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Terminal Velocity is finally going to make an appearance on the Mac platformm.
Affter yvears of wallowing n limbe, this PC game is at last almest ready te ship for
the Mac. This game has had a couple ihcarnations as both Terminal Veloclty and
Fury 3 (the encine was used in this Microsoft product), but strangely didn’t come
over to Apple’s platiorm. But the walt was worth it for 82 couple reasons. First,
Macs are much faster than they were a yvear and a half 8o, and game
performance ifor most should be very good, even in high-resolution. Second, it’s
lust plain old a2 geod enoudh game te walt for

Termninal Action

Terminal Veloclty can best be described as a hybrid between Descent and & {fighit
simulater Much of the action takes place ever the mist-shrouded hills, valleys and
show=cappead mountains of an allen planet, however there are alse ‘descentesqua’
subterrainian passages that you can guide your ship inte for serious action in
conined spaces. Above all, Terminal Veloclty s a fast-paced rocken socken
action shoot-ecm-up game, with tons of heart pounding levels. OFf course, there are
the usual cinematic cut scenas, but the real meat of the matter is the action
portion of the @aime@s

Mist 10

The visual effects In Terminal Veleclty are really very impressive, especially the
mist-covered mountainous terrain that vou must {lv through in the first missions.
If yvou take on oo much altitude vou will elimb above the cloud cover and lose
perspective entirely, and if you stay close to the ground you rsk running smack
dab Inte the middle of a large chunk of rock. The efffect of navigating & meountain
range in limited visibility is really cuite gripping, especially when running im high-
detail mode.

Occasionally vou will come across what can best be described as small circular
access ports on the surface of the planet. These portals are yvour tcket to a trip
inside the guts of the planet, but make sure your reflexes are sharp because the
underwerld is a netwoerk of tlaht=turning tunnels with many an ebstacle with




which vou can smuck Your crart oh. Fortunataly, these tunnels are often worth the
risk because of ‘power-ups’ that often sit just walting for vou to suck them ups
Somae tunnels offer shields, afterburners, and even POWEr ceres for yvou stock up
en before vour hext mission en the surface. IF vou don’t feel like gelng benezith
the surface vou certalinly don’t always have o, IR fact, many of the missions are
defeatable without venturing into the tunhels.

@NEre]

The craft yvou contrel in Terminal Veloclty can best be described as a futuristic
spacecraft/alrcraift. Managing your ship is not nearly as challenging as a fight
simulator would be, and indeed running yeur crai: into the ground produces &
bounce and & slight reductien in vour shields instead of a catastrophic events
likem the gameplay t© a cross betweesn Descent: and Chuck Yeader’s [Flidht
Simulater Easy te learn, falrly fergiving, hot particularly realistic. But hev,
realism in FAight s not what vou’'re looking for when plavineg an action game [ike
this.

You are given the cholce of several joysticks, kevboard, or mouse to control your
craftt, and of course the kevboard controls are fully adiustable, [t really deoesn’t
take long to get a feel for the controls, and mest will be piloting thelr crafft with
minimal problems. Your ship has a transparent radar In the upper right corner of

our view screen which serves to direct yvou o veur next eblective, and identify
enemy ships and powerups in relation e vour ship’s poesitions

Powerups, weapens and happiness



As you destroy the various structures and enemy ships, vou will eoccasionally get
powerup orbs or pills that will do evervthing from beosting vour shield to
equiping vou @ meaner uglier weapon. As mentioned before, sometimes you will
descend into & subterrainian tunnel only te be greeted with & long lIne of power-
ups for shields or afterburners. It can be & real treat o come across a store [ike
that when you’ve been getting poundad Ffor & while.

Netweork Fun

Althou@h I’'m neot sure what the nature ef the network play in Terminal Veloclt
will be, the option doeas sit ready for use In the menu. Unfortunately | didn’t have
the opportunity to try it out, but the addition of network play for a game of this
caliber only serves to seolidify it as a heavywelight game. Whether play is head o
head or coeperative | have [ittle doubt that it would be a blast,

MacSoft Dalivers
MacSoft has got & selid heavvwelaht: title with Terminal Veloclty, This game miehe

even challenge Descent 1l for the 3D {Aight space sim audicnce. With cool effects,
heart-stopping action, and smooth graphics and animation, TV is bound to be &
areat success. | must admit 1°’m surprised at the high quality of this port, and I
can hardly walt te see the finished product,




