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CHIPS & BITS

PO BOX 234 DEPT 10134 ROCHESTER, VT 05767

‘DOOM 2’ The se-
quel to the award-
winning DOOM.
Offers more levels,
more demons,
more weapons,
more excitement
and a whole new
story line! Stunning
graphics, pulse-
pounding action
and intense game-
play make this the
ultimate action
game. For up to
four players using
a LAN. $44

‘THRUSTMASTER
F-16 FLCS’ A ver-
satile stick with vir-
tually unlimited pro-
grammability. It
looks and feels like
it was ripped out of
the jet. The uitimate
edge for any flight
sims. Offers a grip
modeled after the
F-16 Fighting Fal-
con, four 8-way hat
switches, and a dual
stage trigger. Also, 3
strategically placed
buttons. $117

Call 800-699-4263 Int'l 802-767-3033 Fax 802-767-3382 Source 10134

OVERNIGHT SHIPPING in US $4 per order.

Mail to Canada, PR, HI, AK, APO, FPO $4

per order. Worldwide airmail $6 per item. Handling $2 per shipment.

Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders same as cash.
COD $8. Defectives replaced with same product. Most items shipped same day. Ship-
ping times may vary. Price/availability may change. All sales final. Call for details.

“VIVID 3D" What does 3D sound mean? It means game
sounds come alive all around you. You can hear enemy planes
flying directly overhead and bombs dropping right next to
you! Provides dynamic 3D sound from two speakers. $59

‘PGATOUR GOLF
486’ offers realistic
3D courses, making
it the most realistic
looking golf game
forthe PC CD. Com-
mentaryis provided
by ten PGA pros.
The revolutionary
Targeting Arc Sys-
tem lets you view the
fight of your ball prior
to your shot. Play
against PGA pros,
whose actual digi-
tized swings are in
—— the game. CD $47

© ‘FLIGHT STICK
PRO’ is the ulti-
mate battle stick for
computer pilots.
Features allow you
to activate radar,
arm and disarm
weapons and view
your aircraft with-
out removing your
hand from the atick.
The trigger and 3 fire
buttons give you full
range of combat and
the viewer gives you
total command of
the aircraft.  $57

'FREE GAME OFFER

Spend the specified amount on any in stock software and
choose a free IBM game from the corresponding list below.
Offer subject to change or cancellation without notice. Valid
from September 1st through October 31st or while supplies last.

SPEND $60 GET

Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf
3.5, Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25,
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs
War 5.25, Crime Does Not Pay 5.25, Warlords 525, X-Men 525

SPEND $100 GET

5.25,C 1Q5.25,

Aitborme Ranger 5.25, Tegef's M

F15 SE 2 5.25, M1 Tank Platoon 3.5, Megatraveller Zhodani 5.25,
Red Storm Rising 3.5, Battles of Destiny 3.5, Railroad Tycoon 3.5

suroLepLaviva [l 1Bm smuLATIoNS /B STRATEGY /BM SPORTS

Advncd Grvs Ultsd Mx ~ $185
Altc ACS 300 Sp wSb $249

Cyberman $79
Flight Cockpit $219
Flight Stick Pro $57
Labtec CS-900 Spkrs $69
Notebook Gameport $42

PC Virtual Golf Club $129
Reel Magic Video Upgrd $349
Sound Blaster 16 Value $109
Sound Blaster 32 AWE $263
SBlastr Gamebistr CD 16 $379
Sound Blaster Pro Value $85

Sound Man Wave $188
Snd Scape 16 Bit Wvibl  $199
SoundMan 16 $99

Teac Supr Quad CD Drv $459
Thrustmaster Driving Sys $111
Thrustmaster Game Card $25
Thrustmastr Rudder Sys  $99
Thrustmastr WCS Mark 2 $94

Universal Cockpit $219
VFX 1 Virt Reality Hdgr  $949
Virtual Pilot Pro $75
Vivid 3D Plus Sound $89
Vivid 3D Sound $59

IBM WAR GAMES

Aegis: Guardian Fleet CD $53

Aide de Camp $54
Biue & The Gray CD $39
Carriers at War 2 $39
Fields of Glory $37

Fifth Fleet DOS or CD $39
Gettysburg: Inter Batt CD $42

Golan Front $36
Harpoon Classic CD $28
Iron Cross $45
Last Blitzkrieg $40
Operation Crusader $39
Panzer General CD $39
Road Sumter 1o Appomttx $45
Third Reich $34
Tigers on the Prow! $48

WW2 Batt of South Pacific $21

Alone in the Dark 2 CD

Altered Destiny $29
Beneath a Steel Sky CD $39
Bioforge CD $54
Blood Society CD $34
Bloodnet CD $41
Bureau 13 CD $42

Cadillacs & Dinosaurs CD $46
Castle Wolfenstein CD $42
Companions of Xanth $32

ADD Collectors Edition 3

Absolute Zero CD
Al-Qadim CD

Arborea Joumny Inr Sanct

Arena: Elder Scrolls
Blackmoore CD
Character Editors

(specify game) each

Cobra Mission

Cyber Space CD
CyberJudas CD
Cyclones DOS or CO

$19
$41
$39
$34
$39
$46

$16
$33
$38
$48
$44

Conan CD $26
Conspiracy CD $39
Corridor 7 CD $29
Creature Shock CD $48
Cyberia CD $46
Dark Forces CD $48
Death Gate CD $34
Doom Episode 1 $9
Doom 2: Hell on Earth $45
Dracula Unleashed CD  $47
Dune CD $49
Eric The Unready CD $35
Fortress of Dr. Radiaki CD $35
Freelancer 2120 CD $42
G-Nome CD $48
Hell Cab CD $46
Horde CD $45
Inherit the Earth CD $32
Jagged Alliance 348
Jurassic Park $36
Little Big Adventure $47
Lunicus CD $42
Man Enough CD $34
Mission Critical CD $34

No Mth & | Must Scrm CD $44
Quantum Gate 2 CD $46
Quarantine CD $39
Red Shift WIN CD $44
Robinson’s Requiem $33
Skull Cracker CD $41
System Shock CD $47
Terminator Rampage $42
Terror of the Deep or CD  $36
Tubular Worlds $36
Voyeur CD $46

Wolf: Hnt or Be Huntd CD

Zorro

Dark Sun 2: Wake Rvn CD $49

Demon Hunter $42
Disciples of Steel $34
Dragon Tales CD $38

Dungeon Master 2 CD $48
Elvira 2 Jaws of Cerberus $16
Eye of the Beholder 3 CD $42
Heroes of Might & Magic  $42
Hexx: Heresy of Wizard  $32

Hunters of Ralk CD $54
Interplay’s 10 Yr Anthl CD $48
Ishar 3 CD $33

Knights of Xentar PG 13  $44
Legacy: Realm Of Terror $39
Lord of the Rings V2CD $38
Lords of Midnight CD $48

Master of Magic $41
Menzoberranzan $39
Might & Magic 5 $36
Pools of Darkness $38
Ravenioft CD $51
Red Crystal $21
Return to Ringworld CD  $44
Shadow Caster CO $45

Sherlock Holmes 3 CD $51
Skyrealms of Jorune CD  $50
Star Trail CD $46
Star Trk Deep Space 9 CD $41
Star Trek Next Genertn CD$56

Stronghold $36
Superhero Lg. of Hoboken $34
Syndicate Plus CD $41
Ultima 8: Pagan $46
Witch World $42
World of Xeen CD $40

Across the Rhine

Armored Fist $44
Battlecruiser 3000 $44
Chopper Pack CD $38
Cyber Race CD $39
Cyclemania CD $34
Delta V CD $43
Fighter Wing CD $39
Fleet Defender CD $48

Flight Sim Toolkit Scen2 $19
Flight Sim Toolkit WW2 CD$19

Flight Unlimited CO $48
Frontier Elite 2 $36
Grand Prix 500 2 $14

Great Naval Battles 2 CD $39
Harrier Assault SVGA CD $44

Hell CD $48
Indy Car Racing $31
Jet Pack CD $44
Jetfighter 3 $44
Jutland CD $44

Lawn Mower Man CD $39
M4: Sherman Tank Sim  $34

Magic Carpet CD $54
Maximum Ovrkill Bndl CD $56
Megarace CD $39
MiIG 29 (Stand Alone) 44
MS Flight Sim Flight Shop $32
Nascar Racing $39
Pheonix Fighter CD $48

Power Boat Simulator 3  $42
Privateer DOS or CD $48
Privateer Special Oper 2  $22

Rally $32
Renegade DOS or CD $44
Semper Fi $44
Star Crusader CD $41
TFXCD $39
Task Force Admirals Pack $45
Test Pilot CD $44
Theme Park $40
Tie Fighter $45

Wing Commander 3CD  $48
Wing Commd Armada CD $48

World Circuit 2 CD $44
X-Wing Missn Disk 1or2 $19
Zephyr CD $45

Breach 3

Buzz Aldrin Rc Space CD 539
Campaign 2 $36
Cannon Fodder CD $22
Castles 2 CD $48
Celtic Tales: Balor of Evil $39
Clash of Steel $39

Command and Conquer $38
Conquered Kingdoms 2  $36
Darklegions DOS or CD  $38

Detroit $39
Dune 2 $34
Empire Deluxe 2 WIN CD $39
Front Lines $39
Genghis Khan 2 $34
Grandest Fleet DOS or CD$35
Hammer of the Gods $42
Harpoon 2 $42
Hollywood Mogul $39
Jagged Alliance CD $48
Kingdoms of France $34
Kingdms: Far Reaches CD $41
Kingmaker $34
Koshan Conspiracy $36
Lemmings 3 $39
Lords of the Realm or CD $39
Lost Admiral 2 $39
Master of Orion $39
Merchant Prince $39
Millenium Auction CD $48
No World Order CD $24
Patrician CD $36
Perfect General 2 CD $36
Pirates Gold WIN $48
Populous 2 $28

Power House DOS or CD $39
Project USADOS or CD  $29

Rags to Riches $36
Red Zone $32
Robo Sport WIN $34

Romance 3 Kingdoms 3  $39
Serf City: Life is Feudal  $39

Sid Meir's Civil War $58
Star Contrd 2:Ur-Qun Mst  $39
Vikings 2 $36
Walls of Rome $39

X-Com: UFO Defense $39

Bret Hull Hockey '95 $34
Empire Soccer '94 $29
FIFA International Soccer $39
Links Pro 486 CD $49
PGA Tour Golf 486 CD $47
Planet Soccer $29
Wayne Gretzky Hockey 3 $35
IBM ADULT INTERACTIVE
CD Brothel CD $29
Come Play With Me CD  $36
Digital Dancing CD $36
Dream Girl CD $29
Dream Machine CD $59
Girffriend Suzie 44
Girlfriend Teri $49
Hot Slots CD $39

Intract Adult SpiWINCD $12
Intract Adv Semr But CD  $54
Intract Adv Semr Butts 2 $59

Int'l Strip Poker CD $34
Midnight Stranger CD $59
Neurodancer CD $54

Nightwich Intract CD $43
Nightwich Intract 2 CD $45
Penthouse Intractive CD  $75
Penthouse Intract 2CD  $64
Penthouse Intract 3CD  $64
Scissors N’ Stons WIN CD $59
Space Sirens CD $69
Strip Poker Professional $34

IBM ADULT MOTION

Adventures Mikki Finn CD $39
Bestof the Best V.4CD $34

Divorce | aw CD $22
Group Therapy CD $39
Hollywood Scandal CD  $39
Mask CD $25
Nova Collection Vol 3CD $24
Planet X CD $36
Swap 2 CD $26
The Face CD $39

INTACT 994
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Former L.A. Police Chief, Daryl Gates surfs
through the controversy and into interactive
entertainment with Police Quest: Open Season.

Dear Sierra:
How come you worked with Gates? Don't you know that
most people view his work and career as a complete disgrace?
There must be someone out there that could do better. | want
an explanation and it better be good!
A. KNOWLES
VIA COMPUSERVE)

We were gong to
feel, then forward 1

.‘".u’ YOou were lalkimng

¢ understand exactly how you
Microsoft. Then, we realized

]

e letter t«

about Dary

Gates, the former Police

Chief of Los Angeles. Seric

ere pretty astounded by

the amount of mail that we've receved al

our new game
by former Los Angeles Police Chief, Daryl
Quest: Open Season.

We admit that Gates is controversial. He carries a lot
that many people don’t agree with (like his often

repeated conviction that all convicted drug peddlers

Gates, Police

of views

should be executed). He also has been accused of some
other views that he denies and we tend to disbelieve.
We've spent uy.) Why did we choose
to work with Gat

Who else can you name that was in on The Manson
Murders, The Marilyn Monroe Suicide, the Watts Riots,
the Hi the assassination of
Robert Kennedy? How many people in the world have
commanded an 8,000-person police force? How many
Gates
has done all of those things and has all this experience, and

some time with the

le Strangler Case, and

have 43 years of law enforcement to their credit?

he can share his experiences in an interesting way. That's
why we work with him.

