation... 2. It's been my
experience that Win 3.x runs faster and more
reliably on networked PCs than Win%5, Ancd
while older opplcations may run faster on
Windows?5, WIn?5 exclusives ike "Microsoft
Exchange" and the first version of "Microscft
Internet Explorer” are very slow and/or pooitly
designed. 3. As for "Super Pac-Mon", thanks
for the compliments. I've given the monsters
personalities in my latest game "Pac-Men”, sc
pe sure fo check that out. 4. | don't
remember whether Armin (Shimemnan, TV's
"Quark") said that next year or nex! seascn
could be D$9's last. In either case, re-runs
could tide me over in a pinch, but
considering the fact that I've already seen
many of the episodes two of thvee times, I'm
not sure how long they'd stay safistying, And
you're right... “Voyager™ (or, as Pat Reynolds
fkes to call it, "Giligan's Isand" in outer
space) would be a poor substitute. | wender
how long It'll be before they show episodes of
that on “Myslery Science Theatre 3000°...%
Anyway, thanks for the lefter, Alon, and do
keep in fouch!

If you've got something to
say, why not say it here? The next
issue's theme will be "Classic Video
Game Remakes", so send letters of
comment about that topic to...

POST CFFICE PARANCIAL
C/0 JESS RACAN




THE RATINGS SYSTEM;

# Must-Read 1 Caution...
& Good Shtuff @ Don’t Bother
4 NotBad g This Sucks!

DARK SIDL #12
AL RICCITELLL JR.
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Released in October, this issue
of "The Dark Side” doesn't really have
o Halloween focus, but Chris Kohler's
frightening "Earthbound 3! How for the
M&dl” announcement on the cover is
encugh to scare the pants off the most
courageous gamear. Inside is o very
nasty review of "Earthbound™ for the
SMES, and while Al's statement that
“it's the worst game 've ever played
for any systemn” isn't entirely accurate
[he obvioushy hasn't played “Star Ship"
for the 2800, or "Dark Castle" for the
Genesis, or “Super Pitfall” for the NES...).
it is pretty amusing nevertheless., Also
submitted for yowr approval is Al's
omnipresent  wrestling report, an
engaging account of his life as an
upperclossman in high school, and
best of all, a letter from yours fruly
<wicked grin=. TDS #12 isn't as sharp
as previous issues, but alin al (1), it"s sfill
worth the clom and a hall. &

Above + Beyond #6

Tom Donoho

Well, Tom's 'zine is no longer 50

blatanthy “inspired” by Sean
Fettibone's “In Between The Lines"
[which s good)., but there's no

questioning that "Above + Beyond" is
still  somewhat dedvitive of IBTL with

regard to its layoul. | don't know
whether | can foull Tom or Adobe
PagemMaker for this (so I'll just blame
Sean! Heh heh...)., but one thing's for
sure... A+B is a more focused fanzine
than |BTL. with topics more relevant to
video games. Tom issues a heartfelt
plea to game companies to return to
the simpler days of gaming in an
editorial appropriately titled
“Simplicity”. dissects over o dozen pro
magazines, and tops the issue off with
a ton of fanzine reviews. A+B is both
poignant and  thoughtfully written,
making its semi-punk layout seem
peplexingly out of place, ¥

DENIAL #1

Jeff Daniels

Hey, a newsletter devoted to
the VIC-200 | can live with that, Being
the premiere issue (and the first ‘zine of
its kind)., “Denial” is bound to have
growing pains... the layoul's o little
bland, the photos are overly dark, and
the writing could use some polishing.
But if you're even remotely fond of the
home computer  which  maoade
Commodore a household name, you'll
be very pleased with Jefi's reviews of
"Robotron:2084" (yvep, there was a
VIC-20 version of that, belisve it or not)
and "Demon Attack™. This is alsc one
of the few EG fanzines with a game
included... it's o paoge-long type-in
program called “Squeak”, staming a
lab rat which must nibble on plants
while avoiding a shower of
hypodermic needles. The concept of
type-in programs (especially ones as
good as "Squeak"!) adds a lot of
promise to future issues of  this
ambitious publication. &

Video Zone #21
Chris Kobler

“Wheel out the electronic
birthday cake"1? | see Amie renewed
his subscription to the “Cliche' Of the
Month  Club”... Buuwut  comball
“Fandom Scope” review openers
aside, this 3rd anniversary issue is as
one would expect chock full of Chris'
humoraus (smart-alecky?) comments
and scathing reviews. Mot that that's
a bad thing, of course... A_A Spastic
Eohler hits the nall right on the head
with his assessments of “The Art of
Fighting” and "Killer Instinct”, although

“Gamin’ Gossip” (by Nickelmanny Oy
vey...] was a little disturbing, and “The
GMS Test”  (as funny as it was)
indicates that Chiis isn't guite finished
beating the dead horse that is Greg
Mevyers, Good stuff overall, but did you
HAVE to print that picture of "Beat ‘Em
& Eat 'Em"” in your emulator reviews!§
And | thought the Yoshi picture in "The
Dark Side” was bad... &

