Doom

X-Wing * X-rated *

Dungeons and Dragons *
Tons of Free Games *

MUDs, MUSHes, and MOOs *
Hints and Cheats ¢

Star Wars RPG -

Trivia *

Diplomacy

Mortal Kombat *

« BattleTech

Whats Playing in Cy_berspace.? Find Out In...

Ancient Anguish A social (and
promiscuous) MUD. You're an
orc, elf, or dwarf—kill the devi-
ous monsters! INTERNET— fe/-
net end2.bedroc.com 2222

Air Warrior Fly-boys terrorize
the airspace.  GENIE—keyword air

MTM Gaming Lobby Don’t
play alone. Find an opponent!
COMPUSERVE— go mimlobby

A Michael Wolff Book

‘ Kelly Maloni, Derek Baker, and
Nathaniel Wice

. | ‘
L

m VIigLT AL

LI I I

games

Your Guide to the

on the Electromc

Highway
W hat's playing? Where

do I find it? And

how do I join? Net
Games is the first easy-to-use
handbook to the thousands of
games played on the Informa-
tion Highway—from Dungeons
& Dragons to Chess to the
multi-user dimension Lambda-

MOOQ. (Continued on back)

“The liveliest,
most readable

online guide

yet!”
—USA Today
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WHAT’S ON?

What's on in Cyberspace? Find out in @guideu

“Net Guide is the TV Guide to Net Guide is the first

Cyberspace!” e easy-to-use hand-

—Louis e B R &2 vmd()“’“‘“ book to the amazing
Ll and amusing array

Rossetto, e i Oyberspac
editor, Wired =

of cyberpossibili-
ties. Comedy,
“At last, a Bae- cars, erotica,
deker for the e R et | \ travel, vampires
s ) v Wid ion y y
dense infothick- B il fnformatOR o otics. ..you
ets of Cyber- ¢ ' ¥ name it. From
space. Net Guide ' vﬁ\e‘*@g}gﬁf'f‘»l America Online

. o porry Bot .
sits somewhere e eme  to KinkNet to

between the Yellow i AT . hundreds of
Pages and Neuro- |mste== S BBSs to thou-
mancer.” | wired i@“@ sands of
—John Perry A Internet
Barlow, cofounder of newsgroups and mailing
the Electronic lists, Net Guide tells you what’s on
Frontier Foundation and what’s hot. Read the book,
then get regular updates and full
Internet access on Your Personal
.“ Network (YPN), featuring Net
Silbatiics Guide Online—just call 1-800-
T NET-1133! Or email
A Michael Wolff Book info@ypn.com.

@gwde ...at bookstores now or call 1-800-NET-1133

RANDOM HOUSE ELECTRONIC PUBLISHING/MICHAEL WOLFF & COMPANY, INC. ISBN 0-679-75106-8 U.S. $19.00 CAN. $25.00




Praise for @guide,

“Thanks to Wolff and friends, the

cyberswamp may just have become a lit-
tle less murky.”— Entertainment Weekly

“Net Guide is the computer world’s
online 7V Guide.”— Good Morning

America

“Net Guide will keep you from wander-
ing around aimlessly on the Internert,

and is full of good ideas for where to
pull over.”— Forbes FYI

“ Net Guide is the liveliest, most readable
online guide yet.”— USA Today

“What you need to connect.”— Worth
Magazine

“Net Guide is the TV Guide to Cyber-
space!”—Louis Rossetto, publisher/edi-
tor, Wired

“One of the more complete, well-orga-
nized guides to online topics. From
photography to the Church of Elvis,
you'll find it here.”—PC Magazine

“The best attempt yet at categorizing
and organizing all the great stuff you
can find out there. It’s the book people
keep stealing off my desk.”—Joshua
Quittner, New York Newsday

“It’s changed my online life. Get this
book!”—Mike Madson, “Computer
Bits,” Business Radio Network

“My favorite for finding the cool
stuff.”— The Louisville Courier-Journal

“Net Guide focuses on the most impor-
tant aspect of online information—its
content. You name it, it’s there—from
erotica to religion to politics.”
—Lawrence ]J. Magid, San Jose
Mercury News

“Not only did all the existing Net books
ignore Cyberspace’s entertaining aspects,
but they were process-oriented, not con-
tent-oriented. Why hadn’t someone
made a 7V Guide for the Net? Wolff
recognized an opportunity for a new

book, and his group wrote Net
Guide.”—Mark Frauenfelder, Wired

“Couch potatoes have 7V Guide. Now
Net surfers have Net Guide.”— Orange
County Register

“Net Guide is one of the best efforts to
provide a hot-spot guide to going
online.”— Knoxville News-Sentinel

“An excellent guide for Internet adven-
turers. Net Guide is well-written and no
subject remains undiscovered. Nez
Guide is indispensable for targeted

explorations into Cyberspace.”— Het
Parool, the Netherlands

“Assolutamente indispensabile!”—
LEspresso, Italy




Voyage Into Cyberspace Aboard the
Online Service That Has It AlL.

