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Hot 
Games 
For The 
Apple lies 

E veryone says that they bought the 
computer to do work. That may be office work, 
homework, or school work, but it's all still work. 

They're lying. 
You may have told yourself you were buying 

the expensive Apple IIGS so that you could use 
Macintosh-like word processors, increase the 
speed of such stalwart packages as AppleWorks, 
and draw exquisite graphics in over 4,000 colors. I 
told myself much the same thing. I lied to myself. 

The IIGS in my home is a game machine pure 
and simple. A great game machine, whether it's 
running game games or educational games. I've 
owned game systems and game-oriented comput 
ers, and I've used every personal computer from 
the Amiga and Atari ST to the IBM PC and Mac 
intosh to play games. But the Apple IIGS-for sev 
eral reasons=-must be considered the first 'choice 
among gamesters. 
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Gregg Keizer 

The JIGS is Apple's best 
and brightest II. At no time is that 

truer than when you play games. 
The machine has opened new vistas 

in gaming on Apple computers, new visions 
of sports, combat, adventure, and fantasy. 
Here are seven of the hottest JIGS games. 

� 

Hot Hardware, Hot Software, 
Hot Numbers 
The first reason for the IIGS's gaming abil 
ities is, of course, the computer itself. It has 
hot graphics and even hotter sound capabili 
ties. Animation, though not up to the stan 
dards of a 68000-based machine like the 
Amiga (which has graphics-dedicated chips 
to process animation), is more than accept 
able. Generally, IlGS game amination is 
smooth and flicker-free. The IIGS's raw 
speed, twice that of an Apple Ile or Ile, is 
enough to push most games, even if it's 
sometimes canceled by the higher resolution 
graphics used by the upper-end programs. 
Player control can range from perfect to pa 
thetic, depending on the game. Part of this is 
due to the mouse, which is well-suited for 



point-and-dick kind of games, but not for 
fast-action arcades. 

The second reason for the IIGS's fine 
game play is the available software. It's 
taken time, but developers have responded 
to the challenge of programming games for 
the Iles. Most (as you'll see shortly) are 
translations from popular existing games. A 
few are new to the IIGS. Overall, the quality 
is high, both in playability and in appearance. 

The last reason to seriously consider the 
IIGS as a game computer is that it's an Ap 
ple. Because the machine can run older 
Ile/Ile games, as well as the newer, flashier 
Iles-specific programs, you can have the best 
of two worlds. Don't underestimate the im 
portance of this. For an idea of how vital it is 
to keep lines open with a company's past, 
ask Amiga owners if they'd like to run Com 
modore 64 software (and no, Amiga owners 
can't run 64 stuff on their hot, new com 
puter). It may take time before all your 
favorite games are ported to the IIGS. Some 
may never make it, perhaps because they 
were written long ago or don't depend 
heavily on looks. That's why the split 
personality of the IIGS makes it an even 
more effective game platform. 

And since the IIGS is an Apple, you can 
be sure it will be supported by an increasing 
number of software publishers. The Apple 
IIGS is going to be around for awhile (more 
than a quarter of a million units were sold 
by the end of 1987), an important consid 
eration when developers often spend over a 
year working on a program. 

Two Dozen Choices 
By the end of 1987, there were more than 
two dozen games specifically written for the 
Apple IIGS, available from a number of the 
best-known entertainment publishers. You'll 
find those games, and a number of promised 
releases, listed in the buyer's guide 
accompanying this article. 

Those two dozen games represent just 
the beginning of the IIGS gaming world. 
From all indications, 1988 will be a banner 
year for super-hi-res, super sound games. 
For now, though, the pickings are slimmer. 

That doesn't mean you can't find games 
which take complete advantage of the ma 
chine. Nor does it mean you have to settle 
for second-best game ideas. In the two 
dozen games now on the shelves you'll find 
some of the most popular titles around. 

In fact, there are a number of excellent 
IIGS games to lead off your library. Seven in 
particular are top-notch programs that every 
serious IIGS game player will want to boot up. 

Hot Sports 
The best sports game for the Apple Iles has 
to be Accolade's Mean 18, a true-to-life golf 
simulation. From the opening screen, when 
you hear a voice say Accolade presents to the 
tee-off on the first hole, the graphics and 
sound say lIGS. 

You have three 
courses to choose from 
in Mean 18-Augusta 
National, Pebble Beach, 
and St. Andrews, with 
more offered on op 
tional Famous Course 
disks. Mean 18 puts 
you in complete con 
trol of your golf game. 
Before you tee off, for 
instance, you can h · 
practice putting ay a hole. 

Choose a level of play, select the course, 
and pick your club. Hitting the ball takes 
some dexterity with the mouse, the sole de 
vice used to play Mean 18. You watch a slid 
ing bar on one side of the screen, time two 
clicks of the mouse to set power and wrist 
snap, and then sit back and watch the ball 
fly. It sounds hard, and at first it is, but with 
time and practice, you'll quickly be making 
par, then birdies. 

Mean 18's screens are attractive, though 
not dazzlingly so. The shapes for trees, 
bushes, buildings, and sand traps are some 
what blocky. Animation is restricted to your 
golfer, who swings more smoothly than 
many real players. Sound is one of the high 
lights of the game, however. The swoosh of 
the club through the air, the clunk as the 
club meets the ball, and the plunk when it 
lands in the grass are all there. Hitting trees, 
trunk or foliage, produces different sounds. 
The invisible gallery applauds and shouts 
when you make a particularly good shot and 
moans when you just barely miss a long putt. 