SnlsCtatieN #15

AZAN ZANEGnY

Alan's bizarre writing style and
desktop publishing software.. two
great tastes that taste great together!
It's nice to have Alan back, and it's
even nicer that you don't have to call
in a cryptologist to read the latest issue
of “Infestation”, since Al got his hands
on a Pentium with all the trimmings
and ditched the Smith-Corona and
that blotchy pen he bought at fhe
Family Dollar. Despite my crappy
reviews [somy, Alan...). this is no doubt
the best issue of “Infestation” yet, Oh,
and did | mention the cool back
cover? The guy who drew that must be
one heckuvan artist... =) &

Digital IPPress #2309
Boe Santulli

They just keep on comin',
don't they® Chris Kohler made the
interesting observation that OF is the
"McDonald's of fandom”. I'd further
this metaphor by calling it the Arch
Deluxe of EG fandom: it's a litile
overhyped, and it won't appeal fo
everyone, but it's meaty, has an
enticing flavor, and comes on a fluffy
potato roll.  Cr something like that,
Anyway, this is  DP's  summer
extravaganza, and it's chack full of all
the usual columns you've come to
expect from the fanzine alongside
such interesting tidbits as the return of
“Fantasmageoria”, staff profiles, and
reviews of some really obscure video
games. If you're a fan of "Digital
Press”, you'll be as pleased with this
issue as you were the other 31,494, &

GAME MAG #24

JON RATCLIFFE

Jon kicks off a two wyear

{Con't Om Last Page)



then diving in yourself to find and defeat the
next boss. Problem is, once you've done this
and attempt to return to your vehicle and the
end of the stage, you discover that the row of
blocks has reappeared, effectively blecking
your passage to Sofia which could be just inches
away. Heh, heh. Thanks, Sunsoft. But that
ireally is a minor complaint, There’s still plenty

Bosconian (MSX)

It's a pity this Namco sleeper never
became as popular as its Williams counterpart
“Sinistar”, because judging from my experience
with the MSX version (or more specifically, the
fMSX version, but that's a long story and one
which I'll discuss in detail in the next issue), this
quirky shooter deserved far more attention
than it ever received in the early 80's. You are
cast as the pilot of the Star Destroyer, a
powerful Galaga-ish ship with the unenviable
task of destroying space stations bristling with
defensive systems. There are two ways to
eliminate these stations: take out each of their
six habitat bubbles, or the more delicate
process of sending laser shots directly into their
cores, As stations are destroyed, your
opposition grows, and enemies begin to swarm
around you in an attempt to distract you from
your mission. Ship formations a'la “Time Pilot”
and spies also appear at random intervals,
awading skilled players with bonus points
should either be destroyed. In other words, it's
your typical shooter from the early 80's, which
is by no means a bad thing... in fact, the ability
to hunt down your enemies is a refreshing
change of pace In a genre inundated with
forced-scrolling blastfests. The mono-colored
sprites are a real turn-off (and quite
unhecessary, judging from later MSX releases),
but that aside fans of the arcade original will find
much to like about this sterling translation, @

STAR TREK: DEEP
SPACE NINE
(GENESIS)

I've had to put up with more than my
share of generic, uninspired, and outright
terrible Genesis games in the last two years
thanks to Sega's disastrous mishandling of the
system, but “Deep Space Nine" is insulting to
me as both a Genesis fan and a DS9 fan, and
that is just inexcusable. None of the charm and
charisma from the series is captured in this no-
frills side-scrolling adventure... although there's
a little dialogue, the characters look exactly
alike save for some barely distinguishable faces,
and the bulk of the game concentrates around
Sisko's having to perform ridiculously menial
tasks like diffusing Bajoran grenades left
scattered around the station. This wouldn’t be
quite so bad if it weren't for the lousy control

and confusing play mechanics... it's overly
difficult to drop down from one ledge to
another, the weapons selection system is
needlessly complicated (owners of the six
button arcade pad should have been able to
select items on the fly, since Sisko can only hold
three of them, but they too must hold down
the C button to access thelir tricorder or phaser
pistol), and punching is as futile as Dole’s bid for
the presidency in 1996. Needless to say, |
don’t recommend this to fans of the series, or
for that matter, anyone else. ©

Cosmic Crisis (Colecolision)

“Cosmic Crisis"... “Space Panic"... get
it? I'd like to say that there was no need for the
Bit Corporation to release a shameless done of
this unpopular “Lode Runner” ancestor, but |
honestly can’t, as this improves upen Coleco's
translation of “Space Panic” in several crucial
ways. First, the graphics are far and away
better than “Space Panic™s... the title character
is larger and more detailed, and so are the
various aliens he's sworn to destroy, The
sound effects are much less annoying than those
in “Space Panic”, and “Cosmic Crisis™ control
is more reliable as well. Despite all this,
“"Cosmic Crisis" doesn't hold a candle to the
ultimate ColecoVision game in this genre, “Mr.
Do!’s Castle", so | recommend you buy or
download that first. ®

