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Greg Malone, Media Relations Manager

TO:
;'?0“: Hartley G. Lesser, Dragon magazine
UBJECT: Wing Commander review
DATE: 12/07/90
Hi Greg,
jew for issue #166 of Dragon. 1 continually
ms to be continually busy. Origin

The following review is the lead rev
try to reach by phone, but the 512 number se¢
might think about a trunk line with switching,

s within the firm.

frustrated trying to call you or other
mander is our very first review to receive S1IX '-q

s offering. Congrats!

otherwise folk are going to be

Wing Com

As you can sec,
done very well with thi

STARS. Origin has

The Role of Computers (Dragon #166)

by
Hartley, Parricia, and Kirk Lesser
eing received for review is becoming quite staggering. As
h good game We obtain, we are cutting back on our
elves. We nced

The number of games b
announcing the products thems

we really do try to review eac
n and simply

new products sectio
the space for actual game reviews and hints.
We are now starting to assign reviews to some of our readers. 1f you are
interested in such an endeavor, please send us a review of no more than six
paragraphs of your favorite game. We’ll read your review and, those who best
meet our criteria as reviewers, will be sent a test game 1o play and write about
for this column. We only want to hear from readers who are quite serious about
the job of reviewing and not simply intrigued by the prospect of receiving
We are seeking those who game on PC/MS-DOS computers, the Atari
64/128, and Commodore Amiga. This is a serious effort on our
king for an opportunity o break into

software.
lished writers who are loo

ST, Commodore
part to find unpub
print. Thanks for your interest.
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Publisher: Origin (512)328-02%2
Reviewed on 8 PC/MS-DOS clone with a Roland LAPC-1 sound board and
VGA graphics
There is no doubt in our minds that Wing Commander is the finest space
flight adventure/simulation ever to come to PC/MS-DOS machines. The
animation and the stirring theme music blasting from the Roland sound
system makes Wing Commander more like participating in a movie rather
risingly easy to learn and provides many

than playing a game.
s sup
the best gamer. YOu start your career as a

Wing Commander i
enant on a space carrier named Tiger's Claw.
us missions against the Kilrathi

I have read, u
been notified
private study
or other \ega

challenges for even
Confederation 2nd Lieut
From the carrier, you are sent on vario
enemy. Your missions range from simple strikes to escorting, patrolling,
or defending Confederation territory or ships.
The action begins in a bar on the Tiger’s Claw where you are apparently
about to engage the enemy in a flight simulator. You are asked for your
last name and a code name. After entering the information you exit the
ding bar. Please don’t forget that when we &(A
lking about simply the finest graphics Printed Name
e
Signature
Staff Initialy
TITLY

simulator and view the surroun
say ‘you see’ or ‘you view,” we are ta
we’ve ever seen on a VGA display. You actually feel as though you have
become one with the action.
You can talk to Shotglass, the bartender, or any of the patrons. Sometimes
ow officers will give you a hint or a tip on how to beat
the Kilrathi. A chalkboard on the back wall of the bar lists the names of all
pilots on the Tiger’s Claw, the number of sorties each has flown, and
pumber of Kilrathi kills for each pilot. Finally, you can actually practice
ng simulator without risking
o learn how to pilot your ship and

missions against the Kilrathi on the traini
bodily harm. This is by far the best way t

to study Kilrathi tactics.

When you are done in the bar, you can enter the barracks. Here, you can

save or load games. The save game slots are represented by bunks, eight in
all. Saved games are represente
You can also view earned service me
any fighter qualification ribbons, performa
service ribbons, and any medals for excepti
include a Bronze Star, Gold Star, and Silver

parlaying with fell

d by people resting in their cots.
dals. The display reveals your rank,
nce service ribbons, graduation

onal behavior. Such medals
Star for exceptional bravery

e —



78746

5490
1282
939

- e [ 4

-

under fire and .

B T o o A lncoded
to military personnel, and the Gol;e Oszonor. the highest medal awarded
destruction of one's ship through ej n Sun that is awarded for surviving the
Should : gh ejection.

you feel qualified to try a mission, yo it the b
S8 Belafing sooen, Here, Commander H 1' you CXI.I e barracks and e.mer
and shows OBV s ma - a. ycon assigns )'O\:\ your mission
accomplish the,sce R MRS you will need to travel in order to
B s nario. He also af:lvxscs yf)u of any ships, mines, or
; , SO pay close extra attention to his words.
This scene reminded us of finely-crafted Japanese cartoons and it is just as
well animated. The seriousness of Halycon’s face during the briefing, and
the close-ups of individual pilot’s asking questions about the mission, all
add to the excitement of the yet-to-be experienced scenarios.
Following the briefing, the screen shows pilots scrambling to their fighters
and you climbing into your fighter. These animations are extremely well
detailed, even to the point of showing small dents and paint chips on your
fighter craft. Again, the animation is exceptionally smooth and happens to
be some of the best we’ve seen on any computer system.
Once you are ready to go, you switch to a first person perspective and the
action begins.
The fighter screen reveals your front view as well as all of your ship’s
instraments that indicate speed, radar, blaster indicator, armor and shield
indicator, as well as two video display units. On the left, the display shows
your current weapons, guns and missiles, as well as a damage display for
registering internal hits to your ship. The right video display unit shows

targeting screens, range to your navigation point, and also has a

communication screen. Each of the various fighters you may eventually

pilot have different locations and configurations for this instrumentation.

Other available views include battle, tactical, chase plane, and missile
views.

Completing your mission requires you to fly to the navigation points, as
Halycon ordered. In order to accomplish this, you line up your ship with
the navigation crosshairs on the screen, or you can allow the autopilot to
take care of things for you. The autopilot will continue on 10 the nav poimt
until you reach a hazard, or encounter the enemy. At that point, you regain

control of your ship.
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much - :
fun several dinners have been missed. From the moment you spot the

X
::;r:g ::; ’:‘:C;:r to s<e~ei|"1g thg e.xplosion and dc'bris.flurfg throughout space "’,:r‘f“::
ills, this is definitely the best animation in the game. ‘ or o1

When you spot the enemy, the targeter locates them and shows you what
type of ship(s) you are facing and its range from you. Your weapon \(
capabilities depend upon the ship you are piloting. For the light-classed Prin
Homet, you are limited to laser cannons, two Dart dumb flying missiles, —<
and one heat seeking missile. At the other extreme, the awesome Raptor has el
neutron guns as well as a mass driver cannon. These can be used separately ‘ e
or in tandem to create havoc among the enemy. The Raptor also possesses TY

two heat seeking missiles, an Image Recognition Missile (it goes after one
target after locking in on its image rather than following heat patterns), a
FF (Friend or Foe) Missile (locks onto any enemy because it doesn’t
broadcast a certain sound which all Confederation ships send out), and a
mine. All the other Confederation ships have some of those weapons alone
or in various combination,
Firing at a ship with a gun and hitting it shows the explosion. Possibly
some debris will explode from the wounded ship if you have penetrated its
armor with your shot and have managed to damage vital internal systems,
I'he targeter on your viewscreen shows the status of the encmy ship by
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The lason’s skipper beamed a

standard signal of greeting and

non-belligerence, then waited
for a response from the alien.
After 20 minutes, the reply
came — a blast of firepower
that vaporized the Earth ship
and her entire crew.

That was humankind’s
first encounter with the ag-
gressive and pitiless Kilrathi,
a warrior race that resembles
giant tabby cats, refers to hu-
mans as “monkeys,” and has

an insatiable appetite for in-
terstellar conquest
Now, 25 years later, the
war is stalemated, with both
sides waging a costly all-out
campaign to wrest control of
the Vega Sector. The man
power and resources of the
have

Terran Confederation

become stretched almost to the
breaking point. If the Vegan
ampaign is lost, the Kilrathi
will roll # vard with renewed
igor and the fate of humanit

L
N
T3

n March 15 in
the year A.D
2629, the Ter-
ran explora-
tion vessel la-
son, engaged
a routine
survey mis-
the

Vega Sector,

encountered a
spaceship of unknown origin.

| assigned to the Tiger's Claw, a
7,000-meter-long, Bengal-class
strike carrier with a comple
ment of 104 fighters. You
hardly have time to meet your
squadron mates before you're
sent out on your first mission.
Your first few missions are
flown in a Hornet light fighter
— fast, maneuverable, but
somewhat lacking in punch.
You’ll learn that, until you de-
velop your own flying style,
and the controls of the Terran
ships become an extension of
your own hands, brain, and
will, you’d be wise to fly by
“The Book.” You'll also learn
that the Kilrathi are skilled,
fanatically brave adversaries

Wing Commander
WILLIAM R. TROTTER

lots by about three to one.

