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“The Vanguard
of a terrifying new

level of immersive multiplayer action game

technology.” e e WE'VE Bver plﬂyﬂﬂ'
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“Quake is the b ‘ B
and most atlgol;})g]geﬂ’ baddest, bloodiest

1€ric 3- -
ever conceived” >D action game

T

JB0é than rebot-shooting, which, let's 1

“Quake is the most
satisfying first-person
action game of all time.”

EQOOT MABAZ INE #

1l v can tarpet an enenny robot gnd fire at it because these can be sold when you get back
” ning, 0 ‘.

GT Interactive Saftware’ Quake™ ©1996/1d Soliware, Inc. All Rights'Reserved. Published by [d Software, Inc. Distributed by GT Interactive Software Corp: 4
. Www.gtinteractive.com M5-005®s a registered tragemark of Microsoft Corporation. All other trademarks are Lhe properly of their respective companies.
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FOR A FREE DEMONSTRATION OF OUR 3-D GAMING EXPERIENCE,
SLAM THIS MAGAZINE INTO YOUR FACE.




INTRODUCING THE ULTIMATE,
NO-COMPROMISE, GAMER PC.

At NEC, our gaming PCs have just taken on a
whole new dimension. The third, to be exact.
With two dedicated 3-D graphic accelerators,

the NEG PowerPlayer™ 200 MHz Pentium
Processor

sucks you right into | piamond monster 3-
; and ATI 3-D Rage
the action. graphic accelerators
And don't worpy, |52MBRAN/.2 Gigabyte D
i NEG MultiSpin® xd
you'll be armed with C0-ROM changer

everything a serious gamer could ask for.
A 200 MHz Pentium® processor, 6 MB of video
memory, and a H0-watt Advent surround
sound system with subwoofer. We've also
thrown in a Gravis gamepad, Thrustmaster
joystick, and Logitech 3=button Mouseman®
mouse. As well as a bunch of today's hottest
games, all reconfigured to take advantage of
our unique 3-D technology. You can even head out
2 into cyberspace and play in real
time against anyone else on
. the net.
| For more information,
call 1-800-NEC-INFO. Or,
for a slightly more conventional

demonstration, visit your local retailer.
Available at Circuit City, Gomp USA, Future
Shop and Fry's.

SEE, HEAR AND FEEL THE DIFFERENGE.”

NEC

it de
R ih$
Visit our weh site at http:/\www.nec.com
IS cimat of EC Teonnoiones. pentium’
Ke"m PRNOCESEESOR

i

% & rademank of Packard Bel NEC, re. See, Her ang Fedl the
petered bademanks &nd the Pentum Processtr 0 8 2 vk

CIRCLE READER SERVICE #260




The#1 (omputer bameMagazine

he Force is stronger than ever!
Associate Editor Elliott “Come To
, The Dark Side” Chin boards the
| Death Star to investigate the latest.on
‘ LucasArts" upcoming trilogy of Star Wars
games—Star Wars Rebellion, Jedi Knight,
and X-Wing vs TIE Fighter. Will 1997 be
l‘ the best year yet for this great franchise?

rusader: No Regret

- SCIENCE FICTION STRATEGY GUIDE
aving trouble colonizing that planet? ﬁa c
Can't get your mech into fighting
shape? Do a mind meld with the 76 S|3|' l}llnlrgll 3
CGW editors as we take you through four of 88 MechWarrior 2:

the hottest sci-fi based games of the year, Memenarigs

with tips and strategies to get you out of
those tough spots. 98 Deadlock

HARDWARE

The Ultimate Gaming
Machine

magine having $9,000 to spend. Then
imagine spending it to assemble the best
gaming system on the planet. What would ¢
you buy? Check out contributing technowizard T T
Loyd Case’s component-by-component shop- | 196 Review: Eagle Max joystick
ping list for the ultimate gaming rig. - 140 Review: Jazz Speakers’ JS-300 and JS-900

JANUARY 1997



SNEAK PREVIEWS! _

[H] Rocket Jockey

il X-Fighters

688 Attack Sub 2 »
EZA Dark Reign

STRATEGY & TIPS

[ Daggerfall
LA Scorpia’s Adventure/
RPG Tips
A Star Control 3
Hypermelee
[l Quake Deathmatches
(I Apache
Shattered Steel
[0l Third Reich
War Wind
FEI] Wooden Ships and Iron Men
Gene Wars
Kl Tigers on the Prowl 2
Battleground: Waterloo Strategy Guide

~ COLUMNS

Loyd Gase shows you how to fweak

your system for hetter gaming.

a3 AdventurelRPG ............. Scorpia reviews Harvester,
and she’s not happy.

Peter Diafson previews Rocket Jockey.
Charles Ardal looks at

Interniet game shows.

Dennis “Ironman” NicCauley takes on Microsofl.
Denny Atidn takes flight

with Dynamix's X-Fighiers.

Terry Coleman reviews Third Reich,

What's the deal with design hype?

HZ Classics/Puzzles

EE Sports
Simulations

Eil Strategy/War
EE1 Martin Cirulis

_  DEPARTMENTS
12 Justthe FAQS  Answers to frequently asked questions
20 Editorial Johnny Wilson ponders gaming copyright issues

28 Letters Qur readers speak out

32 READ.ME Computer gaming news
Hall of Fame Great games of all time
%1 Patches (Game files to kill bugs dead
352 Top 100 Subscribers rate the top games

REVIEWS

i -ADVENTUREI ROLE-PLAYING

145 Harvester
156 Albion
162 Toonstruck
168 9

182 Road Rash

184 Monster Truck Madness

188 Deadly Tide

188 Manic Karts

180 Slamscape

182 3D Ultra Pinball Creep Night

CLASSICS/PUZILES

188 Baku Baku
188 Scrabble

SPORTS

208 Madden NFL 97
214  Full Court Press
228 Solid Ice Hockey
232  NFL Quarterback
Club97

'SIMULATION

26 Hind
282 Shattered Steel

STRATEGY/WARGAMES

War Wind

Wooden Ships

and Iron Men

Gene Wars

Tigers on the Prowl 2

The 1996 CGW Article Index ... see page 316

1
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> Advanced Unit AI
Give specific orders to each
unit. Determine each unit's
behavior in combat. Preset
pathways and waypoints. Place
a unit on seniry duty or send
it on a hit-and-run mission.

Sighting and attack calculatit
. take into account, true Tine-of-

. . sight. Realistically modeled *s
. terrain dynamically affects unit
. : movement.. Tefrain deforms when hit
s 2 * - with weapon fime. s
L L . = .

-
.
4

_L.Re,\m._Lu_t_i‘un_a_r_y_EﬁaLLLr_E.s. ¥
Design’ your' own misssons. .’ -
Create alliances with up to

- “eight players by sharing.
resources and qute]'l'igence.

Alsa, incdudes gigantic playing

maps. never-before-seen units,

and dozens of other features.
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Is it 2 game when your stomach lurches in the course of performing a Cuban eight?
Is it a game when beads of sweat appear on your forchead while flying under London’s Tower
Bridge to digitally sampled sound? No. This is not a game. This
is Microsoft” Flight Simulator for Windows" 95, the latest upgrade
to the most realistic PC flight simulation available anywhere.

Experienced sim pilots will relish logging time in their new Bocing

737-400 and acrobatic Extra 300S, extending the range of experience beyond
the four planes already in the fleet. A heightened level of realistic flight S”””,ﬂ Hﬂr‘mmﬁ

Az feal A3 11 Grls
dynamics: has been achieved,
as verified by Flight Safety International. the world's
leading pilot training arganization.

Buzz Las Vegas by night and Martha's Vineyard
at dawn with a degree of photo-realism that only
satellite imaging makes possihle. Soar over New York,
Paris, Tokyo and other cities with more detailed 3D
rendering. Improved performance delivers smoother

out-the-window views and more immediate response to cockpit controls.

Challenges have heen added to test your skills under daunting weather conditions,

over new terrain, in varied aircraft. Fly in the face of Mother Nature as you shoot

an instrument approach into the fog. Climb over the Alps through rapidly shifting

winds. turbulence and changing visibility. Blow the skirts up on the Statue of Liberty.
To find out even more about Microsoft Flight Simulator for Windows 95, visit our Web

site at www.microsoft.com/games/fltsim/

Microsoft

Where do you want to go today?”

Expansion Pack with southern California scenery, challenges and adventures available soon.




JUST THE FAQS

What's Up Online?

All hired guns are not created
equal. Get full dossiers on the
LANCEMATES IN IMECHWARRIOR 2:
MERCENARIES, and don't waste
precious C-bills.

You'll also see an exclusive
behind-the-scenes look al the
making of THe LAST ExPRESS,
Jordan Mechner's first game
since Prince of Persia 2.

Speak your mind in
our Question of the
Month: What consti-
lutes “adult content”
in a game? Do you

want more games with
mature themes? How
should game compa-
nies handle it?

Plus: sneak previews, reviews, slrategies
and more.

e‘
http://www
.zdnet.com
/gaming

What's On The CD?

If the serious drought in good role-playing
games has you thirsting for some classic
advenlures, you'll be pleased to know that
Bethesda Softworks has answered the call

wilh DageerraLL. For those who prefer a real-

istic selting for your gaming experience, try
out the next heir in the superb Links lineup,
Links LS. In this CGW exclusive, you can

play nine holes, with or against the pros, at

the beautifully rendered Latrobe Goll Course.

INSTALL WIN 95

CcG

and how do | use it? What’s coming
up next month?

If golf sounds just a little too relaxed for the
excitement seekers in our midst, test your
mettle in a ‘mech with 7th Level's G-Nowme,
or Power DovLs by Megatech Software. If
you lust for good-humored adventure, walch
the puns fly in Sierra’s LEISURE SuiT LARRY
7—not suited for children or the weak of
heart! Or for the more dramatically inclined,
SegaSoit's Oesioian promises to be an
adventure in obscurity and darkness, Fans
of the Apache Helicopter sim, by Interactive
Magic, strap yourself into the cockpit and
enjoy the sequel, Hinp

Hind is the best com-
bal helicopter from the
Eastern Bloc. These and
many more playable
demos and teasers of games to come, are all
on the disc.

How Do I Use It?

If you have Windows 95, installation is
simple: The CD is Autoplay enabled—just
lock-n-load. Otherwise,
from Windows 3.x,
select Run from the
Program Manager
menu, and lype
“D:ARUN-ME" (where D
is the leter of your CD-
ROM drive) to run it
straight from the CD.
Then type “D:\INSTALL"
lo creale a CGW pro-
gram group on your
Windows desklop. If you
have installed previous

JANUARY 1097
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(reviewed in this issue).
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Features Editor  Denny Alkin
~ Reviews Editor  Tefry Coleman
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On-Line Editor/AOL  Kale Hedstom
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GAMES AND GOODIES ON THE ca-\j__ff_

versions of the CG-ROM, this disc
will use the program group already
on your desktop.

How Do I Play The
Demos?

To view the demos, first click on
Editors' Hot Picks or Product Demos.
Next, click on your favorite genre:
Action, Adventure, Simulations,
Sports or Strategy. Then click on the
litle of interest. Each demo has ils
own instructions for installation.

How Do I Get The
Patch Files?

Click on Patches under the
CGW Features, and then read the
lext window which has instruc-
tions on copying the files to your
hard drive. You can also access
the patches from a DOS prompt
by typing “D:\PATCHES" (where
D: is the letter of your CD-ROM
drive) and copying them directly
from there fo your hard drive. We
strongly recommend that you
back up any previously saved
games before installing a patch,

as this may overwrite your exist-
ing program.

How Do I Get
The CG-ROM?

Newsstand issues come in two
flavors: with and without the CD.
Each lype is clearly marked. If you
can't find the version you want in
the store you frequent, encourage
your retailer to carry it (or subscribe
to ensure that you get a CD every
month). To subscribe, simply call
(303) 6658930, and specify that
you want the CD-ROM version.

Disclosure

As a matter of record, CGW volun-
tarily maintains a list of companies in
which SoftBank, the parent company
of Ziff-Davis Publishing Co., has an
interest. It is available online at
hilp:/iwww.zdnet.com/ gamingldis-
claim.html and is updaled when we
become aware of such investments.

EXECUTABLE

install.exe
setup.exe
Hinstall.exe
autoplay.exe
Win95: setup.exe,
Win3.x: Install.exe
install.exe
magic.mov
install.exe
install.exe
install.bat
install.exe
setup.exe
setup.exe

demos\quake\psp311 and pspa1 .zip file

cG

Bmeze l.euel | Editor s Win

JANUARY 1997

DEMOS AND STUFF PLATFORM DIRECTORY
Daggerfall 95/D0S temos\dagdemo
G-Nome 95 demos\gnome
Hind 95/D0S tlemoshinddemo
Leisure Suit Larry 7 Dos/Win/95 sierra
Links LS 95/Win demos\links
M.AX. DoS demos\max
- Magic The Gatherlng Battlemage  Win demos\magic
- Obsidian 95 demos\obsidian
~ Power Dolls D0OS/95 pdolls
- Rex Blade D0S demosirexblade
. Solid Ice - DOS demos\icedemo
Spider Man DoS sixdemo
~ Westworld 2000 95 ww
' Quake Cheats & Hacks: Novemher  nla via CD interface
- Quake Cheats & Hacks: December  nfa via CD interface
'- '-;_.j.—f:Paintsnnp Pro - Win/95
Das demos\quake\meddle16
Win demos\guake\guakeme2
s and quakme22
: Win demos\quake\winpak12
Quake C Compiler DOS demos\quake\gee
demos\quake\hspdda

.zip file
.zip file

.zip file
.zip file
.zip file




BEEN SEARCHING FOR
GREAT ACTION GAME W

'!'.r'.

BUNGIE

WWW.BUNGIE.COM

For a limited time, get the award-winning Marathon 2 for just $29 through our secure web store, plus have a chance to win free t-shirts, just for paying a visit!
CIRCLE READER SERVICE #765



JUST THE RAQS

n February Loyd Case will build a Ferrari rig
on a Yugo budget in the third part of our
Ultimate Game Mac_hine- series.

THE

ULTI MATE

GAME

MACHINE

an’t beat ’em? Cheat eml Clobber

your opponents with cheats for nearly
: every kind of game. Our comprehen- :
sive cheat guide for smgle- and multaplayer
games wsll put you way over the 100

Hot Reviews
For January

Destiny

Eradicator
Syndicate Wars
Steel Panthers Il
Flashpoint Korea
NCAA Baskethall

US Navy Fighters 97

‘Oulstanding: | Very Good: A | Average:A Weak: A game |  Abysmal: The

You Don't Know Jack 2
‘The rare game high-quality game ¢ mixed bag. Can with serious prob- i rare game that Heroes of Might & Magic Il
that gets itall that succeedsin | beagamethat | lems. Usually gets it all wrong. Flight Simulator for Win 95
"lrlgsi,“soTuhnedgraErll%h 1 many areas. May ! reaches for the buggy, seriously ¢ This is reserved
have minor prob- 1 stars, but falls lacking in play for those products s
?;gﬂﬁ;?gp; 2 | lems, butis stil & sfiortin several i value, or just a 50 buggy, ill-con- Strateg" es
T c‘éﬁdem W_ﬂrllj_ your-money, i ways. Can alsobe § poorly conceived | ceived or value- tlose Comb
g especially If agamethatdoes § gamedesign— less that you won: ose Gombat
& you'reinterested | what it doeswell, | you should think  der why they were Toonstruck
| Inthessublect & butlacks flairor & long and hard ever released in Hind
{1 matter-or genre. -+ originality. before buying it. the first place. [All articles subject to change if we

develop a jones for a new release.)

cG JANUARY 1997
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EDITORS
A
CHOICE

~ “..exquisitely well-balanced... deep, rich _
and pretty to look at... one of the best -

_ conquer-the-planet strateay games in years...

a strategy gamer’s feast.”
-PC Gamer

_“Multi-player, gity building, land exnlormy.
_alien busting fun.” _
" -Sirategy Plus

- . -‘Deadlock... truly shines as a multi-
. - player experience.” -

.+ " _computer Gaming World

TEEN/

| | | ! J ol -
AGES 13+ ° A7 % % e LA, g . &

| “..tichly developed

backgrounds of the alien races
ant the thoroughly refined .
lenhnnlogv free give this

" game a personalily all its own.”

Chkk ok

. -cnmnuter Gammu Wurld

«...Sim-City on SIernids."
% %k Kk

~Computer Life




paranormal puzzles

A sophisticated shooter laced with dark humor,
Killing Time" is a fright-fest for the true aficionado

gallows humor

of first-person corridor mayhem.

F

You're trapped — locked in an island mansion crawling with the undead.
Clear heads with a penchant for puzzle solving must prevail.




Use your brains and shotgun blasts to shatter the
spell that has kept the island in a honific limbo.

Afraid? Don't be. Visit your favorite retail haunt or to order direct,
dial 1-800-336-3506, or summon us on the Web: www.3DO.com/studio3do

EGGHEAD,

............. S ue

& MEDIAVPLAY

) et teeick. sk phich. Tvoe

£
|

Rladuraie

boubsos IFEEL‘%;S_'IIJ

300, Studsy 300, the 300 lages and Killing Time 2re
hs andlor registersd of The 300 Cempany
Al other trademarks of regisiered tragemarks are the
praperties of their respective gwmers,
©1955, 1998 The 300 Company. A rights reserved.




Custom Levels
And Scenarios
Under Siege

Copyright Wars Gould Gost Gamers
The Right To Build Their Own

e were all set
to master our
CG-ROM, and
Vie were very
excited. The
cover bag
advertised a
Dark FORCES
edilor thal gamers could use fo
create levels for the hest-selling
action game. We had permission
from the author of the editor and
we didn't think anything could stop
us. But a legal expert did just thal.
He pointed out that we not only
needed the permission of the
author of the software that allowed
you to create the new levels and
characlers, but we needed
LucasArts’ permission, as well,

We prolested, “How is thal any
different than when a magazine
publishes a macro for a specialized
kind of spreadsheet or a tem-
plate/wizard for a word proces-
sor?" The expert on intelleclual
property informed us that because
the editor was going to allow our
readers to modify copyrighted Star
Wars characters and environments,
we would be considered accom-
plices should any of those using
the editor ever be brought to court.
Since Lucas-Arls was unwilling lo
give us permission to publish the
editor, we opted to change our CG-
ROM rather than go lo courl.

cG

Our legal eagle felt that the orig-
inal publisher stood to lose out.
For example, if a gamer hacked
Darth Vader and put him in the
Death Star smoking a doobie or
had the commander of the Death
Star appearing in drag, LucasArts
could claim that their intellectual
properties were being devalued.
After all, how could anyone fear a
stoned Darth Vader or an enemy
commander in a dress? Part of the
mystique would be gone.