Blaster Master (NES)

One of the games that set the
standard for the NES, “Blaster Master” still
holds up fairly well for its age, with wonderfully
detailed backgrounds, solid control, and a quest
as long as the game’s various bosses are
gigantic. Everything about this game was way
ahead of its time, although on the other hand it
did have its annoying quirks... there's too much
backtracking required to get to the later stages,
and in some areas it's very easy to stick yourself
into a predicament from which there is no
escape. Take the water stage for instance. You
start out on a small island |ust above a vast
ocean, and since Sophia (your character's
wheels, not the old crone from “Golden Girls™)
cannot reach the surface of a body of water
without stepping stones, you naturally keep her
as close to that island as possible, taking Sophia
to a serles of blocks that only she can destroy,

— of good 'ol fashioned gameplay here for those

of you sick of the mindless 3-D games so
prevalent on today's systems, so check it out
when you've got the chance. ®

DUKE NUKEM 3-D (PC)

Speak of the devil... in case you
haven’t already gotten tired of "Doom” clones
for your PC, here’s “Duke Nukem 3-D", a very
loose sequel to the side-scrolling “Duke
Nukem" series of games. There’s not a whole
lot of differences between this and “Doom”,
“Wolfenstein 3-D", “Blake Stone”, etc. but
there are several nice touches which set it apart
from those games. For instance, there was
more effort put into making the rounds more
distinct and believable than those in "Doom"
and especially Wolf 3-D... it feels like you're
actually exploring a world instead of a maze
with cardboard walls, as sections of the playfield
don't just disappear once you've completed
them, You can actually look out the windows
of a five story building and see the city streets
below, where you'd began that particular
round. The realism doesn't stop there, folks...
the bulldings themselves have multiple rooms
including bathrooms, prison cells, and arcades
(!). and like in real life, they have true definition,
quite unlike the box-shaped structures of Wolf
3.D. You can even blow up items inside these
rooms to reveal hidden areas or ambush
enemies, although regrettably some of them
(like the urinals in the bathrooms) are texture-
mapped to the walls and don't look all that
convincing. Put simply, "Duke Nukem 3-D"
offers everything you could possibly ask for in a
"Doom” clone... that is, if you haven't already
had your fill of them. @

Galaxian (ColecoVision)

When I'd first gotten this game, | was
amazed at how close it was to the Namco
original... from the arcade-style font and
smooth gameplay to the beautifully animated,
multi-colored enemies, it was hard to believe
that a translation of this quality was possible on
a system so plagued with lousy coin-op
conversions. Now that | own Dave Spicer’s
arcade game emulator and the ROMs required
to run it, | appreciate Atarisoft’s translation of
“Galaxian™ for the various subtle ways it differs
from Namco's classic... it's got a really nice title
screen (which is conspicuously absent in the



arcade version of “Galaxian”...), and the game
itself is far more forgiving on the ColecoVision
than it was In pizza parlors and laundry mats.
Believe me, If you can't find a copy of Spicer's
emulator and the arcade ROMs necessary to
play “Galaxian” on it, this is a more than suitable
alternative. @

Bucky O’Hare (NES)

I’'m still not certain what Konami saw
in this license and "Cowboys from M.O.O.
Mesa"... | mean, sure, they both became
cartoons (which were both canceled before
their second seasons), but who could possibly
find the appeal in gun-toting bovines and a lime-
green rabbit who thinks he's Hans Solo?
Anyway, this is as good a game as a character
like “Bucky O'Hare" deserves, and there are
actually some bright spots in this rather obvious
clone of “Mega Man" (ie the graphics are well
detailed and you can discover and play as
multiple characters, including such oddities as a
one-eyed R2D2 wannabee, an empathic cat,
and what appears to be Daffy Duck's mutant
space pirate cousin). There are also a lot of
frustrating sections such as a mine-cart ride

growing walls of flame (if this sounds familiar, it
should... remember QuickMan’s stage in “Mega
Man 2"7) which add tarnish to the polished
graphics. If you can find this game for around
five bucks, pick it up... if not, you'd be better
off downloading a free copy of "Jazz Jackrabbit”
{another side-scrolling action game with a green
space bunny as the star.., who'd have thunk it?)
from the Internet. ®

€T Phone Home
(Atari 400)

Oh, joy and rapture. Another game
based on what could possibly be the most
formulaic, emotionally manipulative film of all
time, “E.T." Apparently, Atari didn't learn its
lesson from the resounding failure of “E.T.: The
Extra-Terrestrial” for the 2600, because this is
even worse... as Elliot, you've got to assemble
the pleces of a telephone left scattered around
an ugly playfield while avoiding stick figures
(CIA agents and scientists, assumably), then
take each plece home so everyone's favorite
wrinkly freeloader can call his fellow aliens
which then proceed to blow up the White
House and get their asses kicked by the Fresh
Prince of Bel-Air. Oops, wrong overhyped
cookie-cutter sci-fi film. | mean, so E.T. can call
his ugly little friends and leave the planet,
yanking on everyone's heartstrings and making
Steve Spielburg a multi-millionaire in the
process. That's better. Anyway, after you
assemble the phone, E.T. croaks “E.T. Phone