Like a cinematic experience, Wing Commander lets you see the action from

oreu

mltiple pomts o

strategic targets

full of munitions

3y faster betler armedd

ntil y Prove your

who outnumber the Terran pi-

forcements, always
arms of escorts
ver and

e

If you survive your first
few missions, and rack up a
respectable number of kills,
you'll be transferred out of
Hornets and into a Scimitar-
class medium fighter. It's at
this point that the missions
become really difficult, as you
are sent into Kilrathi forma-

tions whose ships notonly out-
number your party butarealso
more powerful than your own
ship. You'll also be sent after
transports
and

remn

guarded

You'll

ver again, tor

ship, but

1 in the
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amatic and creative high
points of the game.

. If, for example, the cam-
paign starts to 80 badly, you'll
actually see the interior of the
Tiger’s Claw grow lonelier and
dingier- Kilrathi raids get
closer. Cut-away vignettes
show bloody Kilrathivictories
at various Terran bases in the
Vega Sector- And eventually
amble to re- v =
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neutron cannon rounds rip
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AN give you
Some point
. You even

et
Alihony g | kmow
Wing ¢ xh enemy
om since you wall

occasionall
Yy en
rathi Counter
‘ s :" whose flying u:\I:L
e Personalities are
e whole gestalt i M
™ - ges
nu-mu\"\T‘\:‘:\Iv e Tt
en you finall
;t\-[:lhx:own a worthy foe su«;\
L tosh Redclaw. As your

e |

;_‘ma:s from his engines, he
| l-l’ll'.\ out over the open radio
‘\ channel, “You shall not put

me in that vacuum!” And then
' with your final burst causing

!’!I s vessel to erupt into a boil-

ing cloud of plasma, you hear

him scream: “Aiee! The Void!

The Voi...."”

~ommon enemy craft
1 ~Dralthi” fighter
oulnerable
head-

Omne of the morec
i< the saucer-shapes
It's a big target. and it’s
too...unless it's comuing at you
on.

Fail in a mission, and
you’ll get chewed out by the
C.O. Lose a wingman, and
you’ll have the sad experience

| ofviewing hisor her funeralin
| < Commander 1s

space — Win,
mated

|
| filled with dramatic ani
at give it genuine
»u even
n death
and

sequences th
role-playing depth. Yc
get to witness your ow
(from two angles, no less)
funeral
Not all of your colleagues
will be totally reliable or safe
another realisti
h. One in partx ular, a hot
voung buck nik k
will disobey

st to rack

to fly with
tou
blooded
named Maniac
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orders
Aills for his personal
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arved thereoby popar fise

oy
the mission He may even
showdt $reem of vou get n
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the
- nemy Alhough your furst
SENCt may be to go o o
Of your wingman wheneve s
Of she calls tor hetp
et so fed up R
ot P with Maniac that
s 0:::: keave him to get ham
« of trouble, while you
continue on with the mission
Just as in real life, it's your call
and the variables in the pro
gram make some of the choices
pretty tough
In contrast Maniac !
there are pilots who are so
steady and reliable that you
want to keep flying w ith them
throughout the whole game
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INTERACTIVE CINEMA

shamelessly

Wing Comme
indeed, gleefully
of its design
and much of its ima
Star Wars and a host of \lesser
space operas. And goodness
only knows how many thou
t of real dogfight
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many
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bloodbaths with your skin in-
tact, is a much tougher propo-

seeming
telligence. You'll have
come one hot pilot to survive
most of these missions, able to
hit a target even while zigza
ging and Spinning wildly, able
to know just when and how
long to use your afterburners
and when to break offactionto
let your weapons recharge-
Players who havebecome
frustrated with high-tech flight
simulators — in which you
spend most of your concentra-
tion just keeping the plane in
the air and on course — need
have no fear. These space
hters are about as easy to fly
1d War 1 Spad: a joy-
stick, a gun sight, a fuel gauge,
a weapon- selector switch,and
that's about it. The computer
even takes care of navigating,
take-offs, and landings. You're
free to fly and fight. Learming
how to survive, much less
emerge from some of these

Some of the melee scenes,

- a th i
Musical scorZ_ Acc:r‘:l?re-;‘ nt%
- t?\"\' one of the design goals
i le Program was to create
b3 closest possible analog toa

B-SCreen movie experience,
with the player as the star. This
1S a goal many simulations as-
Pire to — and none comes
closer to being a true interac-
tive movie than Wing Com-

allow you to view

— and an updated edition of

the game,dueoutin early 1991,
will even have a “tape” option
that will let you record your
most satisfying victories and

Despite the size and epic
scale o(Pthe program, Wing '?h RAM 1o
Cnmmnndev'\sg\'aﬁ(’y'\ng\yeasy und board
The basic mmmands ter), is bril-
quite sma\\r ' Potential

moves
o fly
ter. Origin's
resented al levels.
in the form of the Tiger's Claw's Mhz, but

and functions are

When searching for adjec- th
in number, as are the

tives to describe the graphics,
this reviewer must fall back on
a word that is overused and
seldom truly deserved: awe-
Musion of flying
through a three-dimensional
veoid is at times quite spooky
(try cutting off the lights while

your space figh
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Don’t worry about landings
computer will bring you home
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landing

|
own daily newspaper, “Claw
Marks” — is as well-designed
as every other element of this
precedent-shattering game.
There are valuable discussions
of tactics, weapons, and per-
sonnel, along with the basic

/
/
instructions
One small quibble
emerges from the tactical dis
cussion: “The Book” recom
mends using “Sit-n-Spin” or
Kick”™ maneuvers in
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Every once in a while a game comes
along that instantly seizes the attention
of every electronic gamer. In the past,
games like Defender of the Crown (Cine-
maware), Test Drive (Accolade) and
Tetris (Spectrum Holobyte) have, for
various reasons, occupied that lofty po-
sition. The latest in this noble e is

| Chris Roberts’ red-hot science-fiction

shooter, Wing Commander, a
program that defines audiovi-
sual state-of-the-art in the IBM
PC universe.

The player in Wing Com-
mander is one of the elite
corps of pilots on-board the
Strike Carrier Tiger’s Claw
fighting for the Terran Confed-
eration against the Empire of
Kilrah. The game goes to
great lengths to enhance the
illusion of reality. Players can
visit the Carrier's bar, for example,

and collect the latest scuttlebutt,
check the chalkboard to see how well
| the other Terran pilots are doing or
fine-tune their combat skills on the
TrainSim video game. The bar con-
nects to the ship’s barracks, where the
| user can save a game, quit or con-
tinue on to the Mission Hangar, where

heavy duty action awaits
Terran Confederation pilots live and

henge
T

head up display (HUD)

fght video display units (VOU) «
ondary viewscresns armor/shields nd.
cator. fuel iIndicator. speed. bDaster indl
cator; and eject warning. \n-fiigh

e

systems include targeting, navigation,
autopiloting and communications (for
@iving orders to Wingman)

In addition to stunning bitmapped
graphics, Wing Commander offers \
some delightfully cinematic bridging se
qQuences, such as the pilots scrambling
for take-off and fighters being \aunched
from the Tiger's Claw. The sound, for

those PC owners with enough RAM to
run both the game and a sound board
(Ad Lib, Roland or Soundblaster), is bril-
liant. The problem for many potential
users, however, is that they simply will
not have enough power to run this
game at anywhere near optimal \evels.
The game plays at 640K and 12 Mhz, but
a meg, 20 Mhz and a sound board is
necessary for a true Wing Commander
experience.
On the other hand, for anyone with a
loaded PC who's been looking for soft-
ware that takes the machine to its \imits,
Wing Commander is the game you've

been waiting for.