We felt that the legal opinion was
overly cautious, and wondered
among ourselves whether we had
been too cowardly in not publishing
the editor. So whal happened in the
next two months? Not one, but fwo
legal actions would underscore Lhe
issue. The GT Inleractive suits over
Sierra's TotaL Mecroown and Micro
Star's Nuke I took place over
almost exactly the same issue, GTI
fell that the existence of those two
add-on products devalued the fran-
chise because the levels were nol
wvell enough designed and because
their intellectual property in charac-
terization, look, and monsters was
being used without compensation.
Ken Williams of Sierra contended
that selling levels built with an edi-
tor thal is given wilh a game is tan-
tamount 1o selling digital art created
wilh a painl program,

Williams" argument is fairly
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interesting because it touches on
some issues faced by Electronic
Arts in the early days of computer
games. In the days when most
games were 2D instead of 3D,
most game art was designed using
Electronic Arts” Detuxe Pant line of
products. Game companies used
DeLuxe Pant and its offspring as
toolsets in building games. If EA
had received royallies from every
game that used DeLuxe Pamr, it
would be to the games industry
what Microsoft is lo the computer
industry as a whole. Yet it did not.
Early decisions concluded that EA
was sufficiently reimbursed for its
actions when companies pur-
chased the Detuxe Pamt products
as software tools.

For gamers, such legal actions
are ominous. We think that prod-
ucts which allow gamers (o cus-
tomize and expandlredesign games

are far more interesting than those
which don't allow such customiza:
tion. You may never build a new
scenario, hack a character's look,
or design a new game map, but if
you are like most of us, you like the
idea thal you might do one of
those “when you get enough time."
Also, if you're like us, you appreci-
ate the fact that someone else may
have designed something new and
interesting that you can download
to expand the game you pur-
chased. Yet the possibility that
construction sels or editors will
become standard features in com-
puter games is now under siege.

In fact, copyright is under siege,
period. Phone companies, con-
sumer electronics manufaclurers,
educalional institutions, and some
well-meaning aclivist groups are
actively trying lo exclude computer
transmission and/or manipulation
of copyrighted malerials from both
ongoing discussions regarding the
establishment of uniform state laws
on copyright and a new national
Copyright Protection Act. They are
also using their sizable lobbyist
clout lo altempl to discourage the
Clinton administration from partici-
pating in the Geneva Conference
for Transmission Rights.

The telephone companies and
consumer electronics manufactur-
ers would like for copyrights on
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digital materials to simply go away.
Why? So thal the former will not
have to police transmissions of dig-
ital informalion and so thal the lal-
ter don't have lo deal with issues
related fo individual copying and
proliferation of intellectual proper-
ties (i.e., video and computer game
piracy). The slakes are high. With
Brazil, Argentina, Singapore,
Malaysia, and China adding fiber
oplic lines at a very fast rate, illicit
transmission of copyrighted prop-
erty could mushroom globally.

The opponents of including digi-
lally transmilled and manipulated
intellectual properties within the
protection of new copyright legisla-
lion suggest that encryption is a
better tool in discouraging copy-
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right violation than legislation.
Such a solution is both naive and
annoying. It is naive since every
computer gamer who has been
around for more than a few years
knows that no encryplion scheme
Is perfect. For every code, there is
a cracker. Il is annoying because
companies deprived of legal pro-
tection for their intellectual proper-
ties will have to prolect their code
in such a way that gamers won'’t be
able to modify maps and levels,
edit databases for classic and pop-

A

| SGENarios.

cc

ular athletic teams, create new
weapons and resources, and devel-
op new missions and scenarios.

Companies who have just
begun to provide editors and con-
struction sets far their games will
be forced to remove them or lose
any semblance of protection for
their properlies. They will have lo
restrict access to all parts of the
code by whatever frustrating
encryption scheme they can
devise, and they will be forced to
crack down on well-meaning hack-
ers who make unauthorized edi-
lors and utilities.

Cicero once said, “Sifent leges
inter arma.” Literally, that would
mean, "Between arms (i.e., during
war), the laws are silenl.”
Metaphorically, it means, "Without
any jurisdiction, victims of injuslice
have no place to appeal for jus:
lice." A compuler game industry
with no hape of copyright protec-
tion will be unable to sustain itself
in the long run, and computer
gamers will lose out on customiz-
able games in the short run. The
attack on copyright is an allack on
your creative rights, too!

So if you value the editors and
construclion sels that enable you
to really turn their games into your
games, you need lo stand up for
them. Make sure your con-
gresspersons know thal you sup-
port the Clinton administration’s
participation in the upcoming
Geneva Conference. Also, e-mail
your support for participation in
this conference lo the While
House. Finally, make sure that
whenever you register your com-
puter games with the manufacturer
you commend them when they
include customizing options and
complain to them when they don't.

Like many privileges in life, the
opportunily to cuslomize games is
dependent upon communicating
your feelings. If you snooze on this
one, you could lose for a long time
lo come. %
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“FINAL CHAPTER
*'.-jmT IS NEARLY OVER,

Something sinister-4s happening

When brave and: hﬁiﬁ ed We vrefuseto r‘(lght for

the city’s good, the Orcish offense takes ona’ ew deadly

significance. What preys wallrdﬂnsud‘le ane,-

city — mind, body and soul-Tak | wlldest

expectations, S_ha_dows-_ erR u ? hfihé twists and
] ﬁ.‘lU(S sfones wntten

talented team that brought you the. a
created this exceptional mastefplece-

Fully digitized music, speech and sqund :

More than 50 fully animated monsters afi
magic items and spells to kill them!

* Two difficulty modes to suit you. Strip Iavers of detail
away for easier play.

Intelligent automap and diary follow you in your journey.

Fully animated, 3D isometric phased-time combat with
options for manual or automated fights. '

“Yards of detail and depth is prec:sely what. sets

the Arkania games apart from the campet:tmn. s
PC Gamer Magazine, Cover Stary, Nov. Issue T

www.sir-tech.com

To order, visit your retailr, or call: (800) 447-1230. Ask for operator 75, - - s

P.0. Box 245, Ogdensburg, NY 13669-0245
Tel: (315) 393-6633 Fax: (315) 393-1525
E-mail: webmaster@sir-tech.com
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[t seems that with each new issue of
COW I'm seeing more and more covernge
about the joys of online gaming, [ wonder if
Lspeak for the silent majority wher | con-
fiess that it will probably be a long, long time
before Lattempt to playan online game. In
faimess, maybe its just because | don't
understand well enough vet how they work,
and I'm hoping you can help me oul here,

When [playa PC game, |
want to be able to progress
my way through it at my own
pace: eading a well written
mianual, leaming the inter-
face, figuring out strategies,
solving situations and
enjoving the rewards for
rloiug_sri [flleavea
game for any period of
time, L want the comfort
of knowing thatwhen [
retum fo the game,
everything will be
exactly as Left it

IfHog onto an online game where others

ahead of me already know all the tricks (or
even just a few of the tricks), wouldn’t [ he
quickly and repeatedly killed? Do [ have to
find a group of players who are at the same
skill levelas me? Evenifl do, whatif L only
play for twa hours but they play for 24 hours
straight? Do T have to play for endless hours
in order to become king of the castle?
1t this timing thing that confuses me.
Forinstance, if Llog onto a real-time strate-
‘v game that, for other players, is already in
progress, won't the resources already be
used up? Even if they started just five min-
1ites ahead of me, how would you ever

mitke up the tactical advantage that they
would already have gained? Orif the game
is tum-based, what il Tonly want to play for
two hours per day, but my opponents want
to play for six or eight?

If log anto an RPG that’s already in
progress, how do | find anything o do? What
il g0 ona quest to slay a dragon, but some-
one else out there gets to the dragon just five
minutes before me? Is the dragon somehow
magically there for both of us tokill or o |
have tokick my toe in the

dirt, go “ah

shucks,” and wan-
der offto find some-
thing else to do?

Whatever the
particular game
objective may be, if
other plavers are
always beating me to
it because of faster
eve-hand coordina-
lion, more game expe-
rience, or lack of sleep,
I suspect I'll soon be
back in my cave playing happily by myself
against awell programmed Al that'’s intel-
ligent, but fun to defeat.

Ken Pritchard
viat the Intemet

You're asking the same questions that a lot
of folks are asking. First off, many online
games do have “vultures,” experienced pley-
erswho hang around the spots where new
players pop into the games and kifl the new
players, In MERIDIAN 59, the new online
role-playing world from 300, characters
who kill other players are marked by having

their names appear in red. There are times

when these characters are humted down by
other characters and kifled invigitante
actions. Other games build safe areas for
new pilols, acventurers, explorers or compeli-
tors to gel used to the game. Some gdmes,
like AR WARRIOR, give you an off-lne tuloni-
alwhere you can play it out of the hox.

As for role-playing games specifically, the
worlds are dynamic. The good news is that
you probably won't uve to deat with the
dragon decision. In GEMSTONE 111, for exam-
ple, sysops as characters or experienced char-
acters will oflen take you on a guided tour
and make sure that you get info the center of
the action. The same is true in the text game
LEGENDS OF ['UTURE Past and the science-
fiction trading game FEDERATON 11, In
Monus OPERANDI, a mystery game, your
fear is right on target. There, whoever finds the
iterm or person first gets the points and it is
hard for a new player to get started. However,
these worlds are cynamic. ‘They aren't the
same when you come back to them.

With regard io sirategy games, these are
played by mutual consent at a given start
fime with a given set of rules. Games such as
Flarroon ONLINE on the ARIES network,
SNIPER! on CompuServe, OPERATION
MARKE-GARDEN on MPG-Net, Crinos
OVERLORDS on MPlayer or PANZER
GENERAL ONLINE on TEN usually have a
conference ront where you can meet oppo-
nents and establish ground niles before
beginming a game.

- We preferyou c-nail us al
one of these addresses:

UNDER CONSTRUCTION

My friends and Iove DUNGEONS
AND DAGONS and various other
role-plaving games. We make games
of our own all the time, but we never
play thern, We all agree that if we
could put them on onr PCs that we
would play then. So, could vou
please send me some information on

which game ereation system would
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be the best lor making RPGs and

stralegy games, where to get it, how
much it costs and whether an ama-
teur can use it?

K. M. Rodgers
Rialto, CA

Weve received several such
inquiries in recent weeks. For building

,‘.:c:r-muf—;‘mpw' dacventures, the new

ompuSerye: 76703,622

nternet: 76703.622@ com-
puserve.com

orwrite to:
COW, Letter To e Editor
135 Main Street, 14th Floor
San lfancisco, CA 94105
We reserve the right to edit all
letters forspace or clarity.




“whatdoyelido, &
what do you do/,, .
X Here’s your chance to bé Squadron

& Commander in the Allied Air Forces or
g Luftwaffe...raining destruction.on the =

~ German military and industrial base’
or defending against the mcessant ,,,
@ ) barrage of raids that are paralyzing.
o fatherland during WW2. You command a
squadron of up to 16 fighter pilots among 19 dl?%rent
aircraft types in any or all of the 55 missions included with i G

THE REICH or serve a cg@p!ete tour of duty.

Just a few of OVER THE REICH features include:
© Role-Playing, Flight Simulation, and Strategy where each. -
pilot has unique characteristics affecting combat performance g A
© Variety of missions including: fighter sweeps, airfield ‘-*v
raids, bomber escort, interdiction, close air support,
V-2 rocket site raids AND lots more!
© Rare Video clips of actual war
%ﬁfootage highlight takeoff, kills, ground
_ attacks, etc....and killer sound!
O Five levels of difficulty
. —tactical smarts are more important
. than reflexes!
© Play Solo, Two Player Hot-Seat,
E-mail, Network, or True
Simultaneous Internet Play
(Pentium/Power Mac
Recommended).
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3 OUT OF 4 GAME CHARACTERS SURVRYE)

would rather crush and destroy you while playing on a PC with

ATI 3D XPRESSTON+ P(2

And that's just because that one last game goon hasn't seen what this sucker can do.
How the ATI 3D XPRESSION+PC2TV™ lets you plug your PC into your TV

(in addition to your monitor) for the ultimate big-screen spine-chiller that

blows away those game consoles once and for all. Or how AT1's new 3D

accelerator technolog}-‘ breathes life

Quiput fo TV
16001200 (H1}

—! into everything on your screen. With
30 Textug (B nec) B | face-blasting speed, butter-smooth

Smooth Video Staling :
 derail and 65,000 crazy colors.

All because we build more

features right onto the board than
Matrox, Diamond or anyone else.
Really cool stuff like Gouraud shading,

MICROSOFT DIRECTAD + FILL RATE TEST bi-linear fi ltering, pErspec'rive-correct

texture mapping and fog effects. Which, as we all know, means
scarier realism and faster response than dad’s Porsche flat out on the
freeway. You also get total game acceleration in 3D and 2D with
Direct3D and DirectDraw support for Windows 95, fast DOS
performance and jaggy-free, ﬁilll-s_creen, full-motion TV-quality MPEG
video playback. Plus you get the ATT Software Superpak with the hottest
3D games and 3D Web Browser software absolutely free. So why die an

ordinary death when it’s so much more fun getring dusted with

the new ATI 3D XPRESSION® PC2TV  _, o= =====C000 4 POV
: et i 30 XEN e
graphics accelerator upgrade. Available in 2MB or l @ Sk 1

4MB versions. See it now at your dealer. bt

Call us ar 905 882-2600 (press 2 for faxback).

Or check out all the details at www.atitech.ca, = ®



e e L N g Also in systems from IBM,
s s P i R : NEC, Seny, and Acer

Now You SEE IT.

© ATI Technologies Inc., 1996, ATI, 3D XPRESSION+ PC2TV and NOW YOU SEE IT are trademarks and for regi d trademarks of ATI
Technalogies Inc. All other company and for product names are trademarks and for regi d trad ks of their respecti £ :
1. Test eanducted using Microsoft Direct3D Fill Rate test in bi-linear. 2. Matrax Mystique docs not suppore bi-linear texturing in hardware.

CIRCLE READER SERVICE #1086



LETTERS

ADED

Core Ruees
sel is ideal
(available
direct from
1SR). For
building adven-
tures on the
computer, you will need lo order an
old copy of UNLIMITED ADVENTURES
from SSI (essentialky, the editing tools
for their ADRGD series) or an old
copy of Trz BARD'S TALE:
CONSTRUCTION SET from Interplay
(the editing tools for BarD's Tavs: 111
and WasirraND). Both can be used
by amateurs. If vou mereby want to ty
vour hand af text achentures, search
for ADVENTURE GAME
Construcrion Kiron the Intemel.
Many gamers are still building text
games using this system and distribul-
ing them ﬁ'{!(} on the nternet.

Those who want to build their own
arcade games may try their hands at
KLIK N PLAY from Mayis. Those who
want lo build their own flight sims
should check out I'ticiir Siv
ToOLKIT from Eidlos. Also, those wio
want to try their hand at strategy
games should use the scenario editors
in STEEL PANTHERS (1 and 1), as well
as AGE OF RIFLES,

WHAT'S WRONG WITH THAT?

I think your reviewers often spend
too much time erilicizing graphics.
No one wants o play games with
CCA graphics anymore, but no one
makes ‘em Urat way, and graphics
only enhance what a good game has
already simulated in the playver’s
brain. As to Network play, although
Intemet play may eventually change
this, most gamers still don’t have
access lo LAN or [PX networks,
While Netwaork ability no doubt
makes working in a networked
office more fun, it's meaningless for
95% of PC gamers. Madem play
does make a difference, Bul game

CG

profiles should indicate if each
network user needs their own
copy of the game.

I think you spend too much
i writing about games that
aren't available yet. It should
be really special to get
advance notice! It's become

rouline lo scoop software Ul is
months away from release, some-
times never to be released. While it’s
fun to get tantalizing snips on them,
3-4 page articles are not useful. A lot
of computer users wail until the
inevitable patches are released
before they buy games, vet vou refer
to games [hat are just maturing as il
they were last week’s pizza in the
fridge. "This kind of premature review
and dispasal just feeds the likewise
premature release of games. Much
of their size is graphies and sound,
‘The problem is that games are
released without any real serious
beta tesling, because the marketing
department says so.

[ey! Most gamers are still using
4865, and most games still work fine
on them. Ifa game s really gonna’
be a killer, then they should write it
in assembly and quit telling every-
one to buy a new syslem every six
months.

Iinally, although I still love CGW,
I hate you for taking away my
manthly reader’s poll card! Cive il
back to us! OK, so some people lied
on the cards. Da it like the Olympics
and take away the highand low
scores. Don't drift away from whal
made COW inleresting and survive
this long, | still miss “Taking A Peek.”
Walt Huber
Atwater, CA

Other than that, Mr. Dole, how'd
you like the election? The truth is that
we worddn't write about graphics and
upeoming games if our readers didn’t
demand it. They also want to know
about the most powerful machines
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available and the most amazing pro-
grenns with whicl to show off those
machines. As for “laking A Peck,” it
still exists as “On The Shelf” We
changed the name because the
demise of 6502 progranming
reduced overall samer awareness of
Peek and Poke commands. For once,
we relired a pun before it became
totally obscure. We also helieve that
the current CGW Poll is more stalis-
tically reliable then the former
method. However, we are always lis-
tening and your eriticism does fuel
discussion. As for your contention
that the networking coverage was
irrelevant. Check out the following
counterpoint.

BUILT HIS OWN
Thank you, thank vou, thank you

for your Seplember ‘96 Network
Gaming article. It opened my eves
to the options out there, and also got
ricl of any excuse | had for
linking my server (Ihat I'm b
“borrowing” from my dad’s
office, and that T use for my
PC.Try it someday) and my
notebook via LAN. My dad
also let me install one in
another computer he
brought home, and now, |
finally got to play Dukr,
WARCRAFT 2, QUAKE and
the venerable DOOM with
two or three plavers. With
vour help, my network
installed without a hiteh, and now
I'm gaming like I've never gamed
before.

Thomas Lidgar

via the Intemet

YOU ARE CORRECT, SIR

I've been a big fan of your maga-
zine since | saw my firstish, #113
(Dec."93). I've had a subscription to
Vour magazine fortwo VEIrs now,
and I consider it to be the best mag,
on the market by far, and definitely

the most mature, Sumvlimua;ml
can be a little harsh (esp. on RPGs),
but | know vou're never candy-coat-
Ng & poor gare.
| received issne #1485 two weeks
ago. On the 150 best games of all
time, | didn't notice until the third
time | read it that you rated
Hrrcrmker's Guine o i
CALAay as #42. You didn't comment
there on the connection to the
Ultimate Answer to Life, the
Universe, and Evervthing, P i big
fan of the books (and the text adven-
ture, | had an Apple 11 for many
vears), and 1 got a big laugh out of
vour placement.
Keep up the fantastic work,
Matt Piciocein
vie the Internet

KOREAN WARP
Perhaps the most intriguing news

in your August issue was the state-

THINKING BIG MicroProse plans to model
1,000,000 square miles of terrain in Falcon
4,0. Korea wishes it was that big.

ment that the designers of Falcon
4.0 plan to “madel a million square
miles of Korean terrain.” Since the
combined area of North and South
Korea s just under 86,000 square
miles, it would be interesting o
know how they plan to do that.