Home" in the world's worst digitized voice,
then sets out on his own to find his ticket off the
planet while avoiding the above-mentioned CIA
agents. Oh, the excitement. With its primitive
graphics, limited sound effects, and dull,
simplistic gameplay, only one thing can be sald
in “E.T. Phone Home"'s favor... it's faithful to
the license in that both it and the film suck
donkey. ©

MATIIX (ViC-20)

Games like this Jeff Minter gem make
me remember why | thought so highly of my
VIC-20 as a child. "Matrix" Is the sequel to
Jeffs  popular  “Centipede”  derivative
“Gridrunner”, and Its more imaginative play
mechanics and incredible scrolling graphics
make it even more fun than its predecessor
(and I'm not |ust saying this ‘cuz Minter himself
sent me mall,.. ;). Yet, there are flaws in
“Matrix" that weren't in "Gridrunner”... the
title screen describes in surprising detall an
ongoing war which you must win by freeing the
game's twenty grid sectors, but once you beat
them all, you're not given an ending and worse
yet are stuck in the last round until you lose all
your lives. The artwork isn't as slick as
“Gridrunner"’s either... the serpentine bolts of
energy appear to be identical to those in the
first game, but your gun and the pods scattered
throughout each sector lack the attention to
detail that you'd expect from the sequel to a
game as amazing as “Gridrunner”.
Nevertheless, “Matrix” is outstanding in its own
right and comes highly recommended. ®

Yar’s Revenge
(GameBoy)

The timeless war between the
benevolent Yars and the sinister Quotile
Empire continues... on your GameBoy!? |
know, | know... | should give the designers
credit for their devotion to this groundbreaking
2600 title, but | can’t think of a less appropriate
system to port "Yar's" to than Nintendo's
portable torture device. “Yar's Revenge” was
by its very nature a raw, blindingly colorful
game, and the GameBoy, with its four shades of
gray and unnervingly cheerful sound processor,
is |ust not suited to reproducing its intense
atmosphere. The gameplay suffers in this
translation as well... the Quotile’s protective
walls don't repel your Yar properly, and worse
yet, the screen scrolls, making it Impossible to
keep tabs on your weapon status and the
Quotile simultaneously, Despite a scanned
image from the “Yar's Revenge"” comic book
and some palatable title screen music, the
GameBoy version of "Yar's” remains a pale
imitation of the game which inspired it . ©

Mega Man (NES)

There have been many sequels (too
many, if the “Mega Man X" games are any
indication...) to this revolutionary side-scrolling
shooter, but the first “Mega Man” remains the
most memorable of these games because |. it
stretched the limits of its host system further
than any other early NES release, and 2. It has
a chrome-plated, serious style of artwork that
sets it apart from the other games in the series.
| guess that's probably why people think I'm
Insane for considering this the best of the
“Mega Man" games, but to me, the cold,
metallic look gives the game a sense of urgency
and impact that the sequels just don’t have. For
instance, there have been many characters
throughout “Mega Man™s history that have
attempted to replace the huge one-eyed
sentinel that guards each bess' hideout in the
first game. In my opinion, all of them have failed
miserably to reproduce the sense of dread that
arises from being cornered by this bizarre
monstrosity. | still get a chill down my spine
whenever | hear the metallic clomp of Big Eye’s
lone foot beating against the ground, making its
way towards my character in an attempt to
squash him flat. People also seem to think that
the sequels improved upon the first “Mega
Man" visually... but is that really the case?
Certainly, the bosses were larger, and the
enemies were cuter, but they weren't
necessarily more detailed. Moreover, many of
them were drawn without a hint of light-source
shading, making them look more like anime'
characters than actual machines. Where's the
realism in that? | dunno... I'm not saying that
the other “Mega Man"s weren't good; | just
feel that the game that started it all hasn't
gotten the respect it deserves. @

WipEouT
(Playstation)

I'd be remiss to release a sci-fi
themed issue of GRB without at least
mentioning “WipEouT", so here goes... yes,
this futuristic racer is as impressive as the pro
rags and Mike Palisano have claimed, but only
on a purely aesthetic level. Unfortunately, it's
just not as fun to play as it is to watch. The
CPU-controlled opponents are skilled to the
point of perfection, which becomes even more
aggravating when you can't accurately control
your own craft to save your life. No matter
how good you become at compensating for
"WipEouT™'s clumsy contrel, you never seem
to be able to stop yourself from crashing into
the guard rails or missing your fellow
contestants with one of the many useless
weapons scattered around the track. Like most
Psygnosis games, you can't help but admire



“WipEsuT™s  Incredible artwork, but its
frustrating, imprecise gameplay will absolutely
drive you nuts. &