—Bill Kunke\
Origin Systems, \nc.
P.O. Box 161750
Austin, TX 78716
(512) 328-0282
Spot
ROWIC

die by the buddy system. Every pilot is
cast either as a Wingman or a
Wingleader, and the various pilots are
profiled in the superb documentation
The Wingleader’'s job is to execute a
mission. A Wingman's job is to protect
the Wingleader
The player is always
wWingleader and can give various orders
Wingmen “attach
target In
and Wingleader

cast as the

one to

he Wing

to including

~y thie ecenerio
man temporarily ew

Commodors 64 ($39.99),

Versions:
1BM PC ($39.99)

Spot is an intriguing new strateqQy
comiest from Binary Magic starting Yhe
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Best Arcade Action Game
Wing Commander

Best Fantasy
Role-Playing Game
The Savage Empire
Origin

Best Graphics
Adventure Game
Circuit’s Edge
Infocom

Best Puzzle Game
The Fool’s Errand
Miles Computing

Best Simulation Game
LHX Attack Chopper
Electronic Arts

Best Sports Game
PGA Tour Golf
Electronic Arts

Best Strategy Game
Ishido: The Way of Stones
Accolade

Best War Game
Harpoon
Three-Sixty

Game Player's PC
Excellence Awards

ABC Mosday Night Football

Bad Blow
Origin

Balance of the Planet
Chris Crawford

Blue Max: Aces of the Great War
Three-Sixty -

Budokan: The Martial Spjrit
Electronic Arts

Centurion: Defender of Rome
Electronic Arts
Command HQ
MicroPlay
Conquests of Camelot
Sierra
Countdown
Access

Dark Heart of Uukrull
Broderbund

DragonStrike
Strategic Simulations

F-15 Strike Eagle I1
MicroProse

The Game of Harmony
Accolade

Hero’s Quest
Sierra

Jack Nicklaus Unlimited Golf
& Course Design
Accolade

Knights of Legend
Origin
Leisgre Suit Larry 11
Sierra

Les Manley in
Search for the King
Accolade

Limks

A v wen

Moonbase
Lunar Colony Simulator
Wesson International

Populous
Electronic Arts

Prince of Persia
Broderbund

Scrabble, Deluxe Version
Parker Brothers

Second Front
Strategic Simulations

Secret of Monkey Island
Lucasfilm

Silent Service 11
MicroProse

Starflight 2
Electronic Arts/Interstel

Sword of the Samurai
MicroProse

Test Drive III: The Passion
Accolade

Their Finest Hour:
The Battle of Britain
Lucasfilm

TV Sports Football
Cinemaware

Ultima VI:
The False Prophet
Origin

Where in the World is
Carmen Sandiego?
(Deluxe Edition)
Broderbund

ﬂumhh.;‘.;‘:-‘..
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RICHARD SMEFFIELD

= WING —_
COMMANDE

The 3-D Space Combat Simulator
T, |

GROUNDBREAKING
3-D GRAPHICS
COMBINED WITH
[REALISTIC
CHARACTERS
MAKE THIS A

HEAVY FAVORITE
FOR BEST GAME

T oy Y= AAld

was ternified. It's sull hard 10 ad-
mit, but 1 almost lost my wingman,
and 1t would’ve been my fault.
Things just happened so quickly. It
was just a routine mission, if there is
such a thing. We knew that the Kil-
rathi had been dropping into the Vega
system through one of the jump
points in the area, so Spirit and 1 were
out making the rounds, checking the ‘\
possibles. Then—boom'!—out of no- \

where, we found ourselves in a swarm
of Dralthi-class medium fighters. 1
gave the order 10 break, and Spirit
kicked in the burners and headed into
a group that was coming in low. 1 lit
‘em up, 100, and headed straight into
two fighters dead ahead.

‘We traded laser blasts during a
head-to-head pass. Then 1 took a
chance and guessed that one of them
would break straight up. 1 got lucky
and shd neatly onto his wail. Playing
the afierburners just nght, | managed
10 stay behind ham until his shields
wore down, and | shiced nght through

his won dnve. Such a pretty explosion
A simualar blast of 10 the nght wold me
that Sparit was doing her thing. 0o
Meanwhile . a loudmouthed fur
ball had come around hehind me and
wat heating up my shaebds with has \a
Wwrs and heating up the combink with
8 steady stream of neaits | had had »
9 10 here with his ~“ monkey boy™
e ety wo | homkedd 1he wtwk Saeh
¢ e el te

o0 R o Quich




vated a heat-seeker. We
fought to a stalemate for
several minutes as both
our shields got weaker and
weaker. Then the fleabag made
amistake; he got predictable. I antici-
pated his move and cut in behind
him. Dead meat. They don’t call me
; J Catskinner for nothing!
/ / Two blasts took his shields down
: y {0 nothing, but some fancy flying kept
f me from finishing him off. That’s
when the first call for help came in
from Spirit. She had been my wing-
Mman on my very first combat mission;
We were compadres. I knew she was
f:;-c;:-s,teady but quiet—if she called
A €lp, she really needed it. But just
N€ more shot would finish off this ar-
"ogant cat-head in front of me. I really
wanted him. I missed with another

or »
" Rane s plaselory defenses A ot a
LR o ELE R T

~m”wmmm
Foled by 1he Terren Contederstion snd
et contromed by e Empire of Kivets

shot, and Spirit called for help again.
Another shot was lining up nicely, but
it would take a couple of seconds—
time Spirit might not have. And 1
owed her, big time. So I gritted my
teeth, whipped my fighter around, and
headed off to help her, burners
blazing.

She was really in a heap of trou-
ble by the time I got there—no
shields, no guns, and two Kilrathi on
the hunt. I caught the first one by sur-
prise and splattered him with a mis-
sile, but the other was lining Spinit up
for the kill. I fired my laser at hum ull
it overheated. His shields were down,
but | couldn’t fimish him. | was des-
perate and could only think of one
thing to do. My shields were strong.
and his were down, so | hned him up
in my sights, hit the burners, and New
right through him The crash knocked
my shwids wotally out. but my ship

heid together His dudn’t
Sennit and | managed to beat feet
Bk 1o the Tiper & C law bt | wae

AN ac
P Vit

(.

-
Seny
B

‘a
o

\ s

badly shaken. 1 had almost let my
wingman get killed because 1 let a
fight get personal. 1 vowed not to let
that happen again.

Right there. That's when you
know a game has got you. When you
start to think about the game charac-
ters as real people. When you start to
get an emotional attachment to them.

Wing Commander’s characters get to
you better than those in any other
game 1've seen.

In Wing Commander, \\'s the
year 2654, Afier a peaceful expansion
and colonization of space, mankind
has run into the Kilrathi, a race of cal-
like warniors intent on our destruc-

won. You're a new fighter palot, just
assigned 10 the carner Tiger's Claw
Thangs aren’t going well for the home
weam. and your performance in battle
could swing the tide from defeat ‘o
viciory How's that for pressure™ »

2 L B
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uck: but the joystick w""\:‘lm
h = the best feel Just 10 make o
you get off to a good start, lhcr(-"u"
walk-through of you, first mijge, > 8
and a simulator 10 hone e SSion
and fighting sk The ur flyin,
written and very eny, a
made up to look |; "'":lmng_ 1
zine, Claw A,‘"‘“‘ &
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Put you ry
game.  BNUinto the pl

Ot of the
AS a pure f1; _

C ommange, ,‘s‘:lghl Simula
one is ray,;

uck N
1y on thay (he e PUthe real.

v, € Curreng State of

; asn 8ood en

fc;vels of detaj) aren’t po, _(';u ith
e POssible wj

gh
o th the
MOSt combay
Mapped Braphics look
100 much Storage
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Still itma i
s 1apPped graphicsg seemed
the Way to go if he wanted to display a

R
based on ray. et graphics driver
' ray. !racmg lcchnology and

€ngineering dig =
This new driver ca
smoothly-scrolling space fighters, but
't can do it with the proper shading,
reflectivity, and textured surfaces.
Something totally beyond anything
we've seen before.

But this still wasn't the gaming
experience Roberts was after. There
was something lacking—involve-
ment. So the team linked the combat
sequences together with cinematic se-
Quences that take place on board the
ship. Created from a digitized video-
tape of hive actors, these sequences
bring you into the Tiger's Claw and
introduce you to some of the charac-

ters. This gets you involved with the
game and the plot before you get in
volved in combat. It's these conversa-
tons with the nonplayer charactors i"
the bar and during Might that are the
key 1o the emotional involvement
that marks a first-rate game
Interwosern with the cinematn

o of
wepeng e and the combnt porto

i P h ma
the GATTE BTF AT abmniytely cnpe

v ) wnamedtran b amd somnd o et

. : »
. - P .