Brian A. Libby

Faribault, MN

Hivm! 'The numbers seemed right
when we calculated them with that
early Pentitmn chip.
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Westwood’s Plan To
Gonguer The World

The Makers Of CommanD & Conquer Prepare New Assault
With Two New C&C Games And A LANDS OF Lore Sequel

estwood
Sludios
has lots
in store
for the
coming
year, so we put an exfra hamster
on the wheel of our VW Van
and scurried easl lo Las Vegas
{o check on the company's
progress. (The worst thing aboul
the trip, other than no gam-

Tank or the fast-bul-scrawny
Recon Bike in our deathmatch-
es. Theoretically, dozens of peo-
ple can play in a single game,
and it you don't have enough
human players, the computer
can always spawn several Al
units and play with you,

You can choose from a num-
ber of new C&C maps, with

power-up crales peppered about

the level. Thankfully, the con:

bling: na time to stop at the In-
n-Out Burger)

By the time you read this, you
could be knee-deep in C&C:
Rep ALErT, but what do you do
when you're done bealing back
Stalin? The next Commann &
Conouer game out will be SoLe
SURVIVOR, @ pure Internet game
that has promising polential. We
were able fo play an early ver-
sion of the game and before we
knew it, we were both hooked.
Unlike the other C&C games,
you don't command an army,
but only a single unil. The point
of the game is to be the last unit
surviving, hence the game's
litle.

You can pick any one vehicle
from Camuann & ConauER,
thaugh we gravilated to the lum-
bering-but-powerful Mammoth

cC

tents and the placements of the
crates are randomized, so no
one can memorize the map and

ON THE SHELF €
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ome of the hottest prod-
the markq_t, as well as

CIRCI.E OF BLOOD
Paris, city of lights and love, r
George Stobbart sits at a Bistro
sipping his cafe au lait, and
watching the world go by. Sound peaceful?

FILET OF SOLE There are many ways to die in C&C: SoLe
Survivor. Fortunately, there are as many ways to kill.

monopolize the power-ups,

The interface for playing was
very familiar, as both the look
and hot key commands are
straight ports from the C&C
engine. The graphics are SYGA

and the C&C shroud is still in
effect (and one of the power-ups
will reshroud the map).

C&C: SoLe Survivor will be
an Internet-only game playable
over Westwood Chat. However,

the ones that frankly ain’t so hot.
Reviews for most are coming soon.

When a maniacal clown with a briefcase
dashes away from the Bislro moments
before the place explodes, you know
you're in for an interesling experience.

As SIobbarl you'll play detective, trying

to unravel the mys-
tery behind the clown
and the bombing.
When you discover a
manuscript of the
ancient Knights
Templar, the mystery
takes on a deeper
significance.

The puzzles in
CircLe OF BLoon are




neither a pricing plan nor the
next beta testing has been
announced yet. Even at this
admittedly early stage, Sote
Survivor looks and plays very
nicely, Playing only a single unit
is @ change of pace, but it's def-
initely every bit as fun.

0f course, the C&C game
everyone is waiting for Is
Commano & Conauer 2; TIBERIAN
Sun. We did manage lo weasel

in the early stages of develop:
ment for this game, which they
plan to release near Christmas,
1997. We're wailing for this
game as eagerly as you are, and
we'll reveal more defails as they
surface.

Westwood is also getting
ready lo release the next install-
ment of its epic RPG, Laups oF
Lore: GuaRDIANS OF DESTINY,
Alter three years of work, it

READ.ME

4 few morsels of information
from Westwood. C&C2 will have

looks like it's finally going 1o
ship during the first quarter of

AWAITING ORDERS Sore Surviver lets you choose among
several familiar C&C units, and then seek new meat on
the Internet.

a lolally new engine and will
return to the GDI versus NOD
storyline, taking place a number
of years after Commanp &
Conauer. Westwood is currently

1997. As in the first game,
LOL2 is more of an
adventure/RPG hybrid than a
straight-up RPG, with a greater
emphasis on exploration and

LORE PLAY Prepare to save The Lands again in West-
wood’s upcoming Lanos oF Lore: Guanroians oF DESTINY.

puzzle solving than on charac-
ter generation and acdvance-
ment. You assume the role of
Luther, son of Scotia, the evil
sorceress from LOLT. As the
story opens, Scolia has put a
curse on you thal makes you
change shapes at random, to a
small lizard and a giant ogre.
You'll need to master the power
of this curse before you can go
on lo defeal the dead god Belial
who threatens The Lands. We
spent a few hours with the
game, and can tell you that with
beautiful first-person 3D SVGA
graphics, a massive world rang-
ing from underground caves to

jungle thickets, and novel and
exciting magic and combat, this
has the potential to be one of
the big RPGs of the year,

Finally, there’s BLADE RunnER.
Westwood isn't saying much
aboul this one yet, but what we
do know is that it takes place in
the same universe of the film,
but you will nof be playing the
Harrison Ford character, We
looked al some early screens as
well as storyboards for later lev-
els; Weslwood is definitely cap-
turing the dark almosphere of
the film. We'll keep you posted
as we learn more.—Elliott Chin
and Jelf Green

standard fare, and while not as outright funny
as ToonstRuck, the game maintains its own
level of humor. What really makes this a good
adventure game is the beautiful animation by
Don Bluth Studios alumni, and a strong (not
sappy, as in most other animated games) plot
1o boot. —T. Nguyen

Virgin/Revolution Studios, (800)874-4607

PC CD-ROM
Reader Service # 301

lo muster much in the way of either realism or
enjoyment. The graphics are far below induslry
slandards, to the point where they distract con-
siderably from game play. The 3D perspective
is certainly innovative, but | have to question its
usefulness for a sirategy game, particularly
when viewing the map and understanding ter-
rain is so important.

The combat aspects of the game are weak,
especially in real-time mode, and many of the
generic “quickie” ballles

DESTINY
This Civ clone has
an abundance of detail, and
purports to examine both
economic growth and expan- |}
sion throughout human histo- |}
ry. Unfortunately, Destiny fails (=2

| are hopelessly one-sided.

| There appears to be litlle

| distinction between the

| computer's strategy in dif
| ferent eras, which can lead
| to some interesting resuls,
4 although | don't think there

were too many “overrun” attacks in the real
ballle of Julland. Our lactical advice? Stay
away. —T. Carler

Inleractive Magic, (800) 789-1534

PC CD-ROM

Reader Service # 302

FLASHPOINT: KOREA
FuasHpomT, Korea is the first v
add-on for Jane's Combat
Simulations' benchmark title, AH-
64D Loncsow. Along with a welcome change
of scenery for the new campaign and single
missions, FPK boasts improvements that make
it far more than a mere mission disk, including
a realistic simulation of the copilot/gunner
position, betler avionics modeling, and

improved Al for your wingman and the enermy.
continued on page 40 M
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WE SAID “RAN.T

IF THE GAME GRAFHICS
DON'T BLOW YOU AWAY,
ONE OF THESE WILL.

OMETIMES,

HAVING A

Sometimes, you also need guts. Or a brain. Or quick

feel. Other limes, you need all of the above plus

THEASUNE SELKING,

PUZZLE SOLVING, ALLIGATOR
WRESTLING. AND STILL TIME

grenades, a shotgun and a matching paii

PO A FIGHT
of nine millimeters. Such is your fate
when you control Lara Croft, heroine

hearlthrob of Tomb Raider

‘g— _______ | ‘Pvl ______ "R&

S INTFRACTIVE, CORE, Tome RAIDER, LANA CROrt AMD MER LIKIHESS ANE THADERAAKS O
Eipos, Pic, @1996 Ewbos.
EIDOS HINT LINE 1-900-288-4263. Cosr or Cavr $0.95/mmurr Must o V8 YEARS 00
nave Pancnr's Preasmission/Toven-Towe Puone Reouimen




MOTHING LIKE A

LITTLE SWIM BEFORE
. e

FENDING OFF A PACK

OF WOLVES.,

SEssEssssE s EEERE RS EESREESEERERSEES

ILLER BODY ...

A BRIGHT LIGHT

JUST ISN’T ENOUGH.

Lara has her sights on a few ancienl arlifacts, and
she's not going to let anything or anybody get in her way.
Alligators. Wolves. Thugs. They're all tempting fate once
in Lara’'s path. But hey, what's a little templation?
Especially when everything looks this good. In the game,

we mean. Check out Tomb Raider at www.tombraider.com.

AR
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The Quakelet Boom

4 Companies Ride The Boomstick Wave With Quake's Engine

ince Quake's
refease, there's
been a whole lofla
shakin' goin” on in
the suburbs of
Dallas, TX. Three
new game companies formed within
rocket-launching range of rivals id
Software
{Doo,
Quake) and
Apogee/
3D Reaims
(Duxe Nuxem
30).
Interestingly,
the snot-
nosed
upstarts
maoving in on
their turf aren't snot-nosed at
all—they re alurnni from one or bolh
companies.

We decided to gef a closer look at
what's boiling up from Quake's rubble.

Id Software: Quake 2
espite John Romero’s depar-
ture and Jay Wilbur's retire-

ment, it's business as usual at id

Software, the notorious creators of

Worrenstem 3D, Doowm, and Quake.

For 1997, id will continue to

NEW GROUND Careening over this landscape, one of
Carmack’'s new experiments, is an impressive treat.

cG

enhance Quake, as well as research

next-generation technology.

John Cash and Sandy Pelerson
showed CGW a slew of Quake 2 play-
things undergoing testing. Many
were inspired by the Quake C mods
circulating among Quake aficiona-
tos, such as the grappling hook,

STEREOSCOPIC VISION John Carmack’s monitors
show the seeds of the next-generation of real-
time first-person action gaming.

cluster bombs, guided missiles,
plastique and flashlights. Among
those unique to id are the “Frishee
o' Death,” the ominous “Hellcube,”
and the voracious "Black Hole,"

In Quak 2, you can also expect to
see major improvernents to the
game's physics, especially the recoil
and blasts effects. Repealed pound-
ing, for example, from your 12
gauge boomstick will “walk" the
besieged target backwards over a
ledge. Particularly gratifying were

apg  ChUNks that
spray away
from the
source of
the blasl,
instead of in
an omni-
directional
geyser.

John
Carmack
showed
CGW the
lalest ver-
sion of

JANUARY 1597

PHOTD by V! Long

Quake-WorLp, as well as samples of
his research into next-generation,
first-person 3D technology. He
hopes to make fulure games even
mare immersive games with outdoor
environments, atmospheric effecls
and volumetric clouds.

Quake 2 is scheduled for release
mid-1997, ar whenever it's ready.
Id's next generation technology
probably won't become available to
the public until the end of 1998,

ION Storm!: Strategy,
Action And RPG Titles

ON Storm! is the official name for

John Romero and Tom Hall's new
venture. 10N has stralegy, action,

Za S, S

fight from the first-person.”

Romero wants to “take aclion
games to the next level" by blending
in elements from both RPGS and
fighting games. He hopes lo provide
a strong storyling, and team the
player with two computer-controlled
buddies: “There will be no more
‘single play" by yourself." In addition,
Romero envisions supplementing
the ranged combat popularized by
Doow/Quake with the hand-to-hand
combat of VirTua FigHTER. He hopes
to reward players' increasing skill
with special moves, such as multiple
jumps and combination attacks.

ION's highest hapes rest on Hall's
3D RPG, which Hall describes as “a

[
|
|
d

o. ]

IONIC MEN Ex-idling John Romero (left) stands hefore the house
that Doom built. Tom Hall has worked for both id and 3D Realms
before joining Romero to make yames using the Quake engine.

and RPG projects in development.
Todd Porter, who recently left 7ih
Level, will work on what Romero
describes as “a realtime slrategy,
first-person action, weird hybrid of a
game, completely hectic and tolally
hot." Romero hopes fo "have it in 3D
with a completely simple interface,
but with layers of complexity. | want
the player lo say this is a crucial fire-
fight and then (be able to) zip over
into that Hummer on thal hill and

very shocking turbulent story, a roller-
coaster of emotion” thal incorporates
elements from FaL Fanmasy,
BATTLERIELD EARTH, HitchHiker's Guide to
the Galaxy, and Mario 4. Hall explaing
that it's tentatively “centered around a
city where all dimensions connect.
When the inhabitants see something
purple flying by they don't care.” The
player will be accompanied by two part-
ners, like in Secrer oF Masa and Secher
OF EVERNORE console games.




30 Nitro-burning
missions!

Drive freely through
unrestricted environments!

Multi-vigilante action over LAN or
hood-fo-hood combat via modem!

Coming Soon on Windows*95 CD-ROM
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ing your way to
the end level.
As if the

3x3x3 onslaught

HE'S THE BOSS Armagon, a part-alien, part-mech monstrosity, will be
the last thing you see in Hipnotic’s Rirr—if you survive that long.

Hipnotic Interactive:
The Rift

Hipnotic's birth caused quite a stir
in the aclion game development
community in Texas. Several mem-
bers of 3D Realms—creators of Duke
Nuken 3D—defected lo form
Hipnolic soon after Quake's release.
Their firsl project is the development
of a 15-level Quake add-on pack, fit-
tingly entitled Tue RiFt.

THe RirT introduces three new
weapons. The Laser Cannon and
Proximily Bombs will be somewhal
familiar to Quake C hackers. However,
the Mjolnir is the weapon to behold!
Charge Ihis massive Norse hammer
with enough energy cells, and
smash il into the ground. The resull-
ing spray of lightening will fan oul
and smite nearby targets, which in
turn will spew forth more lightening
that smites more largets, laying
waste to praclically everything in

THE GREAT UNWASHED Hipnotic challenged their former bhoss at
3D Realms to wash this truck if Tue RiFr outsells his next title.
Get it good and dirty, boys, but don’t throw away your buckets.

cG

— e TSI

sight. BFG, anyone?

Hipnotic also adds three power-
ups that bring new twists lo game:
play: the Empathy Shield, the
Wetsuit, and the
Horn of Conjuring.
Three new
hellspawn are now
present: The
Gremlin s a corpse-
devouring nuisance
wilh the pesky habit
of stealing your
weapons and using
hem against you.
The Scourge is a
giant scorpion
armed with dual
nailguns and a
stinger-tipped tail;
its ability lo slrafe
makes it a danger-

ous foe. The cyborg-boss Armagon
is your nightmarish reward for claw-
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weren't enough,
Hipnolic man-
aged to imple-
ment rolating
objecls in spile
of naysayers'
claims. So, real:
istic mechanical
devices such as drawbridges,
trapdoors, and rolling threals
ala Raiders of the Lost Ark will
likely appear in the final version,
which should hit retail shelves in
early 1997.

Alter Hipnolic finishes THe Rirr,

R

ROGUES These ruffians are creating a Quake pack that’ll
just kill you, with swinging pendulum blades, electric
eels, a Wraith and a Dragon.

they will use the Quake engine to
create an all-new game of their own

design.

Rogue Entertainment:

Quake Add-On Pack
couple strides down the hall
from id is Rogue Entertain-

ment, which was formed in

December 1994 when its founders

split from Cygnus Sludios after com-

pleting Apogee’s Raptor. Rogue
jumped into the first-person 30 fray
with Staire, an RPG using the Doow
engine, and is now developing a yel
unnamed add-on pack for QuaKE.
Like The RieT, Rogue’s add-on

RS

ENTER THE DRAGON When the Dragon
appears, it's time to heat feet or burn.

pack brings a colleclion of new
goodies and ghouls to the party.
Some of the new weapons will be
familiar to Quake C hackers: multiple
rockets and cluster grenades.
Rogue's additions include deadlier
lava-laced ammunition and a device
= that launches devas-

8 = laling lightning balis.

S New power-ups inclid-
£ ing a power shield and
anti-gravity belt help

you survive.

Rogue's assorted
contraptions include
massive swinging pen-
dulum blades and
quaint river boals.
Riding the boals, you
may avoid gelling
zapped by electric eels,
but could become a sit-
ting duck for snipers. A
particular menace is
the airborne Wraith.

Disappointed by the mild-mannered
Serag in Quake, Rogue created Lhe
Wraith with a Vore-like homing attack
and Power Shield armor,

The crown jewel is the flying
Dragon which Quake sorely lacked.
Like a true badass boss, the
Dragon is aimost unstoppable: If it
doesn't instantly flambe you with
its napalm breath, it'll whack the
grey matter out of your skull with
its spiked tail.

Rogue's add-on pack will become
available sometime in early 1997.
Roque plans to follow up with ils
own game based on the Quake
engine.— V. Long




Bigger tires.
Bigger competition.
Bigger thrills.
Bigger mud-spitting,
bone—jarring, ground-pounding racing.
This is Monster Truck Madness:

Strap yourself into a 1,500-horsepower tower of American pig irom, punch it when the

light turns green, and you're in for the biggest race of your life. Drag. Circuit. Rally.

Race any way you want. At any level. Over any kind of terrain. Om or off the track. Tou
can even iforce-feed your buddies mud pies over the Internet.

So go Go GO to

wwwemicrosoft.com/games/monster/

for a free tesi drive. And see how you measure up.

Micresoft

Where do you want to go today?” Daown & Dirty Racing!

©1996 Microsoft Corporation. All rights reserved. Microsoft and Where do you want to go today? are registered trademarks and Monster Truck Madness is a trademarks of Microsoft Corporation.
©1996 Terminal Reality, Inc. All rights reserved, All other products and company names mentioned herein are the trademarks of their respective owners,
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Prince oF Persia Greator Back On Track

ith THe Last Express, Jordan
Mechner wraps up a four-year
labor-of-love. The designer of lwo
of the best PC action games ever
made, Paince of Persia 1 and 2, Mechner has
been working on his most ambitious project yel, a
CD-ROM adventure game called THE LAST ExPRESS.
The game is now nearing completion, and
Broderbund is slating it for release this March.
Set aboard the Orient Express in July, 1914,

has been murdered. You board anyways, assum-
ing your friend's identity, and set about to uncover
the mystery over the course of the three-day trip.
The game plays out in “real time," with conver-
salions and character interactions happening all
over the train—regardiess of whether you're there
or not. Each of the game's 30-odd characters has
an independent “life” inside the game; a complex
background, behavior, lastes, sympathies, motives
and so on, Some of these behaviors have direct
influence on the outcome of the
game, others do nol, yet each char-
acter has a reason for being on the
train and for acting as they do.
Depending on how you play, you
can take multiple pathways lo multi-
ple outcomes. And yet, the game,
as technical director Roberl Cook
points out, /s linear. It's on a train
on a charted course. Marrative, too.
The characler logic is controlling
the flow, but allowing for the player's
freedom at the same lime."

CHARACTER
ing the filming of Tue Last EXPRESS.