Give Police Quest: Open Season by Chief Daryl Gates a
look - especially now that it’s on CD in multimedia - and try
1o put into some perspective what you've heard in the media
about the author. (For a real understanding of the life and
work of Gates, read his book, THE CHIEF). Police Ouest is
realistic, thought provoking and entertaining - much like
Chief Gates himself

CORRESPONDEN(E

Dear Sierra:
I just got the Gabriel Knight CD and I LIKE IT, BUT Why
Tim Curry as Gabriel? The guy is hopelessly English, and
Gabriel Knight is a Southern boy. It just doesn’t make sense.
Also, after you got so many good people for Gabriel, Why
did you cast a bunch of “nobodys” for the Leisure Suit

Larry CD?
J. Lynch
Atlanta, Georgia

Larry is a nobody, so our casting of Larry seemed
appropriate. Seriously, when it came time to give Leisure Suit
Larry a voice, designer Al Lowe did investigate the big
names, but decided that the game would be better off without
He wants gamers to always think of Larry as his
“Dana Carvey”

This was Al's
personal choice as the designer of his games. Other designers

“a name.”
lovable loser, and not think of bim as a

voice or a “Jobn Larroquete” character.
bave different opisions,

Is Al wrong on thisi Here's a test. Get a few friends who
don’t know the game and let them listen to Gabriel, but don’t
tell them which artist is providing the voice. They probably
won't bear the English accent—our sample groups didn'’t.
Obviously, this isn’t a scientific test, your results may vary.

But it does show that Al may have something bere.

Actor, Tim Curry is the voice of Gabriel Knight—
does Knight's English accent make him
unbelievable as a New Orleans detective?

Dear Sierra:
What's happening with Flight Sims? I called to ask what
would come after Aces Over Europe and no one there knew
anything. | recently read a rumor in Strategy Plus magazine
about an A-10 Tank Killer rewrite, any truth to it?
L. Smythe
Foster City, CA

The reporters at Strategy Plus Magazine didn’t
the project
was widely discussed, but the final decision is it won't
ever get off the ground. There will be a new Historical
Submarine Sim soon, Aces of the Deep, which may have
already been launched by the time you read this. There
are also many new CD releases of Red Baron and Aces
flight sims that you may want to read about in this

erroneously report rumors of a new Al0

magazine.

The “engine” developers use to create the award-winning
Flight Simulations hasn't been gathering dust. Take a look at
new MetalTech: Farthseige and Battledrome for examples of

4 To Order Direct 24 Hours a Day, 7 Days a Week, Call: 1 800 757-7707

the kind of advances in presentation you'll be able to expect
from future flight simulations as they are developed.
You can read about the CD versions f 1

cle CD SUMMER. A first look

games is on page 20. This info should bring you up to date.

Using the same but improved 3-D techniques used
in flight sims bring the MetalTech robots to life.

Dynamix takes the plunge into WWII submarine
simulation. Historical accuracy included.

Dear Sterra:
[ am sick and tired of waiting six months for a CD version of
your games. It seems like every time I finally break down and
buy a Sierra game on disk (like I recently finally bought
Freddy Pharkas) it immediately comes out on CD. I don’t like
paying for the disk version and then paying for for the CD six
months later. Fix this!
I. Fulton
Spring Hill, TN

The good news is that this won't be a problem f

many Sierra games next year. (Bad News? t's because
many Sierra releases will be CD only from now on
In the mean time, you can upgrade any game you d

)

have on disk to CD for only §25. (Send yo {

ur old Disk
manual with a check to Customer Service to get the
CD upgrade

Also, since we noted where you are from, we wanted to
say “Thank you”™ for the Saturn’s your town has made for

many of us here at Sierra. We love'em!

And, you

Freddy Pharkas looks fantastic on CD
can look forward to many new Sierra CD games

INTERACTION Magazine



We've NMoved!

Next time you look to Sierra for quality products and customer service,
make sure you look here!

Disk Replacements/
Patch Disks

Customer Service

CALL: 1-800 - SIERRAS WRITE: Sierra Fulfillment
(1-800-743-7725) P.O. Box 485
FAX: 1-206-562-4223 N
- 1 IERRA
CORRESPONDENCE:  Sierra Customer Service S T 15 vr o
P.O. Box 85007 PRODIGY: WBWWS55A
Bellevue WA 98015-8507 AOL: Keyword SIERRA
Sierra Direct Orders Technical Support
CALL: 1-800 - 757-7707 24 HOURS : 1-206-746-8100
FAX: 1-206-562-4223 LIVE: 1-206-644-4343
WRITE: Sierra Direct Sales (R TSNNSO RSP T o)
P.O. Box 53250 FAX : 1-206-644-7697
PpNe Wik 980153350 WRITE: Sierra Technical Support
REFUNDS & Sierra On-Line Returns P.O. Box 85006
EXCHANGES: P.O. Box 600 Bellevue WA 98015-8507
Smgoid Saippad COMPUSERVE: GO GAMAPUB
COMPUSERVE: 70007,1265 or GO SI 76004,2143 or GO SIERRA
PRODIGY: WBWWS55A
AOL: Keyword SIERRA
Need a Hint? The Sierra Automated BBS
CALL THE 24-HOUR 1-900-370-5583 BAUD RATE: 1200 to 9600Bps
HINT HOTLINE (75 cents each minute)
Available in U.S. Only SETTINGS: 8-N-1
Callers under 18 must have CALL: 206-644-0112
parents’ permission i
SIERRA BBS GO SIERRA (Via Compuserve) COMPUSERVE: GO SIERRA
READ HINTBASE KEYWORD SIERRA
ON AOL
SIERRA HINT BOOK: 1-800-757-7707
ORDER DIRECT Most are $9.95 plus shipping

Fall 1994 Automated Technical Support Service 24 Hours-a-Day, 7 Days-a-Week, Call 1-206-746-8100 5



Ken Williams is President of Sierra On-

Line, which he co-founded fifteen years ago
with his wife, Game Designer Roberta
Williams. They live in Seattle with their son
Chris, age 15. His brother DJ, 20,
graduates from college this month. Way to
g0 /)/'

Argh! Roberta needs a new computer. Her
present computer, which she’s only had three
years, is now obsolete in just about every
way it can be. How could this have
occurred? It seems like just yesterday that we
bought her the newest, hottest, fastest
machine on the market. We got the very
latest and very best even though it cost top
dollar. We just wanted it to last for a while.

I'hree years for something as expensive as
a computer is not a while.

Her computer is:

® a 386/25 with 8 megabytes of RAM

® a super VGA monitor with its own
megabyte of RAM on a high performance
video card

® a CD-ROM drive and sound card

® a 400 megabyte hard drive

I would be embarrassed to tell you how
much we spent on this machine. For it’s
time, it was “state-of-the-art.” One that
the salesman said “would last for many
years.” The car that we could have bought
at the same price would just now be
coming up on its 30,000 mile maintenance
inspection, but the computer is so
obsolete that we have to start over. This is
not fun.

[ tried to upgrade. I did make a few calls
to find out if I could just upgrade Roberta’s

CPU to a faster chip. Nope - unless you
count a 386/33 as a faster chip. The
company that made her computer, once the
largest mail order company around, has
gone out of business. | asked a local retailer
about replacing her motherboard and
putting in a new Intel Pentium. (Roberta
doesn’t need this kind of computing power
now, but I really want to avoid buying her
a new computer for as long as possible).
The retailer wasn’t particularly helpful. He
thought that maybe my video card would
work with the faster motherboard but that
I would probably need a new drive
controller and cd-rom drive controller. In
the end, the idea of upgrading got so
confusing and expensive it wasn’t even an
option anymore.

I had to purchase a new multimedia
soundcard because the last sound card we
purchased wasn’t part of a Multimedia
Upgrade Kit, like they are now, and thus
has never worked quite right with her
CDROM drive. Some CDROM programs
play music directly off the CD and some
feed the data through the sound card. I
bought an external mixer to merge the two
different audios. This worked sometimes,
but not consistently. Nowadays, the mixer
is built right onto the soundcard.

Even Roberta’s CDROM drive wasn’t
salvagable. Roberta bought it long before
multimedia became “the new hot thing.”
[t was single speed. Most of the new
games coming out this require at least a
double speed drive. I almost bought a
Double Speed CDROM drive for
Roberta’s replacement, but at the last
minute purchased a triple speed, just to
be safe. It was expensive - everything
about the new computer was expensive -
but it will probably pay off in the long
run. (I hope).

I really didn’t want to buy a new
computer for the house this year. They do
seem to be getting cheaper by the week.
But, Roberta needed a new computer today,
not next week. She has two games in
development for this Christmas, King's
Quest VII and Phantasmagoria, both
scheduled for shipment in just a few
months. It’s ironic that Roberta was the one
that drove both these development projects,
making decisions about what minimum
computer standard would be supported,
and was the person primarily responsible
for making her own personal computer
obsolete.

®  To Order Direct 24 Hours-a-Day, 7 Days-a-Week, Call: 1-800-757-7707

This is a problem that I know many of
InterAction’s readers have either recently
addressed or are now facing. Sierra, in a
way, is a part of the problem. Our designers
are designing products that won’t run on
three year old compurers, even though we
know many of the players of our games
own those machines. It’s something that
we’ve received many angry letters about
over the years. I can’t even guess how many
letters we got saying things like “If you
think I'll ever buy a new VGA card and a
new monitor just to play your games,
you’re crazy.” We got similar letters when
we first supported music cards, mice and
even when we made the jump from the
original Apple Computers to the IBM PC.
Why do software companies, mine
included, keep putting out games that
require consumers to go buy new

The car that we could have
bought at the same price
would just now be coming up
on its 30,000 mile

maintenance inspection, but

the computer is so obsolete
that we have to start over.
This is not fun.

computers or make heavy investments in
the ones they already own? Why can’t
we settle on one standard machine, like a
Nintendo or a Sega, so that families can
stop spending money on computer
upgrades? It seems crazy that the
industry is doing this, but as a company
and as an industry, we do it everyday.
Few of Sierra’s products this Christmas
will be available on floppy disk. Roberta’s
two new games for this year,
Phantasmagoria and King’s Quest VII, will
probably never be available on floppy - at
least not looking anything like they do on
CD. Phantasmagoria is basically a film with
live actors, real sets, props, etc. but because
its interactive, it will have as much video as
eight full-length motion pictures. It would
be pretty hard to ship Phantasmagoria on
video tapes, much less floppy diskettes.
King’s Quest VII has over one hundred

INTERACTION Magazine
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megabytes of Disney-like animation, even
after data compression, and that 100
megabytes doesn’t begin to address
music, voices or the actual internals of
the game itself. If we went crazy and
decided to try to ship King’s Quest VII
on floppies, there wouldn’t be a shelf at
the software store big enough to hold the
box. (Actually, I know some small
software stores that might fit in a King’s
Quest VII floppy box).

There used to be a joke around the
industry, back when Sierra started
making games that took up 10 and 12
megabytes each, about how big our
games were. (Most of the games from
our competitors at this time were 1 to 3
megs each). They said we had plans to
include a hard disk in each of our game
boxes because it would be cheaper than
using floppies. Now, even this wouldn’t
be feasible, unless it was a very
expensive 500 megabyte hard drive, and
for Phantasmagoria it would take four
or five of them.

Both of these products use SVGA
graphics exclusively. If you have an older
VGA card, you will need a new graphics
card. The new graphics are at much higher
resolution than would be practical on a
floppy disk, because the average SVGA
screen uses four times as much data as an
average VGA game screen would. (This
doesn’t count animations. I’'m just talking
background screens here). By the time you
figure in music, voice, etc. it would be easy
to figure that you’d need to swap 40 meg
hard drives about every 20 screens if you
attempted to play King’s Quest VII from a
standard hard drive.

With the higher graphic resolution comes
a whole new set of problems for the older
processing chips like the 386sx and even
faster 386’s. To animate a character means
moving four times as much data around (so
you need a faster CPU because the machine
needs to move more of the screen). You
also need four times as much RAM to hold
the graphics in memory while the CPU
moves them around onscreen. SVGA is
strikingly beautiful, but from the machine’s
viewpoint, the amount of work it creates is
somewhat staggering.