Mean 18 doesn't account for wind, but 
that's its only shortcoming. The courses are 
comparable to their real-life counterparts, but 
don't expect to recognize many landmarks 
on most. One tree, after all, looks much like 
another. 

And if you don't like the offered 
courses, you can use the included golf course 
architect to design your own. Like good IIGS 
software, you point and click as you putt 
down fairways, traps, greens, rough, trees, 
and shrubbery. You even decide where on 
the green to place the pin. It's all grand fun.,,,.- . 
especially when you share courses with 
other Mean 18 golfers. In fact, some of the 
commercial information services, such as 
CompuServe, have Mean 18 courses avail- 
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able for downloading. 
Mean 18 uses the IIGS's capabilities, an 

important consideration when looking for 
the top-quality games. The mouse is the 
right tool for the game and seems perfectly 
natural. Graphics are clear (on the RGB 
monitor, anyway) and the sound- is excellent. 
As a game, Mean 18 succeeds because it lets 
you compete against other players (up to 
four) or against yourself in a setting that 
many people are familiar with, but few are 
good at. Everything in the game-from club 
choices to timing your swing-is a necessary 
part of shooting under par. Let your 
concentration stray for only a moment and 
you'll slice or hook the ball into the woods 
or water. Golf isn't a terribly physical game 
(how can it be when you can ride from hole 
to hole?), but it is one of mental toughness. 
Mean 18 duplicates that as much as can be 
expected. 

Sports games are hot right now-the 
genre regularly appears on software best 
seller lists-and packages like Mean 18 make 
it easy to see why. 

Hot War 
Computer games with military themes have 
always been popular. Originally based on 
board war games, today's computer conflict 
simulations are both more sophisticated in 
their play and snappier in their appearance. 

Silent Service is a recent release from 
Microprose, a company that has made its 
bones with combat software such as F-15 
Strike Eagle and Gunship. Silent Service is an 
integral part of the company's success. Of 
the several submarine simulations on the 
market, Silent Service consistently heads the 
popularity charts. 

Now this realistic (for the most part, and 
about as much as one can ask from a game) 
simulation game comes to the Apple IIGS. 
You captain an American submarine in the 
Pacific during World War II. Prowling for 
Japanese merchant ships and warships, your 
task is to send as many of the enemy vessels 
to the bottom without losing your boat to 
some ace sub killer. 

Silent Service lets you choose from a 
variety of levels and set a number of op 
tions, from dud torpedoes to aggressive en 
emy destroyer captains. Short one-convoy 
games can be played in an hour or so, while 
longer games simulate an entire patrol. 

With the exception of the completely 
mouse-driven interface, Silent Service for the 
Iles works much the same as the versions 
for the older 8-bit computers. Several game 
screens are accessed through a control-room 
display by moving the submariner up to the 
bridge, over to the periscope, beside the 
map/radar table, next to the instrument 
panel, or down into the main body of the 
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sub. Once on the bridge or at the scope, you 
can look for enemy shipping, scanning the 
horizon for black dots. Firing torpedoes and 
the single deck gun is done with a click, 
sometimes dangerous if you mistakenly click 
and fire the gun when all you meant to do 
was turn your binoculars slightly as you 
crept up on an unsuspecting convoy. 

Graphics and sound are, on the whole, 
below current expecta 
tions for IIGS games. 
Silent Service's look and 
sound are more in line 
with other, older versions 
of the program. Graphics 
are in many cases blocky 
and the sound effects are 
almost primitive. The 
grating noise heard as a 
torpedoed ship goes 
down, for instance, has 
none of the richness you'd expect to hear 
when bulkheads give way and metal twists. 
The best effect is the klaxon as you prepare 
to dive. 

Even though Silent Service may not be 
the peak of IIGS graphics design, it's still an 
excellent game. All the reasons it became a 
best-seller on the Commodore 64, Apple 11, 
IBM PC, Atari ST, and Amiga hold true here 
as well. The game is fun to play because 
there's a sense of realism, of being some 
where you never can be (and probably 
wouldn't want to be even if you could). As 
in real submarine combat, patience is re 
warded, recklessness is punished. Stalking a 
convoy one moment, desperately diving and 
turning to avoid a depth charge attack the 
next, you get to experience the spectrum of 
undersea warfare. And when you succeed in 
getting past the escorts and manage to s.,,,,,, ·nk 
that fat tanker, you'll feel a sense of 
accomplishment of a job well done. 

Hot Sound 
Billed as an action 
adventure game, PBI Soft 
ware's Tower of Myraglen 
is nearly an arcade game. 
You play the part of a 
Knight exploring the ram 
bling Tower of Myraglen 
in search of the Medallion 
of Soul Stealing. Fail in 
your quest, and the world 
falls under the sway of 
Arch Evil Sir PunDragon. (Don't all failed 
quests have this kind of ending?) 