THE Last ExpRess involves high adventure as the
train crosses Eurape from Paris lo Constantinople.
You play an American urgently summoned by a
friend to join him on the train at the Gare de I'Est,
in Paris. When you arrive, you find that your friend

g;-’ Wrcontinued from page 33
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because of Korea's terrain and Ihe increased

Jane's/Origin, (800) 245-4525
PC CD-ROM
Reader Service # 303

CG

Missions are more complex than in Loneaow

interaction with friendly forces. Enemy units are
less static, reacting to your presence by attack-
ing, fleeing, or calling in air supporl. The result-
ing environment feels much more alive.—R. Kim

Researching the actual Orient
Express was no easy lask. Books
about the train were only marginally helpful, and
the idea of actually finding a car from the original
frain seemed impossible. But when Mechner
placed an ad in a European train buff magazine,
he hit the jackpot when two old employees of the

SHERLOCK HOLMES:
CASE OF THE ROSE
TATTOO

The fog rolls inexorably from [
the Thames, a perfect camoullage ‘

| for the seamy underside of

i Victorian London. Cabs splalter mud on unfortu-

| nale passershy, bobbies patrol the sireels, and

| the eerie glow of gaslight gives an almost super-
natural cast o the surroundings.

We've all grown up with Sherlock Holmes
and his faithful companion, Dr. Walson. Case
oF THE Rose TarToo is hardly revolutionary, but it
does lap into the Greal Detective's charm
enough to elicit a smile here, a chuckle lhere.
Like its predecessor, the CASE OF THE SERRATED
ScaLpeL, this game tries too hard to be an

interactive movie. Some may find the lab exper-
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(Gare de I'Est responded,

As Mechner described it, "These two old men
fold us lo meet them at the Gare de I'Esl, go to
Track number 3, turn left, see a glass door...and
enter a door marked ‘No Admillance. It really was
like @ game,” Mechner laughed. “Patrick Ladislav
(the 30 art director) and | went down these long
dark corridors, and then we were in a dark room
facing lwo ancient men surrounded by boxes."

It turned out that the two men had salvaged
tons of train records that were aboul to be thrown
out—among them, all the essential ingredients for
bringing the 1914 Qrient Express back lo life; train
layouls and blueprints, timelables and manuals,
original menus, tickets and more. The employees
were also able lo serve as “historical debuggers”
able to provide more answers to detailed ques-
lions thal came up while making the game, and
they were able to help Mechner track down an
actual sleeping car from the 1914 Orient Express
that was literally rotting at a train yard in Athens.

Mechner's leam pholographed and videolaped
every inch of this last remaining car and, along
with all the other newly discovered objects, set
about to create a 3D digital version of the train.

The people on the train are rotoscoped—filmed
with live actors and then redrawn frame by frame
into 20 cartoon:like characters. The decision to do
this was made long in advance, parlly because the
ling-drawing appearance of the characters reflect:

iments tedious and the acting less than stellar,
but the plot twists, which begin with Mycroft
Holmes (Sherlock's smarter brather) being
injured in a mysterious accident, are often
worth [he occasional tedium. The game is
indeed afoot—T Coleman

Electronic Arls,(800) 245-4525

PC and Win 95 CD-ROM

Reader Service # 305



TOONCAR All of these characters were originally filmed
hefore being re-drawn for a cartoon-like, 2D look.

ed the style of the Art Deco
period and early Eurapean
comic books of the same era.

For the film shoot, Mechner,
with a background in filmmak-
ing, undertook a project as
ambilious as a feature film. The
actual shoot took place in 1994,
two years into the pro-
ject. Mechner describes
the shoot as being like a e«
military operation; it

over the past four years?
“Keeping the excitement alive
was not a problem,” he says.
“You get some burn-out, but
alter seeing the first renders of
a new area, or the first film...or
any of other thrilling moments
tend to rejuvenate you. You
need one of those
every few weeks."
Was it worth it? “|
have no regrets. But |

+ chips offered a

On The VIRGE 0f Something Better

ith over three million VIRGE
WGhips in the market, S3 has
almost single-handedly

legitimized the market for 3D graphics
accelerators. Unfortunately, while the
initial VIRGE
and VIRGE/VX

rich feature set,
they were on
the low end of
the 3D perfor-
mance
scale—on
faster systems
some developers referred o them as
“hardware decelerators.”

S3 aims {o up the performance ante
with the upcoming VIRGE/DX and
VIRGEIGX chips. The company claims
a three-fold performance increase over
the original VIRGE with the new chips,
which would put them in the same
league as the current kings of the hill,
3Dfx’s Voodoo and Rendition’s Verile.

A faster 170MHz RAMDAC will allow

allowing 1024x768 resolution with 24-
bit color on boards with 4MB of RAM.

The VIRGE/DX uses DRAM memory,
and is pin-compatible with the first-gen-
eration VIRGE chip, so manufaclurers
can easily update
their current
B designs. The

e ViRGE/GX can use
faster SDRAM or
SGRAM memaory,
but requires manu-
facturers to design a
new board, so you'll
likely see boards
based on the DX part first. Prices
should be in the same range as current
VIiRGE boards.

Both chips are software-compatible
with the original ViIRGE part, so existing
titles should see a good performance
boost with them. Because many PC
makers use S$3-hased graphics—includ-
ing Compaq, Dell, HP, and Packard
Bell—game developers will be more
likely to add 3D support to their games,
and that's good news for gamers.
Walch for hands-on testing of the new
VIRGE chips in an upcoming issue of

For more on
went on for 19 days, fol-  this story and  mMight not be saying higher resolutions and refresh rates, so
lowed by two years of @ Preview of  {hal in six months." you'll be able to take advantage of all
postproduction work,  The Last Ex- —Alex Ullermann, that lexture memory when running 2D
Was it difficut 10 keep  Ggwos wey  Ause! DeMaria and applications as well—
his enthusiasm alive site. Jelf Green
MASTERPILOT indeed work well, for the 30 supporled games.

r

MaslerPilot is a replica of an =
aircrafl instrument panel's Multi- ‘ g
Function Display, with functional
buttons and room for game-specific templates
where the dis-
play would
usually sit.
The aim of
this device is
1o eliminate
the need to
use the key-
board in flight
sims,

The 32
buttons and
the throltle
control do

Unfortunately, the device is programmable only
by replacing a carlridge, so you'll have lo wail for
QuickShot to issue a cart supporting your
favorite new sim. Non-volalile memary and new
configs available for download on the web would
have been a beller idea.

Also, functions are seemingly randomly
placed, with “Afterburner” on the left on sim
and on the right on the next. This inconsislen-
cy keeps you looking at the game template,
obvialing mos of the advanlage over just
using the keyboard. If QuickShot would
revamp this device with programmability and
more consistent lemplates, it could easily be a
“Hot" buy. -D. Atkin
QuickSha, (408) 263-4005
IBM PC
Reader Service # 307
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CGW.— Denny Atkin

STEEL PANTHERS Ii:
MODERN BATTLES
To be blunt, SteeL PanTHERs Ilis -

=)
a Panzer freak’s dream. Not only do ‘ =

you get the increased lethality of

modern weaponry, you may also reenact some
of the largest-and wildest-armored melees in
history. Morale is just as important as hard-
ware in the oddly-named Chinese Farm, as the
professionalism of the Israeli army is put {0




Online Gaminyg For Less

that online game providers are losing
out. Cullen Couch, Marketing
Communications Manager for Aries
Online Games, a subsidiary of Kesmai
Corporation, disagrees. He believes thal
the new pricing plan is going to attract

ith AOLs recent changes to
WEts pricing plan, gamers may
well notice a substantial

drop in their monthly bills. Instead of

paying additional surcharges lo individ-

ual online gaming services gamers can

now have unlimil- —
ed access to
providers, via
AOL, for an all-
inclusive manthly
charge of $19.99.
AOL is also offer-
ing a lower rate
package for lighter
uses and a “bring
your own access”

rate for people ' L — __ I
who already have FREE FlFGHT You can now uiay Am Wnﬂﬂlon formo |
an alternative extra cost under ADL's new pricing plan.

Internet connection.

The new pricing plan comes as a
result of AOL's changing revenue model
As the company gears itself more
towards advertising, it is essential for
them lo draw in a wider range of cus-
tomers. But how will this affect the
online gaming services, some of whom
currently charge by the hour? From a
short-term perspective, it may appear

more people o Aries: “The more eye-
balls we get on our products the better” |
In the long term, online game .:
providers hope the deal will prove to be :
an effective marketing strategy for the !
online gaming market. And it certainly !
sounds like good news for gamers-just
imagine how many more hours of gam- ,
ing you'll be able to fit inta your budget
now. —C. Panther |

the ultimate lest against a determined force of

S5S1, (800) 2454525
Arab armor. Those used lo the static mines of PC CD-ROM
Steet PanThers will have to change their taclics  Reader Service # 309

when meeting up with Claymores in the jun-
gles of Vietnam, where Air Cav units bring a
whole new dimension lo the game engine.
Would-be Schwartzkopfs can have a field day in
Desert Storm, or tackle hypothetical campaigns
in the Middle East, China or Europe (for those
needing a NATO vs. Warsaw Pact fix).

It's hard to say for sure, but the Al seems
lougher than the original (it could just be the
annoying Viet Cong and those waves of Chinese in
Korea). And while the interface will never be as
seamless as Panzer GENERAL, SSI has done a fine
Job of smoothing out the learning curve, even
including a decent tutorial scenario. In a year that's
been rich for wargames, SSI shows why they accu-
py the top of the historical heap.~T Coleman

Corporate warfare takes on
more literal meaning in this
speclacular sequel to the cult
favorite SynpicaTE.
The great game-
play that made
Synoicae a hil
remains, but the
sequel has been
overhauled with a
tremendous 3D
engine, creative
missions, and
even a decent plot.

ON THE SHELF €
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SYNDICATE WARS

‘G-

ere are the games readers are aclually blowing the
Hmnsl time with, as opposed to

the reader’s overall “guality
ranking" in the Top 100.

The Top 5 keep their hold on hard !
drives this month, with Civ Il, Duke Nukem |
3D and WARCRAFT Il maintaining Top 3 i
positions for the sixth consecutive month. Quake makes its debut
on the chart in seventh place, While SteeL PANTHERS and PanzeR
GeneraL slip o the bottom of the chart.

You'll no longer find the CGW Poll Card bound into the maga-
zine, but check your mail box: We mail a survey to 2,000 random:
ly-chosen subscribers each month, and we use the results lo cal:
culate the Top 100 and Playing Lately each month.

Last  Months
Month On Chart
1. Civilization II (MicroProse) 1 8
2. Duke Nukem 3D (3D Realms) 2 9
WarCraft 11 (Blizzard) 3 11
4, Command and Conquer
: (Virgin/Westwood) 4 14
5. Me_chWarﬁor 2 (Activision) 3) 13
6. Doom II (id Software) 7 10
7. Quake (4 Sofvar) B
l 8. Heroes of Might and Magic
. (New World Computing) 8 13
| 9. Steel Panthers (ss)) TR
___. 10. Panzer Genera{ (SSI) 9 - 22

Whether you choose the ruthless Eurocorp
Syndicate or the righteous Church of the New
Epach, you'll embark on new missions, with
that gorgeous 3D engine adding to an immer-
sive game world. The only drawback is the mis-
sion difficulty, and some minor annoyances
have also carried over from the firsl game.

For big explosion and Independence Day
fans, check out
whal happens fo a
building when a
friendly SDI Laser
Satellite goes
berserk.—T Nguyen
Bullfrog/EA
(800) 245-4525
PC CD-ROM
N Reader Service
; l. # 310
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Nwith the awesome povier oi A“ 5” RAGE 1.

| Ga—mh(

Warning!
The all new

ATI 3D RAGE™ II
chip is blasting a new path of

IDOSCERE|

ferociously fast performance on today’s

AR hottest new 2D, 3D and Direct3D " games. With
| mg * absolute bleeding edge 3D realism and amazing real-time response. You get ATT 3D RAGE II on ATI
3D graphics upgrades with features like PC2TV which lets you use your big screen TV as your monitor. Plus it's buile
right into the hottest new Pentium systems from top manufacturers. For the latest blast of facts on these and other
Direct3D, DirectX™ and ATI 3D enhanced games, infiltrate our web site at www.atitech.ca/3dalley. Or call us at

905 882-2600 (press 2 for faxback). ATI 3D graphics upgrades are ar Compurter City, Egghead and Micro Center.
B grap Pg F oy, Bgg

m"""%! Now You See 1t #409|

0 ATI Techuologies Inc., 1996, ATI, 3D RAGE, 3D XPRESSION+, 3D XPRESSION+PC2TV and NOW YOU SEE IT are rrademarks and for registered
ks of AT1 Technologies Inc, All ather company and for product names are trademarks and foc registered trademarks of their respective manufacturers.,

CIRCLE READER SERVICE #372



Now Avalabe! ! is disk!"
MAC & PC VERSIONS “4 out of 4 Stars!"” Rumjout and:gebHils disk!
Smart Games Challenge 1

; —Games Magazine
~-New York Daily News

“A Puzzle-meister's delight!"
—Computer Gaming World

Everybody's raving about the best-selling Smart Games Challenge 1" It's fun for
your brain, not your trigger finger. Now available for both MAC and PC, it features
over 300 games that stretch your mind. From wordplay wonders and strategy
sticklers to perception puzzlers, Smart Games Challenge 1 is brain-powered fun!

New! Smart Games Word Puzzles 7" gives you even more ways to play with
your brain! Four mind-bending puzzle categories, with hundreds of levels of
brain-busting fun. Word Hunter treks through time, literature, sports, and movies
as it reinvents word-searching puzzles for the computer age. Crossed Words is
a wild new species of word game— you not only solve the puzzle, you actually
create itl Scanagrams pits you against the cleverest, funniest anagrams ever. With
Word Melt you morph one word into another word by strategically changing one,
hallenge 1 + out of the two, three, or more letters at a time. Let the fun begin!

the red ca
real _fender-bendmg

smart Games c
CAR JAM Move
lot, ASAP. Itsa
mind-bender!

Ry rrr-

& ey % |

Smart Games Wo
SCANAGRAMS
linked words an

fd P‘uzz-‘es 1

Unscramba‘e rhemat.-caﬁy

d phrases. DOGO Cut

Smart Games, Smart Games Challenge 1, Sman Games Word Puzzies 1, and the “excited nerg™ mage are trademarks end properties of Smart Games, lnc. © 1896 Sman Games, Inc. All rghts resarved.

e
'. \¥ - \
word Puzzies |

i:r;.gSSGEa;:\TORDS Create the x

crassword puzzle while you ty

to solve it!
r( Distributed by:
0} |1HEIH[|[Im5[Ifl Download a FREE DEMO:  °

A vy of Fang
son om House. ine http;//www_smaﬂgames.com

SMART GAMES

CIRCLE READER SERVICE #379



:.-',;ii: ere's your first look at games in development. These games aren’t even playahle
B

o Wyet, but we thought you'd want to see how they’re coming along.

army men of green, tan,
and'aray that beckoned
- yuu from the back covers
:f-comlc hooks, filled toy racks at your

p being chewed into oblivion by the
family dog? In 3D0's upcoming ARMY
* Ve, they come to life.

Arnay Men is an entry-level real:time
trategy game where four different types

sl of military forces (roughly equivalent to
& Army, Navy, Air Force, and Marines) fight
through 60 to 80 scenarios o determine
whether the good guys or the bad guys
win. The maps provide overhead 3D iso-

B8 melric views of the action and the anima-

S tion is superb.

emember those plastic

local grocery stﬁre and inevitably ended

W BAYOU BRUISERS A valiant green tank
S faces off against a dastardly tan aggressor
on one of the hayou maps for ARmY MEN.

- the way each movement resolves into a tradi-

tional plastic figure pose. It's almost like Toy
Story, sans the plastic bases seen in the ani-
mated film: We also like the Movielone News~

: style newsreei hetween some maps. This
foolage was shot using the same plastic mod:

els that are In the game, but the black and
white footage has undergone a forture test so
that it looks like vintage film.

The maps offer 15 levels of fully defined

: all maps have paletle shifls
3 and light sourcing for night
battles. Though the scenar:
{ i0s Won't be linked via a

# dynamic campaign, they

{ offer a solid variety. Some

& will emphasize offense and
§ defense, while others will
provide particular problems
4 for artillery, flamethrower

d units, commando units, or
engineers (rebuilding a

or building a fort). Most
interesting may well be the

scenario where you start with a limited num-

ber of troops and have lo liberate additional
forces from a prisoner of war stockade in
order to be able fo win the battle.

Arny MEen also supports two:player combal
via modem, LAN, or the Internet.—J. Wilson

terram objects to be placed on bayou, desert,
alpine, or tropical maps, and

bridge, sabolaging a bridge,

S Every figure is ren-
dered in 3D Studio
Max with a 110-
frame animated
walk and move-
ment sequence.
These will be
reduced (o around
10 key frames per
anim, as opposed
{o the 4-8 frames
of action in most
games. Perhaps
most intriguing is

[
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i
|
|
|
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i
1
1
i
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|
|
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1
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GAME TRACK

‘. PIPELINE

ABC College Foothall 0T Sports. 12196
Achtung: Spitfire! Avalon Hil 4197
Age o Rifles Campaigns 581 : fia7
Agents of Justice MicroProse Spring 97
RAide De Camp 2'HPS Siinulations Spring 97
Battle Sport Acclaim 2197
Battieground: Middie East Talonsoft 2197
Battles of Alexander Interactive Magic Spring 97
Befrayal at Antara Slerra i “Spring a7
Blade Runner Virgin/\Westwood Summer 97
Blood Apogee : L Spring 97
Blue Heat Cyberdreams 3/97
Callahan's Crosstime Saloon Legend Q1197
City of Lost Children Psygnosis 2197
Cloak Sierra 3/97
Dark Earth Mindscape Spring 97
Descent to Undermountain Interplay 12/96
Destruction Derhy Il Psyanosis 12/96
Diablo'Blizzard 12196
Discworld II; Reality Bytes Psygnosm 12196
Dungeon Keeper Bullfrog o 2087
Ecstatica Il Psygnosis : 297
European Air War MicroProse. ~ Summer 97
Flying Corps Empire 1197
Flying Nightmares 2 Domark _ 12196
FPS Football Pro 97 Sieria _ 12/96
Grand Sfam 97 Virgh' 7 Spring 97
Hardball 6 Accolade 4/97
Heroes-of Might and Magic Il New Warld 12196
History of the World Avalon Hill 2197
iF22 Interaciive Magic Spring 97
iIM1A2 Abrams Interactive Magic 12/96
Jack Nicklaus Goif 97 Accolade 307
Jedi Knight: Dark Forces Il LucasArls 3197

Jetfighter I Mission SludiosiTake 2 12196
Lands of Lore; Guardians of Destiny Wesiwood'Virain a7

Magic: The Gathering Acclaim 12096
Marvel Mindscape Spring 97
Master of Orion Il MicroProse. 12198
M.A.X. Inlerplay 1197
Iicrolleanue Baseball 6.0 Vicoleague Spring 97
NBA Live 97 EA Sporls 197
NFL Legends Accolade 1197
Pacific General SSI Summer 97
Reach for the Starsll S5GMicrosoft. Spring 97
Rebel Moon Rising Fenris Wolf 7197
Rebellion LucasArts 3197
Red Baron 1l Sierra 4197
Satira:Ace Virgin : 3197
Shadow Warrior 30 Haalms.ﬂFurmGen Winter 96
Shivers 2 Sierra A : 3197
SimGoll Maxis 12/96
Spider Man: Venom Faclor Byin Préiss Seina 07
Star Craft Blizard 6197
Star Fleet Academy Interplay ‘2097
Stars! Empire 1197
Test Drive Di-Road Accolade 2107
TFX: X-22 Ocean 3197
Theme Hospital Bullirog/EA 2197
Ultima On-Line Origin Spring 97
Unreal Epic Spring 97
VR Basehall VR Sporis Spring 97
VR Golf VR Sporis } Q1197
X-COM: The Apocalypse Mmumqe Spring 97
X-Wing vs. TIE Fighter LucasAris 1197
Zapatilism LavaMind 1197
(-



GCAME TRACK

Stratosphere

[ magine a real-time stralegy game
!' where, instead of sending out your
| units lo manage resources and

! take objectives for you, you took a
flying fortress with all of your
resources available from point to

point. In this 1-4 player net-
workable game from
Acclaim, you command the
flying fortress, one bulwark
of a balkanized neo-feudal
system. Each of these
balkanized realms has a
specially built around a tra-
dition. Most of these spe-
cialties relate lo different
sciences, bul some are parl
of a techno-mage tradition

some of the gameplay in
STRATOSPHERE. You can build up to
100 different items (defensive,
offensive, and energy-related) on
your flying city. Also, the higher
your rank becomes, the bigger
your forlress can become.
Naturally, there are lrade-offs
belween size and maneuverability,
50 you may not opt for the
biggest fortress all the time.
StratospHERE will feature a mis-
sion-based campaign wilh game-
play of approximately 20 to 60 min-

ules per mission. Campaigns will
differ by house because of strate-
gies specific o the house Iradition
and weapons which are specific to
each given house. The game is
being built with campaign add-ons
in mind, & la Cotmanp & Conouer
and WarcrarT II.—J. Wilson

Galactic Conquest

i ive distinctly different races com-
4 pete for control of & galaxy in
Gavactic ConauesT (working title)
2l from 3DQ. Although games of
galactic conquest
are a dime a dozen,
this one has plenty
of distinctive fea-

ditional cosmic con-
quest game lakes
dozens of hours to
get from colony to
conques!, GALACTIC
Conouest is being
designed as a four-

lures. Where the fra-

and add thal sense of the
fantaslic to the game.
Imagine a flying
SmCiry with weapons;
that would be close to

(]

nH mm:::.-
SCALE 130 wo 1

TEIIIIAH IIE[TlESIlIP

SHIP SHAPE These skeltches for a Terran war-
ship reflect some of the design detail under-
lying the vessels in Gatactic ConquesT.