Sierra’s designers do have the option not
to push the state of the art. Sierra could
ship our games this year with the same
graphics support they had last year, but our
games wouldn’t sell nearly as well. They
would be the same fun-to-play games that
Sierra has always produced, but they just
couldn’t compete with other games. You
see, this Christmas, other products on the
shelves will also have four times the visual
impact on each screen, and will also present
themselves as miles ahead of anything you
saw last Christmas. It would be an

embarassment to Sierra’s digital artists to
ask them to ship games un-equiped to
compete with games from other publishers,
and we just couldn’t ask our developers and
designers to do that.

On the surface, it might not seem that
the difference between VGA and SVGA
would have that much impact. I’ve seen hi-
definition television for instance, and the
picture is better, but not worth scrapping
my old tv over. I like the DAT machines
we have in our audio studios, but I’ve
never felt it would be worth it to have a
DAT player instead of a Cassette deck in
my car dash. The jump to SVGA is bigger
than this..

The jump from VGA to SVGA is not like
the difference between black and white
movies and color ones (I actually like a lot
of old black and white movies). This is
more like the difference between a true

In a way, Roberta is
a part of the problem.
She is consciously
designing products
that won’t run on

three year

old computers.

motion picture full of dazzling special
effects versus Saturday morning cartoons.
For the same price - or less - that you may
have bought your first 286 for back in
1991, today people are walking out of
stores with true multimedia machines.

Once you own one of today’s multimedia
computers, you are not going to accept
floppy disk based games, with cartoon
graphics and a tin-can sounding
soundtrack. Not once you own a machine
that is capable of immersing you in a
chilling interactive experience. Imagine
becoming part of a pyscho-horror
presentation where you’ll experience dream
sequences so real you’ll believe they are
real, and where the big surprise at the end
might be accompanied by not just a blood
curdling scream, but also a spooky gothic
chant featuring over 100 perfectly
orchestrated voices. Or perhaps, you’ll
want a more family oriented, magical and
enchanting experience, that will not only
make you forget that Disney animated
video the family has watched 10 times, but
also give your family enough challenge that
you will play through it 10 times and not
get the same experience twice.

8 To Order Direct 24 Hours-a-Day, 7 Days-a-Week, Call: 1-800-757-7707

Sierra’s customers demand that Sierra’s
developers push your new state-of-the-art
hardware to the limit, and mold it into the
very best gaming experience possible. Sure,
two years ago you paid top dollar for that
386, but when you jumped into King’s
Quest V or Red Baron, you knew that
your friends were positively salivating
behind your back. That was part of the fun
wasn’t it?

A major benefit, for both you and Sierra,
is that through Sierra’s developers being
able to design software for leading edge
computers, we have managed to attract a
multi-talented and multi-award winning
creative staff. Top talent does not want to
design games for last years hardware.

Sierra’s goal has always been to produce
games which look and sound as good as
movies but with intcractive qualitics that
make them more than just multiple-ending
films. We believe interactive devices like
computers can tell a story much better than
a film. More importantly, a computer lets
the player feel a part of the story, rather
than just a passive observer. Why watch
something when you can participate?
Wouldn’t you rather manage your own
baseball team than watch someone else?
Pilot your own jet aircraft into combat
rather than watch CNN? Slay your own
dragon, and eat it for dinner, rather than
read about someone else’s exploits in the
Daventry Times?

Once you have seen a game which makes
full use of the multimedia capabilities of
todays new super fast
computers, there is no turning back. It may
take a year, but by the end of next
Christmas, many retailers will not even
stock floppy disk based product and you
probably won’t want it anyway.

multimedia

So, if you have made the decision to
upgrade your computer, what should you
buy? Pentium’s are expensive right now. |
actually ordered Roberta a 486/66 but then
chickened out and changed the order to a
Pentium. As expensive as computers are,
they are even more expensive if you have
to buy a new one every year. | wanted to
buy a machine that would last at least
three years.

If you are going to upgrade your
computer over the next few months, there
are a few things I think you should
consider. What computer you should buy is
really up to your budget. At my house, our
ability to pay the rent depends on our
computer. We take this subject very
seriously. Here are a few guidelines which 1
think you may want to keep in mind.
®* Do not buy anything slower than a
486/33. To have a machine which will last
a while, you should really consider at least
a 486/66. If you can afford it, go for a
Pentium. Rumors are that full multimedia
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Step into the Multimedia World
of Language and Culture with

Berlitz Live! Spanish

Berlitz’s Proven Language Learning Techniques
Brought to Life with Sierra Multimedia

For many Americans picking up a second language can be confusing, even frustrating.
Now Sierra On-Line makes learning Spanish fun and easy with the exciting new
CD-ROM Berlitz Live! Spanish.

* Meet Rosalinda, your own personal on-screen tutor

o Encounter real life situations such as Eating Out, Shopping, and Hotel Check-In
* Test your knowledge with Word Searches and Crossword Puzzles
* Click on specific countries to learn about geography, climate, and attractions
* Record your voice and compare your pronunciation with the program character’s
o Use the handy 15,000 word on-line English/Spanish dictionary
* Learn 2,000 Spanish phrases with the help of 11 on-screen teachers
e Listen to Rosalinda’s renditions of Latin American folk songs

This amazing CD-ROM will dazzle you with hand-painted graphics, digitized
sound, fun animations, songs and voices. Work your way through 12 interactive
chapters or play the exciting Mexico City Game.

Part of Berlitz Live! Series chosen to MacUser’s 100 Best CD-ROMs of 1994

You’ll work one-to-one with Rosalinda Learn about cazuela de mariscos and In no time at all, Berlitz Live! will have
learning the language. other scrumptious dishes. you se habla espariol.

Millions of Americans will attempt to learn Spanish this year.
The first 100 who call the number below will get

Berlitz Live! Spanish for 50% off.

As a special offer to Interaction readers, Sierra is offering 50% off to the first 100 households that place an order for our
new product. This half-off offer makes your price for this excellent language tutorial program just $99.95.

Berlitz Live! Spanish

Your ticket to the Wonders of Latin America

Call now: 1-800-757-7707



Pentium-based machines will drop under
$2,000 by Christmas. We'll see.

¢ Your choice of CDROM drive is
important. Do not buy a single-speed CD-
ROM drive. Ask about seek time and darta
transfer rate. Try for a seek time of under
350 milliseconds and a data transfer rate
that is 300k per second or faster. If you can
afford it, go to a triple or quadruple speed
drive. They may not be compatible with
some software today, but faster is the
future and they’ll no doubt become the
standard sometime.

¢ Get lots of memory. At least four
megabytes, but I strongly recommend a
minimum of eight megabytes. Nothing can
really mess up a good interactive
experience like the interuption of an out of
memory error.

* Consider a fast modem. At least 9600
baud. There is some truth in all the hype
about the the information highway. It will
get here. There’s already an interactive
entertainment highway that’s worth
jumping onto, and as more commercial on-
line services and more player-to-player
products like Battledrome hit the street in
the coming year, this little peripheral may
turn out to be the reason you finally install
that second phone line in the den.

Upgrade fever is about to strike video
gamers as well as computer owners. Even
video game prone to
obsolescence these days. My house has
gone from 4-bit to 8-bit to 16-bit and

systems are

now to a CD-ROM. New video game
systems will be released in 1995 that have
the power of computers. Nintendo, Sega
and Sony are releasing the Reality, Saturn
and the Play Station respectively. I have
seen advance prototypes of these video
game systems doing things no Pentium
based PC could dream of. These video
game systems look and sound as good as
anything I've seen at quarter arcades.

InterActive entertainment comes in many
forms, and the new video game platforms
certainly qualify. Currently, the kinds of
games that are sold for computers tend to
be different than the games that are sold
for video game systems. While todays
video game systems have special hardware
that allows them to do certain video effects
such as scrolling the screen, animating
characters and recognizing when two
objects collide quickly, they tend to have
slow processors and not enough real
memory for presenting experiences of any
depth. This means video game systems are
very good at jumping, climbing and
shooting games, but not so good at
complex flight simulators or adventure
games or word processors or multimedia
encyclopedias.

The next wave of video game systems
improve significantly on this wave. The

processors are the same speed or faster than
todays computers, plus there are all the
fancy graphic hardware usually found in
video game systems. With this next
evolution of video game hardware the gap
between video games and personal
computers will be very slim. Video games
still have an edge in fancy graphics, but I'll
make a projection now that you will see
video game technology as an add-on to
computers within the very near future.
(Prototypes of both 3DO and CDI on a
card that plug into your computer were the
worst kept secret of the recent Consumer
Electronics Show). Within a few years,
video game-style flashy graphics hardware
will become standard on computers, and at
the same time you will see video game

The jump from VGA to SVGA
is not like the difference
between black and white
movies and color ones (I

actually like a lot of old black

and white movies). This is

more like the difference
between a true motion picture
full of dazzling special effects
versus the very same story as
a Saturday morning cartoon.

systems start to be sold with keyboards,
printers and text editors. The lines between
one type of interactive device and another
will continue to blend for the foreseeable
future.

When do the upgrades stop? Will I have
to upgrade my computer every three years
for the rest of my life? My VCR doesn’t
obsolete itself every three years. Nor does
my TV, stereo or any of my other
household appliances. Why can’t the
computer stabalize?

Technology is not going to stop
evolving. No matter how fast computers
or video game systems get, there will
aways be a bigger, faster system coming at
the same price point. All you have to do is
wait a year.

I have some ideas about long-term
solutions to this problem, and about where
this is all leading. I will be writing about
this, and about the future of interactive
technology, in the next issue of InterAction.

My problem is that while I am sitting
here hypothesizing about the future,
Roberta has continued to complain that she
needs a new computer. So, what did I do?
You’ll be happy to know that Roberta is
now happily debugging away on her
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Christmas products; King’s Quest VII and
Phantasmagoria on her new Pentium based
computer. The one with 16 megabytes and
a triple speed CD-ROM drive. The one I'm
hoping to get 30,000 miles out of.
Somewhere there is a accountant looking at
my credit card bill in amazement.

I know that everyone out there can’t
afford to go out and buy a machine like
this. (Roberta has to because she’s in the
business) but I also know that according
to my marketing research people, an
amazing number of you already have
them. If you're one of those people, you’re
in for a rcal show when you sce Roberta’s
new games.

I also know that there are some of you
out there that really can’t afford any
upgrade to your computer right now. All |
can realistically tell you is that next ycar
you’ll start to see less in the way of new
games that you can buy and play, but you’ll
also find a lot of good VGA disk-based
software in the bargain bins and the
inventory clearance sections of the software
stores. There will be some great games to
be found there, including perhaps some
Sierra games you haven’t played.

Well, just to close off this article, I’ll give
you the punch line. 24 hours after Roberta
accepted delivery of her new machine, we
saw the following headline screaming from
the front-page of the business section of
USA TODAY: “XXX Computer Co.
announces 18% price reductions on most
systems.” Guess what computer she
bought? Oh well, win some, lose some. The
good news is that, as a Sierra customer,
you’ll always know that we are doing
everything in our power to push your

hardware to the limit. k

Sincerely.

Ken Williams

Ken Williams wants to
hear from you!

We receive nice letters from our readers all the

time (Thanks!) but for a future article, Ken
Williams would like to hear from you on what
you don’t like that Sierra or InterAction
Magazine have done. Go ahead. Let him have

it. He needs to know! Send your letters to:
Sierra’s InterAction Magazine. ATTN: Inside
View, P.O. Box 485, Coarsegold, CA 93644

(Due to volume of mail Ken Williams receives,
please do not put contest entries, technical
support questions, or other items in the same
envelope as your letter)
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In the beginning
there was nothing.
Then someone be-
gan typing away on
their computer.
This someone was
Doug Smith and he was a programmer. He was
typing away because he had an idea. In which their
was a man named Jake Peril. Jake would be a
bounty hunter. He would go cruising along
through bungling-infested caves, and take their
gold (Bunglings are these guys who walk around
wearing red robes). The Bungling Empire had
stolen everyone’s money and hidden it throughout
their empire. Jake would go in and with his speed,
cunning, and laser gun retrievesthe gold.
Now, Doug thought, let’s put this on a
computer and let people play as Jake.
He also thought that Jake probably
wouldn’t be the only one to receive
money as a result of the game (and he
was right). Well, Doug finished the
game and called it Loderunner (yay!!).

Of course now he had to sell it, so he
called up various software companies and
asked them to help. Two of them went
for it (Broderbund and us), and we lost.
Loderunner went on to become the most
popular game of it’s time. This was all in
1983, it eventually faded out and nobody
knew what happened to it. 10 years later
someone at Sierra was thinking about
some of the best games ever made and
thought let’s remake Loderunner. So he
called up Doug and found out that the
previous contract had expired, so we
could make LR. And the rest is history.