The sonngy
Quence TR sy
as ‘-‘:.’:‘ e Boggy .‘: e
Music cne Whep he m ™ % ey
Seroet hangey oot the mog

een. Ty, he
his ga

:::,hr'"“ e 1o
the ) Ware. This

Bame nighy? ¢
o
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O use the m
® p2 Usical g,

the game and 1o yge e thro

cach Might. By \here would St be o
bunch of Missions that you wouldn'y
here's

have seen. soy
replay value

completely differeny mission path

The biggest complaint anyone
Seems 1o have about this game s thay
there should be more. Ongin is listen-

Use th, = MG S - me. A Secret Mission disk 1s available
€ ship's simulator to Practice your directly from Origin for $1995 with a

flying ana fighting skills. whole new campaign that 1akes you
deep into Kilrathi lerntory. (Any
characters lost in the original cam-
paign will be reborn') Coming in \ate
spring will be a completely new and
improved stand-alone sequel that will
include new ships and features. o 2
1f you really want 1o push your
computer 10 the limit, Wing C om-
mander does 1 better than anything,
else on the market. So heat up your \a-
ser cannon and show those ie\me flea-
bags that the “hairless apes” of earth
know more than one way 1o house-
break a cat!

The Rapier is one of four Contederation
Spacecraft with an array of weapons.

Playability
tation
graphics features, you ncgd avery gor"::::\\::\‘w R e
high-end system. According o Ong’,|_n, Grighlen o
the optimal platform for playing Wing Staa
Commanderisa 16+ MHz 386 with E

1 + MB expanded memory; a hard
drive with 6.5MB free; a Roland, Ad
Lib, or Sound Blaster sound card;
VGA graphics; and a joysuick. Not .
your average home machine, at leas
not yet. Ongin has chosen o p‘:wi?.ran\
the best games 1l can, c‘\ c:\\:f“\h «\\C“ s o Roana A Lo
means leaving those of u M‘;‘,m ; "
powerful systems behind - ,“ m,m ‘.gw"mm_
Of the items on that hst ‘hc mor 'mm e o -
imporiant 1s VOA graphis ‘h:- game e w‘u'v*-m_“mm
s much more enpoyable on a \.-\‘\‘\\l "5‘:‘@-% = -
machine with VOA than s On a & snTen
MMz machine with EGA. The EGA C”"‘(‘"Ohmnm
aphcs are furg tonal but nothang A, T 7876
'*J il The detadd s lost. and at himes WO 0 430
— an 1 el whxh way the enemy

— anb\na BAOK 12 MK
1BM PC and '. “ \z
or laster processor, dual 'oppes or hard
drive, EGA. VGA, or Tandy ‘m,,p'_

aphics adapter. optional mouse
Zm-.mm\n.mm.u Sound
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ing
mander
simply the best space-com-
batsimulation ever made for
PCs. It combines the tense
excitement of a great arcade
shooter with a role-playing
story of surprising depth

william R. Trotter

is a; times quite unnerving.

| In contrast to the usual
simple-minded arcade
shooter, in which victory
usually goes to the strong of
thumb, victory in Wing
Commander goes to pilots

is

o PR —

and swashbuckling melo-

drama.
Designed from
ground up (primarily

Chris Roberts) to

of high-end PCs,

and animation that
tonishment
Missions take place
against a deep velvety void
sprinkled with ice-blue
l‘('."l‘,q“-

and

pitted asteroids

flaming suns. Enemy

warships from sleck, light
fighters to huge, w allowing
franspxwis are modeled
and animated with

uncannv reali

scaled

ot and detai
The spade batthes are Ffast
o cheadd =
z 4 252 ]
cilug@r! 2 <

the

take
maximum advantage of the

power, speed, and memory
Wing
Compmuander offers graphics
will
make your jaw drop in as-

by

whb learn how o evas
how to maneuver at |
speds with f ramming
wier cacw e arat -

phk e ategre ahwad < »
. A N 3 -

o hatr
€ At
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System requirements

-
better end up with irfoe’s )
exhaust pipes i;r‘g:lsr mis-
sile-lock instead of tkwdlher
way aroundy P4

Strates‘c thipking, im-
provisatign, ar\d initiative
areimportant, too. Asinreal

®
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ymbat, the unexpex fed of

TS AT srnent
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et be made 1o ¥
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Tandy, or compatible com

put

running ot a speed of

12 megaheriz or taster; hard

disk

recommended;, EGA,

MCGA, VGA, or Tandy 16

color

graphics; mouse or

joystick optional; supports
Ad LUib, Sound Blaster, and

Roland sound boards.

score a counple of quick vic-
tories?
Or suppose you'ze at-
tacking a big Dorkir trans-
port that’'sloaded with rein-
forcements for a besieged
enemy base. Your wingman
—areckless kid who's more
concerned with racking up
kills than following orders
— getsinto trouble and cries
for help. Do you ignore his
pleas and dive on the trans-
port, hoping you can dodge
its flak and put your missiles
into its belly before the kid
gets shot to pieces? Or do
you break off your attack
and come to his rescue?
In Wing

Commander,
these are

trivial deci-
sions. 1f your wingman dies,
vou have to watch his fu

not

neral on the screen. On the

other hand, if the enemy
transport gets through, an
important battle could be
lost

Wing Commander s an

olabotately branched

pro

gran T he wit e of yvour

seventh mission de Ne
PR—— wirat -
S b bt als
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yuu many :
‘f the tiche will tury Yook .'-' = P 5%
‘,,4-rrl...n.n~\ Omnece are nothie o ak - 'l’ ge '
fappens. you'll have t monkels * I . -
4 shoot like a winged turn, disdainfull - ' ke 3
e ) to wrest the initiative Kilrathi (with S Saseaeh " nd >
f‘-“"‘"‘"" grudging respect) - - kmarked te " »
Yyour enemies are the hairballs” or “fleat ' T ng through space a .
Kilrathi, a ruthless, fanati R wround you, During e -
- et o The Kil bat, yvour Kilratt
cally brave race of aliens rath ! rathi opponent By 2 The J
who resemble a cross be- “-\‘V; .\ll.- a will sometimes direct per fedt s - -
v POVE SOn i S .
tween lions and tabby cats ”- ch a v | nal taimmts and insults at ey ETHYE TR YA ST
4 * e usua you. If yo smnpute 0 . .
—preir-goal is the enslave- . . your computer has ough to victor £ v
4 — € computerized opponents extended memory a1l At "
mentorextermination of the Origin has created a nun t FOu mind refighting, the
a ated a rux ve . s b0 see the ; sa$he miss .
- human race. As the game s GF deadly Kivathi a N x\(“‘\ »e able to see their faces an nissions over and over
begins, the Terran Confed- B e ¥ h e again until you win. But a
e e e each with his own style of This attention to detail meére entertaining, method
eracy is stre i B ail, : . methoc
B b s C» eth thin and fly ing. You’ll meet them fitted seamlessly into the is o play several careers at
hi h gae o ev- during the course of fero- context of an ongoing cam once, letting, the victories
erything they’ve gotinto the cious one-to-one dogfights paign, gives startling depth and defeats dictate the

Learn new
tactics on the
training
simulator,
located on the
left side of the

COMMATNER
pilots” bar

Your first assignment is to fly a
Hornet fighter fast and
saneuverable, but lightly armed
and shiclded

ble pilots you'll
fact, Wing
I

hinmglun
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Wirgin
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sirrelators need g wad b “ady TS C o
hy about taking contegy the pet anee the state
. ferran fighter in Wing Asde '“; RPuter games
- . —swlt, the b .
f,,..»m.,l.' Origin has X pPhrience ; veathtaking
¢ thisaspect of the game b of the pame
ple as possible, con =nte Savored on a fast 16 ———- -
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gistent wi realism. You 25 with Erky The Ve
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ol ot "“N(“’v"‘"""w & 84od el 'A.gr SO terrific. however that
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and concentration on f) h-!\f such a -:.:'d e S bt
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- lying
and fighting, not Punching

keys and watching lots of

¥ you

: Ny as a sie
est Animation, ‘ '

the lushest s only when you see
.

Back inside the pilots
bar, you can pick up
some pointers, practice
maneuvers on the
training simulator, or
banter with Shotglass,
the friendly barkeep.