JANUARY 1997

hour game for up to
five players via LAN
or Internet. Il will
also have Al oppo-
nents who actually

ISLAND IN THE SCUD
Acclaim’'s STRATOSPHERE
pits flying fortresses
against each other in
real-time comhat.

learn from your style of play.

Second, GaLacnic ConouEesT is
being designed to be replayable with
circa 60 different alien arlifacts,
which can alfect the oufcome of the
game, being randomly available with-
in any given game.

Third, each of the alien races has
a different personalily, ergonomically
designed ships that look and act dif-
ferently for each race, and a different
means of communicating and con-
ducting diplomacy. The P'tash com:
municate via color, the T'ganth
speak with a split-ip mouth, the

P'TASHING OF TEETH
Who's afraid of an alien
aggressor who communi-
cates by changing color?
Gamers in GaLacvic
Cowouest should he.

lzmani communicate through move-
menl, the Terrans use compulers,
and the Huminos speak English. The
game leatures some of the most
original alien art we've seen in a
game to date; even the inlerface
looks slightly different, depending on
which race you are controlling in the
game.—dJ. Witson
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» HANDS ON

g=hese are the products in development we've actually spent
I! some time with. They represent some of the most interesting

ne of the first games we've seen
designed lo take advantage of
Intel's MMX instruction sel, RegeL
Moon Rising (RMR) is the follow-on
to Reser Moon, & game currently bundled wilh
the 3D Blaster board. The Win 95-native RMR is a
mission-based, first-person 3D shooter whose
CPU-based engine benefits from MMX.

Unlike some 3D shooters, RMR actually has a
back slory that figures inlo the game. The moon
has been colonized for high-yield, low-gravity
agriculture. Though under international control
from Earth, the units on the moon decide to
declare their independence. You're a rebel com-
mando lrying fo defend lunar installations in the
various levels against the terran assault forces.
Fenris Wolf describes RMR as kind of a hybrid
between Duke Nukem 3D and MecHWarRIOR 2.
Rather than just run through and shoot anything
that moves, you have other objectives. There are
four different mission types: Commando, Search
and Destroy, Defense, and Rescue.

The overall feel of RMR is solid, though the
graphics do feel a little dated, with one notable
exceplion: all gunfire is accented by RMR’s
dynamic lighting engine (possibly courtesy of

[
[
i
1
1

» Rehel Voon Rising

MMX). The controls are of your slandard twitch-
and-splatter mouselkeyboard variant, though
“mouse-looking” is not yet implemented. RMR

titles in the Pipeline, and they are complete enough to actually tell
how they’re going to play. Most should be released soon.

cler, usually hidden somewhere on the level.
Seven weapons, gelting progressively more per-
nicious, help you reduce enemy forces to smal-

T-I 0
E IO 5

also has a map overview mode where you can
see the level map and take down bad guys
simultaneously. Some elements, like switches,
are somewhat difficult to identify, though two
demos as well s iwo training missions will help
gel you acclimated. Because your adventures
take place on the moon, you'll need to either
recharge your air supply or find an oxygen recy:

dering piles.

Does MMX spruce up RMR?
Well, using a 2D-only graphics
board and running at a 512x384
resolution (frue color) on an
Intel P55C (a 200 MHz Pentium
with MMX), we saw frame rales
stay at around 20 frames per
second (fps), whereas running
RMR without MMX drops the
frame rate to about 9 fps.

What RMR’s “2.5D" engine
lacks in visual panache, the
game makes up for in the differ-
ent mission lypes. It should be
interesting for action gamers who seek meaning fo
their death and destruction. RMR will first ship
bundled with Intel’s PS5C Pentium OverDrive chip
in January, and the retail version with modem/net-
work/Internet mulliplayer capabilities will ship in
May. —Dave Salvator
Fenris Wolf, (612) 484-8988
Win 95 CD-ROM

» Magic: The Gathering—BattleMage

ArTLeMage, Acclaim’s reallime sirate-
gy game based on the Magic. The
Gathering universe, has the feel of a
dugl between archmages. One to
four gamers can face off against each other in
Duel Mode, and solitaire gamers can compete in
an ongoing Campaign Mode. In the game,
planeswalkers (wizards) conjure creatures and
invoke spells to send after their rivals. The
planeswalkers do not move, but the conjured crea-
lures wing, speed, and lumber toward their rivals,
as do the effects of the offensive spells, providing
a sense of action at all times. Planeswalkers can
battle over 30 or more terrain types, each reflect:
ing its own lype of mana and rewarding those that
use its specialty spells. In the campaign mode,
planeswalkers try to defeat their six different rivals

cG

JANUARY 1397

and collect enough new spells and artifacis to be
able to control the entire map.

Not to be confused with the computer conver-
sion of the card game itself (from MicroProse
and Sid Meler), MTG: BarrLeMage feels like the
duel that the collectible card game is
supposed fo simulale, yel the terms are
different from those of the card games.
Instead of decks, players use troves,
tomes, libraries, and armories as the
depositories for their spells, artifacts,
and creatures. Plus there are hidden
artifacts (somewhal like the rare cards
in the collectible card game) and utili-
ties for customizing your own spell and
creature combinations. Also, the
designers have wisely allowed for porta-

bility in that gamers can copy their armies of
creatures and spell libraries to disk and use them
on a friend’s computer.—J. Wilson

Acclaim, (516) 656-5000

Win 85 CD-ROM
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DON'T 60 SCHIZO.

THE PREMIER ONLINE ENTER_TA'INMENT NETWORK |
vw.bezerk.com
IHTHUBUClNG beZerk, the premier online entertainment network.
It's the most interactive, in-your-face entertainment on the Net by
far—and it's totally FREE So, go beZerk and play YOU DON'T KNOW

JACK the netshow, the irreverent quiz show party game online.
It promises wild, irreverent fun, regardless of your personalities.

D T e You must have Windows® 95 to play YOU DON'T KNOW JACK the netshow.
bf{\l’\!LLY f ¢ YOU DONT RNOW JACK i & trademark of kebwadon 15c. All this and seued © 1995 Jeihamlon, inc
¥ M= = The beityyiuion Mgh IS @ tegterod trademark, of el ARion, inc, Scfiwere, serian Kaphics, a0d packagng.

s & 1956 Barreley Sypiems. e This Darkebey Systers Kogn 18 5 irglalered tradetarnk ond SoZeérk s & selicemark of Derelry Systorme. Inc..
MictBAST Al Windaws 0nd Imginared tracemarks of Marosoft Cova,

CIRCLE READER SERVICE #48



The Newest Star W:

A few short months from now, in a very tami\lax nalawy,
e lrilogy gamers have ‘waited for will finally awe.
LucasArts will brifig a new generation ot Stax \Nars names
fo iiiis waorld, and you'll find you're no longex alone w

e universe., This multiplayer trio should should Wweegn
Hebels and Imperials alike satisfied while Lucas tenwnens
e mext film trilogy. Star Wars Rehellion, a grani sitaleuy

game, makes you absolute ruler of the Empire ot NiiRR.
Jed/ Knight, of course, s the sequel 10 Datk Fotees,

- Wing vs TIE Fighter is vying for the {itle ot WS
multiplayer space sim. So, Suit up and G AN

/e Millennium Falcon for the ride of youk W, S\
Wars Is back, and the Force is STrongex WNam R,

cc ' " JANUARY 1997
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it The Empire

ReseLLion Gives You Full Reign
Over The Star Wars Universe

by Elliott Chin

i

he chance to step into the Slar Wars universe
has long held a special lure. Yel, in previous
Star Wars games, we've only had a small
impact on the universe. Imagine what you
could do in the Star Wars universe if you
weren't a lowly fighter pilot, but rather
Emperor Palpatine or Alliance leader Mon
Mothma. You could crush the Rebel Alliance
for good, or restore peace and freedom to the
galaxy with a swift Alliance victory. Thousands

of gamers and Star Wars fans have been crying out for a game of
such grand design for years, and finally, LucasArts is about to
answer them with the first Star Wars strategy game: ReseLLION.
CGW recently visited LucasArts for the first test drive of Stan
Wans: ReseLuion, and what we saw looks very promising.
ReseLLION is & real-time strategy game, though not in the same
vein as Commanp & Conouer or WARCRAFT II. ReseLLion actually

A NEW SAGA ReseLLion takes pla

Back, after the Empire has been

=2 » COVER STORY |

. JJ ‘.JI

1
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i

A e D
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THE VIEW FROM UP
galactic sectors and th

through all your gal '

plays more like lwo games. One element is a grand sirategic
module which is closest in scope and gameplay to MASTER OF
Onion, where you manage a galactic civilization (without the
research element). There's also 3D real-time taclical space com
bat. In both the stralegic and lactical portions of the game, your
enemy is moving his pieces simultaneously with you in real time.

Prelude to Rebellion

The scope of ReseLiion is massive. The game stretches across the
enlire Star Wars galaxy, from the icy planet of Hoth to the Imperial
Seat at Coruscant. There are three galaxy sizes—100 planets, 150
planets, and 200 planets—a parameter
which you set before each game.

Coolhand, ReseLuion's developers (their
previous credit is Hageoon 2), refer to it as
“a game about characters, fleets and planet
resources.” The game is open-ended, and
there is no campaign per se. Instead,
you're given a sel of victory conditions and
the entire game involves you amassing
enough power and resources to ultimately
achieve those viclory goals.

When play begins, you start with & limited
number of worlds already in your command,
a pre-sel fleet, and a few characters.
Depending on which side you choose, your
starting conditions will vary. As the Empire,
you begin with a greater number of worlds
and a larger fleet, but your worlds are less

JAMUARY 1997 ce




Command & Conquer: Red Alerl is a trademark of Westwood Studios
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, Inc. Windows is a regisiered trademark of Microsafi Corporation, © 1995, 1996 Westwood Studio



THE EXPLOSIVE

NEW STRATEGY GAME
FROM THE CREATORS
OF MILLION-SELLER
COMMAND & CONDUER

Super VGA Graphics® intensify
. realism and excitement

" Muolti lay features include Internet
~ Head-fo-Head* and 8 player IPX

Fight over land, sea and air.

. Thirty new units and structures to.
choose from including:MIGS, spies,
destroyers, submarines and more

Now battle maps are twice as large-

Two CDs-one for you and one
to lend to your favorite victim

Create and trade battle maps with
new terrain editor

Three game difficulty settings

CORT /D

GOl WELe Dozens of close-ups and action movies

Internet access tonight!* Play against
competitors across the world with

All the power. None of the responsibility. o

*Windows ?95 version only
**Requires existing Internet access
q

Wesiwoo

www.westwood.com
CIRCLE READER SERVICE #86
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AR WARS BANES

loval and less productive. If you choose the Rebel side, you start with
fewer ships and fewer worlds, but other worlds will be more inclined to
side with you. You also have a mobile headquarters which you can move
from system lo system as you see fil.

Each side must meet three victory conditions Lo win the game.
The Empire must capture Luke Lc.““al «r and Mon Mothma, and

trogps and'charal

ne of the key elements of REBELLION is

the use of characters. There are over 60

personalities in the game, drawn from

the three Star Wars movies, Timothy
Zahn books, and comic books. In terms of gameplay,
theyoperate in a much broader scope than the heroes
from games such as Master oF OrioN. For one, you
have to find most characters on your own, by exploring
planets. To enhance replayability, the designers haven't
placed characters on the worlds they inhabited in the
hooks and movies (so you wouldn't find Lando on
Bespin.all the time). The personalities also aren't static
in their loyally; some can be swayed to the Dark Side
and vice versa.

The characters are also integral components of the
game, not just doctored stat modifiers. All missions in
the game can only be performed with characters, or
special forces. However, characters are always better-
equipped to succeed in missions than special forces.
There are at least 12 missions available for your charac:
ters to perform, Including espionage, reconnaissance,
diplomacy, assassination, abduction, and sabotage.
Characters and their missions are actually vital to your
overall success. You take direct hits in loyalty whenever
you lose a flest battle, so you'll use your characters
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destroy the
Rebel base.
The
Alliance
wins once il
captures
Darth Vadar,
the
Emperor
and lakes
the Imperial
capital at
Coruscant.
You must
salisty all
three wclo
ry conditions simultaneously if you wish to win, and you can
launch counterallacks to deprive your opponent of achieved wdorv
conditions. If the Empire captures Luke and the Rebel base, you
could reclaim the base and rescue Luke, thus stealing viclory from
their grasp. Theoretically, you could win the game by ignoring con-
quest and making a begline lo the three victory goals, but what's
more likely is that you will end up conquering planets, building
resources and creating armadas o

instead of compromising your fleet. (You might conduct a
speclal sabotage mission to take out the Death Star rather
than committing a massive fleet to that foolish endeavor)

Characters can work together in missions, so you can
group Luke, Chewbacca, Han, Lela and Lando together and
send them into the heart of the Empire to abduct the
Emperor. In grouped missions, you can assign different
characters to different tasks, so that Luke can act as a
decoy to draw out Darth Vadar, while Han and Chewbacca
infiltrate the Death Star and kidnap Palpatine,

In addition to performing their missions, characters also
provide bonuses in combat—Vice Admiral Thrawn will
improve capilal ships in his fleet, and Wedge will confer his
piloting skills onto the other fighter pilots in his group.

The characters all have pasts and personalities which
factor into the.game. Luke, for example, will eventually
attempt to leave your service to seek out Yoda and
become a Jedi Knight. There's a bounty on Han Solo’s
head, and occasionally Boba Fett will find him and cap-
ture him. Of course, If this does happen, you can mount
an expedition to rescue him. Many characters are linked,
so that if Han ever were captured, Luke would go after
him anyway. Other characters who are linked include Han °
and Chewbacca, Leia and Luke and, of course, Darth
Vadar and Luke,




The darkncss ofan
forces, possessing horrifying powers, have taken
possession of the ancient city of Karnak. And
these landlords are exacting extremely high rents.
Like an arm and a leg...or worse.

Airdropped into first person and third person
landscapes, you must swim, crawl and otherwise

run like hell through 30-plus levels of gameplay.

Unique Stacked Sector Technology™ allows
you complete 360° freedom of gameplay. With
just a machete to begin with, search for 6 other

an M60 machme gun and a magical cobra staft.

Dynamic lighting allows for stunning visual
effects. Cross bridges, crawl through tunnels and
swim through underwater grottos. Your only
salvation is the guiding Spirit of the Great
Pharaoh Ramses. He’s the only one in this god-
forsaken neighborhood who wants to help you
get a forwarding address.

So welcome to the nightmare of Ramses’
tomb. And enjoy your stay. It may last forever.
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BOBA FETT? WHERE? O
capture at the hands of
both random and plannes

Imperial Resources

To achieve the power necessary for a final victory, you need fo build
a great fleet. To do that, you need enough shipyards and resources,
and to gain that, you have to control a galaxy's worth of planels. Every
planet has three vital statistics: loyalty, energy, and raw malerials. Both
energy and raw materials exist in finite numbers. The energy of a
planel controls how many struclures can be built in that system.
Whether it's a shipyard, an ion cannon, a troop training facility, mine
or refinery, the structure will take one energy point from the planet's
total. So a planet with 10 energy points can support 10 facililies.

he tactical module is currently taking a back seat to the
I strategic model, which is nearly complete, but we did
manage to play a little combat.

You don't have complete freedom over your movements, since
your 2D controller (the mouse) can't pinpaint a place on the z-axis.
Movement is thus target- or
waypoint-specific. You can
click on targets, assign your
fleet a formation and mission,
and your ships will then move
in 3D space toward the enemy
fleet. You can also move your
ships via waypoints which are
scattered throughout the cube
on all three axis. So if you
wanted to maneuver your ship
to an area and then have it
attack, you wauld click on the
waypoints you wanted him to
traverse and then have him
engage the enemy vessel.

Because combat will tend
to get frenzied, LucasArts Is
providing you much more flex-
ibility in issuing commands to

SHIP TO SHIP Tacti l b
few adjustments.for.g

in mind, this ls an ¢
sion, which could I

and more visual features
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Raw materials are basic resources which must be convened to
refined malerials. Everything in the game (with the ex '
aclers) requires refined materials for construction. To exlmr‘l raw
materials from a planet, you need one mine for each raw material
point. Then, to converl the raw materials to refined materials, you
need one refinery per mine. Your raw and refined materials are then
moved to a galactic pool from which all your planets draw when they
construct facilities and ships.