Well, if you hadn’t guessed the topic
this time, it’s Loderunner. Now 1 feel
the best way to describe it will be to
make a level into a story so that’s what
you're going to get. So that you can’t
use it to cheat I'm going to be using a
level that I made up. Yes, anyone can
make up their own levels, as long as you
have the game of course. You can also
play two-player. I'm going to try to get
a screen shot of my level in so you'll know what
the following part looks like:

I was in a tunnel maybe 6 feet wide. Propped up
against the wall was an Acme Snare. I of course
picked it up. I was at a dead end so [ started following
the tunnel the only way I could. Along the ground
there were various gold coins which I would pick up
and stick into my pouch. Suddenly I came to a pit
which blocked my path. Looking around I noticed a
ladder up against the wall. As this was the only way
to go | followed it up. At the top I took a right (as that
was the only way to go) and soon passed another
snare but I didn’t have room for it. I continued down
the tunnel picking up treasure when I heard bunglings
(loud little buggers they are) coming. I stopped what |
was doing and set up the snare then ran back the way
I had come. Soon I heard the trap go off.

Fall 1994

I got back to the trap I had seen earlier and set it
up. Then I backed up almost to the ladder and
waited. Three bunglings were coming after me.
Knowing that the trap would stop one of them I
made two holes in the ground with my laser gun.
Sure enough one was soon upside-down and the
other two were at my feet. So I ran ahead pausing
only to pick up the gold they had dropped. I got
back to my first trap and saw another bungling
hanging there. Soon | heard the two pits collapse
onto the bunglings.

I continued on picking up treasure until I got to
another ladder going down. Beyond it was a wall,
so down it was. At the bottom I took a left and
went on collecting until [ came to a wall. Suddenly

Lode Runner is reborn and so are all the challenges, strategies, and excitement that
makes it a classic for every computer generation.

POPOPPOOOOOPOPOPOYD
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Ladders are everywhere, but which one will belp you reach your goal? There’s a
tunnel, go for it!

I heard an odd sound, as there was nothing I could
attribute it to, I forgot about it.

I headed back to where I had begun, but on the
upper level I noticed a ladder heading up the wall (I
was sure there was no ladder there before.) I, of
course, followed it up. About 70 feet up was a roof
and a bar running down it. As this was the only
way to go | hand over handed it until I came to a
steel-plated floor. I let go and fell on the floor. In
front of me was a hole; I jumped into it.

Half of it was steel-covered but the other half was
normal. There were two bombs there which I rapidly
picked up. As there was no way out except down |
shot the normal part with my gun. | jumped down

By Chris Williams

and continued down the passage. A wall dead-ended
the tunnel so I dropped a bomb and ran. BOOM!! |
ran back and jumped off the newly revealed drop-
off. I soon landed and ran to the right (it was either
that or another jump) to meet another wall. I lit my
other bomb and again backed off. BOOM!! This
time a passage and a ladder were revealed. | used
both, the ladder brought me to a small platform.

[ looked over the edge and, lucky me, there was
a teleport below. I jumped off and in midair was
whisked away to another place. | was now in a hall
with another drop-off at one end. I searched the
passage but couldn’t find anything. But then, out of
the corner of my eye I saw a glint. Looking closer |
saw a L:l". I (‘l”l’ ‘.\"(I hl' ]A'l'l‘ ‘\'\l‘L' to Y“‘l‘ V“lo'r\lif'
but it wouldn’t take me anywhere. Oh no,
it was a one way deal (Bunglings are
cheap)! Having no other way to go |
jumped down the drop off.

As | fell, wondering if there were
bunglings in the afterlife, I noticed a
ladder against the wall a little farther
down. I reached out a hand and caughrt a
rung. After a little while I got myself
securely on it. Actually, the ladder was
only about 8 feet tall with no land above
or below it. So I looked side to side and
there was another ladder beside it so |
followed that one up.

After a while of going up, changing
ladders, and then up again, etc., I reached
land but there was nothing there so |
blasted it and the ground under it had
nothing so I blew it away too. Finally |
came to some steel and normal turf. I got
rid of the normal kind. This revealed a
ladder which 1 followed down. Beside it
were two more ladders and underneath
each was a teleport. After some highly
calculated reasoning (and some eeny
meeny mynee moe) [ chose the middle one.
This brought me out near another teleport.

When | went through this one I got a
surprise: the other end was around 30 feet
up! Lucky for me I have good shocks. |
was on normal turf surrounded by steel
and, yep, you guessed it, I blasted the
normal and jumped in the hole. The fall was rather
odd because I was falling through an illusion that
looked liked ground.

When [ landed I ran out to find two bombs and
a pickaxe. I picked up the smaller bomb and the
pickaxe and ran down the tunnel. | heard bunglings
coming so | hit the roof with the pickaxe. This
caused a cave-in, | ran back for the big bomb as the
little one wouldn’t be able to reach through the
barricade. I set the big bomb up and ran for it.
BOOM!!! I ran back but before | could reach the
place where the bomb had gone off | heard another
h\mglmg. So | set the last bomb. BOOM!! Hearing
no more bunglings I finally reached the end of the

tunnel and the end of the column.
-

See you in the next issue. XK.
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NEWS NOTES

The latest from the greatest in home interactive software

Outpost developer Bruce Balfour
compares the Jupiter asteroid
collision with Outpost’s impact
on Earth

“The timing was perfect,” said Balfour. “The Jupiter asteroid collision
happencd just as Outpost was released. This sort of planetary impact is really not
unusual,” he explained. “Scientists believe a six-mile-wide asteroid struck Earth
65 million years ago and sent the dinosaurs in extinction. The Outpost asteroid
that bombards Earth is composed of two pieces, one is nine miles across while the
other is six miles across.

The comet/asteroid that recently ravaged Jupiter was composed of 22
fragments approximately one to two miles across, each traveling at 130,000
m.p.h. with the force of six million Hiroshima-type atom bombs each.

Although Jupiter is 11 times larger than the Earth, the impact on the planet
was so great that even neighborhood backyard telescope/binocular
astronomers witnessed a once in a lifetime cosmic show that sent ripples of
shock waves over more than half of Jupiter’s surface.

If an event like Jupiter’s, comprised of the smallest pieces (a few hundred feet
across) were to hit earth, it would gouge a hole in earth the size of New
Hampshire. The impact would have such force, a cloud of dust and debris would
quickly gather in the atmosphere and turn our planet into a frozen wasteland.

In the case of the Jupiter Shoemaker-Levy 2 occurence, we are tempted to
spculldtc that |l|p|[cr'\ immense gravity force may serve our solar system as a
protective force. Let’s hope that's true because there are estimated to be up to 2,000
objects in the vicinity of Earth that could pose a major threat to our planet.”

To Order Direct 24 Hours a Day, 7 Days a Week, Call: 1 800 757-7707

Sierra Game

Developers Win
2
National
- B
Bridge Title
Richard Aaronson, Hoyle Book of G
d('.;'n;\:.r. and Quest for Gl
Corey Cole won a national Bridge title |
July at the San Diego Bridge tournament.
Aaronson was responsible for the
inclusion of the Bridge program in Hoyle
Classic Card Games published by Sierra. He
also went on to develop the real-time, on
line, interactive game of Bridge for the ImagiNation Network (also known as
Gamepoint on Prodigy).
y role

e Bridge

Filming of famous U-boat commanders took place recently in Germany to
support Dynamix’s upcoming game, Aces of the Deep.

Dynamix Torpedoes WWII
German U-Boats

What a year for Germany! What a year for game designers!

Dynamix recently sent a team of historians and videographers to Germany to
interview WWII U-boat commanders. Their purpose was to gather information
and historical photos and videos to support their upcoming ga Aces of the
Deep, a U-boat submarine simulation.

Ihe video material gathered appears in the on-line historic reference manual
for the CD version of the game. Photographs of the commanders will be included
in the floppy disk version of the game.

CD users will be able to view clips of some of the most famous commanders of
the war who will give the player advice on tactics while providing historical
background to the events

Aces of the Deep will be a breathtaking, unfathomably realistic voyage. If
you've grabbed your keyboard playing a2 Dynamix flight simulator, be sure to keep
a dry rowel handy playing their new underwater submarine simulator.
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Builder of the
Incredible Machine
for The Even More
Incredible Machine
Wins Crazy Kevin’s

Contest

Originally announced at launch of the oniginal Even More Incredible Machine, the goal of this contest was simply
to build the best, most creative, must wacky machine possible that would "Get Mel Home.” The response to the
creative challenge was overwhelming, with literally hundreds of machine designs submitted. The Grand Prize
Winners were the father and son team of William and Dick Smith. (Pictured above with TIM designer Jeff
Tunnell.) The Smiths will be taking home a bounty of $500 worth of software goodies.

PC Gamer Magazine
Announces Winner of

“U.S. Gaming
Ambassador To
Coktel Vision” Contest

Recently, PC Gamer Magazine ran a unique contest in
conjunction with Sierra's French Development Company
Coktel Vision. (Makers of Inca and Goblins Quest.) The
prize was a trip for two to France. The contest requirement
was to submit a paragraph on why you should have the
postion of “U.S. Gaming Ambassador to France” from the
United States. The winner, Scth Bruckner of Atlanta
Georgia, submitted this entry to win the Grand Prize:

'yNarmix

The kitchen’s French doors opened to the smell of
French coffee. No French bread for French toast, but |
did find French fries near the French dressing.
Straightening my Fronch cuffs, my girlfriend dropped her
French horn to French kiss for inspiration. Suddenly,
Family Affair’s Mr. French bellowed “Be the
Ambassador, darnit.” (Pardon my French).

Congratulations to Seth Bruckner who will be
visiting Coktelvision as U.S. Gaming Ambassador later
this year. For more about PCGamer Magazine, see
their ad on pages 34 &35.

Got Mol Home = William and Dick Smth Cot Mot Home = William and Dk Smith

The challenge of getting Mel home started

me sk This is the solution. We couldn’t find a way
with this large and littered playing field.

to describe the action, but it is wild!

Gabriel Knight Designers Go To Germany

Gabriel Knight Il Apparation Appears

Sierra game designers will go to all lengths to get the facts they need to make
their games great, interesting, accurate, and amazing. They often take the design
team on the road and search for settings or experiences they later “build into” the
game. (Look how far Bruce Balfour went with the asteroid collision into Jupiter

their individual quests. While Gabriel is tracking a shadow hunter, Grace will be
investigating mysterious historical figures from Germany’s dark days of monarchy.
Gabriel and Grace’s plot and puzzles are played separately but they will converge
at the end of the game.

last summer. ) Gabriel Knight 11: The Beast Within should be very intriguing, and word has it

Recently, Jane Jensen and her project manager, Robert Holmes traveled to  that the graphics and sound design are revolutionary.
Germany in pursuit of settings and historical information for their next game,
Gabriel Knight I1. They spent two weeks exploring and investigating Munich and
Bavaria gathering notes, photos, and local “inside information” to compile as
much research as possible.

Gabriel Knight 11 will find Gabriel and Grace in modern day Germany hunting

for clues. In this new game, players will be able to follow Gabriel and/or Grace on

SIERRA WINS!
NewMedia “INVISION”
GOLD MEDAL AWARD |

s

King Ludvig Il of Barvaria. He cast a dark shadow in bhis
time the legend of which survives even today. One member of
royalty that you wouldn’t want to find in your family tree.
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A Little History

When Lode Runner was originally released in
early 1983, it was a runaway hit that became an
instant addiction for gamers the world over. It
was a megabhit, selling over 2.5 million copies
during the early 80’s.

Based on the humorous premise that the mad
monks of the Evil Empire have stolen all the
gold and gems in the world, the player takes on
the persona of Jake Peril (a notorious bounty
hunter and all-around hero-type with
indefatigable legs). Jake's sole purpose in life is
to infiltrate the underground labyrinths and steal
back the riches. Always on the lookout for the
man-crunching monks and their evil zombies,
Jake uses his ever-ready laser blaster (no pitch
intended) to blow traps and escape holes
through a plethora of subterranean levels.

The game was popular and addictive (it's even
rumored that Johnnie Magpie almost lost his job
because of it) but not much to look at by today's
standards. Two-dimensional, jagged-edged, and
only four colors, Lode Runner was quickly
surpassed by a tidal wave of technological and
artistic advances. Nevertheless, it remains to this
day many game reviewers' all-time personal

Lode Runner was first
released in 1983. It was a
runaway hit, selling over
2.5 million copies during

its illustrious career.

favorite. Their all-time personal favorite until
now, that is, for at the end of August, Sierra On-
Line will proudly release a modernized version
of the game, Lode Runner: The Legend Returns.

The Legend Returns.