Large Kilrathi targets may take
many hits to bring down, but
when they do start to explode, the
screen fills with fireworks.

If the Vega campaign
starts to go badly, you'll
see dramatic news
flashes from other
locations, inspiring you
to redouble your efforts.

.when they are discovered by a patrol of Kilrathi
soldiers!
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ahumad nobody s looking!

Whenever you gf §
one of your &
comradgss killed .
yeweHiave the option
of viewing.a”
burial-at-
“space ceremony.

Between missions, be sure to talk

to your colleagues in the bar. You
can pick up some good tactical
tips as well as adoiwce on other
prlots’ gersomalities and styles
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This is Maniac, a fearless pilot but a glory-hound. He can
et you into serious trouble if you don't watch out for his
tendency to go wild in combat.

The wilder the melees, the more careful you must be. It’s quite possible to ...
shoot down (or bewg;hot down by) a friendly pilot.
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very once in s while
a game comes
along that really
changes the entire

s ale upon which gaming

f' s piedged. Wing Com
{ ’ mander, from Origin Sys
§ ! tems, is such a game

Although Wing Com
mandes rosemBies pro-

vious games such as Electronic Arts’

Skyforx and Sir-Tech’s Deep Space, it

gows far beyond earlier implementa-

tions of the space-fighter scenario
Wing Commander, essentially,
puts you at the controls of a small

space fighter, similar to the X-Wing

fighters of Star Wars. It also envel-

ops you in a series of truly cinematic

nr;:imah\i bridging sequences that

(for once) add immeasurably to the

enjoyment of the game.
You are stationed on board a

space destroyer, the Tiger’s Claw.

flare of energy  Then you
see your ship from the 2
outside, exploding into :
fragments. Finally, you
witness a solemn burial
in-space

If you successfully
your mission,

When the briefing is adjourned,
you see jogging heads, then cut to
pounding feet, as you and the other

ilots scramble to their fighters.

*ulse-pounding music blares — pro-
vided you’ve got something like an
Ad Lib, Roland or Sound Blaster
card — accentuating the fecling of
mounting excitement.

You can bypass the animations
by pressing Esc. However, Wing
Commander is just about the first
game we’ve ever played in which
you don’t want to turn off the mu-
sic — ever. Not only is it rea-

sonably well-written; it’s ac-
tually keyed to the action, ex-
actly the way a film score is
keyed to the action on the
screen. When you start your
attack run on some enemy
ships, the music plays an
ominous, tension-building in-
tro. When battle commences,
the music chimes in with
flourishes and crescendos.
When you emerge victori-
ous, you get a fanfare.

The most difficult thing
for novices to master is the
“radar” screen on the

Starting in the bar, you can spcak
with various persons who may be
present, gaining valuable clues to ef-
foctive battle tactics. You can also fly
in “training mode” — by sitting
down at a videco-game machine in
the corner of the bar! This game-
within-a-game lets you practice
your skills without fear of destruc-
tion.
Next door, in the barracks, you
can save campaigns by pointing to
an empty bunk; restarting a cam-
paign, you “awaken” a sleeping fig-
ure. From the barracks, you proceed
to the briefing room, where you
start cach new mission. Your com
manding officer presents the details
of your coming assignment. He indi-
cates a wall map, and the view '
rooms in to show you what's com-
ing up The selection of missions is
excellent, and well organized to
matkch your increasing skill

COMPUTING NOW 33 DECEvEER 1990

fighter’s instrument panel. It shows
not range, but orientation. Objects in
the center of the radar screen are
dead ahead; objects at the edge are
directly behind you. One of the best
features of Wing Commander, the
radar screen actually makes it possi-
ble to dogfight in three-space while
viewing only a flat computer dis-
play. The usual multiple views are
available: front, sides, chase-
plane and so on.

On many missions you'll
have a "wing man” flying
with you. You'll have to use
the communications link to

ve him (or her!) directions
Some wing men are more hin-
drance than help; but many
will die valianily covering
your Mank

Then there are the asteroid

fhehde
If — pa, when — you die,
the sreen reveries view,

L~

k

Loy may be in fine fo
tter

sions.

mander is hardware-hungry. it will
use up to six megabytes of

qAMSCOPE TOP TEN FOR THE PC

r promotion, a
ship, and more complex mis-

As you might expect, Wing Com-

rd
drive space, although it can use less
if you're willing to wait while files
are decompressed during play. The
software will use expanded mem-
ory, if it’s available. However, Wing
Commander should play ade-
quately well on a moderately fast
286. If you have troublg, there’s an
option allowing you to reduce the
number of frames in the animations,
reducing the load on the processor
at the expense of jerkier animation.
Graphics, naturally, support 256-
color VGA; you can get by in EGA
or Tandy modes.

By doing what it docs phenome-
nally well, Wing Commander takes
electronic entertainment to a new

level, creating an experience so in-
volving that it's really impossible to
describe. Origin Systems, pre-
viously noted chiefly for static ad-
venture role-playing games, has
made an astounding entry into ar-
cade-action gaming. Hardware con-
siderations asidg, if you were to buy
only one game this ycar we'd prob-
ably have to say that this should be

it

Distributed by Beamscope Canada Inc, as
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re——— ineredibly tough game

Chaflenge Mow comes he sequal %o
of the Fleast Il due oul on the Arwga in M
August This one should lotally satisty the
previous Shadow enthusiasts and make a
b fow more besides. what with its 30D high
speed parallax scrolling. arcade quality
arnimation and sounds s new intelligent
monsters (I do hope they keep the chorus
ine of bouncing eyeballs- made me feel like
| wasn't the only insane person left in the
world) and inventory control. The company
also promises to include a himited-edition
: S08 tshirt (I'm sure it doesn't say SOB8 on
the shirt). The traps and puzzles are going to
. be just as challenging as ever, so start work-
4 ing on those codes soon, gang

INNERPRISE

When Paul Lombardi (the president of
Innerprise) first told me about The Plague, |
thought he was talking about my mother in
law. Anyway, this project is a reunion of the
team that created The Sword of Sodan. An

advanced genetic experiment has gone very
wrong, and the resulting infection has turned
the normal residents’ offspring into crazed,
. mutant killers. And naturally, the only way to
/ cure those infected is by finding some pow-
erful weapons and going at it. Most of the

fig-ures in The Plague are large and well-

defined, with fluid scrolling. Look for the

i nearly-X-rated aggressiveness of the flying
demon-creatures (sure looks X-rated to me).

The Plague also features six different

weapons, four levels of play, 30 unusual

sound effects, and a special musical score.

/ Globulous, another new release, is unlike
anything I've seen before. The player manip-
ulates a Q-bert-type creature (well, maybe it
& . does remind me of Q-bert, | guess) across a

screen filled with spikes, rotating blocks,

sliding squares and the occasional black

hole. To make things interesting, your char-

acter can only move downhill, so it's neces-

sary occasionally to flip the screen by press-

ing the fire button. This action creates all

upward walls into downward-sloping cliffs

J that you can jump down. You also can pick
/ up bombs and smart bombs to do away with
the baddies that threaten your advance.

thiee dunensional maze
and the addichon level is
quite Pigh. It you think ar
cade games are all aike
take a look at Globulous SALLL
and judge for yourself -

ELECTRONIC ARTS

Lucasfilm (an affiliate of EA) is working
hard on doing a "Secret” trilogy. They've got
two titles already lined up: The Secret of
Monkey Island and Secret Weapons of the
Luftwaffe. All they need is a Secret Agent
Man release and they'll be all set

f Monk Island is a fourth

Origin's Wing Commander
generation SCUMM product (where
SCUMM stands for Script Creation for =
Maniac Mansion). Monkey Island is a -
humorous pirate adventure, with a graphic
style reminiscent of Zak McKracken. Ron's
appraisal of the game is as follows: "It's like
stepping off the boat on the Pirates of the
Caribbean ride at Disneyland, walking
around that unique little world, and having
fun with all those guys." Except these pirates
won't leave shore, and it's not until you dis-
cover their fear of a ghost pirate ship on the
seas that your real adventure begins. But the
"secret” in the title is even more mysterious
(no, I'm not going to give you any hints).
Make sure you see the ghost.dog on the
ship- it's a how!!