However, the number of mines and refineries you build is depen-
dent on the planet’s energy count, so you will have to stralegically
manage your facilities and materials. If your planel had 10 raw maleri-
al points, and you built 10 mines, you'd have no energy available for
refineries or construction yards. Since materials are pooled, you can
creale planets (hal solely exiract raw malerials, other planets that are
filled with refineries for processing malerials, and still other planets
thal serve only as construction yards.

Your inilial planets all have pre-built facilities, but captured and col-
onized planets will not. The first order of business once you've taken a
planet is placing a construction yard there. The other facllity lypes are:
mine, refinery, unit training facility, shipyard and planet defense. Whal
you build after the construction yard depends on what you want the
planet to specialize in; if you want to start building ships, you will con-
struct & shipyard. If you want to boost refined material production, you
might build a mine and refinery first. The only restriction is the energy
output of each planel,

your ships so you won't have to micromanage in CommanD &
Conauen fashion.

First, there will be an “action” key, which, when pressed, will
make your ship engage the closest target. More impartantly,
though, you can assign formations and missions to your ships. You
can group a number of capital
ships or fighters and have them
form a spherical formation for
defense, a cylindrical formation for
offense, or more fraditional naval
formations such as line-abreast and
ahead. There is also a pickets-for-
ward formation which places your
fighters ahead of your capital ships
as a shield.

Alternatively, you can assign a
mission to a group of ships and the
computer will then pick the forma-
tion best suited to the task. Some
of the missions include: the ham-
mer, where your ships attack the
enemy from above; the anvil, where
they attack from below; hit and
fade; frontal assault; and altacks
from the left and right.

[f_f_” {451
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planets and the selected
build facilities; ships and

Fomenting Rebellion

Perhaps the most important planetary statistic is loyalty. Loyally is a
measure of a planel’s allegiance to the Empire or Alliance, If affecs a
planet's manufacturing capabilities and production and is a dynamic
number that can fluctuate as he game progresses. When you com-
mand a majority of loyally and have a garrison or facility on a planet,

it switches o your control. As long as you command 60 percent loyal-

ty from a planet, it will work efficiently for you. However, if your loyalty
dips below this number, you could face an uprising and illegal smug-
gling on he planel. Smuggling eals into your resources because the
planet actually starls contributing a percentage of ils raw and refined

materials to the enemy side. When an uprising occurs, Ihe local popu-

lace will attack your garrisons. Once all garrisons are defeated, the
planet will become hostile and could switch sides.

Obviously, gaining loyally is a huge parl of the game, and as the
Alliance, it is vital that you reach every planet and gain its loyalty.

Various factors can alfecl this number. On the negative side, bombard-

ing & planet, losing a fleet baltle or destroying planels with a Death
Star (if you are the Empire) will lower loyally lowards you on a given
planet. However, garrisoning a planet with troops, stationing facilities
on a planet or sefting up your HQ there (if you are the Rebels), will
improve loyalty. Also, sending characters on diplomatic missions to a
planet can improve ils loyally. Only special forces (a group of units in
the game comprised of spies, diplomals and commandos) and char-
aclers can perform diplomatic missions, but you will have lo be care-
ful, as your characlers are susceptible to capture while on missions.
Il you're playing the Empire, you can circumvent loyalty fo an
extent. Planelary control is calculated by tolaling a planet's loyalty, the
military presence, and diplomatic missions sent there. You can con-

FATHER AND SON Many characters are linked in the game; when
Darth and Luke meet in a system, they will automatically engage
each other. Depending on the outcome, one or both of them
could end up injured or captured.
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trol a planet with a powerful army and fleet, though it will diminish lay-
alty on a planet, making il more susceplible lo uprising and defeclion.
Such a strategy of control through terror also stretches the Empire
thin and requires an enormous industrial machine.

War Machine

Capluring planets is your intermediale step o control of the galaxy.
You can lake most neutral planets by sending diplomatic missions lo
them lo sway their loyally, or simply assault and conquer them with
troops. Uninhabited planets are easy pickings, since all you need do
is simply establish one facilily or slation one garrison there and it
automatically becomes a loyal subject.

The other types of planels (Rebel and Imperial-controlled) can only be
laken Dy force. If a planet is quarded by an enemy fleel, you will have lo
clear away all enemy ships in tactical space combal. Before every taclical
combal, though, the computer will ask if you want to play the combat
yourself, or let the computer resolve it quickly. Sometimes, simply
because of (he sheer number of baltles you will have to wage, having the
computer abstract the battles for you will be the wisest move. Other
limes, especially in key batlles, you will lake control yourself.

If you win in tactical combat, your fleet then must destroy all planetary
defenses and shields. Sometimes his is easier said then done, as you
can build planelary shields, and a preponderance of shields will negate
bombardment. In these cases, you will need to send characters lo sabo-
lage the shields before your ship can conduct bombardments and drop
lroops onto the planet. Once you've defeated all enemy lroops and eslab-
lish your own garrison, control will switch fo your side. And at that fime,
you'll have to send a diplomatic cleanup crew in your wake to mop up the
famage lo loyally and bring lhe planet into line.

The Galactic Sum of Parts

LucasArls looks on lrack to provide gamers with a galaxy rich with
strategic challenges, innovative combat and all the personality of the
Star Wars mythology. Add ta this the exhilaration thal comes from
meling out punishment with a Death Star or direcling a rescue effort
with Luke and Han and you could have a dream come true for Star
Wars fans everywhere. If LucasArts stays frue lo the design and deliv-
ers on the promise of this early version, then gamers will af last have
the power 1o wrile the final chapter in the Star Wars saga.
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The Dark Side Returns In

- LucasArts’ DArk FORCES Sequel

by V. Long

ucasArts' Dark Forces was a great first-per-
son action game, but even its biggest fans
argued that Dark Forces could have been
better...much better. In creating Jeoi KniGHT,
the 3D sequel to Dark FoRces, it's clear that
LucasArts intended to create a winner.

At the time of CGW's visit, the Jeni project
had reached an exciting point where the
game's elements were beginning to come

I logether. What we saw there and describe here
is not necessarily what will appear in the final
product, but cerfainly indicates a big step into the dimension
beyond “playing the game,” into one of “living the game.”

THE GREAT OUTDOORS QOne Very
son 3D “corridor crawls” is the a
lack thereof,
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The Power
of the Dark Side

Jeol's story unfolds via full
molion video cut scenes shot with
live aclors. You play the role of Kyle
Katarn, the mercenary from Darx
FoRces, as he trains to become a
Jedi Knight. Your ultimate
goal is to avenge your
father's death and ful-
fill his quest to stop
Jerec, the leader of
the Dark Jedi.

Although you fight the
Dark Jedi, you can still
embrace the Dark Side. The develop-
ment of different Force powers and the
choice between the Light and Dark Sides
are what truly distinguishes Jeni's game-
play. By completing levels, you gain expe-
rience points for acquiring and growing
Force powers. These poinls also deter-
mine the amount of mana—health or
energy—available for using a Force
POWET,

Whatever Force powers you saw
in the Star Wars movies will be
included in Jeoi. Basic Force pow-
ers can boost speed, as well as
increase jumping and healing abili-
ties. Light Force powers can create forcefields and invisibility.
The best known are probably the Dark Force powers, which
enable players to psychokinetically throw objects, hurl light-
ning bolts, and even strangle opponents from afar (and yes,
the gagging viclims even dangle inches off the ground).

The Jeor team hopes lo visually enhance the Force powers
with parlicle effects. For example, a Force Push will shoot a
column of parlicles from the hand lo push against the targel.

Whichever path you take, you'll need all the Force power
you can summon when you encounter the seven Dark Jedi.
Jerec, heir leader, seeks to take the immense power of the
Valley of the Jedi, an ancient Jedi burial ground. Each one
represents a distinct archetypal personalily as in Akira
Kurosawa's Seven Samural.

BOBA FETT'S BACK?!
LucasArts tells us that
our favorite bounty
hunter won't be appear-
ing in Jeoi Knigst. But
hope springs eternal.




Although the Dark Jedi obviously outnum-
ber you, fear not that you face them alone. In
Jeoi, Rahn is your mentor, much like Obi-Wan
Ben Kenobi was Luke Skywalker's. He appears
every now and then, and when he does, you'd
belter pay attention to what he tells you.

In Stunning 3D
For the real action, the characters and
levels are rendered in lrue 3D lexture-

y mapped polygons with MIP-map-

ping and dynamic shadowing. For eye-
popping graphics, LucasArts will support 3D
graphics accelerators via Direct3D.
Character animations are impressively
smooth because Jeol uses unlimited frames
of animation: depending on the compuler's
power, extra frames are interpolated between
key frames.
In addition to the first-person viewpoint,
players can also opt for the third-person
perspective, which helps for puzzle solv-
ing. Also helpful in exploring the intri-
cately crafted levels is the crouch fealure
from Dark FoRCES.

Large open spaces, such as bollomless
engine bays and vast outdoor cliffs, abound
in Jeoi's environment. Even underwater
areas will look speclacular because of
translucency and lighting effects (think Mario
64). The environment is also immersively
interactive: stray shols will destroy various
objects; and you can drive speeder bikes
and flying vehicles.

Populating the scenic environment are bounty hunters, Imperial
Stormtroopers, and various monsters—including some that fly or
swim. Also thrown into the fray are innocent “pedestrians.” Chin dis-
courages players from wanlonly killing innocent bystanders, “Jem
KrighT is not a kill-fest. Blood, guts, gore, and gibs is nol what Jeoi
KnigrT is about." Among the weapons at your disposal are blaster pis-
fols, laser rifles, and thermal detonalors. Realistically modeled recoil
effects add to the visceral feel of Jeol.

For accomplished Jedi, the light saber will be the preferred weapon
despite its limited range. We witnessed one brave programmer use a
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“mere” light saber lo allack and lopple an
AT-ST Walker. The saber is capable of six
precise strikes: left and right overhead,
sideslash, and upward cuts. The Force can
help you use the saber to deflect even
blaster shots. Chin notes that defeating
the Dark Jedi will require a light saber...
and lots of Force.

Bring Your Own Saber

Those disappointed by Dark Forces's
lack of multiplayer can now rejoice. Jeoi
supports mulliplayer via DirectPlay for al
least 8 players. Members on the pro-
gramming team say that multiplayer per-
formance over the Internet will be supe-
rior lo Quake. There will be combat,
team, and capture-the-flag modes.

Jeni promises to revitalize, if not revo
lutionize, multiplayer combat. Players
can ride speeder bikes and flying vehi-
cles into mulliplayer mayhem. The light
saber is a complelely unigue melee
weapon, and the Force powers, such as
the Force Grip, inject completely new
meaning to grabbing your apponents by
their jugulars. By far the most interesting
aspect of multiplayer Jeoi is that your
characler's abililies are determined by
what you've accomplished during solo
play for Jeoi. Yes, this means Jcoi has
the save-game fealure which was sorely
lacking in DaRk FORCES.

COGs in the Machine

The controls will be similar to Quake’s, except that the freelook fea-
ture will be always be active. If desired, the conirols can be redefined.
The programmers are also considering the ability to make macros.
Players can easily create custorn graphics and levels. Although
LucasArts probably won'l release the development fools, it encour-
ages others o make their own ulilities.

In addition, players can modify the behavior of nearly every discrete
glement via a scripling language called “COG." Huebner notes, “COG
is a full implementation of C syntax wilh expandable verbs, and is
more flexible." Because COG is an interpreted language, all you need
is a text edilor lo change monster behavior, add new weapons, and
even enable new Force powers...you can literally redefine the universe.
During our tour of the Jeoi facilities, we heard more than one pro-
grammer exclaim, “You can do anything with this engine.”

When Jeor ships early in the second quarter of this year, you'll need
al leasl a Pentium 60 with 16 MB and Windows 95 to feel the Force.

THE GANG You play the role of Kyle Katam, whose goal is to slop Jerec
from taking the legendary Valley of the Jedi and its immense power,
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¥ X-Wing vs. TIE Fighter
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Dogfighting Gets Personal
In X-Wine vs. TIE FiGHTER

bv Elliott Chin
IE Fickien, and to a lesser extent X-Win, were
great space sims with a major omission; they
lacked thal special thrill that comes with ballling
against human opponents. However, this restric-
tion will soon be thrown out the airlock with
LucasArts” upcoming X-Win vs. TIE FIGHTER.

X vs TIE is aimed squarely at multiplayer
action; it has no solo campaign. However, if you
do wanl to fly alone, there will be single-player
“battles,” which are short collections of mis-
sions strung together with a traditional Rebel vs. Empire storyline.
These batles will also be playable multiplayer, and are designed for
up to four-on-four play, with players picking teams and playing for the
Empire or Rebellion. In single-player, you can lake your pick of roles
{you could be the bomber in
the Y-Wing or fly escort in an
X-Wing); in mulliplayer, dif-
ferent players assume each
role. These roles will change
according lo each mission,
giving players variety in the
craft they fly and (he roles
they play.

There will also be multi-
player lournaments, com-
posed of skill-based mis-
sions. One mission could be
arace, another could be a
dogfight, and another could
be an obslacle course.
Points are tallied up at the
end of each mission, and
the player with the most points at the tournament's end is declared
the best pilot. X vs. TIE will also offer quick-and-dirly dogfights, races,
and single missions for quick action. In total, there will be around 70
missions available.

For you competitive pilots, there will be a built-in ranking system.
The 25 ranks are based on amassed points. These points are deter-
mined by the quality of your opponents. If you beal a high-ranked
player or a good Al opponent, you get more points than if you lake
out a rookie.

JANUARY 1997

he's firing at youi

The Best Fighter Yet

Aside from the jump to multiplayer gaming, X-WiiG vs. TIE FichTer
differs from its predecessors in its graphics engine and in key areas of
gameplay. The graphics are now breathtakingly rendered al 640x480
resolution in 16-bit color, with gorgeous textures and fantastic delail,

Gameplay is also being balanced so that weak ships, like the
shieldless TIE Fighter, won'l be grossly outmatched by the more pow-
erful X-Wings. The firing rate of all ships has been sped up, and
movement has changed. Now, your turning rate is a funclion of your
throllle and current speed. The faster you go, the harder it is to turn
and take out the bogey on your tail. Redirecting energy from engines
1o other subsystems will hinder your maneuverability.

During multiplayer dogfights, you don't want to type while being
blasted, so LucasArts is adding hot keys for simple chal messages
and commands. Typing P will target human players, and hilting anoth
er hot-key will broadcast a help message to your allies. The game will
have pop-up menus to convey data about your wingmen so you need
n't spend time typing to ask for information.

There is no doubt thal X-Wing vs. TIE FighTer is one of the most
hotly anticipated games of the year. Even in its beta stage it plays bet-
ter than Tie FighTer, and it has a good mix of missions. If the final
game is as smooth as the bela version, X-Wing vs TIE Figiiten could
very well displace Quaxe, Duke, and Warcrart Il and become the net-
work game of choice. &
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Win 95 is cool, but
sucks with DOS games!

\g Even vour parents

Systemm Commander’s automatic installation will
have your PC ready to add OSes in less than 5 min-
utes. And unlike some utilities, it uses less than
1 MB of hard disk space and nho RAM!

You've got great DOS games,
but you really want to try that new |- xowyoucanrunmore thanone
Win 95 game. You want it all. But, | Perinsstenonyouec
if you upgrade to Win 95, it will 2
really hose your DOS games. With
System Commander you can play |
each game the way it was meant to
be played...on the OS it was
designed for.

System Commander allows you

to boot both DOS (3.3 of later) and | éommwﬁ[ﬁ{

As you install new OSes, System
Commander automatically copies key files and
adds the new OS to its menu. It manages
unique copies of AUTOEXEC.BAT,
CONFIG.SYS and COMMAND.COM for each
installation of DOS, Windows 95 or any other
operating system.

System Commander is only $99.95 and
comes with an unconditional 60 day money
back guarantee. Mention this ad and get
FREE* overnight shipping. Call today and play your
brains out tomorrow!

Win 95 on the same PC. When you
turn on your machine, System
Commander gives you a menu. Pick the OS you
want and with the touch of a button System
Commander does the rest.

Available in the ulilities section of most major software stores. v V Communications, Inc.
4320 Stevens Creek Bivd, #120-CGW2
San Jose, CA 95129

80006488266 www.v-com.com
Circle Reader Service #384

* When ordered before noon PST. No Saturday delivery. Standard shipping outside US. CA res. add $7.25 sales tax. Offer subject to change wilhaut notice.
All logos and product names are trademarks or registered trademarks of their respective companies. VISA/MC/Amex €1996
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Shed no tears for the 1loser. L
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Holdi no sympathy for the weaker opponent.

et ACT Labopalory's programmable Joysticks and
gamepats, Take unlimited control,
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Great SCience fiction Games " - ..

S woﬂcl of sciencesfiction gaming, you'll fight batlles lhal o
| have never been fought. The new technologies and new sit )
| vations presented in these games require new tactics, even -
2| for.the experienced gamer. Although you may be an ace vir-
fual tank driver, ?nu'll find that combat in MECHWARRIOR 2: -~ .
MERCENARIES is SO radiically different that entirely new tactics
~are in order. It's one thing to conquer your neighbors in
———1 Caizarion, since you know they're not that much different
than you. It's quite another in DeabLock, where their species-specific
-abilities can make them deadly unpredictable. So dive into the strategy
quides that follow before you embark on your next interstellar j ]OUﬂ]Eﬁ
" because in space, no one shnuld hear you 'scream :




IN
THE
PAST,

WE
EXCEEDED
YOUR
EXPECTATIONS.

SOON, .
‘WE'LL
CHANGE
YOUR
ENTIRE

DESTINY.

Lands of Lore: Guardians of Destiny is a registered I s, Inc. ® 1996 Westwood Studios, Inc. All rights reserved.
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Silencer Training

Victory Through Mayhem In CRUSADER: NO REGRET

by Thierry Nguyen

kay soldier, you made it to the Moon. Of Back on Earth, you had a cozy, albeit annoying, arms dealer. Well,
course, if you Iry waltzing in through that — the Moon isn't as posh as Earth. You will learn the true meaning of
first room without a battle plan, you'll be “living off the land" as you scrounge all of your ammunition and
ared smear on the wall instead of & red weapons off of your dead comrades. Because your ammo has fo be
scare. That's why we're here:
to lurn you into a lethal killing
machine-one with no regret.

The bulk of this guide is devoled to general lactics.
Fighting on the Moon is quite different from fighting on
Earth, and | figured that you soldiers need the valuable
advice. With these tactics, plus some of your own engi-
neering, you should be able to get through most of the
missions.

As a small bonus, | have run into detailed intelligence
reporls on missions eighl and nine. |'ve heard many sol-
diers griping about the difficulty of these two missions,
and I've provided solutions to the most problemalic seg-
ments of these two levels.