Lode Runner returns with stunning new
artwork and animation, a stirring soundtrack,
and a plethora of new gaming options. Fans
who recall the original Lode Runner with
fond reminiscence will be pleased to learn
that the game play remains virtually the same,
In fact, some of Doug Smith's original

By Susan Frischer

14 To Order Direct 24 Hours-a-Day, 7 Days-a-Week, Call: 1-800-757-7707

artificial intelligence programming was
incorporated into the game's engine. Jake is
back too, fighting off mad monks and
grabbing gold with the same combination of
quick thinking and even quicker reflexes.
Armed with an arsenal of obstacles that range
from monk snares to slime buckets, Jake (with
a little help from the player) must conquer ten
underground mazes, each comprised of fifteen
levels of increasing difficulty. (For a taste of the
actual game experience, see Chris Williams'
Inquisition 2000 column.)

Lode Runner's most impressive improvements
have been in the areas of art and animation.
Repainted using SVGA resolution and a glowing
256 colors, the backgrounds are underworld
fantasies that you'll want to frame. Crystals
crisscross a crimson cavern (in an over-
abundance of alliteration), an ice cave glistens,
pools of phosphorescence glimmer eerily within
purple lava tubes. This gorgeous subterranean
world is much more scenic than the Evil Empire
deserves, but players are sure to appreciate it.
On-screen, Jake lopes along with the gazelle-like
gait of a man who runs for a living (as well as to
stay alive). Even the mad monks are well drawn

INTERACTION Magazine



Play alone or with a friend.
Sometimes it takes teamwork to

and animated (it's especially fun watching them
climb out of Jake-blasted holes).

I'he soundtrack adds much to the gaming
experience. An exotic blend that features
percussion instruments, the music creates a kind
of Raiders of the Lost Ark ambiance. The great
art, smooth-as-silk animation, and moody music
work together to fully immerse the player in the
action. Lode Runner is definitely one of those
amazingly addictive games that you sit down to
play for just a minute or two and before you
know it, your rent is overdue.

You Mean There's More?!?

Jeff Tunnell and company have added
several new features to Lode Runner: The
Legend Returns. (What else would you
expect? After all, these are the same people
who brought the world The Incredible
Machine.

jumping levels, although the manual warns if

I'he plaver is given the option of
piay !

you sneak ahead of the programmed order,
you will miss out on the animated mini-flicks
that follow the completion of each of the ten
worlds. There is also a two-player option
that allows two people to play at the same
time by using a combination of keyboard and
joystick or mouse. As well as competing with
your co-player, there are times when the two
of you must work cooperatively in order to
thwart the monks.

Jake is back, fighting off mad
monks and grabbing gold with the
same combination of quick

thinking and even quicker reflexes.

Repainted using SVGA resolution
and a glowing 256 colors, the
backgrounds are underworld
fantasies that you'll want to frame
and hang on your wall.

——————————————————— =
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thwart those monks.

Saving the best for last, Tunnefl has
thoughtfully provided everything you need to
build your own Lode Runner puzzles. In fact,
the tool kit is the same one the designers used
to develop the packaged 150 levels! But don't
let that intimidate you. The interface resembles
that of a typical paint program with icon
menus that let you select backgrounds, create
mazes, and place treasures, obstacles, and mad
monks (as many as ten of them, if you're
feeling brave). It's easy to test out your level,
modify it, and test it again. Then, once you've
perfected the ultimate challenge, you can let
your friends try out their survival skills.

Classic Is As Classic Does...

In the computer gaming industry, a game
often receives the appellation "classic” if

Jake (with a little belp from the player) must

conquer ten underground mazes, each comprised
of fifteen levels of increasing difficulty.

anyone remembers it two years after its
publication. Lode Runner is still a legend after
it’s first dozen. It’s one of those rare games
actually deserving “Classic” he
popularity and timeless appeal of the game

Status.

made Lode Runner well-worth the hours and
effort that went into its reincarnation.

l‘”]l/”]}: ]” 'hl‘ ”"Ki(’rn to Il\ now at (h(' game
designers disposal, and mixing them with the
addictive playing mechanics that made the original
game so compelling to play, Lode Runner: The
Legend Returns will surely and quickly again
become a legend in its own time. 'x

Custom design your own levels
using the same tool kit the

designers used to develop the
packaged 150 levels!

Automated Technical Support Service 24 Hours-a-Day, 7 Days-a-Week, Call 1-206-746-8100 15
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Jungle Strike
Electronic Arts

The 11th"Hour
Virgin Games

Stonekeep
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Are You

24 hours, 7 days a week

ActiVision
1 900 680-HINT

95 cents per minute

Atari

1 900 737-ATARI

95 cents per minute

Bethesda Softworks

1 900 88-HINTS

95 cents to $1.25 per minute

Capcom
1 900 680-CLUE

95 cents 1st min., 75 cents add’l minute

Crystal Dynamics
1 900 737-4S0S

85 cents per minute

Data East
1 900 4545-HELP

65 cents to 95 cents per minute

Electro Brain Corp.
1 900 903-TIPS

99 cents per minute

Electronic Arts
1 900 288-HINT*

95 cents 1st min., 75 cents add’l minute

‘Correct phone number for the Electronic Arts Hint Line

GameTek
1 900 903-GAME

80 cents per minute

Interplay
1 900 370-PLAY

$1.25 1st min., 75 cents add’l minute

JVC Musical
1900 454-4JVC

75 cents per minute

Konami
1 900 896-HINT

85 cents to $1.15 per minute

LucasArts
1 900 740-JEDI

75 cents per minute

MegaSoft
1 900 454-6888

95 cents per minute

Microprose
1900 933-PLAY

95 cents per minute

Sierra On-Line
1 900 370-KLUE

75 cents per minute

in Your

Spectrum HoloByte
1900 773-HINT

95 cents per minute

SSI
1 900 737-HINT

95 cents Ist min., 75 cents add’l minute

Taito
1 900 28-TAITO

75 cents to $1.25 per minute

Take 2 Interactive
1 900 28-TAKE2

95 cents to $1.25 per minute

Tsunami
1 900 903-WAVE

80 cents per minute

U.S. Gold
1 900 288-GAME

85 cents per minute

Virgin Games
1 900 28-VIRGIN
75 cents per minute
Westwood
1900 288-4744

75 cents per minute

You must be 18 years or older or have parental permission to call any of the above 900 numbers,
touch tone phone required. Customer Service for all lines: 702-387-3262. All 900 numbers listed on this page utilize

AT&T MultiQuest® 900 Service and are processed by the telecommunications facilities of B.E.D. Productions, Inc.

B.F.D. Productions is a telecommunications service bureau specializing in pay-per-call programs for the com-
puter and video game industry. For additional information about B.F.D. Productions and how to obtain a 900
number for your company, call 1-800-672-9000.

AT&T MultiQuests is the 900 Service of choice for the Entertainment Software industry.
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“It’s easy to see why this series is the best-selling game series of all time.”

-Compute Game Review

THE SOUNDTRACK

King's Quest VII utilizes the talents of professional
voice actresses and actors, adding personality and
depth to the characters. An elaborate opening
animation sequence features a fully orchestrated song
warbled by the princess herself, Rosella.

The motion picture styled score resounds with over
120 musical themes, each representing a different
character or land.

The composer, Jay Usher, says “The score is an
original composition utilizing a full complement of
strings, brass, woodwinds, and percussion as well as
the traditional flutes and guitars from previous King’s
Quest games. Along with creating a mood or emotional
context to carry the player dramatically from scene to
scene, | feel that it’s equally important to include
memorable melodies and themes.”

THE CAST AND STORY

The Princeless Bride continues the adventures of Rosella, the
daughter of King Graham, whose exploits were last featured in King’s
Quest IV. Several other favorite characters play major supporting
roles. You may recognize such familiar faces as Queen Valanice and
Edgar the 222,

In King’s Quest VII, the player will travel to six lands, including
Nonsense Land, the Rubber Jungle, Cloud Land, and Ooga Booga
Land (home of the dreaded Boogeyman). You will meet (and in some
cases, defeat) such strange and wondrous creatures as the Headless
Horseman, the evil witch Malicia, the Three Fates, the Lady of
Dreams, and the Troll King.

‘20 To Order Di ' o, Dave-a-\ : : : INTERACTION Magazine






EARTHSIEGE

Pilot Earth’s Human Resis
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EARTHSIEGE

by Gregory Rucka

It’s five hundred years in the future and you’re
a squad leader in the Human Resistance,
responsible for the lives of three other pilots
every time you lead them into the field.

Piloting your HERC, a mighty war machine
that towers thirty-four feet above the nuclear
blasted badlands, you face off against the
Cybrids, man-made artificial intelligence that has
decided humanity has got to go.

Your radio crackles (the tight-beam transmission
distorted from the coding), and you hear Parker’s
voice. “I've spotted some bad guys,” she says.
You rotate your HERC’s torso, giving the order
for all the pilots in your \k,l].]d to start an active
scan. Suddenly, you see them, two, sleek, new
Mirimac models—the ones the boys from
intelligence warned you about—bearing down on
you. It’s really quite simple you think, as you start
o 1"('.“ li"‘ your J.!\L'r cannons ”‘\i l‘fffl[ your
missiles on line; it’s either them or you.

“These are not your garden-variety Saturday
morning animé-style robots,” EarthSiege project
leader, Mark Crowe says with a laugh, regarding
the HERCULAN warriors the player, pilots ir
the simulation.

The details are

everywhere, from the
sudden flash and
corresponding shadow that

fills your cockpit after
taking a direct hit, to the
rumbling thud of each
heavy footfall on the
impacted earth.

“Functionality and believability were the two
key criteria in the design of EarthSiege HERCs,”
explains Crowe.

The problem was simple, but daunting: How
do you make the p]«ly\('f believe they are
controlling every movement of a fully
articulated, 100 ton war machine that stands up
to thirty-four feet tall? This problem,
incidentally, becomes that much more imposing
when combat enters the picture. It’s hard enough
to make 2 HERC’s movement believable - how
do you maintain that realism with lasers, bullets,
missiles, and explosions commanding precious
CPU power?

The solution started on a drawing board—
literally. Nearly three months of conceptual
sketches were required to find the appropriate
look and shape of each HERC in the game. “We
demanded a couple of things from the designs,”
Crowe says. “First, the HERCs needed to look like
believable military vehicles. Second, and related to
that, each component on any given HERC had to
be capable of independent motion while at the
same time being part of the larger machine.”

Unlike its companion, Battledrome, where the
action takes place in the glossy realm of

Fall 1994

Cyberspace, EarthSiege deploys its HERCs out
in the grit and grime of the “real” world. Each
design had to be feasible, something that could
at least in its shape and conception) be
constructed. While the HERCs could have
stylized to keep joints and movement to a
minimum, that would have destroyed the
elements of believability that the EarthSiege
team was aiter.

peen

One of the things the designers knew they
wanted to do was photograph actual models and
sets, r.\(ht.’ Yh,m just generate the entire package

n
miniature sets, we were .lN(' to get a far more
believable look than could have been obtained
through direct computer generated imagery,”
says Crowe. “It’s the same model building
technique used by the major F/X houses in
Hollywood. ”

on computer. “By using photography wi

As the sketches were approved, the HER(

| moved on

acsigners

to draw up actual
schematics of the war machines. Again, the
designs were checked for believability and
realism, before actual model construction could
begin. Construction of each model took roughly
a week. The same process (from sketches to
blueprints) was
surrounding structures such as bases, refineries,
and service bays.

tollowed to create the

With the models completed, the photo shoot
began (with special attention being paid to those
particular strengths that miniature photography
could provide). Each photograph was then
scanned and digitized before inclusion in the game.

For the simulation, the HERCs were then
drawn in 3-Space, Dynamix’s 3-D rendering
system. Bitmaps were then applied to give the
HERCs their startlingly realistic and text
look. The ultimate result is a realistic 3-D
environment the player can move through and
interact with in the simulation.

ured

While the world outside the cockpit was being
rendered in 3-Space, something even more
powerful was needed to create the many
cinematic sequences that pepper the game. “We
turned to SGI animation for these sequences,”
says Crowe. “Basically, the SGI machines
Silicon Graphics, Inc.) are high-end graphics
rendering stations. Using them, we were able to
map incredibly complex shapes, and the results
are truly impressive. The cinematic sequences are
very realistic, the stuff you expect from a major
motion picture.”

Much of the beauty of MetalTech:
EarthSiege comes from these
throughout the game. The details are
everywhere, from the sudden flash and
corresponding shadow that fills your cockpit
after taking a direct hit, to the rumbling thud of
each heavy footfall on the impacted earth.
Despite the razzle-dazzle, it’s the amazing
realism of the HERCs that takes your breath
away. Leaving the game, you itch for a chance
to climb back into the cockpit; once in the
cockpit, you can’t wait to get into battle; once
in battle, you can’t wait to win.

touches

None of the EarthSiege designers would have
it any other way. 'x

Brilliant, awesome graphics...