You're well equipped to handle the 
tower's occupants-an assortment of nasty 
things like slime creatures, giant rats, skel 
etons, and other weirdnesses. The Rind of 
Unlimited Arrows fires in every direction, 
you have a sword for hand-to-hand fighting, 



and even armor. Swords and armor can be 
upgraded when you find better samples in 
the many treasure boxes scattered through 
out the tower. 

Each of the tower's seven levels includes 
at least one puzzle which must be solved to 
move on. They're not as difficult as true text 
adventure games, which depend heavily on 
such things, but they can stump you if 
you're not methodical in your explorations. 

You control your Knight with both the 
mouse and keyboard, not always a workable 
combination. Such simple matters as opening 
a treasure chest and taking its contents re 
quires two keypresses, two mouse move 
ments, and two clicks of the mouse. A much 
simpler method would have been to simply 
double click on a chest to open it, then per 
haps a drag of the mouse to take the treasure. 
Moving and fighting under mouse direction is 
also rough at times. You can select keyboard 
only control before the game starts, but that 
requires two hands on the keyboard. 

Sound is the key to Tower of Myraglen. 
From the opening title track (most impres 
sive) to the individual sounds of the twitchy 
Tower things (still good}, sound makes this 
IIGS game what it is. Graphics are passable, 
though not dazzling; combat uninteresting; 
and conversation a minor part of this game. 
Sound effects, though, rescue Tower of 
Myraglen from the back of the game shelf. 
You'll hear the squish of the Slime and the 
moan of the Skeleton as you come across 
these creatures, and more. Doors and treasure 
chest lids creak, your footsteps ring off the 
rock corridors, and the clock strikes the hours. 

All these noises can be heard well 
enough through the IIGS's internal speaker, 
though some may sound tinny. They're re 
produced with better results when you have 
an MDideas' SuperSonic card installed in the 
computer and speakers or headphones 
connected. 

Tower of Myraglen shows some of the 
IIGS's potential in the game sound arena, 
and for that reason, must be considered one 
of the computer's hottest games. Neglected 
by too many developers in too many Apple 
II games, sound can be a vital part of game 
design and game play. Tum off the sound in 
Tower of Myraglen, for instance, and you'll 
quickly notice its contribution. Without it, 
the game becomes a software version of a 
silent movie. 

Hot Translation 
Many of the games up and running on the 
Apple IIGS first made an appearance on an 
other computer. It was their earlier successes 
that led their publishers to the decision to 
translate, or port the game to the new 
Apple II. 

One such program is World Games, from 
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Epyx. Best known for the other chart-topping 
packages in the series-Summer Games, Win 
ter Games, and most recently, California 
Games-Epyx moved early in IIGS develop 
ment. Among the first results, more than a 
year after the machine's introduction, is 
World Games. 

Eight international events, most not in 
the Olympics, form World Games's agenda. 
Up to eight players compete in such locales 
as Scotland, Japan, Mexico, and the U.S.A. 
for medals and the chance to hear the right 
national anthem played. Weightlifting, barrel 
jumping, cliff diving, slalom skiing, log roll 
ing, bull riding, caber tossing, and sumo 
wrestling fill the card of events. Each re 
quires its own skill and strategy. 

The bull riding competition, for ex 
ample, is held in the Southwest United 
States, Monument Valley-like mesas rising 
in the background. You select one of five 
bulls (from the tame 
Ferdinand to the bone 
shattering Earthquake), 
then try to stay on for 
the required eight 
seconds. The bull tries 
to buck and spin you off 
while you furiously 
pound keys or wiggle the 
joystick in the right di 
rection to keep your seat. 
Stay in control, and you 
dismount with grace; fall off, and the bull 
laughes in the best cartoon style. 

Some events, like cliff diving, are easy. 
Others, like sumo wrestling, skiiing, and bar 
rel jumping, are not. All share good to ex 
cellent graphics and animation. Sound is of 
uniformly high quality, especially the various 
national anthems and crowd responses. 
Game control, though, is often frustrating if 
you don't have a joystick. World Games 
doesn't make use of the mouse, and instead 
expects IIGS owners to own a joystick, not a 
likely part of many systems. You can use the 
keyboard, but you'll get hands and fingers 
crossed at the worst times. Barrel jumping in 
southern Germany, for instance, is a night 
mare on the keyboard as you try to press the J 
and K keys in rhythm with your skater's legs. 

World Games gets high marks for several 
reasons. The game is entertaining. Good 
multiple-player computer games are rare, but 
World Games puts you head-to-head with as 
many opponents as you can handle. The 
events themselves are unusual, not the nor 
mal Olympic competitions that everyone 
sees on television. Winning medals depends 
on your coordination and timing at the joy 
stick or keyboard, about as close to the 
physical requirements of the real thing as 
you can get on a computer. 

Epyx has done a fine job moving the 
game to the IIGS. Graphics are sharper than 



those found in the 8-bit versions and are 
comparable with the 16-bit versions. Sound 
has been enhanced and the IIGs's abilities 
have been used if not pushed to their limits. 
Best of all, the flavor and playability of the 
game has been retained. If you liked World 
Games in its orginal incarnation, you'll love it 
on the IIGS. 

Hot Arcade 
No doubt about it, arcade games are still a 
big part of the computer game world. Years 
after they made the trip from video arcade 
centers to the home video machine to the 
home computer, shoot 'em ups and run-and 
jumps make up a substantial part of any per 
sonal computer's software library. 