Larry Holland, _, _
creator of Their Bi{]
Finest Hour: The

Battle of Britain, is
currently at work on
Secret Weapons of
the Luftwaffe. Set
during the final days
of WWII, it covers
the first jets

jse of
and the height of the
A

[

ed bombing ef

The avalabeh

FoN 8 Samx o

broken canopy glass, oil leaks, engine fires
and more. Release dates for both of these
“Secret” games are late third quarter or early
fourth quarnter

ORIGIN SYSTEMS
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Hot on the heels of a super year, one that

. . — =\

showed Origin was going to be a company

to watch, coupled with the blockbuster

success of Ultima V|, came an expected
game a totally unexpected game. The ex-
pected release shown at CES was the firstin

a series of Ultima spinoffs called The World

of Ultima. Savage Empire looked sharp and
quite interesting, set as it is in the Aztec era.
But the unexpected release was one of the
most talked about games of any company at
CES, that being a totally bof flyer (as the
Brits like to say) called \N\ng Commander.
Using some of the best 3D bit map graphics
ever (and looking far better than any curremt

- - a5 Sim using filled polygons
| Fral «*%Iov their 3D eftect) and

ot b " sporting a sound track so

A S

M 1™
‘P dees kept cranking it up o
.- £ the limits of the neghbors'
o patience, Wing Comman

cool thal the booth atten-
. der got a hot reception, o




that allows the playe

reated a syster
<’ choose a dfferent star cluster 10 explore
thereby alowing & Gifficuity level chowce at the
me Ume. Lightspeed aiso will contain ele
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ents of rok

playing. and the «
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said 10 be

graphics are

50 contain an incred
roprose is a ~
Dan Bunten, responsid
Y and HO. Players ¢
supreme commander for e e e

future wars (somehow | jus A
vl\‘/t:vld War 1IV). With modem capability "”'je
players can be involved, or the computer can

MICROPROSE

Knights of the Sky Is the second

t
World War | flying sim to preview a
CES. Our sources tell us that Microprose was
hot for the title Red Baron, but Dynamix

” 4
's high-flying Knights of the Sky
say the least. Chris Roberts is the creator,
m{a! the Times of Lore and Bad Blood fame.
Though Wingcommander is not a true flight
simulation (more like an arcade/action title),
it does contain some awesome 3D arcade
graphics, where the pilot has to deal with
deadly asteroids, numerous types of enemy
ships, son on and so forth. Players can also
fly back to starbases and refit their ships with
a variety of weapons, shields, etc. A number
of watchers expressed a desire to hop right
into the game because of its fast moving ac-
tion and the different scenarios available.
Believe it or not, The Savage Empire is a
real departure from the Ultima as we know it.
This is a first installment in a new series enti-
tled The Worlds of Ultima, which will take the
Avatar and others to different worlds and time
periods. Savage Empire drops our heroes in

t there first, so they came up with
:(a:l’;:l'ss 9:‘ctua"y. | like that title even better
(truth be known), as the initial pilots were Ivul(\;
knights, with a strong code of honor an
chivalry among them. Knights seems to also
have more of an authentic feel to it than the
other two entries, as it uses WW | posters as
backgrounds for the static screens, as well as
the best looking
control panel of
the three so far.
And with Micro-
prose’s leader-
ship in the field of

mediately to
mind), they’'ll be

be your opponent vy
n make pacts at anyl '

g?her out ‘pCombal brings up short animated

sequences detailing the battles, like a movie
The Punisher is a superhero familiar 1o

many. Ac! ot

exacts revenge on the

in the Big Apple, either in his powerfully

armed van or on foot, carrying and blasting

away with any weapon he ¢

According to Dan, “players
or just curse each

ting as a one-man vigilante force, he
er-present criminals

an get his hands
v

tough to beat.
Along with

Knights, Micro- =

prose also show-

a valley where time stands still. Edon is a land
where giant dinosaurs, primitive tribesman,
savage lizard men, and intelligent ants can do
their own thing. However, that doesn’t mean
it's a peaceful coexistence. As the series con-

/
; tinues, our heroes and heroines will travel to els of old fa- &==—1<
? other exotic locations outside of Britannia. To vorites, Silent
5 find out more about the future of Ultima, Service Il and
check out the interview with Richard Garriott Universal Military »
Simulator i3

(hereafter known —
as UMS II).
Silent
was a big hit, and
is even in production for the Nintendo, and
the second version is even better. More de-
tail, greater realism, and a "war career” that
spans the entire Pacific theatre, as well as the
overall improvements 1o be expected in the
five years since the original, make it a real
blast

The original UMS was an interesting grab
bag for wargamers, as they could
recreate any time period and battle

=

Microprose's space game, Lightspeed

albeit with some limitations ke 60
| units per side. Well. hold onto your
seats, because UMS can create ud

10 32 00 unvte. as well as alowing for
127 computer-controlled of h
players fighting for contr
provinces Well sounds
get *at defriteo batio for N
42
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Service o, Service Il. The Punisher, Universal Military Simulator Il and Command HQ

g
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i

on. Earning money for each successful mis-
sion, The Punisher moves closer and closer 1o
finding the location of The Kingpin, the real
baddie behind the crime in the streets.

The Punisher is being created for Micro-
prose by Paragon Software, who's also doing
the very interesting-looking Space 1889
Based on the GODW boardgame, t uses the
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by Dennis Owens

the player's character begins as a

rookie starfighter assigned to the

most decorated spacecraft carrier

in the Terran fleet. However, after

the player names his character,

assigns his "pilot” a callsign, and

finds himself in the bar, every-

thing standard about the fiction

falls away. Familiar gaming

devices such as the saved game

(to be discussed later in the ar-

ticle) are so neatly tucked into

the gameplay that, instead of inter-

rupting the suspension of dis-

belief, they frequently add to it.

For instance, training in han-

dling a starfighter, at which the

character is already supposed to

be, at least, minimally proficient,

is afforded to the player through

the use of a flight training

simulator. Essentially, a video

game within the larger fiction of

Wing Commander (set up in the

bar, no less, a la The Last Star-

fighter), the trainsim does serve a
It is there

rom the opening scene with
the conductor tapping his
podium for the attention of
his orchestra to the closing mo-
ments of the final mission’s
dynamic battle, Wing Com-
mander offers a stirring display of
stylish pacing, stunning graphics,
inspiring sound and exhilarating
space combat action. Pushing the
envelope to the very edges of the
galaxy, the latest in a long tradi-
tion of space combat simulations—
stretching back before even
Rainbird’s Elite—is a swirling,
zero-G dash through blazing

valuable purpose
where, for a bargain price (free!),
the character can ostensibly bone

up on the latest tricks and moves

space cannon, dazzling plasma
blasts and missiles going "zing.”
Beautifully designed graphics, a
storyline almost cinematic in
scope, and a musical score alter-
nately inspirational and laden with
the angst of being far fromm home - —iraieadh
and isolated in deep space all of :?l' '-’n-‘m\v e ‘: _r““ -‘:"\r\‘g !
- daye i clua
combine to create a slellar war- (while the player is, _actuality,
i farniliarizing himself with the -
fare adventure in every sense of et
the wo basics of starfighter fight). Ban 3
o ' o ander s as th L&
wing Y m r Wppons at E
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some . More p ul

Terran fMleet—and their pilots are

skilled and well-disciplined.

In combat, combat in
and unforgiving space,
wail as they pass.
tems spit as they burn out. Missil
ing laser blasts do,

Weapons have thei

that cold, deep, dark
» ships® engines keen and

indeed, flash as they hit.

r signature noises as they
are fired and Kilrathi ships (alas, unfortunately,
Terran ships as well) explode in huge balloons of fire and shrap-
nel. The action is all bit-mapped and, at least at 16 Mhz and
higher, is smooth and responsive.

The starfighter screen, variable between front, back, left and
right, features all the necessary information: speed, weapons sys-

S, Smary Sargete. & e of e -
ettt U ————
PRt ey ) G, Saee—y S—
(Bpatn, slrmaen on waEve Sesge det—

ARBough cormbat is frequent. & s not sheays
desirable. especially when a dstant U ansgon
needs an escort. Lest Wing Commander be per
ceived as Mile more than the video game dis
guised In the training simulator, it should be
pointed out that the valued officer also displays
good judgment. That is, he knows when o fight
and when not to. Se Wing Commander is, in
some ways, a strategy game, as well

After-Action Report

Both George Sanger and Dave Govett must
be commended for their moving musical score.
Further, this is the first of many games to be
released by Origin which make use of branch-
ing musical phrases dependent upon game performance, a truly
innovative feature. [Ed. — We call it "subliminal interfacing.”]