..plan your strategy and prepare for battle.

Automated technical Sunoort Service 24 Hour< a2 Dav 7 Dave a Week Call 1 206 746-8100



HERC versus HERC

by Gregory Rucka

If you've heard about Battledrome, you already know
something about the world of the HERCs. But if you think
you know it all, you're in for a big surprise. There are
some major differences between Battledrome and
EarthSiege.

Battledrome is a sport, played in a slick
cyberspace arena, player against player. You
can use your modem or jump on the nearest
network and reach out to blow someone
away, pitting your custom outfitted /

HERC against a friend’s. Battles are one-
time affairs, contests of skill and
strategy for cash and recognition.

MetalTech: EarthSiege is a war,
fought on the dusty, blasted fields of
battle, where you, the player, must
lead your squad to victory. Although
single missions can be played and
instant action is available, EarthSiege
is oriented more towards creating a
career and fulfilling several
campaigns. Each campaign has
multiple objectives, where strategy and
tactics are asimportant as a steady hand
and a quick trigger.

On top of this, resources in EarthSiege are
scarce. Money, the stuff of life in Battledrome, is
good for nothing more than starting a quick fire in
EarthSiege. If your HERC gets damaged in EarthSiege,
you've got to scavenge the parts you'll need to repair
it out on the battlefield.

The same goes for new weapons and new
HERC designs. In Battledrome, all you need to
improve your HERC is cash, and that’s easy
enough to get; all you have to do is win.

In EarthSiege, you'll always be one
technological step behind your enemies,
and the only way to catch up is to steal the
technology from them. It’s not enough to
blow your enemy apart—in fact, that's
not always the best approach to a battle.
You've got to cripple your enemy
without destroying his weapons, if you
want to add them to your inventory.

But, perhaps the differences can be
summed up most simply in this way:

Battledrome is for fame and fortune. '

- EarthSiege is for survival. -
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You choose your HERC, its weapons, the arena conditions,
and the amount to wager.
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Choose Any Two Sierra Games
FREE When You Switch to Sprint!*

Sprint” long-distance service just
became more valuable - up to $159.90**
more! Now, when you switch your
home long-distance service to Sprint,
you can select any Sierra game, free!
After enjoying six months of high-
quality long-distance, you may qualify
for a second free Sierra game.***

Only Sprint can offer you a nation-
wide 100% digital, fiber optic network
that provides the long-distance quality
and reliability you need. Experience for
yourself Sprint’s “fiber-optic” clarity
that makes both your long-distance calls
and PC data transmissions crystal clear
and virtually error free.

Unsurpassed call and data clarity is
just one of the many benefits you will
enjoy as a Sprint customer.

The Most® A Unique Calling Plan
Sprint offers an unprecedented long-

distance calling plan called The Most

available now for all customers. The

. Most will save Sprint Customers 20

percent off already low rates on calls

each month to whomever you talk to

X

the most, including international
calls-even if the called person is with a
competitive long-distance carrier.

The Most will also provide an
automatic 20 percent discount off all
calls to Sprint’s millions of dial 1
customers, anytime and anywhere.

When the person you talk to the
most in a given month is a Sprint
Customer, Sprint will combine both
discounts for an effective overall
savings of 36 percent on calls to that
number. ****

Save on Long-Distance When
You’re away from home too!

Sprint’s FONCARD™ lets you continue
to take advantage of long-distance
calling and savings even when you’re
away from home. The FONCARD is free,
with cards available for every member
of your family.

The Service You Deserve

At Sprint, we make no compromises
when it comes to dependable, personal
service - we do it all; operator services,

directory assistance, customer service,
even instant credit for wrong numbers.
And we do it 24 hours a day!

No Risk Guarantee

Your satisfaction is guaranteed: we’ll
pick up the cost of switching your long
distance to Sprint, and will even pay to
switch you back if you are not completely
satisfied. (Some restrictions apply.)

So why not sign up for Sprint and
receive the clarity, savings and service
you want while getting two Sierra
games you enjoy?

% Sprint.

*  Offer valid
Not valid for

**  Retail value of Sierra Games. Offer valid on any current

Sierra product with a retail velue of $79.95 or below

To qualify for a second game, the customer must bill $20

per month in 3 of the first 6 months.

THE MOST discounts apply to in-state/intral ATA calls

only where authorized.

in the US. and for new Sprint customers.

LA



ACES OF THE DEEP Type VIIA
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UNTERSEEBOOT U .99
KMDT. REPORT

Fired two torpedoes =t two large ovarlappingz

merchant ships. First torpedo hit. Ship disintegrated
completely in flames and a wvast cloud of smoke.
Hundreds of steel plates flew like shaets of paper
through the air... shortly afterwards scored another
hit on a freighter, which also exploded. From bow

to bridge the ship was under watar. The whole hoat
echoed with bangs and crashes.

During World War II over 39,000 sailors put to sea in
German U-Boats—30,000 never returned. Will you?
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B.26.KRIEGSTAGEBUCH

KRIEGSMARINE REPORT:

Take command of a G erman U-boat, stalking the enemy
in a war wher ¢ the hunter quickly becomes the hunted.

Measure your success by tonnage sunk as y ou attempt to
strangle shipping lanes and outmaneuv er convoy escorts.

Ve could clearly hear the

deafening, rhythmic beat over
our heads. At the time it

looked a hopeless operation.
After firing our torpedoes

there was a tense silence in
the boat until we were sure
that we had been successful.
Then without being able to see,
we could hear the explosions.

Kapiténleutnant Ott Schuhart, U-29

des Unterseebootes “U 29”, Nr. Asel © ™~

Ant._ 1 Au.2U=Fiottille B=17r.G.Kdos_s v._ =, 74
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CONFIDENTIAL DOCUMENT

TORPEDO: Eingestellte Tieffe-6

-

Kommandant:

. [ Wassertiefe: . Z{v

TOTPETORUTST J

INSIGNIA: ‘pr/b !L’

SSW 10, Seegang 8,
Schlechte Sicht

72

Expect to lose your appetite—and maybe mor e—as you're
tossed by rolling waves and surrounded by the sounds of
creaking hulls, depth charge explosions and the twisting
metal of sinking ships. H ighly sophisticated ar tificial
intelligence governs enemy behavior, countering your
maneuvers with attacks of their o wn.

Wetter:. .. 04521
Sicht:. £iabled.

Wind:. Lo Al

#e had begun to sink
rapidly. Inexorably the
needle of the depth

indicator moved ton the

right 100--120--150--
it went on gathering
sp3ed. At the same moment

/i
came & report from the 4 <.

engine room aft 'LEAK!' \%[;}
(3

Kepitédnleutnant Matz, U=70

A




U-551

o, 1
Nordatlantik auf 41 . Lana/t X ‘ wiasti. - E
Exploit new weapons, |3
\ technology and tactics |2
6 as they become avail- >
able, following their v 2’
|

true chronological
development during
the war. Beware of the
advances of the other
side as they continually
challenge your ability
to evade detection.

4"“’

S I ZE 0PN B/L9182 MIS'T FIOVING

Block=Nr. "M' 2

90 *

0121: Torpedo fired from stern; in the bow both tubes are loaded;
three torpedoes from the bos... There is e loud explosion, roar and
rumbling. Then come columns of water, followed by columns of fire,
splinters flying through the air. The harbor springs to life.
Destroyers are 1lit up, signalling starts on every side, and on land
200 meters away from me, cars roar along the roads.

\ Kapiténleutn:nt sunther Prien, U-47
i
SEEGANG: / G Convoy Range: Bearing: Lat: Long:
! { ’ /AMI [-1250 “~ /'4’ ”_;,. - 1,’0’ / |
é Wi g Type:XXl /‘A Joit . N BV -&"‘;; —% N -
S
Command 1 of 7 differ ent U-boats, batdling 20 differ ent
b | vessels and 8 differ ent aircraft with a full arsenal of guns and
& | torpedo types. G ouraud-shaded vessels heighten the r ealism as
you patrol waters in w eather ranging fr om starry nights and
T! wind-whipped whitecaps to heavy clouds or dense fog, !
< ?
<
. ;
$
3 =
S -
&
2 g |
=
bese
:p”.
e -
- —— -
! Undertake single missions, training ex ecises or entire campaigns. A djustable settings allo w you to play .
i avany skill level. Historically detailed missions include famous batdles, captains, ships and air craft. I o *mu
!

PHOTOS COURTESY OF NATIONAL ARCHIVES AND RECORDS ADMINISTRATION
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Complete your collection of authentic Aces Simulations
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“1t sets the new standard for submarine
simulations, perhaps even simulations
in general.”—Computer Gaming World, July 1994

Take command and dive deep beneath the icy waves of the
Atlantic in the most historically rich WWII U-boat simulation ever—Aces of the Deep
Depth charges, sonar pings and air attacks add deadly r ealism as sweeps and counter
attacks threaten you and your cr ew. Match your tactical wits against the enemy and
measure your success in tonnage sunk. CD version includes exclusive iterviews with

a
ACES

EUROPE

six famous German U-boat commanders
. -
.’ o
=8N

“...continues a proud {

tradition of cutting edge
flight simulations.”
—Electronic Games,
September 1993

Fly for the U.S. Ar my Air Force, the R.AF., and the B ———

German Luftwaffe in over 20 meticulously modeled air craft including the P51 Mustang,
Supermarine Spitfire MKIX and Fw 190. Patr ol the front lines, target supply depots
and fortified artillery bunkers, and come face-to-face with moving tar gets on the
ground and sea.

“Benchmark of the 90’s for
flight simulations.”
—Simulation!” Magazine

Es

Take to the air fr om Pearl Harbor to the Coral Sea
and Midway. Intercept bombers, dive bomb ships,
cripple enemy air bases, and attempt carrier landings. Fly for the U.S. or Japan
in 25 WWII vintage air craft including the A6M Zer o and the F4U Corsair. CD
version includes the ultimate “what if” scenario, WWII: 1946—what might have
happened if President Truman hadn’t dropped the atomic bomb

RED BARON 1wwl

Red Varon,

Hall of Fame Winner
—Computer Gaming World

The year is 1914. Fly as a British or Ger man pilot, [ ——
taking on enemy observation balloons, bombers, and -

challenging enemy aces such as the Red Bar on himself. Choose from 33 classic WWI
aircraft, including the Fokker T riplane and the Sopwith Camel. CD version comes with
A-10 Tank Killer”. Relive Operation Desert Stor m in this rugged tank-busting air craft

Available at retail or call

1-800-757-7707 | and ask for offer D855.

(@) m ®©
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PANT OF THE CICNNA FAMILY
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Let me lead an exploration team, Captsin. I'm sure I'UlL be able to find
clues our regular pilots and certainly our robots might miss.
Something on Afea and Gaex is CONolling the attacks of the Diots, sir,
We must find out who or what is Leading the life Forms and destroy it.
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he goal of the game, in a nutshell, is to
“seed” inhabitable planets with colonies
that will insure the future of mankind.
The original home of the human race,
good ol’ Earth, may have been lost in a battle
against a hostile alien race. The seedship left before
the ultimate battle, so the status of Earth is pretty
much an unknown as the game begins. The player
takes up the role of captain of the seedship U.N.S.
Calypso and the game begins as you are
summoned from a cryogenic sleep when your ship
enters a habitable solar system.

T

If all there was to Alien Legacy from this point
on was colony building, the game would be called
Outpost and you could read more about that
game elsewhere in this magazine. Instead, while
Outpost takes on the challenge of rebuilding
mankind’s future in space from a “hard science”
perspective and plays as an open ended
simulation, Alien Legacy chooses to go the route
of science fiction with a much more event-
oriented story.

Over the course of the game, it is soon
discovered that yours is not the first Seed Ship
that has come to port in this part of the universe.
There were earlier pioneers from planet Earth
that lost their lives due to the actions of an alien
intelligence—an intelligence you will need to
match wits with if you expect to survive and
insure the future of mankind.

Take Command of the Earth
Saving Seedship

As captain of the Calypso, you take up your
command on the Bridge of the seedship,
surrounded by 5 trusted officers that will keep
you informed on the various happenings as you
plant the seeds of your colonies. These officers are
all intelligent individuals who are enthusiastic
about their jobs. They are only too happy to offer
suggestions and tell you what they think. Not
surprisingly, your Military Advisor is likely to
recommend military action more often than is
prudent, while the Scientist will take a more
cerebral, but often less strategic, view of events as
they occur. It’s important to weigh all sides of an
issue when consulting with advisors. Each advisor
has a very distinct personality and distinct
motives. Keep in mind the advice of your crew as
well as resources available, etc., before you act.
Entire colonies will either reap benefits or suffer
consequences based on your decisions.