The Apple IIGS isn't really any different. 
Several arcade-style games already exist on 
disk, more are arriving, and even more are 
on the drawing boards. Thexder, published 
by Sierra On-Line, is the best example now 
around. 

Originally designed in Japan, where it's 
a big arcade hit, Thexder exists in a simple 
game environment. You control Thexder, a 
robot that can transform itself into a jet (just 
like the famous children's toys, Trans 
formers). Sixteen levels are open to explora 
tion-the last holds the central computer, 
which Thexder must destroy. Of course, 
there are all sorts of strange things lurking 
about the cavernous levels, each slightly dif 
ferent in appearance and favorite method of 
destruction. With names like Golan, 
Centibeet, Balder, and Rimquart, the aliens are 
memorable if nothing else. 

Thexder's energy level sets the tone for 
the game. Expend energy by firing at the 
nasties or being touched by them. Increase 
energy by destroying certain of the crea 
tures-you have to find out which ones. So 
far, all pretty standard stuff in arcade game 
history. 

Thexder excels at this straight-forward 
approach to action arcade games. The basic 
skeleton-game design and play-may not 
be anything spectacular, but it's fleshed out 
magnificently. From the moment you're in 
troduced to the game by a Japanese-accented 
voice to the time you disintegrate under at 
tack by bouncing Balders, the sound is of the 
highest quality. Music plays constantly in the 
background (sometimes irritatingly so), but 
changes with the drama of the moment. 
Thexder looks good, perhaps better than any 
of the other games discussed here. Much of 
that can be traced to the original game de 
sign and the Japanese penchant for artistic 
arcade games that look as good as they play. 
Animation is excellent, with smooth move 
ment of the robot's legs and even smoother 
transformation from robot to jet aircraft. 

Action is the key to any successful ar- 
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cade game. How fast and furious that action 
attacks the player means the difference be 
tween a limp game that gets played a half 
dozen times and a game that eats up the 
hours. Thexder is in the latter camp. The 
creatures/aliens rush at Thexder in waves 
and often it's only by madly dashing from 
one side to another that the robot survives. 
Discovering the individual dangers of the 
different creatures is much of the game's 
charm. Finding ways to fend them off com 
pletes the challenge. 

Thexder suffers from 
some problems, notably 
the awkward keyboard 
control. With eight direc 
tions of movement pos 
sible, it's strange that the 
programmer picked the 
keypad for control. Most 
players end up punching 
the wrong keys at the 
worst times. Joystick or 
mouse control would have been far better. 

Other glitches include a nonbooting 
disk, forcing you to boot a System disk, then 
click on the Thexder icon from the Finder's 
desktop. More troublesome to avid players is 
having to return to the opening title screen 
to play another game. When you're begin 
ning the game, this waste of time (and 
reloading of much if not all of the program 
from disk) is baffling. If you have a ramdisk 
with enough room, put Thexder in it and run 
it from there. You'll save a lot of time. 

More than half a million copies of 
Thexder have been sold in Japan. Whether 
Sierra can duplicate that kind of success in 
the U.S. remains to be seen. The game may 
have little current competition, but inno 
vative game design and attention to detail 
could push Thexder from center stage. For 
the moment, though, this arcade game is as 
good as it gets on the Iles. 

Hot Adventure 
Adventure games have 
been a staple of personal 
computers ever since the 
days of Zork. Whether it 
was by puzzling out 
devious messages or by 
fulfilling a quest, role 
playing games brought 
magic, dungeons, demons, 
courage, and combat to 
the small screen. 

Electronic Arts' The Bard's Tale was one 
of the first games to make it to the Apple 
IIGS. Almost a year later, it's still the pre 
miere adventure game for the machine. The 
Bard's Tale is a graphics adventure, not a 
text-only program of parser and keyboard 
pecking. The game includes superior super 



hi-res visions of the infamous city of Skara 
Brae, its inhabitants, your party of brave 
travelers, and the hordes of things you find 
behind almost every door and around almost 
every corner. 

Equip a hearty band of six for the dan 
gerous exploration of the city. Characters on 
disk are provided, or you can create your 
own. Once you enter the city, the screen of 
fers two windows. On the left is the view 
into this world-here you'll see buildings 
and streets, dungeon corridors, evil creatures, 
and the men in your party. On the right is 
the window where messages and menus ap 
pear, as well as blow-by-blow accounts of 
combat when you begin swinging swords. 
Play can be completely carried out with the 
mouse, although you can enter most com 
mands from the keyboard if you want. 

Goals and methods of obtaining them 
are simple as adventure games go. Search 
through the city, both above and below 
ground, seeking out the evil Mangar who 
threatens the city. Dispose of his henchmen 
when you find them, grow stronger and 
wiser as you live and learn, and if all works 
out, free Skara Brae from the clutches of 
darkness. Whew! 

Getting there in The Bard's Tale is all the 
fu.\. Play mechanics are as intuitive as the 
IIGS can make them. Point and click in the 
cityscape to move from place to place, down 
one street, into this house, around that cor 
ner. When you stumble upon bad guys, click 
to fight or run. Click to choose who fights, 
who defends, who hides, and who makes 
magic. Your spellcasters select the spell of 
choice from a menu, again by mouse point 
ing and clicking. You don't have to touch the 
keys. 