Thus, Wing Commander is an innovative, intense, graphically
lovely, and aesthetically pleasing game with enough action and
variety to please almost every gamer. CGW

W{ng' Commander is its fic- -

map of Terran- and Kilrathi-
visual frame of reference .

"and how close they are .. . -

nt element In the game. 2
mine “ .. flown to kills scored.

juct there. Are there

ones to attack? Is this
;. The significance
_"t'.two locations in the

@ !: )

ns are assigned).
its the skeletal
storyline of Wing Commander

c lf (rumor, rumor) will fea-

which

sions, and want to keep campaigning to set things right. It °
speaks well of Origin, therefore, to include in their game a cer-
tain amount of "beginner fall-back positions” from which to =
keep playing. Another Indicator of Origin’s prediction of what -
player skills will average can be gamered from the Mission o

' Board in the bar. Notice the different pllots ratios of missions %‘i

-‘A"-*.‘
. MNow, let’s talk about the real world. Too many players will |
cheat themselves out of discovering the entire campaign game
that is Wing Commander. They do this every time they restart
a saved game after a less than successful mission. It is the na-
ture of many players to repeat a mission over and over "until _*
they get it right” In order 1o garner all the medals and get the >
better fighters (and wingmen) right away. These people are ¢
missing out on the extraordinary depth designed into this ‘;.-
game! ‘h},
w“mwmmucmmwmj
ton s presented in these sorts of games? An "auto save® fea- "5
ture after returning home from each mission would do the | &
wick Before the mission debriefing. the game would sutomat
keally save over hat player’s previous posiion, withaowt the op-
mbmﬁumh“m.mw.
cmhmumuv-nbmwn_
learning crree with e Aferert shermants of Be garra ae
e T rornprier snerny i apare “ 5
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clear
mare Your des
tiny of sun and
fun has c hanged
as well
you're slowly
mutating into a beast, and the
water from the legendary
Fountain of Dreams is the only
thing that can save you
Asaresult of nuclearblasts
to Atlanta and Georgian mili
tary bases, the peninsula of
Florida is jarred loose from the
rest of the charred United
States. Individual communities
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State and destroy the renegad

beachcomber mutant dol

phins, and voodoo vigilante

that fill the world of Fowntam of

Dreames. Electronic Arts” fallout

follow-up to Wasteland is a

quest-adventure in which you
can play one of five character
classes, from survivalist to
hood

You can create as many as

YOUNGBLOOD
oUT FOR MORE
BLOOD

f you enjoy doing your
fighting from behind the secu-
rity of a 30-foot-tall metal war
machine, check out the second
installment in Infocom’s Bat-
tleTech series.

BattleTech: The Crescent
Hawk’s Revenge, returns to the
FASA universe, picking up
where its predecessor left off.
You once again play Jason
Youngblood, a young warripr
searching for his kidnapped
father. But once Jason locates
his father, the game jumps two
decades into the future where
the Inner Sphere of the five

Successor States is threatened

by the Clans

NGLEADE

Weapen: T ks
Cun: Laser

- -

ingleader: The 3-D Space Combat Simulator

command through four lev-
els of starfighter.

Wingleader combines

flight simulation with arcade

rigin swears that
Wingleader: The 3-D Space Com-
bat Simulator is a revolutionary
entertainment product. It's

The game includes the
BattleMech war machines
found in the original adven
ture but introduces the
OnmiMech assault vehicle and
esorted hovertanks, asrospace

a2
and Jrnr-:?n‘n: The

fighters

game & W) exvharios are st ON

,‘”‘ different "‘,p«‘.-: and
: finge wdranice

el j e e £e £ arta .«

[ Nm————

o e ol
game play

action. You'll be blowing up

,.‘,Pp.mni to “look, sound, and
Kilrathians, but if you don't

play more like an interactive,
multi-dimensional theatre ex \‘ understand your starfighter's

perience than any conventional | controls, you'll be blasted to
| stardust in a milli-second

Eight different wing-

men. tanging from old veter-

ans o by the book novices,

ate on hand to }\c\‘\ yous dut

computer game .
Certainly the story has a |
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Pawul Righy ot sQU- o  ancert  mysteres.  page
—_ — -y P u romances chft hanging chffs (1) o
/ age u ith the Lord R vty Gt Sl RabSit
and found out what s 6a bt Sive Phuvidie on & Sat day)
o odas must ¢
he had in mind for i Prcinstns Ralin, Josis o pa
S pod an " > aAl @ princess and Jwnmy Malone,
Christmas this year BB e s, horest and
true journalist. A forthright man, virtu-
ous, trustworthy, sincere in his duty,
dependable is they man within our
employ? (You must be joking!)
Encounter prehistoric monsters,
lizard men, the lost underground city,
the intelligent giant ants (uurrggh!).
— worlds of science-fiction, mystery, Check out Toporu the Mad, this guy
historic exploration, horror, time trav- thinks his mind is a little blue rock,
el, espionage... why, the possibilities and have intellectual discussions
with Ugyuk the Neanderthal (he has

THE SAVAGE EMPIRE
Richard Garriot, Origin VP & self-pro-
claimed Lord British

“There must be other worlds out
there. somewhere, beyond Britannia

worw. The ‘s..-q,,c £ rgerw s e
Ongan Condd Nave 8 wwwas o W
hands. ™ be g he fest UK
review COpy a8 SOON 88 POSS

M If another world existed, Origin would like
to think they have incdluded it in The Savage
Empire.

WING COMMANDER
PREVIEW

Taking a cinematic theme, Wing
Commander promises sparkling 3-

D action in the classic Star Wars
style. A war rages with the dread-
ed Kilrathi Empire (the baddies)
and the Terran Confederation (the
goodies — hurrah!). Millions have
perished in this bitter struggle and
now it's your turn. No, no — not to
perish! | mean, to fight the foe, to
vanquish the bounders, to conquer
the dastardly devils. You'll start
your career flying small and under-
armed Hornet-class ships. Over
time you'll improve your lot by
piloting better and better ships
until you lock yourself into the ulti-
mate Raptor-class ships, the
mean machines of the star clus-
CONSOLE ACTION ™
You'll undertake numerous mis-

Many thanks go to Console sions, from simple patrols 10O
Quest and Console Concepts extended assaulls against multiple
who supplied all those rad targets. ANl of these missions
import games this month. They make up an exiended campaign. If
both stock the very latest and you rack up wictory afler victory
greatest console crackers and the chimactic battle of the cam
can be contacted at these paign will be a last viclorious

addresses assault aganst the Kirathy sector

Console Concepts, Unit 18, The command. On the other hand, #
Vilege Shopping Centre you are repeatedly defeated you )
Newcastie-under Lyme
Staffordahive STS 108 Tel wall doferce of e Tigers Claw
IR r12750 wrvier DEee

om0 ~1RHOI I b

W The Savage Empire is the first in a new
line from Origin collectively known as The
Worlds of Ultima.

are endless! Could Ultima take us
there?”

Erm... What Lord British is trying to
say is that a new series of games,
based on the Ultima VI game-system
and called The Worlds of Ultima, is
about to appear on the PC. The first
game in the series, Savage Empire,
takes you to a world “time forgot” full

Erd yoursel with a backs o o

( rrge e
Mowe

iroat
(VO gyt s

Agh s o
W ety

your skills in the flight trainer on
Tiger's Claw, select your ship and
opponent. A novel idea this — a
flight sim within a flight sim!

When you fly as wing comman-
der, you'll command a flight of
ships against the enemy. Each
one of your ships will be piloted by
individual characters — each with
their own name and personality,
favourite tactics and so on. The
enemy will be the same. In fact
they will greet you on contact. You
can even trade insults during com-
bat. Errol Flynn, eat ya heart out!

With umpteen cinematic effects,
complicated and extended anima-
tion sequences, a new sound and
effects generator, 256-colour

graphics (on 1BM PC), extensive
sound board support, and, oooh,
lots of other wonderful things,
wing Commande: looks like a
candidate for game of the year!