While in the early stages of the game, you will
probably feel totally in control of the game as you
initiate colonies and make decisions on where to
invest time and resources, it won’t take long for
the events to take control of your schedule. You
will soon find yourself leaping from decision-to-
decision in a furious effort to keep control of the
various colonies as they experience natural
disasters, power failures, and “close encounters of
the worst kind.”

It’s kind of like building multiple SimCities
with all the disasters enabled and the difficulty
level set on high. Since the game operates more or
less in real-time, making good decisions and
making them quickly could be the difference
between success and failure of your mission.

It’s kind of like

building multiple

SimCities with all the

disasters enabled and
the difficulty level

set on hig

Discover ancient alien artifacts that offer vital
clues to your success.

While most of the action of Alien Legacy
happens from your place on the Bridge of the
U.N.S. Calypso, the game is by no means static.
You also have the option of taking the controls
of exploration ships as they perform planet-side
missions. The planetary surface graphics are
some of the best in the game and make the
sequences very enticing and fun. They are
especially cool when the normal research-
oriented missions give way to more aggressive
dropping of plasma bombs on enemy
strongholds. It makes for a great change of pace
for a ship’s Captain, normally confined to giving
directions while crew members get to do the (fun
and) dirty work.

Solar System Strategy

The planet-side missions greatly add to the
overall feeling of the depth of the game. Some
worlds in your new home solar system are
inviting, and you’ll definitely want to colonize
them. But, beware that the same temperate
weather that brings you to these worlds also
invites other visitors.

Planets close to the sun offer a hellish
landscape, but may also be rich in mineral
resources. It may be necessary (albeit unpleasant)
for your colonists to work here. The remote
planets at the solar system edge are perhaps the
least inviting, offering up a chilling view of empty
tundra and chasms. Remember that these planets
are the exterior strongholds of your solar system
and could have military applications. Outer Space
is a big place, and you’ll find that there are
reasons why it’s important to develop a large and
diverse base of colonies as you move forward.

T'he widely diverse challenges in resource
management and decision making in Alien
Legacy make the game fun to play for strategy
gamers, while the constant eruption of
emergencies and catastrophes to be dealt with
will make it more interesting for players of
traditional simulations. And last but not least,
adventure and fantasy role-players will be more
attracted to the intriguing story and interaction

between characters.

It is the subtle blending of all these
characteristics that makes Alien Legacy totally
unique and worth looking for on the software

shelf. Alien Legacy creates a new genre of gaming
-

all its own. x

Fly over detailed planets in search of essential resources
and clues.

Fall 1994

Construct planetside and orbital colonies. Explore and

colonize the Beta Caeli star system.
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‘ Computerized war/strategy games

have traditionally represented
everything that is right, and wrong with
computer games.

War games are complex, intense and
challenging. They feature an incredible depth of
play and can be very realistic. They demand that
the player be capable of understanding every
minute detail of the simulation. But, it doesn’t
end there, the player must also think
strategically and globally across all aspects of
the game. It is this complexity and depth of play
that makes war/strategy games so intriguing to
the average player, and also very frustrating.

If you've tried to play war strategy games and
haven’t been able to really understand the
gameplay, you aren’t alone. Over the years,
many players have sat down to these games,
only to stand up hours later, frustrated,
confused and defeated.

These games are so complex they can be
daunting, and the subject matter (as much as
some of us don’t like to admit it), is sometimes
outside of our frame of reference. After all, most
of us don’t have a job where we need
to know whether a Scud can beat a
Minute Man (or figure out how long it
would take an Abrahams tank to get
across the battlefield).

This high level of frustration and
confusion with other war games is what inspired
the creators of Battle Bugs to work on the game
in the first place.

Battle Bugs is a complex, robust wargame
designed with a lot of depth of play, but it’s in a
format the rest of us can actually understand.

They do it with bugs — ants, bees, stink bugs -
over 20 different types of bugs in all. The bugs
take the place of sophisticated weapons and
artillary you can’t understand, and make the
whole game playable and enjoyable. Sometimes
it’s downright funny.

Unless you were born yesterday, you probably
have some idea that ants are army material, bees
fly fast and sting hard, and that stink bugs...are

FINALLY,
A HUMOROUS,
APPROACHABLE WAR
STRATEGY GAME

stink bugs. In the Battle Bugs war game,

understanding the role of these insects is simple if

you think of them in military terms. The ants are

army troops, the bees are bombers, and the stink

bug can change the entire complexion of a
battlefield with its special weapon,
turning the smell of victory into an agon-
nosing defeat. | could go on into the
preying mantis and beyond, but you get
the point.

Using this simple-to-understand analogy of
insects as infantry and air force, you’ll be able to
wage war in any of 56 different battles and
employ the capabilities of the 22 different insect

Ab, the spoils of war. So tasty!

Fall 1994

warriors. You will have to
consider; terrain, mobility,
formations, timing, and special
weapons. Some bugs can fly,
others can swim, some can breathe
poison, while others can hurl
bombs, missiles, or even deadly cheese.

Your mission is to battle enemy bugs and
capture junk food territories such as the delectible
“PlopTarts”, the dreaded “Excramints”, or you
might choose to beat the game clock.

Ultimately, your first and foremost goal is to
stay alive and survive. The depth of play and
complexity of the game is there, but the
confusion and frustration has been exterminated.

Once you've gotten a good feel for the war
(and you’ve managed to collect a thorax full of
war medals), you may find yourself itching for a
more human opponent. Battle Bugs also allows
you to go head-to-head with another
opponent. Bump abdomens and
tangle antennae using your own
strategies and defensive postures.
You might even collect a jar of
crickets and keep them nearby as
your cheering section.

Also prepare for some very funny punishment
on the battlefield. The afore-mentioned stink
bug is but one of many creatures that can create
some very funny situations, and an occassional
display of humor can really break up the tension
of the battlefield. But watch out, or the last
laugh may be your enemy’s. The colorful and
friendly presentation also makes the game easy
and inviting to play.

Overall, Battle Bugs offers hundreds of
gameplay hours with countless possibilities,
strategies and combinations. It’s worth a good
look - you’ll go bug-eyed with the possibilities. ‘x

Battle Bugs system requirements:
IBM PC or compatible, 386 (486
recommended), 8 MB hard drive space, 2 MB

RAM, VGA monitor/card, MS-DOS 5.0 or
higher, most sound card devices supported.

Marshal and brief your valiant troops.
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Act now, and you can take your choice of any
one of these six great Sierra
floppy disk or CD-ROM — absolutely FREE!

Gabriel
Knight:
The Sins of

the Fathers
In the first
installment of
what promises
to be a long,
successful
new series,

Gabriel Knight

enters the world of the New
Orleans voodoo cults — and dis-
covers the truth about his own
amazing destiny.

King’s
Quest V:|
Absence
Makes
the Heart
Go
Yonder
Magic!
Gypsies!
Ants! Yetis!

KQV has them all, as good
King Graham, patriarch of a
whole family of adventurers,

goes up against the evil
Mordack in his second King's

Quest game. Great graphics,
great sound, great game!
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The PC Gamer Cover Disk
With every issue, you'll get your choice of an
HD disk or CD-ROM disc. It’s an interac-
tive demo disk that lets you try out the
hottest new titles around — before you
buy them. Only PC Gamer gives you the
chance to test drive some of the biggest, most
eagerly awaited new games on the market
— every month.

You Get it All!
Put it all together, and this is a deal you just can’t pass up!

=12 issues of the best PC games magazine in the business
12 cover disks packed with interactive demos

~-AND your choice of any one of six great Sierra games

All this, for only $47.95 a year — a savings of almost 50%
off the newsstand price!

games — on either

> Gobliiins Gobliins 2

% ‘ It’s one of The best
: o STi=the most kind of
—t =2 linnovative sequel,
5 i | PUZZIE Gobliins 2
‘u a oo |games brings you all
o e il e e whele fi| YVE V@ SEEN the fun of
: in years! the first

You'll guide game — and

three zany then some.

Multimedia CD | goblins This time
A8 W through a out, you'll

land of brain-
teasing puzzles and odd situa-

tions. Each has his own special

abilities, and it’s up to you to
figure out how to use them.

Alexander, and he’s become
determined to track down his

princess and win her heart.

Romance, adventure, action —
it’s all here in the most beauti-

ful KQ yet!

ve
Sp to

King’'s roof that the era of Leisure Suit
Quest VI:| ning is upon u Larry 6:
Heir - Shape Up or
Today, Slip Out
Gone This latest adven-
Tomor- ture in the life of
America’s

row favorite lounge

It’s love at lizard is
first sight- for o vintage Larry.
Prince ' This time out,

Larry finds him-

self in a health spa full of gor-
geous women — and one of
them might be Ms. Right!

Where Do | Sign?

So if you're as serious as we are about PC gaming,
subscribe today! Don’t miss a single cover disk —
or the reviews, previews, and insight only PC Gamer
can provide. Just fill out the card and get ready for a
year of the best PC magazine there is — delivered right to
your door, every month!
For even faster service, call our subscription hotline at

(415) 696-1661.
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control two little impc in
even tougher puzzles.
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If you're not satisfied with PC Gamer, you may
° cancel your subscription at any time. We'll
give you a full refund for all unmailed copies.
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Hello! ivs me—Al Lowe! Sure, you may not
know me, but I bet you know my friend and alter
ego, Leisure Suit Larry. Well, | have a new game
coming this Christmas. It’s another typical story of
bungling, sleazy people doing dumb things. No,
no, no, it’s not Leisure Suit Larry 7. This one is
about our very own United States government!

Now, before we go any further, I want you to
know I’'m am not anti-American. Far from it.
Fact is, I revere our founding fathers greatly and
love this country they built, and I'm sure you do
too. I just tend to have problems with the
current management. Not that I'm anti-Clinton
either. He’s probably no better and no worse
than Bush or that funny looking little guy with
the big ears who claims to be no politician (but
who acts exactly like one!). When you play my
new game, if you see more references to
Clinton’s bunch than the other guys, it’s only
because Clinton’s the one in power. Besides, it’s
no fun to kick a guy who’s already down.

Ever since 1 started Capitol Punishment (note
that’s Capitol spelled with an “O” as in
Washington, D.C., not Capital spelled with an
“A” as in “execution”), people keep asking me

why a political game? It’s not an easy question to
answer! But, thinking back, here’s how the whole
thing came to pass.

In “WhiteWater Adventure,” join America’s
first family for an exciting ride down the
Remember: Don’t rock the boat,
especially if you’re in it

Potomac

By Al Lowe

“Vote for me, because my opponent is
a whiny, stupid, communist, small
animal molester who will raise your
taxes and steal your wife.”

Back during the 1988 elections, watching the
mudslinging commercials, the pompous
conventions, and the circus our political system has
become, I was disgusted though I wasn’t shocked.
(Hey, I lived through Nixon! There’s nothing in the
way of nasty politics that I haven’t seen.) But ’88
was the first time I realized that it’s you and me—
the taxpayers—who are footing the bill for our
national embarrassment every four years.

WL
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And watch out for the IRS shark. The
Clintons should always stay one step ahead of

the IRS

36 To Order Direct 24 Hours-a-Day, 7 Days-a-Week, Call: 1-800-757-7707

You probably assume our quadrennial

spectacle is paid for by unions, special interests,
and that special bunch of guys you went to high
school with that always wanted to be the next
Ambassador to Sweden. Wrong, Bippy! The
major portion of the campaigns are paid by us,
in the sweet little form of “Matching Funds.”
Remember that little check box on your tax
form that asks, “Would you like to donate $1
for the political process?”

Yes, it’s our tax dollars that brought such
wonderful entertainment into our living rooms;
things like Michael Dukakis® Boston Harbor,
Willy Horton, Dan Quayle and those “It’s The
Economy, Stupid” messages. I'm not sure why,
but when I figured out we were paying for these
commercials, | had this amazing urge to head for
the bathroom (no, not for that reason!), look in
the mirror and punch that guy staring back at
me right square in the nose!

Way back then, I started thinking maybe I
could make a difference in this world. Maybe
through my humor, I could find a way to remind
people that we hired these guys, and we can fire
‘em, or at the very least, manage them better.
You probably know I included Dan Quayle in a
minor bit at the close of Leisure Suit Larry 5. 1
thought it was a funny bit. But then, so was he!
If 'd known back then what it costs to have a
vice-president in this country, Larry’d have

Collect Cattle Futures and Spin Doctors

Spin Doctors will get you out of trouble
while Cattle Future

have their own value

INTERACTION Magazine




rubbed a lot more pie in his face. But more on
Veeps later.
The idea of a political humor computer game
finally gelled when I saw a political practical
joke come out of the software industry
itself. So here’s my little tribute, which 1
modestly call, The Golden Al Award:

The Golden Al Award
for the
Best Political Joke

By A Software Company

INTUIT-

For sending every member of
Congress a personal copy of Quicken,
immediately after the Congressional

check writing scandal.