YPN

Key Features

Your Personal Network

Featuring Net Guide and Net Games

See for Yourself]

Call 1-800-NET-1133 and
Explore the Net for 15
Hours Absolutely FREE!

ollow your
P interests
online and

see where they'll
take you. Games,
cars, erotica, travel,
vampires, politics...
you name it. The
possibilities are end-

less. YPN is the first
national online ser-
vice to offer full
Internet access and
a complete online
directory to all of
Cyberspace. Call now

and you can explore
the Net for FREL




You've read the book. Now keep up-to-
date online.

Every month hundreds of new games come
online. How can you possibly keep up? Its easy.
The Net Games online directory is updated
round the clock. Gall YPN for the latest offer-
ings on the Net.

YPN is a service for data.comm.phobes

To watch your favorite show on TV you don't
have to know about circuits and tubes. To have
fun in Cyberspace you shouldn't have to know
about “transmission-control protocols.” YPN
support makes it simple to navigate the Net—
you'l get real help from real people.

Busy? No carrier? Host unavailable?

If you've been out in Cyberspace. you know the
frustration of not connecting. YPN can handle
the trafficl Call now for your local access num-
ber and make an easy connection.

Join us!

The Net is a new medium and a new world. Be
a part of it. As a member of YPN youll get 15
hours of time FREE. plus one of the lowest sub-
scription costs anywhere in Cyberspacel

Call 1-800-NET-1133 for Local
Access Numbers!

15 Hours Free Online Time!
Call Today!
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Online
Users...

You save 50% off the newsstand If you want information about: Subscribe today and sign up for a
price right now when you sign up e The Internet one year, 10 issue subscription for
for a subscription to Online Access  * Investment Services only $24.75, a savings of 50% off

magazine, the first magazine to
bring you complete coverage of the
online world.

Every issue of Online Access
brings you the best, the fastest, the
smartest and the most economical
ways to grab the thousands of
opportunities that are available to
you online.

 Major Online Services

* |nformation Databases

* Bulletin Board Services

* Wireless Communication

« Anything and everything that you
need to do online...

Online Access magazine is your

one stop choice.

the newsstand price!  Simply fill out
the information below and send it in
today.

Your subscription is risk-free...if

you're not completely satisfied with

Online Access, you may cancel at

any time and receive a refund of any
unmailed copies.
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QQP

Quantum Quality Productions
Proudly Presents...

THE PERFECT GENERAL 2

The multi-award—winning Perfect General is back for a return perfor-
mance with SUPER VGA GRAPHICS, NEW UNITS, CAMPAIGNS,
KILLER AI, TACTICAL AIR SUPPORT, and much, much more.

Few believed that the best wargame could possibly get better, but seeing is
believing. Feel the power as you command missions in the most exciting
eras of world conflict. Airpower controls the sky, missiles hit their mark,
and tanks rumble across the barren terrain as you lead your armies to victo-
ry on any one of the thrilling battlefields.

The interface lets you effortlessly command your troops against another
player using the modem, null modem, or the same machine. If you can’t
entice someone to combat your forces, the computer’s 15 levels of difficul-
ty will take you on.

The editors say: “QQP has really breathed a lot of new life into an old
favorite.”

THE GRANDEST FLEET

Only one fleet will be left afloat in this thrilling masterpiece from QQP.
Experience the grueling campaigns, the agony of defeat, and the exhilara-
tion of VICTORY!!! Develop cultural resources and manage the growth of
your population. Allocate natural resources to build missile sites, radar sta-
tions, shipbuilding facilities and SUPERSHIPS. It is up to you to destroy
your nemesis...or end up in Davy Jones’ Locker.

*MODEM PLAY ®City Economics—Cultural and
®Campaign Play Industrial Aspects
®Player History ®Random Maps
®Truly Challenging Al ®A Wide Selection of Ship Types
Quantum Quality Productions
495 Highway 202
Flemington, NJ 08822

Delphi:QQP CompuServe:75300,3223 GEnie:QQP
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FAQs

“Frequently Asked Questions” about the Net and Net Games

1. How are games you play on the Net different from ordinary

video games?

he first computer games—stuff like zic-tac-toe, chess, and Space Invaders—were

great because you didn’t need a human opponent around to enjoy a good game.
Games on the Net take the next level—you don’t need a human opponent around
because there are 20 million potential candidates out there in the elastic space creat-
ed by the connections between computers and their users known as the Net.

2. Who's playing these online games?

ho isn't? The players include Dungeons & Dragons role-players who explore

adventure, fantasy, and sci-fi universes; armchair strategists—from war gen-
erals to football quarterbacks—who plan, ally, trade, defend, attack, and put a pre-
mium on realistic details; chess (or backgammon, Go, bridge, checkers, poker, you
name it) novices and masters getting their anytime, anyplace fix of human competi-

tion; puzzle lovers, you daily crossword-doing, Jeopardy-watching, Rubik’s

Cube-solving people out there; Mortal Kombat killers and other hand-eye shoot-
first, check-the-score later types; and the gregarious gamers for whom it’s not

whether you win or lose but how good the company is.

3. If | get into this, what's it gonna cost me? Will | go bankrupt?

Y ou might hear horror stories about GEnie users addicted to Air Warrior blow-
ing $1,000 a month in WWII dogfights, but the truth is that most online

games can be enjoyed as part of the monthly basic rate of a commercial service or a
local BBS, or, even more cheaply, on the mostly unmetered Internet. And—just in

case—this book marks games that involve extra costs with a $ symbol.
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