Area 51 (Arcade)

| had mo interest whatsoever in this
game after watching its attract mode, but
nevertheless forced myself to play it after a
dumbfounding recommendation by my
brother, a former devotes of SNK's “Beast
Blasters® and Taito's “Operation Wolf".
Although | wouldn't say that | was wrong to
avoid it, | now understand what he finds so
appealing about this mildly entertaining
blastfest. “Area 5|™s primary attraction is Its
constantly changing 3-D' perspective... most
gun games scroll from left to right, but “Area
31" puts you in the center of the action with a
playfield that scales in and pivots like the
dickens, without the rough polygons of "Virtua
Cop”™ or the blocky texture-mapping of
“Doom”. The guns themselves are another
highlight... they're light, fit comfartably in one’s
hand, and are reasonably accurate (although the
designers saw fit to seal the game screen in a
large cabiret to prevent players frem being, er,
a little too accurate, if you get my drift...).
Other than that, there's not much that can be
sad in “Area 51™'s defense... it's certainly fun,
but if you're locking for revoluticnary graphics,
gameplay, sound, etc. you won't find them
hera. @

_WMMH{.V; OF r'/ NG /J

I remember the hype that
surrounded this game when it was one of the
Super MES's initial releases... "Wowee! Loak at
all that gloriaus sealing and retation (never mind
the fact that it's easier to get a pilot’s license
than to control the characters...)! You'll never
see anything like THAT on the Genesis!" Oh,
blew me. Anyway, | den't knew whether
people have come to their senses or all of the
ME&4's other releases have been overshadowed
by "Super Maric &4, but mercifully,
"Pllotwings 54" hasn't been nearly as well
accepted as its predecessor. There's no doubt
inrmy mind that P64 is a better garme, however,
and that's not ust because the visuals are a hop,
skip, and a light year ahead of “Pilotwings™ ...
the analog thumbstick adds the allimportant
element of precision control to what is after all
a pared-dewn flight simulater |, and the complex
level structure gives players an incentive to
forege the game's various objectives and
explore its vast, detaled landscapes. Still, many
of the first game's annoyances have been
retained in the sequel... it's still too easy to
crash imte the ground while using the
pedicoptor, and some of the events are too
demanding, given their difficulty and the

player's tendency te overcompensate for
mistakes. Ewen at its current size, there are
better games in the N4 software library than
“Pilotwings 64," althaugh frankly, P&4 is more
fun than the eye-catching but terminally dull
“Wave Race 64." &

SHATTERHAND
(NES)

After several resounding commercial
failures {remember “Shadow of the Minja™ or
"Abadox"? OFf course not..), Natsurme finally
hit the nail on the head with this entertaning
side-scrolling action title. You are the macho,
bionically enhanced scldier Leonard “Pee Wee"
Herman, and ysur mission is to foil an evil
dictator’s plans of world domination by, er, uh,
beating the crap out of his minions or
something like that. Sorry, | didn't pay much
attention to the Instruction booldet.  Anyway,
Harrman is armed with a pair of iron fists which
allow hirn to literally knock human opponents
offscreen, and can call upen one of several
robots for protection ence he assembles them
from parts spread throughout each of the
game's six rounds. Even better, if he can
assemble the same robot twice, Herman
merges with his creation to become an
unstoppable super mech for about ten seconds.
The game's plot and play mechanics reek of
familiarity (you'll be hard-pressed to find
something in “Shatterhand” that hasn't already
been done to death in “Ninja Gaiden”, “"Mega
Man®, or “Castlevania™), but there’s ne
contesting the fact thar “Sharterhand” was well
dene, with graphics and sound that are on par
with the best the MES has to offer. @

Puzzle De Pon
(Neo-Geo)

Replace the cutesy bubble blowing
dragens from "Bust-A-Move” with a squeaky-
veice little girl and its vibrant cotton-candy
backgrounds with a high-tech astrological motif
and you've got “"Puzzle De Pon”, the latest ina
long line of sequels, derivatives, and outright
rip-ofis of Taito's popular puzzler. “Puzzle De
Pon" is certainly better lecking than “Bust-A-
Move", with startlingly realistic playfield
objects, and it does have add a twist to the
BAM engine in that you've got to release plates
trapped within fields of bubbles, but without
the “Bubble Bobble"” characters there's just
something missing. Mevertheless, it's just as
engrossing as “Bust-A-Move”, and with so
much potential play time for one meashy
quarter, it's the best deal you'll find in the
arcades next to “Klller Instinet 2°. @

Killer Instinct 2 (Arcade)