It’s too bad Congress can’t use Quicken for
government business. Maybe if we all wrote
Intuit a letter, they’d create a special “Quicken
Government Edition” that could handle 15-digit
numbers. Maybe then Congress could easily
keep track of its spending and the national
deficit. (Oops, better make that a 20-digit
version!) Maybe with Quicken, they could find a
way to cut spending instead of “revenue
enhancement” (i.e., raising taxes).

With Quicken maybe Congress could figure
out for themselves what that famous “fair
share” is they’re constantly accusing us of not
paying. I divided the annual budget by the
number of people in the United States. It looks
to me like the “per person” fair share of the
budget was around $3,400 per person last year.
If that’s my fair share, somebody sent me the
wrong tax bill! I not only paid for my family’s
fair share, but for
several other families’
fair share. (And they
didn’t even send me a
Christmas card!)

Those good folks at
Intuit have probably
received every serious
award there is for
Quicken. But I hope
they can find a place

""f ;
W@ EE W e
Fed up with the not-so-motivated-because

they’re-imposssible-to-fire “public servants”
behind the counters when you do business

with the government? It’s Tomato Time!!

Fall 1994

They said to include scandalous photos of the
politicians and their women. Does this count?

can find a place in their crowded trophy cabinet
for my little Golden Al Award.

You know, now that I think about it, |
think I've figured out why Congress is so
confused. I think Congress has too many men
and not enough women. It’s just unnatural!
They need to balance things out. I think we
should run this country like my marriage! In
most marriages, one mate tries to spcnd. one
tries to save, and between them, they balance
things out. (In our house, I'm the big spender
and it’s Margaret’s job to make sure I don’t
break the bank.)

Unfortunately, Congress has no Margarets-
no one to make sure we pay our bills. Congress
generates new bills every day when they haven’t
yet figured out how to pay for the bills they
generated last week, last month and last year! |
bet that wouldn’t happen if there were more
women in Congress.

Here in California, where I've lived for years,
we have two female Senators. | hoped they
would move into Congress and remind those
guys back there that they have responsibilities.
Unfortunately, I think there may be a little hole
in my theory, because at least one of them has
already set a record for initiating new spending,
including a billion dollar project to protect the
California deserts.

At the same time she was working to protect
sand, the rest of Congress was closing California
military bases right and left! Therefore, while
our sand may be well-protected, we may not be.
Sure the Japanese are our friends now, but that
still leaves China and North Korea (and a bunch

The fun doesn’t stop when you finish off the Feds
You can also work out your aggressions on other
DC demogogues in “The Congressional Shooting
Gallery.” These guys are ripe for a wet one!

of other countries) to get mad. Boom! San
Fransisco’s Chinatown is our new state capitol.

I must admit I'd hoped for better. I still think
women belong in the House, and the Senate,
and even the White House, but no longer do “I
wish they all could be California girls!” Aw,
shoot. Maybe we should all move to Seattle with
Ken and Roberta!

Congress can’t even get right something
simple like the separation of church and state.
Congress employs two full-time chaplins, one
for the House and another for the Senate. These
\h.lphns open each session of ( ongress and
perform general consultation with congressional
staffs. Sounds admirable right? The problem is
cach chaplin makes well over $100,000
annually. Now consider that Congress is only in
session for part of the year. That’s pretty good
money for a part-time padre. Add up their staff,
supplies, etc., and you'll find that the cost of
rhl'\(' A'ln)’r!'\\ll)n.ll l‘h,]pll”\ ll)f,ll\ \\t'” over a
half-million dollars a year.

Of course, by now some of you are probably
saying, “Half a million bucks? That’s not so
much.” Sure, and you probably work for the

A Congress of Angels???
They should be for the amount we pay each year
for their religious services!

Wait until you see all the embarassing things you'll find
when you belp Ollie reassemble shredded documents in
“Shredtris.” Further proof that these people
aren’t exactly infallable - as if we needed any!
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government! Compared to some things, half a
million isn’t much, but to me it’s big bucks and
[ bet it is to you, too.

I don’t know if you're a big David Letterman
fan like I am, but I saw Vice President Al Gore
on Letterman’s show last fall. During the
conversation, Letterman turned to Gore and
said, “Maybe I was spoiled by your
predecessor, but as 2 man who makes his living
telling jokes, I'm not getting my money’s worth
out of you.” I have to agree-we’re not getting
our money ’s worth out of any vice pr('\ldcmf

A vice president makes about as much as a
good lawyer, which isn’t too much, I suppose. We
should probably keep one around for the
occasional coronation, potentate pl;mtlng. or
other political minutia
not important enough to
pay for President Clinton
to (and his vastly
expensive Air Force One
coterie) fly out for. The
problem is, like so many
other good ideas in D.C.,
somebody screwed it up
by thinking our vice pres.
was important. Now, the
vice president has a staff

- of twenty assistants, a
Bill blows it like no :

one else...and bhe plays
the sax too!

house, a car, a chauffeur,
two different offices, and

For the price we’re paying for Al Gore, we could
get Letterman! Wouldn’t you rather have a VP
that doesn’t suffer from Dutch Elm Disease?
all the expenses we’d give to a real executive, and
we wind up spending $5,000,000 a year! For that
kind of money, we should get Letterman himself!
The office of the vice president is supposed to
be a kind of presidential “spare tire.” If the
President goes flat or gets a hole in him (oops,
that’s rather a poor choice of words), the Veep is
supposed to play backup. But when a spare tire
costs $5,000,000 bucks, perhaps we could do
without one. Whatever happened to the innocent,

inexpensive othce of vice president as it was
presented in Mr. Hobbs Goes to Washington, or
as staffed by Harry S. Truman? He lived in an
apartment during his v ice-presidency.

[ could go on and on, but there’s only so
much space in InterAction and it’s not like I'm
trying to start a revolution or something. (Heh,
heh, heh.) T just wanted you to know why I'm
taking my shot at our Government with Capitol
Punishment (note, that’s an
“Qutrageous,” not an “A”
Game”).

“O” as in
as in “Adventure

One last point: | know everyone in America
has a least favorite politician, so I borrowed one
of Roberta’s Phantasmagoria props for a little
contest I'm running (see below). Take a minute,
read the box below, and send me a piece of your
mind. If you win, you can help me deliver the
actual responses to Washington D.C. and let our
elected officials know exactly how we feel.

So keep an eye out for Capitol Punishment
(note, that’s an “O” as in “Overtaxed,” not an
“A” as in “Anti-establishment”). It’s coming in
November, just in time for the Congressional
elections. I know you’ll enjoy it.

»l

Which Politician Would You Like To See In This
Phantasmagoria Torture Device? Al Lowe Wants To Know!

Send Al Lowe a paragraph telling him which
politician you'd most like to see in this torture
device and why! Don't be afraid to really tell us
how you really feel!

We'll print the winning entries, chosen for their
wit, wisdom and creativity. The grand prize
winner will go to Washington D.C. (or the state
where the politician performs his/her business)
and hand deliver the letter to either the
Congressperson, or a handy sample of
representatives from the local press. Other
winners will receive free software.

Send your cards and letters to:

InterAction Magazine

ATTN: Al Lowe Wants To Know

P.0. Box 485, Coarsegold, CA 93614,

Please mail your letter by November 1, 1994 . Because
we expect a large volume of mail, please do not
include Customer Service correspondence, product
orders, or other materials with your entry- All entries
become property of Sierra On-Line, Inc.

It's O.K. Hillary, you
have Health Care!

To Order Direct 24 Hours-a-Day, 7 Days-a-Week, Call: 1-800-757-7707
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LODE RUNNER
THE LEGEND RETURNS

It's more addicting than ever. With all new graphics and sound effects, plus 150 new levels of
115 non-stop action. Play alone or head-to-head. Use the Lightning-fast Game Generator to create
R A ® torturous worlds of your own. See your retailer or call 1-800-757-7707 (Ask for offer D844).

RUNNER
SIEP.P.A"@

—_—

Available for: DOS, Windows, MAC, DOS CD-ROM. LODE RUNNER is a registered trademark licensed exclusively to Douglas E. Smith. ©1983, 1994 Douglas E. Smith, Sierra On-Line Inc. All rights reserved




>N Sierra On-Line
215t After 15 Years

Sierra Logo - NOW

Recently we decided to “update” our logo a bit to
modernize it. Look for it at the bottom of your
software box for the best in entertainment software.

Sierra Logo - THEN

We started business as On-Line Systems

I'he change w

made to Sierra On-Line

mountains.

Ken and Roberta -
THEN
Sure, we were younger t " Ken and Roberta - NOW |
..‘A‘ This is the picture we’ll be laughing about 15
e years from now. But, today we’re pretty happy
with where we’ve been. ; -1
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That was then, this is now...
Sierra On-Line

Company Location - THEN

We started this company so that we could
move out of Los Angeles. We moved to this
house near Yosemite, California, as soon as
the software started selling.

Computer Media - Then
(Cassette Tape)

The cassette tape (which didn’t last long), might
hold as much as 48K of info. You had to have
the patience to sit there while it loaded. Diskettes
started out at 178K and got as high as 1.44 meg
(for the 3.5” ones anyway).

Target Computer - THEN
(Apple II)

Cassette tapes were the media of choice with 16K
of program loading in about 35 minutes. (That
didn’t last long.) 16K of memory and 6502 chip
moved at lightning speed. It cost around $2,000
for this “state-of-the-art” set-up back then.




That was then, this is now...

Flight Simulation

Stunt Flyer - THEN

A 1983 game for the
Commodore 64, Stunt Flyer is
perhaps the one game that
Ken Williams heavily
evangelized that he would
now rather forget. Ken’s big
L feature for Stunt Flyer was
rh at if you p|l\<.d the game in “Competition Mode”
and you crashed your plane, it would also crash
your software. Ken thought this would give players
the feel that they were really risking a lot doing
“death defying maneuvers,”
What really happened is that we got lots of angry
letters from customers and a game with a very short
software store shelf life.

15 Years
Ago...

Your kids loved
(Rubble)

3-D Helicopter Simulator -
THEN

Ken would rather have you remember the
carly effort at modem-to-modem gaming that he
also evangelized, 3-D Helicopter Simulator.
While the game never really built its own place
in the history books as a best seller, it did offer
great head-to-head flight combat years before
modems became a part of the average home
computer system. (Part of the instruction
manual told players how to build a “null
modem cable” so that they could hook up with
their friends PCs).

ACES
EUROPE

Aces Over Europe - NOW

Aces is a game widely regarded the highest flyer in the
flight simulation arena. Aces offers up not just superior
flight simulation for a number of vintage planes, but its
also a great historical simulation of the air war in Europe
during World War II. Numerous game options offer a
large number of death-defying thrills including “one-to-
one” air battles with the very best of the WWII aces (allies
and enemy). Aces over Europe does not have a disk crash
option. (Sorry Ken).

Abead of it’s time, and one that Ken is still very proud of.
Red Baron on The ImagiNation

Network - NOW

Speakmgofl(enandmodems,noducmsmondlesubmof :
flight sims is complete without mentioning of the multi-award

winning flight sim, Red Baron to The ImagiNation Network.

Designed so players all over the country can compete against each
other in dogfights (up to four planes), this is the perfect example of
what Ken wanted in multi-player gaming in the first place.




That was then, this is now...

Action/Arcade
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APPLE Il | APPLE Nl PLUS SOFTWARE FROM : 15 Years Ago,,,

ON- LINE SYSTEMS
"SKEETSHOOT ~ You didn’t know what a VCR was.
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Skeetshoot - THEN
If there is a single place to look for /
progress in computer gaming over
the last 15 years, there’s no better #8
place than in the fast moving
action/arcade segment. In July of 1980, shortly after
launching the groundbreaking, adventure game Mystery Capltol Punishment - NOW
House, Sierra also introduced its first arcade game. It was
quite popular in the early days of computer graphics,
despite the fact that the Skeetshooter in the game never Fi
moved (just the end of his rifle did in a “Looney Toons

Because most of that generation is now old
enough to vote and pay taxes, the lighter side of
Sierra arcade gaming will now include games like
Capitol Punishment. One of the four arcade games
in this package has the player throwing all the rotten
tomatoes he can at Congressperson before they bury
. him in paperwork and red tape.

type” maneuver).

15 Years Ago... E T -
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