THIS IS HOW WE DANCE
First off, you need to familiarize yourself with the inter-

dier in question pushing the wrong butfons at the wrong MECHANICAL MINION Robots can be used to your advantage. Since they have
time. Get your interface down cold, and your skill wil unlimited ammo, use them for breaking open containers and for clearing a path.
improve drastically.

| can hear some of you grumbling about which inter-
face lo use. Some say using the mouse for aiming and
the keyboard for everything else is king. Others say the
gamepad is the commando’s choice. For those of you
who want to {ake advantage of the joystick support, | have
one thing to say: joysticks were made for flying, not for
maneuvering a man through corridors. | like o stay with
the keyboard. | use the layout hard-wired in my head from
Doom, bul the number pad is a good inlerface, with major
keys laid out neally and accessibly.

WATCH YOUR AIM
Now we gel fo the fun parl: weapons lraining. You're
now going to learn what weapons lo use, when, and how.
Pay allention-you don'l want to be caught sleeping here!
Now, conlrary to what you might think, you don’f want
to use those lhree fancy new guns all the time. In fact,
you should save: them for specific lypes of enemies, as DONT TRY THIS AT HOME If you use the old No Remonse cheat, JASSIGA16, you'll
general use would be a huge waste. Your general be greeted with this ugly scenario.
weapons should be the more mundane bullet shooters.
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Firebird 2 is the top of the line joystick.
1t's for those of you who stop at nothing to conquer

i

your enemy. It's loaded with features like 13 programmable buttons for dynamic

keyboard control and an 8-way programmable hat switch, So you never have to

take your hands off the stick, or your eyes off the action. We also designed the

handle so you can play hours on end without any discomfort. Other than the

psychological damage you might incur from all the death and havoc you’ll wreak

on your competition, Get Firebird 2 and start playing games the way they were

meant to be played. Get it at your favorite store or call us at 1-800-257-0061.
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in point for reinforcements. Of course, you want to make sure
that you preempt any reinforcements, so, if the pad isn't blinking,
slap a disruptor on it, where it can greet any newcomers with a
nasty surprise. If you do need to use the pad, be sure to pick up
your disruptor first.

Finally, you have other potentially useful explosives. You can
use the mine as a substitute for the disruptor if you don't have it
handy, although that's about the exlent of ils usefulness. The det-
pac is useful for blowing up doors and obsiacles in your way.
Also, if you see floating or stationary mines, use the wonderful
mine detonator to clear a path for you.

MAGIC EIGHT

For mission eight (where you need to shoot down the troop
transport), many soldiers complain that they reach the lop floor
of the base without knowing where to go, and end up running
KNEE DEEP IN THE DEAD Weapons like the XP-5 make a nice mess, but  oul of time and losing the mission. You have a few minutes to

they also fry your enemy so badly there’s nothing left to scavenge. Use a find the console and shoot the marine transport down. As soon
bullet weapon on these guys if you want to pick up ammo from their bodies.  as you emerge from the elevator, run eastward, making sure to
shoot cameras and the tripwire on your way. When you get out of
taken off mostly intact corpses, you'll need to use mundane weapons  Lhat liltle passage, run northward to the computer console near the
for the kill. Those fancy new arms don't leave anything behind to sal- pit. If you didn't trip the red alert, you should be able to use the con-
vage. sole to activate the light bridge.

You should be using either your RP-32 or your AC-88. The RP-32 is Then make a mad dash to that light bridge, and yel anolher dash
the gun you starl oul with, and it will be valuable early on. Many sol- across it. When you reach the other side, make a final run for the
diers use it, so its ammunition supply line is good, and it deals out northern wall (try lo avoid Lhe electric walls). Hopefully, you'll reach
decent damage. The AC-88 is what you get when you make an auto- the right control panel, and you can just zap those incoming marines
matic shotgun: very nice damage combined with a great firing rate. goodbye. Thal lakes care of the time limit; now you just have to worry
Once you grab one and have some ammo to feed it, you can start about getting yourself out of the level. But that should be no problem
using it as your primary weapon, employing your RP-32 as backup. for a soldier with your training.

So, when do you use the new weapons? Feel free to fake out civil-
ians or machinery with them. If you have the energy, the XP-5 is greal  SELF-DESTRUCTION
against just about every robot, while the BK-16 {freezegun) and the Mission nine isn'l so hard, because you have a greater lime limil
LNR-81 (vaporizer) are about equal in power-though the nod goesto (15 minutes), but people are confused as to how to do it. First, travel
the LNR-81 due lo its superior range and firing rate. Use your ARK-7 east. Once you reach the large room, go south in order to gain
or GL-303 to destroy power generators or cameras with the
splash damage.

UTILITY BELT

Some of you will probably need a primer on your new toys and
how to use them properly. First, your Spider Bombs and the new
Spider Mine. They're both good weapons, and the only difference
hetween the two is that the bomb is controlled by you, while the
mine is self-guiding. I you're unsure of your bomb control skills,
use lhe mine.

The VIR Imager is essential equipment; use it as much as you
can unlil you learn lo inslinctively recognize clues thal will help
you spot all the tripwires waiting for you. However, it eats up ener-
qy, so learn to watch for patterns as you spot each successive
Iripwire. Soon, you may gel a feel for where a tripwire might be.
At that point you can stop using the VIR Imager at all times and

conserve that energy for when you really need it. HASTA LA VISTA, BABY You can USe your new, more powerful weapons on

When you see a teleporter, you might want to use a disruplor the police and robots, who don't leave anything of worth behind anyway.
on it. If you can't use lhe teleporter, chances are that it's a beam-
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oonstruck is a new
twist on twisted. No com-
puter gamer will want to be
deprived of this depravity.
Not when they can watch
Spike the Clown torture
balloon animals. See Seedy,
the tu-tu clad bartender,

do alittle butt bowling. And

prevent an all-out war
between the cartoon
forces of good and evil.

Toonstruck blends live action

(starring Christopher Lloyd)

with wild animation for some

of the most bizarre puzzle-

based adventure gameplay
ever, Toonstruck is dark, weird
and has more twists and
turns than your lower intes-
tine. So go ahead. Punch out

a clewn. Flush fish.
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“...hilarious cartoon quality
animation and an absolutely

bizarre world make Toonstruck

an adventure game unlike any
we've seen. The all-
over-the-board humor
is delicious,” says
CoMPUTER GAMING

WORLD. “The twisted

realms of this adult

cartoon adventure
(has)...all the elements
of a great game:
beautiful graphics,
challenging puz-
zles, outrageous
humor and good ol
star power,' says
PC Games. Finally,
“A must see” from
ComMPUTER GAME
Review, We are
sure you'll agree.

Weirdo.

INTERACTIVE
entertainment

996 Virgin |nteractive Entertainment, Inc. All rights reserved. Toons truck is a trademark of Virgin Interactive Entertalnment, Inc.




POWER HUNGRY Always try to hit power generators early, because
: chances are they're powering a shield for a turret or a camera.

access to the elevator platform. Continue east until you hit a laser
field. Enter the room that requires the yellow key, and immedialely 1oll
to one side to avoid the rockets poised at the door. Kill everyone in the
room, then use the computer to the far west (it's in its own alcove) lo
* shut off the laser field. If you triggered the force field for this room,
@ just use the panel on the west wall (it's behind a planet, near the fool-

locker) and walk out.
~You're near the objective, but also at the complicated part. First,

proceed north on the catwalk. If you try to go east down the stairs,
you'll likely trigger the laser field, which must be deactivated. As you
go north, you'll see the floor panel that triguers another laser field;
jump over it lo save some hassle. If you do end up triggering that
field, the switch to deactivate it is to the east, on a little catwalk. Now,
continue to follow that catwalk until you get to another console; this
one will deactivate the laser field on the stairs. After deactivating the
. laser field, carefully make your way back to the slairs.

As you go down the slairs, be sure to jump over the step with the
hand sign, or you'll re-trigger the laser field you jusl deactivated.

WHERE'S THE BUNNY? The easter eqqg room is located at the end
of mission six, where you'll be treated to a special scene and some
prize goodies.

JANUARY 1597

SELF-DESTRUCT This is the actual computer core; just walk up and
“use” it to negate the 15-minute time limit in level eight.

When you get down the stairs, proceed north until you run into a mas-
sive, door-like object. This is your mission objective: simply “use” the
computer core, and the self-deslruct sequence ends. After stopping
the self-destruct sequence, prepare to finish this level and then hop
onto the last level to save the Moon.

END OF THE ROAD

Okay soldier, thal's it for this round. Hopefully you've learned and
refined the tactics mentioned above, and now know how to solve the two
hardest puzzles in the game (besides killing the boss, but thal's a differ-
ent story...). Now, get going! Armstrong may have landed on the Moon,
but no one can stop you from coming back to clean up the mess.

_glﬁal Crusaper, there's an Easter Egg
packed v._rith goodies. It's near the end of

, revealing a teleporter. Walk into this
Iibe teleported to the No Regret Easter Egg.
3 hallway to reach the tables full of good-
foot the place. Then, for fun, walk up the hall-

- an Ultima 8-esque Pagan, and Tony
nit worry, this Isn't like the No.
Ie

h Tevel pmpeﬂy

N 'n-Regmt's cheat code, LOOSE-
lypmg JASSICA16 and you'll be treated to

using) Easter Ego.
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" Stunning Hi-color, Hi-res
graphiics with 65,000 colors

7 Btmddpheric sfound sound

/. Detailed storyline with
real-time battles in SVGA
vector graphics

() Realistic underwater mofion :
simulation with currents

7 Impressive arsenal
of weapons

7 Inferact with hundredSis
of characters

7 Rdvanced dialog susﬂ!lﬂi

fﬁil 1-800 933- Byte for further information.

Blue Byte Software, Inc. / 33 South Roselle Road / Suite 201 / Schoumburg, IL 60193 / Voice; (847) 534-7950 / Fax: (847) 534-7951
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& Taking Control

. Save Swr ConreoL 3's Galaxy And Make New fiiends With These Handy Hinls

by Eltiott Chin

ctically give away the story of
0 if you really want to enjoy

3's ending is a big letdown, so
urney and not the ending that's the

laying Star Controw 3 is like putting on the
giant shoes of Captain Kirk for a full season
of Star Trek. You'll explore strange new
worlds, meel new civilizations, and boldly go
where no other science fiction game has WE CAN'T STAND PAIN Once the Spathi join the Crux, threaten them
gone before-into the realm of wacky humor, and they will give you helpful Crux secrets,

colony management, and frenzied hyperme:

lee. Of course, even Caplain Kirk had alitte ~ THE HUNDRED-DAY BORE

help in the form of the passionate Doctor McCoy and the logical The first hundred days of your command are fairly uneventful. Make
Vulcan, Mr. Spack. It's only fair, then, that you have a little help on sure you destroy all Daklaklakpak ships you encounter. Once you've
your five-year voyage, loo. destroyed all the Daklaklakpak you meet, your tech team will decipher
their language. Don't worry; you'll meet
more later lo test your new Dak interpreter.
When you do, tell them you will hunt for
Precursor and Eternal One artifacts for
them, and they will let you live.

Al the same time, the VUX will mount
repealed raids on the Mycon homeworld
every 31 days. You'll find out later how
they're achieving this seemingly impossible
feat, but for now, answer all Mycon distress
calls and destroy any VUX raiders you run
into. After you stop three attacks, the raids
will stop.

You'll want to explore this quadrant in
. ; 2o AN search of the five Kessari Quadrant races
L i !\em::;l? q!l:'m b::u:‘g suificent rod;or.'ir-; power to quably ¢ & sentient oigansm delected ocoupying & porbion ol and the six Crux races, Alter }'UU‘VB met the

five of the six Crux races living in the
Kessari Quadrant, Eltanin will collapse. Go
there lo investigate, but be prepared to face
a Crux baltle fleet. They will appear soen
after with a great armada composed of
ships from all six Crux races, ready fo
declare war on the League.

T

DONT CALL THEM DAKS This will only make them violent. Destroy all Daktaklakpak, because
each planet they guard has a Precursor artifact.

Cco JANUARY 1017
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SPINELESS SPATHI

Soon after the war starts, the Crux will start bullying the
Spathi, who will eventually succumb to the threats and defect. Let
them defect. You can make the Spathi's cowardice work for you;
threaten lo kill them once they join the Crux and they will divulge
Crux secrels to stave off your atlacks. They can lell you where to
find the missing Ultron pieces, reveal the Doog and Clairconcllar
debts, give you insight into the Harika disease, and tell you what
the Dak have done with the Mmrnmrhm Mother Ark.

DUH, US DOOG Ask the Spathi about the Doog debt and then buy
out each Doog colony. They'll give you an anti-matter containment
grid and join the League.

THE HOPELESS UTWIG

When the Utwig report their Ultron stolen (by the VUX), visit the
Pkunk, wha will point you to Erato 6, where you will find VUX rene-
gades and a broken Ultron. Return fo the Pkunk and they will tell you
to find the Ivory Sheath, Marble Flange, and Crystal Plate lo repair the
Ultron. The Pkunk will point you 1o the Plate, the Spathi will find the
Flange for you, and the Daklaklakpak
know where the Sheath is (on
Caduceus 1). However, the Ultron
won'l be fully repaired until you find
the very last piece, which the VUX will
give you only after you've found their
genelic material and joined them with

"POWER CHESS™ is the M ore. powerful than any human the Wro-Ingo (this happens very late
first innovation in chess i

THE BETTER PART OF VALOR To escape this first Crux armada at
Eltanin, go there as soon as it collapses and then immediately jump
to another star system. Your tech team will still report their findings,
but you'll leave before the Crux ships arrive.

¥

i : J in the game).
grggg:ln: e than (s truly innovative - rememberin
- Larry Christiansen, g hiat you:played and__nii g THE FUNGUS KNOWN AS MYCON
i ot 4 - Once your tech team discovers
Thmc:fiec S pen Compi. 1 compu that the Deep Children are sentient,

£

go to the Mycon and demand to
i speak to a Deep Child. They'll put
“eath yam;;;@guinsl'.:th_l} King one in orbit at Janus 1, and it will
~reparing vou for the next. ' join you, provided you concede thal
il it is sentient. Then revisit the Mycon
and tell them they must stop mind-
wiping the Deep Children. They will
refuse and join the Crux. Much later
in the game, after you've re-evolved
the Precursor, the Precursor will ask
you whether you think the Deep
Children should be free or subordi-
nate to the Mycon. If you want to
free the Deep Children, the
Visit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer. Precursor will tell you thal you can
© 1996 Sierra On-Line, Inc., ® ond/or ™ dasignete trademarks of or licensed 1o Sierro On-Line, Inc., Bellevus, WA 98007. use lhe Plasma Regrover to do so.

~ Together they combine computer
intelligence with life-like personality

= a first for computer .l:l.l'eﬁﬁ::—.:lni‘l

.fur humans too.
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THE YEAR IS 2020,

. AND THE EARTH'S OZONE
LAYER IS CRUMBLING,

, AS MANKIND HANGS ON

THE BRINK OF EXTINCTION,
A SUB-SPACE PROBE NAMED

HUYGEN MAY HAVE DISCOVERED

ONE LAST GLIMMER OF HOPE. Now
THE FIGHT TO SAVE THE EARTH WiLL
TAKE YOU TO A MOON MORE THAN A

MILLION MILES FROM THE NEAREST SUN.

DON'T

EXPECT A

For Winpows” 3. |
AND WINDOWS® 95

HUYGEN'S DISCLOSURE FEATURES
THESE EXCITING MICROFORUM INNOVATIONS:
DIMENSION TECHNOLOGY

SCALEABLE CHARACTERS REFLECT

ACTUAL PERSPECTIVE WHEN MOVING

FROM FOREGROUND TO BACKGROUND

GROUP ACTIVATED INTELLIGENCE MODE (GAIM)
; USER’'S TEAMMATES FEATURE INDEPENDENT
' INTELLIGENCE, ALLOWING THEM TO REACT

BASED ON THE SURROUNDING ENVIRONMENT

vy Twen

et oo wegiatored trademark's eap the progerty of ihew e ceser. MADE TN CANADA

i b pr byt

% FOR A LIMITED
'TIME ONLY!
Huygen’s
Disclosure
Limited Edition

b Available direct from Microforum, this special

- edition of H isclosure includes:

NN o e A g FOR MORE INFO ABOUT MICROFORUM
H

" " ] OR T0 ORDER DIRECT, CALL: 1-800-685-3863
Y plus S& '
INTERNET : hitp://www.microforum.com

Tel:(416)656-9594 Fox:[416)656-0548
...635-3853 to order Sesiasy ; _I . i ; ~ Emeil: moil@nicroforum.com
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How did we come up with the exciting
new features found in Destruction Derby 22

By accident. ; A

v B .
RREE L TN L
i ;

" WWW-.psygnosis.con
Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven

new tracks are longer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve

as incoming missiles. There's all new fire, new explosions, and improved suspensions for more

realistic handling. Destruction Derby 2. Designed exclusively for the true connoisseur of crash.
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SUBPLOT DELUGE

One hundred days after the
war starts, the third slar system
will collapse at Picus. If you
investigate, you'll find some
Orz at the sight, who will tell
you that the Syreen are mind-
controlling the League. You can
confront the Syreen, but
remember that the Orz are
lying and that the Syreen are
only trying to help. If you kick
them out, though, remember to
ask them to rejoin after the war
ends, because at thal time the
QOrz will try to mind-attack the
League and only the Syreen
will be able to defend you.

Soon, the Pkunk will start
entering a funk. It is being
caused by a crashed Precursor

WCio-surgery needed

A

SN

WE BE XCHAGGER Make sure when you cure the Harika you also save the Xchaggers, because you'll need

I them to perform microsurgery on the Mmmmrhm.

Alter this talk, all you need to do is go to the orbit screen in any
Mycon system, or talk to a Mycon colony, and use the artifact. The
Deep Children will thus be freed and join the League. They are in
all game terms identical to the Mycon.

CHMMR BIFURCATION

Sometime during the first hundred days of the war, the
Daktaklakpak will tear the Chmmr race apart with their bifurcator, a
device that separates the Chmmr into their two component parls,
the Chenjesu and the Mmramrhm. Once that's done, all your
Avatars will be abandoned and all your Chmmr crewmen gone. To
rejoin the Chenjesu and Mmrnmrhm, you need to ask the Syreen
fo reawaken the Chenjesu parl, retrieve the Mmrnmrhm Mother Ark
piece from Calypso 1, have the Mmramrhm pieces repaired by the
Xchaggers, and then get the Sun Device from the Lk to accelerate
the rejoining process. The Clairconctlar and Spathi will give you
clues about the Mother Ark and the Owa will give you a vessel to
explore Calypso 1, which is a Rainbow World and usually inacces-
sible due o ils radiation levels.

THE EXQUIVAN NOTHINGNESS

A few weeks alter the war, you'll be told to find the Exquivan, an
enigmatic Kessari race. They are very strange, and will attack you al
first. Defeal them, but cantinue lalking to them. You will need their
help when you have to save the Pkunk from their doldrums. They will
also offer you insight into the Clairconctiar shame and will eventually
join you afler the Precursors reveal that the Exquivan's nothingness of
mind will not save them from the Eternal Ones.

ship on the Exquivan home-
world of Anshar 3. Before you
can explore that site and
retrieve the item that is plagu-
ing the Pkunk, you'll need the
Syreen to temporarily make your tech team mindless so the
Exquivan will let you explore the planet surface. You'll find the
Precursor data pack there with the true name of the Elernal Ones.