This one's actually kind of a stretch as
a choice for a science fiction video game, since
technically, this takes place in the past, well
before the first “Killer Instinct”. It seems that
dumping Eyedol into that pit ef melten metal
wasn't such a good idea, as his destruction
literally ripped the fabric of time, sucking
Llratech Corporation and most of the cast of
Kl into the past. Being the iniquitous
conglomerate that [t is, Ultratech takes
advantage of the situation by conquering most
of the still-primitive world and designing a new
Fulgore prototype to defend iself from
potential dissidents. They obvicusly didn't
design him well encugh, because KIZ is
ludicrously easy for an arcade game. “How
easy!” ‘Well, | consider mysell an average
“Street Fighter 2" player and wel below
average at "Killer Instinct”, but | was able to
play KIZ frem beginning to end with one credit,
playing as a character I'd never tried before and
using a joystick that had a tendency to stick. |
pity anyone who has mastered the combes
from the first Kl... If it weren't for the barbarian
Tusk, this game wouldn't pose an even remote
challenge to them. But the difficulty (or lack of
it!) really isn't an issue for me- in fact, |
appreciate that | get more garme for my money
than | had with the first "Killer Instinct”. What's
important is that KIZ improves upon its
predecessor in a number of ways.. the
gameplay is far more responsive, and there are
a lot of neat graphic flourishes which add
considerably to the game’s visual appeal.
Cwerall, | feel that Kl is a great intreduction to
the series for novice players, but experienced
garmers will probably want to stick with the
original if just for its more formidable Al. @

PENGO
(Gmﬁsis Dmloiqpe)

Ok, so this really has nothing at all to
do with the therme of the issue, but hay, |
promised you a “Penge" review, so that's
exactly what you're gonna get. |'d hoped that
this would be a sterling translation of Sega's
charming arcade garme with improved graphics,
but that just isn't the case. This, er, version of
“Pengo” has far more In common with Hudson
Soft’s “Bomberrman” series, replacing its bombs
with ice cubes and crystals and the trademark
“Bomberman” enemies with snowmen and
walrus-like seals (which this wag has dubbed
“Arnies”). | have the distinct feeling that Sega
designed this as semething to fall back on in
case negotiations for “Mega Bomberman™ fell
flat... Fortunately, a Genesis varsion of
“Bormberman” did become a reality, and while
that garme ks not without its flaws, it bears Sega's
shameless clone hands down. @



Luckily for you, | don't have
enough room to write an opener, so |'ll just
let you know about a helpful service that
many libraries offer their members. The
interioan program allows you to search for
literature in a large cooperative of libraries,
at little or no cost to you. It's the easiest
way to find the books reviewed here, so by

all means ask your local library about it.
Now back to CBS Storybreak...

The Winners' Book of Video Games
Craig Kubey
Warner Books
270 pages

Despite the author’s fondness for
the word “awesome”, and the constant
reference to the saucers in “Asteroids” as
Wally and the Beaver, this is a pretty
entertaining book. Craig's coverage of
arcade games is top-notch: it's both
informative and  humorous,  with
entertaining sidenotes (for instance, the
author goes into detail about a trio of
donut shop employees who designed
several “Pac-Man" patterns. I'm still not
sure why, but the additional information is
entertaining nevertheless) and plenty of
opinions to go around. The home game
reviews are equally inspired... Craig (like
most dlassic game collectors) is not
especially fond of the Magnavox Odyssey?,
and he isn't afraid to make that abundantly
dear with scathing and absolutely hilarious
reviews of "Computer Golf!" and “Alien
Invaders: Plus!” (or as he calls them,
"Computer Golf?” and “Space Invaders:
Minus!"). All is not perfect with “The
Winner's Book of Video Games"- Kubey
wastes time with a video game quiz
(although the question about George
Plimpton was pretty funny) and he
occasionally makes comments that are
alternately patronizing and tasteless- but
overall, the book is still worth reading. ®

Score! Beating the Top 16 Video Games
Ken Uston
Signet Publishing
194 pages

I'm telling you, people, this book
is da bomb. | loved reading “Score!” as a
child, and surprisingly enough, Ken Uston’s
authoritative guide to arcade games has
only improved with age. All your favorites
from the early 80's (and a few obscurities,
such as “Star Castle” and “Make Trax") are
covered in prestine detail here, with
strategies for both novice and experienced
players and an Incredibly helpful “Video-
Graph" which gives readers an idea how
well they're doing at all sixteen games
(according to the graph, I'm an expert at
“Pac-Man" and “Ms. Pac-Man”, and a
novice at “Donkey Kong"... c'mon, the
arcade version is hard!). The writing is
typical of Ken Uston- intelligent with a
reserved sense of humor- and even the
interior artwork is helpful, with deanly
drawn game screens and control panel
layouts for each title. Here's the bottom
line: if you regularly play older arcade
games, or even their ColecoVision, 5200,
or Vectrex counterparts, you've gotta have
this book. It's that simple. @

Ken Uston's Guide to Buying & Beating
the Home Video Games
Ken Uston
Signet Publishing
675 pages (wow!)