W Wy emmemder < gaite o dugar hee
Sam e vend Ovage Cws smvgiecymeg e
cagerh grwphie o wd scton ateecien

Strider Ahere eonm

The #hero Tkeeps ;-l\
powers ‘7and Sgets i3
ones 400.°

rushed through'US G

8 panme'sy

moment in an
the prethistmas
Only Amiga and



— e tees G DY (Lt e,
Lt DA o
. LB AT

a5 WING |

.
Batile boyond the stars with thas
cinematic space-sim from ORIGIN \!

and MINDSCAVE ..

ould this be the game of the year?
Exctusively revested in ACE 5, Wing
Commrander (thaa caled wingle. ) ceclavy
) us with its “Groundbreaking 30 grack.
ics, . stereo sound and cinematic
& " Now we've had a chance to
play a bet=test of the pime, v o'ty curn mere
gressed. With iis combi, o of revolutionary
new graphics techniques and filrike presenta
Cormmnarer I 6/ o the

tion and audio, Wing Corm "
miist exciting gemes ever released
b SRR & ool e fency 30 shoat'ac. wu i

ol=e. - . .. Commanderis a complet:

fuluniue Nignt simuiation with four different

o acecrait t0 iy af J uver 35 MisSsions to con:
o pdc szl i aqiinoped with Lasly

i :,:ts 2ad meapons, froo 2 useful come ~
5 driver cannon. As a firgt tupie Gis type of tiree-dimensional grapiics

s system to 15 t
Wing Corvinander you it only have fo fly you Wﬂ)&{"&.‘iw. i
iSuICn, Y t 2iso lead your Cverything about Wing Couimander i \ala.ye
e pext rollcall, i ¥

jait -

“own bird on a1 £y
fellow pilots to Réw-raced
Nour acons T every P i affects the way bitrnapped images provice the rnost realistic
the game swings,” s2ys Phil Harrison, graphics yet seen in a micro-based release.
Mindscape's product developrment inanager. Fighters zoorn out of the distance il they fill
Missions v2ry frora escocting ¢:envoys to sup- your entire cockpit window - these are just wait-
pressing miersive alien altacks.You'll perfenn ing to be blasted to bits in a muftix:oloured cloud
bobh offensive and defe.sive missions depending  of space junk. The ensuir.g action can be viewed
on your performznce through the cockpit windows or outside using a
multitude of pseudo-camera positions

(including missile tracking you, severely dam-
aged, intense combat and elly kitedi, eight fiying

Attractive animated inbetween screcns provide  songs (such as strike type mission and tre
an interesting respite from the action and help urnphantly returning to the carier) end rescued

ervade the cinematic feel of the game. Uamettes  or lost in space ejection seque (o2 1

o*-%:fhle. Putuwresof - I's very easy 10 end up wiling “L Twisoan
naked girls hang o, the lockers in the barracks describing this latest rele “o fran o
@t a buche! soaks up based creators of Ui+, wang Convnanges
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now gonre-at gante_ It really 1S lika playing

a mevie! In fact, i proisig M2 games
wsing the Wing Cornenander miex of e gragt=

ics, gameplay, sound and presetaton.
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') roundbrashing 10 graphes. Spataly
© game sxperwence.” hat's what the guys at
Origen and LUK @istributor MindSc ape are promis
ng with thew new game, Wingleader And they're
not joking ether Wingleader was the hottest
game on display at the recent Sumwmer
Consumer Electronics Show in Chicago
Origmn already has thousands of role-playng
fans thanks 10 its highly successhul series of
Uttna lantasy games. Now the leading Texas
based software developer has set its sights on
the shoot'em-up player looking for something
special and a little more sophisticated
Wingleader is the result. It combines three
dimensional space shoot'em-up action with the
audio-visual feel of sci-fi movies like Battlestar
Galactica, Star Wars and The Last Starfighter
Sadly, the screen-shots shown here complete-
ly fail to convey the cinematic experience of the
“Wingleader has to be seen and heard to

game

LEADING THE WING
“In the 27th century, personkind is lacked in a
deadly war with the Kilrathi, a vicious, militaristic
alien race. Leading the fight are the daring pilots
of the Terran Confederation, meeting Kilrathi war-
ships in their fast, well-armed one-person
starfighters. With faithful wingpeople flying by
their side, the fearless Wingleader battles with
Kilrathi aces in heated deepspace dogfights for
the future of humanity.” You play that Wingleader.
“In the game you lead daring missions against
Kilrathi fighters and warships, transport ships
and space stations. You're not alone out in
space. On every mission, you have one of eight
trusty wingpeople at your side. Each with their
own personality and flying style, individual quirks
and priorities. Your wingperson i1s an invaluable
ally, guided by your commands and the rmission
objectives.”
“During the campaign you fiy four different
Terran Confederation starfighters. The Hornet,

Navigating a dense asteroid field

WINGLEADER

ORIGIN/MINDSCAPE hit
hyperspace with the
world’s first cinematic 3L
space combat simulator

Cinematic launch and decking sequences Rurl you inte (he
action

Scimitar, Rapier and Raptor each have ther own
unique armament and flight characteristics. You
face a similar assortment of starfighters on the
Kilratts side - quick, under armoured hght fight
ers, rehable medum fighters, and heavy fighters
carryng a wwde array of missiles and guns.”

*As you close with the enemy,
you Can open up with intelkgent
mage Recogmtion and
¢ apable of ndepen
Ox youu

messdes
Friend or Foe
dently tracking a target
couid S

arron or Mmassdrner

T ANOHE e e

¢ arwon ¥ gou ar
Befwrd gorr opporent ok 2 He
feehag e sl or T ertaaest

rhae Tern dowen

et gang - w

B 10 your guns - lasers

engage them in combat. “The enemy starfight
are controlled by advanced artificial intelhigenc
You see them perform incredible acrobatic
manoeuvres - barrel rofls, Immelmann turns, s
Y's - as they close n for the Wll.”

“But there are more than st starfighters «
this game. You attack and defend larger vess
rangng from small corveties and Wranspont
huge dreadnoughts and starbases W's espe

wnportant that you defend your Own Cartier
" e

aganst Wir athe war shos
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objective on a creen. Every € haracter
is fully animated. with both long, full-body shots
and close-ups. Then you see the pilots scramble,
charging down the corridor to their starfighters.
ence shows your starfighter

The launch sequ
hurled into space at full velocity by a magnetic

large vid s

fal,."
“Qut in space, ammated sequences take
age of wingleader's unique 3D technology
to offer cinematic transitions as well as dramati-
sations of critical events. If your flight plan
includes a lot of empty space to cover, simply
engage the autopilot - the scene will cut to a cin-
ematic view of your ship and that of your wing-
person, roaring past the camera. When you're at
your destination the computer returns control of
the ship to you."

“When your ship’s taken a fatal hit, you see
sparks spout from your control panel. Then the
camera cuts to an exterior view, and you see
your crippled fighter tumbling out of control. The
camera cuts back inside the ship, with a shot of
covering your face against the explosion of

advant

you
your ship.”
“To emphasise the cinematic feel of

wingleader, Ongin used George Alistar Sanger
a prolesslonal composer and arranger better
known as The Fat Man - to assemble a complete,

mowie-st

yle score for the game. In addition to the

ngle.)dm theme tune, vanous separate musical

rst computer
he audio-visual
5., Battlestar Ga

wingleader is the fi
game to bring you t
movies like Star War:
Last Starfighter

| quality of
lactica and The

passages were composed to reflect specific
events and conditions In the game. Based
on the flow of the battle, the program
intelligently selects and plays appropri-
ate background music - for example,
the tense chaotic battle theme that
accompanies dogfights increases \n
tempo and complexity as the pace of
the action rises. A crescendo marks the

death of an ally, and a dirge follows your death.”

“Along with the cinematic score, wingleader

also incorporates a wide variety of carefully
selected and crafted sound effects for the star-
ships, weapons and explosions. The game also
full stereo sound effects for players
Explosions boom from one

supports
with PC soundboards
speaker or the other, depending upon thewr pont
of Ongin, and the engine noise of enemy

speaker to the other

starfighters pans from one
as they buizz past your ship.”

PREPARE FOR
LAUNCH

Winghe ader will be released
£ )

n the P earty aut

© game o




" s fully animated, with both long, fullbody shots
" and close-ups. Then you see the pilots scramble,
charging down the corndor to thew starfighters
The launch sequence shows your starfighter
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