The graphics are outstanding, although 
they're in the style of photographs, not mov 
ies. Don't look for exquisite animation here. 
A jaw may flex, an eye may move, but that's 
about all. Except for the opening, sound is 
not used. 

Why tout The Bard's Tale on the JIGS 
then? Frankly, it's a good game on any com 
puter, from the Commodore 64 to the Apple 
Ile. On the IIGS, it's in its cleanest, most 
seamless form. As the graphics entrance you 
and you easily take care of game mechanics 
with the mouse, you'll sink quickly into the 
reality of Skara Brae. Losing oneself in a 
game was never easier. 

Hot All Around 
Even when there's only two dozen games to 
choose from, it's a conceit to think one can 
choose the best. After all, everyone looks for 
different things from computer games. What 
bums a hole in one player's monitor screen 
may be a unused disk for another. 

Yet Shanghai, from Activision, is cer- 

tainly the best JIGS game currently available. 
Shanghai plays slow, it has no sound, and it 
involves no computer-generated danger. But 
it's as addicting as computer games can get. 

Loosely based on Mah-Jongg, Shanghai 
is a strategy game, pure and simple. When 
you boot the game, you look at a colorful 
screen showing 144 stacked rectangular tiles. 
You're looking down on the stack. 

Using the mouse, you point and click on 
tiles to remove them. The goal is simple: 
Clear the screen by removing matching tiles. 
The rules are just as simple: You can remove 
matching tiles only when both are open- 
that is, neither tile is blocked at both its left � and right by another tile. Click on a tile, 
then find its twin and click on that to make 
both vanish. 

Because some tiles 
are buried beneath 
others when the game 
starts, or are inaccess 
able because they're 
blocked in the middle 
of a row, your opening 
moves are determined 
by the luck of the tile 
shuffle. The key is to 
search diligently for the 
right pair to remove, thinking several mouse 
clicks ahead if you can. Seeing a number of 
moves down the road is a big part of Shanghai 
and makes it such a thoughtful game. 

You can play against another person 
with limited time for each move, play in 
teams, even play in a tournament by seeing 
who can remove the most tiles in the des 
ignated time. Solitaire play, though, is the 
most addictive. Options offered include let 
ting you retract your last move, peeking un 
der the remaining tiles (cheat mode), and 
asking for help (you'll feel ashamed when 
you do). 

The IIGS is well suited for Shanghai. Its 
graphics resolution shows detail in the tiles, 
making many of them small works of art. 
Unlike the versions for other machines 
notably the Apple Ile, Commodore 64, and 
Macintosh-the JIGS Shanghai is sharp 
enough that stacked tiles are indicated by 
realistic shadows. The point-and-click 
method of control is simple and doesn't get 
in the way of your thinking when you're 
staring at the screen. 

The JIGS doesn't make Shanghai what it 
is, however. The game carries its own 
weight, and is nearly as much fun to play on 
a less-than-attractive screen like that found 
on the Apple Ile version. Shanghai doesn't 
depend on graphics or sound, but on a 
strangely fascinating game concept that once 
tried, calls you back for more. Buy Shanghai 
and you're certain to lose a lot of time in 
front of your Apple !IGS. 

April 1988 COMPUTE!'s Apple Applications 21 



Hot Tomorrows 
The ncs:s future looks bright, both in games 
and in general. A year ago, with just a small 
handful of packages available, there wasn't 
much reason to buy a IIGS. Today, that's 
different. 

With its faster speed, better graphics, 
and phenominal sound capabilities, the com 
puter is attracting developers. As the months 
go by, you'll see more and more new Iles 
games published-new as in not ever done 
before on another machine (as Tower of 
Myraglen), or at least new as in not ever 
done before on an Apple (as Thexder). Tech 
nology has a way of determining game de 
sign and that will hold true of the IIGS as 
well as it has for such computers as the 
Amiga and the Macintosh. When sound is so 
powerful, designers are bound to make it a 
more integral part of the play, for example. 

According to some developers, IIGS pro 
grams-games included-are getting more 
attention from publishers. That's not hard to 
understand. Software publishers are in busi- 

ness to make money, and although the num 
bers of IIGS computers on people's desks are 
by no means close to the numbers of older 
Apples still used, the IIGS is the future of 
Apple II computing. Publishers realize this 
and are eager to jump into the market as 
soon as possible. This year will be a big year 
for IIGS programs, from games to powerful 
applications. 

Further down the line lie some in 
triguing possibilities. Our "Just for Fun" col 
umnist Dan Gutman uncovers one-compact 
disc gaming-in this issue in his interview 
with Zork game designer Mark Blank of 
Infocom. The IIGS is the perfect Apple II 
platform (really, the only one that makes any 
sense) for connectivity with compact discs 
and their huge mountains of storage. Imagine 
your IIGS hooked up to a disc player, and 
imagine playing a game that uses video, 
sound, graphics, and text to create a world so 
real that you forget it's a game. 

Hang on to your Apple IIGS. Its gaming 
days are just beginning. 