Despite Ken Uston's dilligence in
compiling a huge list of reviews of games
for every programmable game system
released In the late 70’s, this guide comes
up short for a variety of reasons. First, it's
very old, so only the 2600, Odyssey?,
Astrocade, Fairchild Channel F, and
Intellivision are covered. The ColecoVision
and 5200 are mentioned in passing, but (if
this is any indication as to how old the
guide really is) neither are given definate
names. Secondly, judging from the
reviews, it appears as though Ken has
never met a game he didn't like... even
Todd Fry's horrific translation of “Pac-
Man" and just about every game in the
Fairchild Channel F library were spared
hostile reviews (I'd like to see Joe Santulli's
reaction to that!). It's ridiculous! Don't get
me wrong- | have the highest respect for
Ken Uston's work, but | just can't
recommend this. @

How To Win At Video Games: A
Complete Guide
George Sullivan
Scholastic Publishing
175 pages

| wasn't terribly enthused about
“How To Win At Video Games", but if
you're desperate and can't find any of the
other books I've reviewed, you might want
to give it a try nevertheless. George
Sullivan dedicates most of this Scholastic
release to popular arcade games from the
early 80's, but there's a little home game
coverage as well (it's not good coverage,
mind you, but it's there). Also submitted
for your disapproval are a list of excuses to
use at your favorite arcade (which was
shamelessly ripped off from Ken Uston's
“Mastering Pac-Man"), a video game quiz
(hopelessly outdated, even as a test of your
knowledge of the oldies), and some other
odds and ends which are of negligible
value. The writing is merely adequate, and
the pictures (draw representations of
actual game screens.. yeech!) are
lackluster, but to its credit, “How To Win"
isn't patronizing, and the arcade coverage
is somewhat informative. Still, you won't
find anything in this book that Craig Kubey
and Ken Uston haven't already covered in
greater detail. ®

How To Win at Nintendo
Jeff Rovin
St. Martin’s Press
147 pages

Arguably the first unofficial guide
to the Nintendo Entertainment System,
this little black book adequately covers a
wide variety of games for that system, but
generally pales in comparison to
Nintendo’s own full-color guide which was
released at about the same time. There
are a wealth of tips, passwords, and
strategles for the games covered in “"How
To Win", but without pictures or maps,
adopting the strategies listed for complex
titles like “Solomon's Key" is next to
impossible. There are brief reviews at the
end of each section as well, but they too
are of little use to players, since it's obvious
that Rovin holds back in his appraisals of
bombs like “Friday the [3th". Overall,
“How To Win At Nintendo” Isn't a
complete disappointment, but older issues
of “Nintendo Power” remain a better
source of NES information. ®
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After endless defays, Windows95 hit the PC
riarket just in time to deserve its trendy title. It's now
1997, and despite flaws in the operating system that
have required two updates to repair, most PC users
have made the switch from Win 3.x and MS-DOS to
Win95. Was the breskout success of Windows95 due
to an aggressive ad campaign and the public's blind trust
in technological "progress”, or are there enough
genuine improvements to the Windows engine in
Win95 to consider it an intelligent purchase? Yes,
Truch is, while the latest version of Windows offers
users a more intuitive interface (with, surprise, surprise,
plenty of features stolen from Apple's System 7.0) and
smocther DOS performance, Its extravagant hardware
requirements and bug-ridden design makes parting
with Windows 3 x a sweet sorrow,

One of the most aggravating things about
Win95 is that its features sound great in theory but
don't always work in practice. Take its set-up program,
for instance. It graciowsly offers to detect hardware
add-ons for you, only to wam you that “Windows may
leck up while detecting hardware. |f there is no hard
drive activity for several minutes, reset and try again.”
Believe me, it's not just saying that to be cautious... it
happens. Even if the set-up program works, there's no
guarantee that Windows95 will. “Out of Order” signs
are peppered around the computer lab at my local
college, and the culprit is almost always Win95. That's
inexcusable when you consider the number of
computers which worked perfectly with Windows 3.x.

As for the claim that MS-DOS applications
and oider Windows programs work better with
Win95, i's true... sort of. Win95's 32.bit processing
adds some zip to software written for older versions of
Windows, but they won't always work property under
the new environment. The same goes with DOS
applications. Most of them will work just as well from
Win95 as they would in MS-DOS, but games and other
programs with graphics must still run in a full screen,
and games which use both high and low resolution
graphics have a peculiar habit of crashing Windows.

The verdict is still out on Windows95... is it
worth the $90, and moreover, the time it takes to
learn a new operating system? It depends. If you're
considering the investment just to take advantage of
Microsoft’s Win95 exclusives, forget it.. they're
inferior to products by competitors like Qualcornm
and Novell. However, novice computer users may
take to Its speedy DOS performance and similarities to
Apple’s notoriously friendly MacOS series. If you do
upgrade, just keep an older version of Windows handy
in case your new operating system spites you..,

MICROSOFT INTERNET EXPLORER

This is a tale of two programs, Microsoft

Windows 95:
These Clouds
DON’T Have

Silver Linings

Internet Explorer |.0 and its much-improved offspring,
version 3.0, Although MSIE 3.0 is the latest update and
can be downloaded from the Microsoft web site at no
cost, it's worth taking a look at the original simply
because Microsoft has foolishly included it with current
Win95 upgrade packages. What can | say? In direct
comparison to Netscape 1.0, MSIE 1.0 falls flat on its
face in performance and visual flair. With its shameless
lack of features and an interface replete with tiny,
simply drawn command buttons, you can't help bue
suspect that Microsoft punched Intemet Explorer out
in a week to cash in on the increasingly trendy and
potentially lucrative Internet. Thankfully, MSIE 3.0
appears to be more of a complete overhaul than a
simple update. lts graphics are a vast improvement
over 1.0's, and there are a wealth of helpful programs
incduded that even the latest version of Netscape
doesn't offar. Not bad for a freebie, eh? If you're
itching to get on the World Wide Web and you're not
interested in paying for a web browser (you cheap
bastard!), MSIE 3.0 should more than suit your needs.

