
rate swills grog like a pig, so that's okay. 
Legrande is hated and feared by every in- 
habitant of Scabb Island. First task as 
game player is to bust the Largo Embargo. 

The playing stage is set for cemeteries, 
tombs, voodoo dolls and ancient maps. 
Monkey Island 2 picks up where the first 
game leaves off in both plot and game de- 
sign. Player interface is still as seamless as 
ever, allowing full concentration on plot 
and puzzles. Music sets the right mood 
from foreboding and spooky to shameless- 
ly jovial, with a score that fits so well as 
to be transparent. The intricate artwork is 

consistently sharp and colorful from scene 
to scene. And the humor is again second 
to none. Monkey Island 2 is a perfect con- 
tinuation of the series and an excellent 
graphic adventure in general. 

And Magic... 
Fantasy adventures abound in the world 
of computer gaming. It remains a favorite 
vehicle for gaming, whether role playing 
with computers or real people. Interesting- 
ly, fantasy adventure has lagged other 
graphic adventures' quality of user inter- 
face and player interaction. The typical 
fantasy adventure is basically a text -based 
numbers game traditional for the genre. 

Fantasy adventure games are all alike in 
the same manner flight simulators are all 
alike. Differences between competing 
items in any category are in execution of 
the game concept. If a game doesn't play 
well, it ends up just another game. This was 
the case with the first two installments of 
Might And Magic. They were simply two 
more titles in the wash of adventure games, 
appealing mostly to garners. The third in- 
stallment, however, made many changes 
toward a more playable interface, better 
graphics and sophisticated sound. These 
changes make the game accessible to gam - 
ers who don't do much with fantasy but 
would like to try it sometime. Traditional 
role-play methods tend to frighten away 
the curious or occasional gamer, due to al- 
most mandatory tedium. 

The quest of Might And Magic 3 is to 
defeat Sheltem, the returning evil Guar- 
dian of the Isles of Terra. Ostensibly, the 
evil antagonist was killed in Might And 
Magic 2, but bad guys have a way of com- 
ing back. Before players battle Sheltem, 
they must solve a host of smaller but nec- 
essary mini -quests that comprise the meat 
of the game. They have to search the land 
for clues, speaking with inhabitants, deal- 
ing with magic and fighting monsters along 
the way. This, too, is a typical but strong 
feature for fantasy adventure. 

The biggest change to the Might And 
Magic series is its three-dimensional view. 
Formerly, as in other fantasy adventures, 
the action was represented by a checker- 

board matrix of squares. Little icons, pic- 
turing game characters, moved from one 
square to another. Results were reported 
in the form of text. This method of play 
relies much on player imagination for its 
success, which is what games do anyway. 
But improved game execution heightens 
imagination. 

In Might And Magic 3, game players see 
all of tie action instead of just reading the 
textua_ results. Even though numbers like 
hit points and spell points represent the 
core o' fantasy role play, games are more 
enjoyable if players aren't inundated with 
such as this. 

This version of Might And Magic is one 
of several fantasy adventure games that are 
moving toward more -elegant play. Still, it 
and other fantasy adventures have some 
milestones to pass before running pace 
with the smooth style of other adventure 
games on the market. 

Might And Magic 3 is interesting to play, 
strictly from an adventure game point of 
view. It's full of puzzles and unusual char- 
acters taken from the myth and lore of leg- 
end and fantasy. Experienced fantasy 
players will like its new look and better 
handling. Gamers who are new to fantasy 
will find it a playable introduction into the 
allurirg realm of good and evil in which 
might and magic reign supreme. 

Bird's Eye View 

Marian Memorandum, $59.95 
Access Software 
491C Amelia Earhart Dr. 
Salt Lake City, Utah 84116 
Tel.: 800-800-4880 

Requirements 

Memory 

Graphics 
Sound 

Controllers 

640K (Hard drive 
required) 
VGA, MCGA 
Roland, AdLib, 
SoundBlaster, 
RealSound 
Keyboard, Mouse, 
Joystick 

Evaluation 

Documentation Fair 
Graphics Excellent 
Leaning Curve Short 
Complexity Easy 
Playability Good 
In Brief: Interesting science-fiction 
graphic adventure with complex plot and 
intrigate story. 

CIRCLE NO. 118 ON FREE INFORMATION CARD 

Bird's Eye View 

Monkey Island 2: LeChuck's Revenge, 
$59.95 
LucasFilm Games 
P.O. Box 10307 
San Rafael, CA 94912 
Tel.: 415-721-3300 

Requirements 

Memory 

Graphics 
Sound 

Controllers 

640K (Hard drive re- 
quired) 
VGA, MCGA 
Roland, AdLib, 
SoundBlaster, 
SoundMaster 
Keyboard, Mouse, 
Joystick 

Evaluation 

Documentation Good 
Graphics Excellent 
Learning Curve Short 
Complexity Easy 
Playability Excellent 
In Brief: Well -executed graphic adven- 
ture where humor and silliness are as im- 
portant as any other game aspect. 
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Bird's Eye View 

Might and Magic 3, The Isles of Terra, 
$59.95 
New World Computing 
20301 Ventura Blvd., Ste. 200 
Woodland Hills, CA 91364 
Tel.: 800-325-8898 

Requirements 

Memory 640K 
Graphics VGA, MCGA, EGA, 

Tandy 
Sound Roland, AdLib, 

SoundBlaster, Tandy 
Controllers Keyboard, Mouse, 

Joystick 

Evaluation 

Documentation Good 
Graphics Good 
Learning Curve Medium 
Complexity Medium 
Playability Good 
In Brief: A quest of monsters, magic, and 
difficult puzzles. A little more playable 
than most fantasy adventures. 
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