On The GS Trail Of A Bard's Tale 
The Bard's Tale takes full advan 
tage of the Apple IIGS's sophis 
ticated sound and graphics, but 
the role-playing adventure game 
didn't spring to life on that sys 
tem. According to the game's 
developer, Brian Fargo, president 
of Interplay Productions, Bard's 
Tale was written first on the Ap 
ple II. From there, it was ported to 
the Commodore and then to the 
Amiga. These earlier conversions 
for other machines made it easier 
for the designers to produce the 
Apple IIGS verions, Fargo said. 

"We were able to take the art 
work from the Amiga, port it over 
to the IIGS, and touch it up," he 
said. "Then we had pretty much 
state-of-the-art GS graphics. Had 
we gone from the Apple straight 
to the GS, we wouldn't have had 
any graphics to go from, and we 
would have had to do them all 
from scratch." 

Creating IIGS graphics from 
scratch is a time-consuming chore 
for a designer unless he's coming 
from a 68000 microprocessor chip 
or unless there is a 68000 version 
of his program, Fargo said. "Be 
cause of the higher graphics of the 
Amiga and the (Atari) ST, you can 
port it to the IIGS and give it the 
quality it needs." 

24 COMPUJL!'s A/>pl,• A1111licatim1s April 1988 

Since much of the code for 
the Bard's Tale was already up 
and running on the Apple H's 
6502 microprocessor, Fargo spent 
more time refining the program so 
it could be played using the IIGS's 
mouse. When the existing code 
was modified, the designers took 
the graphics from the Amiga and 
mixed the two together for the GS 
version. 

Fargo said that producing 
music to take advantage of the 
IIGs's Ensoniqs sound chip was a 
fairly complicated part of the 
project, but that it was worth it to 
obtain the quality he wanted the 
game to have. 

"We created the music on a 
Mirage synthesizer, then we took 
the MIDI data and we ported it 
down to the GS. Then we wrote a 
driver that interpreted that MIDI 
data. So when you hear a harp or 
when you hear a flute, you're 
hearing actual digitized samples of 
harps and flutes." 

Variety and quality are two 
attributes that Fargo said must be 
incorporated into the design of 
any game for it to have a chance 
at success in today's market. "It's 
good to have what they call a 
deep game, or something with a 
lot of variety. That way when you 

play it, each time you discover 
something new about it. It keeps 
you wanting to continue playing. 

"And the quality, I think, is 
so important. It just looks good, 
and it feels good, and it sounds 
good. It helps you believe in the 
whole fiction." 

When a game designer wants 
to relax, what does he boot up on 
his own computer? "I had a lot of 
fun with Dark Castle," Fargo said, 
"and Grid Iron is a lot of fun on 
the Amiga." 

Fargo doesn't consider him 
self to be an average consumer 
because he is so involved with the 
business of designing computer 
games. Occasionally he's in the 
mood for an arcade-style game 
and some "brainless shooting 
things up," but role-playing 
adventure games hold a stronger 
appeal for him. The problem is 
finding the time to play them. 

"It takes so many hours," 
Fargo said. "I don't even have 
time to test my own products. To 
sit down and play Ultima for 100 
or 200 hours is really almost 
prohibitive anymore. But I enjoy 
them." 

-Tom Netsel 



Buyer's GUide Ta 
Apple IIGS Games 

Mickey McLean 

'Jl\e following buyer's guide lists 46 Apple IIGS-specifk games-all those we could ferret out in December 
19$.7. If under the Available column you see Now, we've actually booted the game. Other dates were p?Qvided 
b.l the manufacturer and may have little relation to real release dates. Descriptions of unreleased games were 
often obtained from publishers' promotional literature. 

\.·C.W Price .. Publisher Requirements Description · . ,.,, ' 
The Bard's Tale $49.95 Electronic Arts 512K Players control a band of adventurers whose quest it is to defeat Now 

Mangar, the controller of Skara Brae. The Bard and his music are 
your best weapons, if you can keep him out of taverns. Features 
16 levels of dungeons and the streets of Skara Brae. 

Beyond Zork $49.95 Infocorn Combines interactive fiction with a character-building role- December 
playing game. This is a new chapter set in the Zorkian universe. 1987 
Create your own character, and choose different levels of six 
attributes, your location, and your inventory. You may choose 
between the onscreen map and window display and the standard 
text-only screen. 

Blackjack $39.95 Microlllusions Learn how to play blackjack. Up to five people can play with November 
Academy multiple table rules including Las Vegas, Reno, and Atlantic City 1987 

rules. Online help is available for all play options. 
California Garnes $39.95 Epyx Features six of the state's most popular sports. One to eight Now 

players can choose to compete in skateboarding, foot bag, 
surfing, roller skating, bicycle motocross, and flying disc. 

Cavern Cobra $49.95 PB! Software 512K Fly a Cobra chopper in this action/arcade game. The Cobra Now 
carries advanced weaponry, while the cavern is heavily fortified 
with anti-aircraft guns, magnetic mines, and missiles. Features 
digitized stereo sounds when used with an MD!deas' SuperSonic 
stereo card. 

Destroyer $39.95 Epyx Players take command of a fully-armed Fletcher Class U.S. January 1988 
destroyer. Players have radar and sonar at their disposal and can 
control depth charges, anti-aircraft guns, and torpedoes. 