MICROSOFT WORD

In its own right, "Word" is a fine word
processor with plenty of options... you can import
artwork and text from a variety of formats, aign and
spell-check paragraphs on the fly, and even add frames
and columns to pages. In the all-important categories
of user friendliness and ease of use, however, “Word"
doesn't hold a candle to its main competitor, Novell
“WordPerfect 6.0" (and the more recently released
Corel “WordPerfect Suite 7.0). Two wonderful
examples of this from my days as a computer lab
assistant spring to mind... the first involvad a young
woman who'd needed to create a relatively simple
document. She'd made the mistake of choosing
“Word" for this task, and had no idea how to format
the first few lines of the page. |'d suggested using
"WordPerfect"” instead, and after a brief explanation of
its mechanics, she took to the program like it was
designed just for her. Another, older woman had
similar problems with “Word", but didn't have the
option to use another word processor because her
assignment had specifically requasted it. | had to take
her through nearly every step of her project! Veteran
computer users will have considerably less trouble with
“Word", but it doesn’t really matter, “WordPerfect”
isn't just easier to use than “Word™... it's better.

MICROSOFT EXCHANGE

Sure, “Microsoft Exchange™ allows you to
send integrated Email messages complete with multiple
fonts, embedded images, and voice, but there's a catch,
Wait... make that several catches. The worst of these
is ME's absurd loading time. It can take you upwards of

two minutes to actually read your mail after clicking on
Win95's In-Box icon if your PC is networked... contrast
that with the almost instantaneous load time of the PC
version of Eudora Light and you've got a serious design
fiaw that even staunch Microsoft supporters can't
ignore. Next on the list is Exchange's unattractive, no-
frills interface. For a program that takes so long to
load, you'd expect Exchange to offer the user more
than two measly windows filled with non-descript
folders, but sadly, that's not the case. Finally (and this
s most important), Exchange's advanced formatting
features are completely useless if Email is sent to or
from one of the dozens of Email readers on the
market, In the end, you'd be tempted to brand this
with the time-honored cliche' “you get what you pay
for”, but in true Microsoft fashion, this Win95 freebie is
actually a step down from other freeware Email
programs, like Qualcomm’s Eudora Light.

MICROSOFT BOB

One of Geeky Gill's most dismal failures
was this condescending GUI, a “revolutionary™
integrated software package which was supposed to
make PCs easier and more fun to uwse. Uh, right. |
guess that perfectly explains why | couldn't do a
damned thing In this graphically overloaded mess after
having learned Windows 3.x with relative ease.
Apparently, the designers had forgotten that the term
“computer illiterate” was a figure of speech, so they'd
done everything within their power to keep the user
from reading text prompts. The result? You'll be left
stranded In the opening screen, desperately clicking on
everything and having inane, cryptic conversations with
“Bob™s cast of animal assistants until you either press
control, alt, and delete (the traditional PC panic button)
to escape or miraculously find a way out on your own,
So much for “Bob’s “ease of use”. If you're desperate
for a simple way to use your PC, you can take your
chances with Boob, er, “Bob”, but in the end, you'll
find it far wiser to bite the bullet and learn to wuse
Windows.

MICROSOFT VISUAL BASIC 3.0

Finally, a Microsoft product that's not
overshadowed by another, far superior piece of third-
party software. “Visual BASIC" & an exciting way to
design your own Windows-compatible programs...
once you understand its basic mechanics, the design
time for programs is surprisingly short, and as an added
bonus, everything from the fonts on the control
buttons to the colors of the windows themselves can
be customized. This is a refreshing change of pace
after pusting up with years of dull, utilitarian Windows
applications... However (you could see this one
coming from a mile away, couldn’t you?), “Visual
BASIC" is tough to leam if you're a veteran of Quick
BASIC or another text-based programming language.
There's as much dropping, dragging, and dicking a
there is typing, and this can be very disorienting if
you're not familiar with object-oriented programming.
Also, programs written in Vis BASIC- even compiled
ones- will not work In Windows withouwt a DLL file
supplied with the program, so you can forget about
distributing your best creations to friends without
including the .DLL along with them, Even with these
flaws, "Visual BASIC" is a great way to design
averything from simple calculation programs to huge
on-line reference guides. Now all they need to do is
release a game designer's edition with the graphics
commands that made Quick BASIC so fun to use...