Dondra $49.95 Spectrum 256K The first game in the Questrnaster series. Players assume the role Winter 1988 
Holobyte of Terna, the last of the Tellasien race. In the futuristic world of 

Dondra, the player must find the Crystal Prism of Heheutotol 
while encountering mythical characters. The player's character 
receives experience points based on the attributes of play which 
can be transported into future Questrnaster modules. 

Dream Zone $49.95 Baud ville 512K A mad scientist's elixir has turned the dream world into reality. Now 
Players must escape from this fantasy land by using logic, 
imagination, persistence, and humor. Hundreds of locales can be 
found on the two BOOK disks. Features include color-coded text 
and stereo sound. 

Dungeon $39.95 Microlllusions The second in the Questrnaster series, this construction game was Winter 1988 
Construction used to create Land of Legends. _Microlllusions plans a construction 

contest. 

Ebonstar $39.95 Micro Illusions This futuristic battle game takes place on the battlefield of Winter 1988 
Ebonstar. 

Faery Tale $49.95 Microlllusions In this animated adventure, players guide their character through March 1988 
Adventure a land of dragons, wizards, and princesses while sharing the 

quest of three brothers. The game features close to 20,000 screens 
depicting the kingdom and the surrounding area. 

Fire Power $24.95 Microlllusions The first in the One-to-One series of games which allows players Winter 1988 
to compete with each other face-to-face or by using a modern. 
This game pits opponents in a tank battle. Players can choose 

' different tanks and scenarios. 

Galactic Invasion $24.95 Microlllusions Another One-to-One arcade game. This space battle game Winter 1988 
requires quick hand and eye coordination. Players can do battle 
against the computer or against another player-face-to-face or 
with a modern. 

GBA $44.95 Garnestar 512K Two-on-two team action. Players compete in a 4-division, 24- Now 
Championship team league, which leads up to the GBA championship. One or 
Basketball two players can compete against the computer, or two players 

can battle in two-team games. 
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The sequel to the original Hacker. Players must crack Russian 
Doomsday Papers security and save the United States. 
Hardball! $44.95 Accolade 512K This baseball simulation features a 3-D perspective of each field Now 

angle. Two players can go head-to-head, or one can play against 
the computer. 

King's Quest- $49.95 Sierra On-Line 512K In this animated adventure, players assume the role of Sir January 1988 
Quest for the Graham, the brave knight. As Sir Graham, players must search 
Crown the kingdom for the lost treasures of Daventry and return them 

to King Edward. The game includes multiple solutions and 
variable scoring, providing new twists on the game each time it is 
played. 

King's Quest JI- $49.95 Sierra On-Line 512K In this second of the King's Quest series, King Graham, inheritor March 1988 
Romancing the of the Daventry throne searches for the magic keys that lead to 
Throne an enchanted land. Players explore underground caverns, towers, 

and oceans. 

King's Quest III- $49.95 Sierra On-Line 512K Players become Gwydion, a young slave, in the third of the March 1988 
To Heir Is Human King's Quest series. Gwydion must use wit to learn magic spells 

from the evil wizard Manannan, but if the wizard finds out, he 
will kill him. Sierra's self-mapping system helps players keep 
track of where they are. 

Land of Legends $49.95 Micro Illusions Players travel through dungeons while they encounter bandits Winter 1988 
and monsters. This role-playing adventure puts you in the role of 
protector of the kingdom. Features a 3-D viewing window, 
onscreen mapping, and a combat mode. • 

The Last Ninja $39.95 Activision 512K This action/adventure game features ninja-to-samurai combat; Spring 1988 
searches for hidden weapons, food, and charms; and ninja magic. 
In addition to samurai henchmen, players also encounter martial 
arts masters, dragons, and beasts. 

Leisure Suit Larry $39.95 Sierra On-Line 512K Players become the loveable nerd Larry as they travel through Now 
in the Land of the the town of Lost Wages for one wild night. A contemporary 
Lounge Lizards comedy game intended for adults. 

Marble Madness $34.95 Electronic Arts One or two players can play this arcade-style game that contains Now 
six levels of 3-D mazes. Players must also avoid slimes, oozes, 
hoovers, and steelies along the way. 

Mean 18 $44.95 Accolade 512K One to four players can choose to tee it up at Pebble Beach, St. Now 
Andrews, or Augusta National. A golf course architect set allows 
users to design their own perfect layout. Supplemental course 
disks available. 

Mean 18' s Famous $19.95 Accolade Mean 18 Three new courses for Mean 18. Includes Turnberry, Scotland; Now 
Course Disk, Inverness Club, Ohio; and Harbor Town, South Carolina. 
Volume II 

Mean 18's Famous $19.95 Accolade Mean 18 Three more Mean 18 golf courses: Las Colinas in Texas, The Now 
Course Disk, Olympic Club in San Francisco, and Muirfield in Scotland. 
Volume III 

Mean 18' s Famous $19.95 Accolade Mean 18 The three courses on this disk are: Castle Pines in Colorado, Now 
Course Disk, Doral in Florida, and Kapalua in Hawaii 
Volume IV 

Mixed-Up Mother $29.95 Sierra On-Line 512K In this 3-D animated adventure, children help Mother Goose find April 1988 
Goose her mixed-up rhymes and restore them to normal. The game 

comes with written and visual clues with pull-down menus for 
additional assistance. Included in the package is a full color map 
of Mother Goose Land. 

Monte Carlo $39.95 PB! Software 512K This casino game program lets you play games such as blackjack, Now 
roulette, craps, baccarat, poker, and trente-et-quarante. 

Police Quest $49.95 Sierra On-Line 512K A 3-D animated adventure game that takes players into the world April 1988 
of police and crime. Written by an ex-police officer, this game 
requires players to follow strict police procedure. An 
indoctrination manual is included to aid players with procedures 
for traffic violations, felony arrests, and use of weapons. 

Strategic 512K In this futuristic game, the U.S. Government has requested that Now 
Simulations the patriotic leader of a road gang locate eight scientists in what 

is now a lawless wasteland. Players must battle mutants, 
cannibals, and rival road gangs while trying to find the scientists. 

Microlllusions Players find themselves at the Dome, a futuristic single's club 
complete with parties, people, and dancing. Players are able to 
play out fantasies and experiment with people. The program 
contains some explicit adult situations. 

PB! Software 512K Players pilot an experimental helicopter while the enemy tries to Now 
sink a convoy of oil tankers by attacking with aerial and sea 
mines, patrol boats, ships, missles, and planes. 

Activision 512K Based on the ancient Chinese game of Mah-Jongg, 144 tiles must Now 
be removed in pairs until all have disappeared or no additional 
moves can be made. The game includes solitare- and multiple- 
player options. 



Pablllller ... .__.. Dflcrlptloa 

Microprose 256K Become the captain of a WWII American submarine in the South Now 
Pacific, experiencing scenarios such as single-ship attack and 
multi-patrol missions with heavily escorted convoys. Game 
controls employ onscreen icons for all activity selections, allowing 
the submarine to be controlled by the mouse. 

Space Quest- The $49.95 Sierra On-Line 512K This is the first in a series of space parody games. Designed to Now 
Sarian Encounter take advantage of IIGs graphics and digitized sound, this game 

lets players experience digitized explosions, alarms, and other 
space noises. 

Space Quest II- $49.95 Sierra On-Line 512K The sequel to Space Quest-The Sarien Encounter. Players rejoin April 1988 
Vohaul's Revenge Roger Wilco, a sanitation engineer turned reluctant space hero, as 

he tries to defeat the evil scientist Sludge Vohaul. 

Strategic Conquest $49.95 PB! Software 512K This strategy wargame is set in an unknown world. Players Now 
II control an army, air force, and navy, and must explore 

continents, develop forces, and do battle with the computer. The 
game contains 2 billion different world maps and 15 levels of 
play. 

Sub Battle $39.95 Epyx Command a World War II submarine in either the Atlantic or January 1988 
Simulator Pacific, complete the assigned mission, survive, and return to 

base. Players can select from 24 American and 36 German 
missions, all based on historical data. 

Tass Times in $34.95 Activision 256K Set in a place called Tone Town-where the top tune is "Tass," Now 
Tone Town by the Daglets, and the local newspaper's top reporter is a dog- 

this adventure game asks the player to rescue the vanished 
Cramps. 

Thexder $34.95 Sierra On-Line 512K Players pilot a robot-jet transforming vehicle through multiple Now 
attack scenarios while battling over 20 different kinds of aliens 
and avoiding dead ends and booby traps. Voice synthesis and a 
stereo musical score accompany the action. Supports the 
SuperSonic stereo card. 

Tower of $54.95 PB! Software 512K This arcade-style adventure fantasy puts you in the role of the Now 
Myraglen Knight of Justice in search of the Medallion of Soul Stealing. 

Survive the traps and evil that impede the journey through the 
tower, while figuring out clues and discovering secret passages 
that lead to the next level. Features digitized stereo sound. 

Turbo $24.95 Microlllusions A game in the One-to-One series, this auto racing game offers Winter 1988 
several options of cars and courses. Players must avoid oil slicks, 
spiked wheels, and the police. 

Winter Games $39.95 Epyx Compete in seven sports, including the bobsled run, the ski Now 
jumping event, the figure skating competition, and the biathlon. 
The games open with an official ceremony, complete with 
national anthems. 

World Games $39.95 Epyx Players compete around the world in eight international sporting Now 
events representing any of 18 countries. Events include cliff 
diving in Mexico, sumo wrestling in Japan, weightlifting in 
Russia, and bull-riding in the U.S. 

World Tour Golf $39.95 Electronic Arts Play the famous links of St. Andrew's, Shinnecock Hills, and Now 
Pebble Beach. The game features an animated split screen which 
shows both the overhead and the golfer's views. A course 
construction set lets users build their own courses. 

blishers' Ad.dresses 
Epyx 
600 Galveston Dr. 
P.O. Box 8020 
Redwood City, CA 94063 
({!5) 366-0606 
Gamestar/Acl:lvls1on 
P.O. Box1!16 
Mountain View, CA 94039 
(415) 960-0410 
Infocom 
125 CambridgePark Or. 
Cambridge, MA 02140 
(617) 492-6000 
Microlfiusions 
17408 Chatsworth St. 
Granada Hills, CA 91344 
(818) 360-3715 

Mipopmse 
120 Lab&ont Or. 
Hunt Valley, MD 21030 
(301) 771-1151 

Strategic Simulations 
1046 N. Rengstorff 
Mountain View, CA 94.0G 
(415) 964-1353 
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