DAK-DAK-DAK-A-GAK
Take the Precursor data pack and use it against the Dak as a bargain-
ing lool to find oul aboul the Celestial Un-Devolver on Bergeren 2. Then,
give the data pack to the Dakiaklakpak in return for the Variance Key,
which you will take to Bergeren 2 and use to re-evolve the Precursor. Of

DON'T CRUSHIFY US Use the Eternal One True Name to get the
K'tang Missile and blow away the King's armor. He'll then cough up
some Ploxis ships.

JANUARY 1907
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course, you'll need to find a Precursor, but your tech team will lell you who
they are, so you know where to look (think Xchagger host).

You also need to trade the true name of the Eternal Ones to other
Daklaklakpak ships lo gain lhe K'tang King Missile. Take the missile lo
Argus 5, defonale it, and bully the real K'tang King. He'll give you the
Ploxis ships at Pauguk and the code to turn the Daklaklakpak into service
drones. You need these Ploxis ships to sneak info the Ploxis headquar-
ters at High Point 1.

BREAKING THE CRUX

To cure the Harika, you'll need lo talk lo the Spathi, the Dak, the
K'tang, and the Harika themselves. You'll find that the Xchagger plague is
aclually a sentient race an Zosma 6 who you'll want to bring into the
League. Send a tech team o examine them, go get a few comalose
Harika bodies from the Harika, and then get a hive ship from the

here Is Everyhody?

i hie first thing to do when the game starts, aside from
1 sefting up a few colonies in the Helios system, is to
i find the lost League races. The Spathi are the closest
: to your location, while the farthest are the Utwig and
Chmmt: Here is a list of the League races and their homeworlds.
League Races
T A A e R Y Goshen 4
VIR o e b e Salacia 2
: ST G a2 R A D P Astarte 1
R T S Arcadia 6
UlEOIEIL . 5o i e e S G Velpunia 6
] EET o s e P T Janus 8
B I e e R R Hypnus 2
: BT i o A S S Formalhaut 5
i (007 st g Muhlifain 7
. | Crux Races
. {ECalreonctan i Cronos 7, Enkidu 7
: D olofoy e A Adapa 1, Cerberus 1, Chloris 1,
i [zanami 2, Melpomene 4, Proserpina 1
‘. EED 5o A e Gienah 1, Typhon 3
i T e A e Argus 5
5 Ploxis Rebel Base .. .............. ipe 1
| | Kessari Races
| Xt VAMESRINEE e Anshar 3
i e S Haven (Quasi Portal G)
: OB 2 0 A e Mnemosyne 1
i Ve TIT0) i A lzanagi 5
5 WOEDAET i R i P R Zosma 6
' | Rainbow Worlds
| Alula 1
i | Calypso 1
{ | Euterupe 1
1 Ganesha 1
‘, Indra 1 i
: Kentaurus 1 i
| Moria F Al Y
i | Penates 1 T ..
i Rodia 1 i
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They cthhis tie City of fngels. .

but names can be deceiving

| Femme fatales, fedora-wearing henchmen and corrupt city officials—just a

.|| few of the unsavory characters you'll encounter in the urban underbelly of

1940 Los Angeles. Journey through unsolved cases ranging

from wartime espionage to the underground lairs of Chinatown and seductive ;
excesses of Hollywood—all brought fo life in dramatic black and white —

as you search to discover the truth behind the disappearance of fellow P.., Jack Slayton.

% Order NOIR direct
ORDER ON-LINE
: ; www.cyberdreams.com
ORDER BY PHONE
(818) 2251049
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Xchaggers. A few days later, you'll cure the Harika and save the Xchagger
peaple. Cure both Harika planels and they will join you.

To free the Clairconctlar, you need to falk to the Spathi, K'tang, and
Exquivan. You'll learn that the Crux is holding the Clair Queen captive an
Warp Station Klashog (Enkidu 4c). Go there, retrieve a Conc Rock from
the dig site, and show it to the Clairconctlar. You can give it to them if
you'd like. Once you visit the Lk, they'll tell you that the Clairconctlar will
follow you if you break the Rock. Go to the Clairconctlar, threaten to break
the Conc Rock, and then flee o Enkidu 4c. When they arrive, they'll see
their Queen and be released from their servitude.

You'll find the Lk on the other side of Quasi Space Porlal G, located in
1hc H’&L‘{ﬂ avstem Thu',r won't lrudl you unlii you retne'fu th Hed uplraf

you earn 1hc Llu lfu.:[‘ they' II gwe you the Sun Demce Ior rejommg the
Chmm,

MASTERS OF THE RAINBOW WORLDS
To explore the Rainbow Worlds, you need to talk to the Owa. First, visil a

FOR

i It ] wta1 thal you lJU1|ﬂ eno Jh colonies to provide you fuel for

‘B8 travaling the stars, landing pods for creating colonies, and dig B .

4 sites and ships for combat. I-I"P RE EE“E"TE"
The first rule of thumb is to specialize your colonies. Have a few %

colonies (ustially the Ur-Quan, Chmm, and Utwig) make ships and

hi

all the other colonies make fuel. For the fuel colonies, move T
lider to-zero value for ships and research, and max out fuel. U e = : El_n HK I“E .
“You should also have two or three colonies solely creating landing Gy A __ 3
pods. Always have your mine, factory, and refinery slider bars at : R Lains _ 3 _
full: If you need'to move resources to ship-building planets, you : o dn o .
can always get excess resource units from those planets that ; dqir EF FE ETE
aren't making any ships because they will usually have a surplus. ' e - :
‘Don't worry, calonies will continue to replenish their RUs, so take
a8 much as you like.

You also don't want to spread your colonies too thin. If one of
‘the race’s star systems has more than one bountiful world, create = .
‘additional colonies there. Since an alien race lives there, you are i : LR, :
‘bound to visit that system anyway, and since you don't expend i ; . oy b il
‘fuel within'a system, you won't have to waste fuel going to the i YA 4 el
‘additional colony for supplies. Make sure you do visit each colony
within a star system, since you have to physically orbit each
.cciﬂ.rly to gain the fuel supplies there.

T ,

“...a'STAR TREK sim
worthy of a place
beside the Wlng B
Commander®and

Star:Wars games.”
PC gamer "

™ & QPP
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MASTERING THE MELEE For strategies in hypermelee, tumn to this
month’s Action Column.

ainbow World and ballle an Owa fleet. Then ask the Harika for the Owa
omeworld location. Meet the Owa reef master and relate to him the tragic
ieaths of his people. He'll give you an explorer for searching the Rainbow
Norlds, an anti-matter scoop for collecting the anti-matter on the Rainbow
surfaces, and a password o get past each Rainbow World's Owa guardians.

se the Owa explorer to excavale a data pack on Alula 1 that reveals the
Jaklaklakpak origin and the purpose of the Celestial Un-Devalver.

Late in the game, you can join the Vyro-Ingo and the VUX. First, get the
fyro-Ingo to join the League by saying the Ploxis have insulted them. Your
ech teams will discover DNA matrixes for both races. Talk to the Lk about
he lwo matrixes and they will tell you that they should be joined. Go to
Salacia with a Vyro-Ingo ship, detach hat single ship, and send it to meet a
JUX ship. The two vessels will join, and the VUX will suddenly be nice and
ive you the last piece of the Ultron.

HE FINAL HOUR
To end the war, go to the Ploxis Rebel Base at Quasi Space Porlal F (the
{ip em). Relrieve the frozen rebels and take al least one crewed Ploxis
hip to High Point 1 (the Chmmr will give you the coordinates Lo the planet).
Once there, jeftison the anti-matter containment grid (which should be 100
percent full from the Rainbow Worlds' anti-malter), Then fight the Ploxis
Precursor ship to end the war.
Days laler, he Orz will atlack (remember to have the Syreen on your side),
and then the Eternal One's Heralds will arrive. Destroy them wilh Ulwig ships
and then retrieve the Sentience Thresher from their leader, You will need to cre-

Ones. To do that, you need the Sentience Thresher, the Sentience Collator
(your tech team will find il after you find the Ploxis Rebel Base), the Sentience
\otation Device (the Precursor gives it to you), and the Ebon Hinge (can be
excavated at Muhlifain 2). Combine them to form the Sentience Collector and
then fill it up with at leasl 13 senliences. Provided you finish all their story lines,
up to 17 races will be available as donors (seven simply can'l).

You'll have several weeks to collect the different artifacts and sentiences,
bul once you do, you'll feed the ethereal Eternal Ones, stave off galactic
destruction, and make the universe safe once again for peace-loving sen:
tients all across the Milky Way,
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Mercenary Killing: A How-To Guide

by Greg Fortune

limbing into an 80-ton, four-
story walking tank with
enough firepower to level a
city, you peer down at the
enormous jointed legs, pan-
ning up to examine the turret
packed with long-range mis-
siles and high-power lasers.
You're going out looking for trouble, because trouble is what
pays the bills. Before the day is done you'll either emerge
from the baltle victorious or die atop the smoldering wreck
age of your Mech. Welcome ta the 31st century.

Whal does it take to survive in the hostile environment of
MectWanrnion 2; Mencenanes? Skill, coordination, strategy, and
lots of practice. This guide isn't designed lo give you packaged
solutions. You won't find charts, graphs, tables, or cheat codes,
because | hope you never need them. The goal here is lo pro-
vide you with some concepts and techniques that will help you AGAINST THE WALL Let the terrain take some abuse for you. This guy's gonna
improve your Mech piloting skills. While winning isn't every- fake some damage before he forces you out into the open.
thing, it beats getting your tail blown off every time.

ing, if you can't execule the maneuvers quickly and precisely, your
CONTROL YOURSELF expensive Mech is still going to end up a pile of slag.

One of the most imporlant aspects of successful Mech combat is The mosl effective contral selup I've found combines a set of rud-
control. No matter how good you are at attack and defense strategiz- ~ der pedals and a throttle controller with a standard keyboard and
three-button mouse.

Configure the pedals to steer the chassis and the
mouse to control the twisting and tilling of the turret.
The mouse buttons can be configured to control firing,
grouping, and selecting weapons. The throttle takes
care of chassis speed and just about everything else. If
you have a joystick, you may want to stick it aside until
you boot a flight sim; it can't offer the precise control
of the mouse. With this setup you shouldn’t need to
take your hands off the contrals from the time you
launch until the mission is complete.

There are many systems built into a Mech, and the
idea is to have as many controls instanlly available as
possible. It's hard enough being in baltle with the odds
stacked against you. The last thing you need is to have to
take your hands off of your primary controller and your
eyes off of the screen Lo enter commands with the key-
board. If you play jumping from device to device like that,
I MICHAEL JACKSON MOVES Try spread pattems with the slower weapons to make ~ YOU are either one heck of a typist or dead a lot. Check

evasion a bit more difficult. the accompanying sidebar, “Control Felish,” for more
details about control options.
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SIMCITY 2000 NETWORK EDITION

The world’s most
popular simulation finally
gets some competition.

SR

;—"‘.‘.—T.?m_ -—

Player 3

Player £

Player 1

is the server that brings
the players together—
before trying to bring
them to their knees in a
mad scramble for power.

i CITY Ellllﬂ

rlt'l WORK EDITION

Player 2

surveys the city looking
for suggestions he can

is in the midst of heated
negotiations with Player

checks out the new sta-
dium and power plant he

make to the group on how 1 that could bring some shrewdly got approved
best to beautify their bur- much-needed revenue to at the city's last real-time
geoning burg. her district. town meeting.

After years as the only city simulator in town, SimCity 2000 now has some
worthy competitors. Namely, you and three friends, competing for resources
and revenue over the Internet or a LAN. Or two of you can go head-to-head
over a modem. It’s the SimCity 2000 Network Edition—now ready to compete
for your free time.

When you're building a mega-metropolis, two heads (or three or four) are

better than one. So import saved SimCity 2000 cities or start a new urban
sprawl. Chat live with your connected commissioners. Wheel and deal for

property and vote in town meetings.

Or forget back-scratching and try back-stabbing—in a shameless grab for political

X1Ss

power. The Network Edition. Not just multi-layered. It’s multi-playered.

http://www.maxis.com

Available for Windows 95, © 1988 Maxis, Inc. All rights reserved. SimCity 2000 and Maxis are registered trademarks of Maxis, Inc. For product or ordering infor-
mation, contact your local retailer or call 800-33-MAXIS. Visit the Maxis Web page at http://www.maxis.com.
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It you have a throttle, this tactic should be easy
lo implement. If you don't, spend some fime fig-
uring out how to oplimally configure your key-
board throttle configuration. One technique that
might help is using the forwardlireverse loggle to
change your speed. As you're running, kick your
Mech into reverse. Before you stop complelely,
slam it forward again and you'll accelerate lo your
previous speed. This works particularly well
against PPCs at a distance,

With all of the Mech design variations in
this game, you may be wondering which are
the best and worst designs, and which
weapons to load on them. Instead of giving
you a guide to the hot Mech/weapon combos,
though, my advice is “know thine enemy.”
Although some of the designs are deathtraps,
| encourage you to play a couple of missions
in them anyway. Yes, drive the deathtraps. You

SMOOTH BEATS PRETTY If your graphics card can’t take the heat, tum off some of the WIH_gain a much deeper knowledge of a Mech
options to get a better frame rate. The game will stil look great, and you'll have a much bet-  design if you try to use it as opposed lo just
ter chance of survival. blowing it up. Only by experiencing the weak-

nesses firsthand will you truly understand how

to disassemble a Mech design most effectively
BASIC STRATEGIES on the batlefield. Just be sure to make liberal use of the “save

Your factics should vary greatly based upon the speed, weight, and ~ game” feature when driving a substandard Mech!
weapon systems of your chosen Mech. Remember to use terrain to
gain an advantage, especially if you have jump jels and your opponent  JUMPING MECH FLASH
doesn'l. If you have long-range weapons, you'll want to make the best Jump jets, when used properly, allow a Mech to quickly make high-
of them. Try to position yourself so the landscape will slow your oppo-  speed maneuvers in unexpected directions. They are also very useful
nenl's progress toward you, increasing
the number of opportunities you'll have
to get a shot in. A series of small hills
or similar terrain works well-just be
sure to aim for he lop of the hill and
~fire while your target is still progressing
* up the slopg, so that the enemy Mech
gels hit as soon as it reaches the top.
The classic strateqy when closing

on 4 larget is to point your chassis
about 45 degrees off of your target and
twisl your torso so that your weapons
are brought 1o bear. In MERCENARIES,
enemy Al Mechs can now lead you
with theirs shols as well, so we have fo
add a new wrinkle 1o this strategy for it
lo be effective: speed variations. If you
can keep your speed fairly variable,
- you'll keep a lot of enemy fire from hit-
*ting you. This is because the enemy Al
leads based on your current speed
and direction, and if that speed I

SRM4 160 SRM4. 100

SPY IN THE SKY Saeliite uplinks can be useful in the city, but the view is usually too narrow to help

changes you've nullified that calcula- much out in the open.

tion.
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Simultaneous or turn-based
gameplay plus adjustable tum
length and game speed will
challenge both real-time and
turn-based strategy gamers

Any combination of up to
four human or computer
opponents can wage war.
Battle over a network or clash
head-to-head via modem

as one of eight Factions, choose
 over 50 land, sea, and air units,
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when someone launches a pair of linked SRM 6's at you and you
need to get out of the way in a hurry. Here's a couple of my favorite
jump jel—based maneuvers and when | use 'em.

“The Monkey on Your Back" is a fun little maneuver | came up with
- while honing my DFA (Death From Above) skills, and it is now one of
my favorite strategies against slow, heavy Mechs. You can do the
drive-by version of this maneuver, but | really enjoy the aerial variant.
The goal of this maneuver is lo jump over the enemy's Mech, twist in
the air, and land behind it with all of your weapons charged and point-
ing up his tail pipe. Then you proceed to free the target Mech's inter-
nal systems from the confines of its torso by blowing them out
through its chest.

Sound like fun? This is how | do it: As usual, | close the distance at
high speed and a 45-degree angle off of the larget, to make my
enemy’s job of leading me a litle more difficult. Large Mechs usually
have some prelly heavy long-range weaponry, so get close pretty
quickly. You'll also want to have your jump jets ready for the nexl step.

Once you are within a couple hundred meters of your enemy, hit
your vertical jump jets so that you have just enough allitude lo clear
the top of your enemy. As you begin lo pass over your target, reduce
your throttle to low power, use your turning jets to spin 180 degrees,
and apply a little forward jet when the turn is complete.

If all goes well, you'll jump over the top of your enemy and land
- directly behind it with all of your weapons pointed at thal lovely, soft
back armor. You don't want to be too close, because the nex! step is lo
unload all of your groups, one after the other, into your targel before it
has a chance to turn around. The P key will fire all weapans in a group
and cycle to the next by default, but I've re-mapped Ihal funclion lo a
convenient hal position on my CH Pro Throttle for easy access.
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As the enemy lurns towards
you, hit your vertical jump jets
again; complele a short burst
forward, another 180-degree
twisl, and another short for-
ward blast. Now you're behind
them again, usually with all of
your weapons systems cycled
and ready fo go again.

Pay attention not to where the
enemy turret is pointing bul to
the direction in which the chas-
sis is heading. Try lo anticipate
wihere he'll be when you linish
your jump and maneuver your-
sell accordingly. Use your jump
jets sparingly, and when you get
town lo about one-quarler
power on your jels, use the rest
to get the heck oul of there if the
enemy is slill standing. A word
of warning: mess up and you
may find yourself slanding foe to
loe with a really ticked off Dire
Wolf-not a fun place to be.

cLAC20 10
cerMLAS

BACK OFF, MAN
In a Mech loaded with PPCs or LRMs, leverage the range of
those weapons as much as possible. If you can gel into an area

nlike your starmates in MechWarrior 2 and GBL, all
of MercenARIEs” Lancemates aren't created equal,
Some of them are very good; some of them | would-
. 't let shine my Mech’s footpads. Regardless of how
*good the guy on your left may. seem, you have to watch them
-all closely. Even an A+ pilot can screw up, and you should be
ready tolgive them new orders at any time. The good news is
that they don't tend to get stuck behind rocks and buildings
dnymore, so your management tasks are much easier.
- Aerotech pilots are another new wrinkle in the game. They can
1 | be:very effective in taking out turrets, tanks, and armored trans-
ports. They can also be useful against enemy Mechs, but don't
send them after a Mech without ground support. Unescorted
Aerotechs tend to get blown out of the sky by enemy Mechs
- inless your have another Mech there for your enemy to deal with;
you'll go through a lot of Aerotechs if you send them in solo.
~ Don’t send' Aerotech pilots in after tall, stationary targets.
They use the same Al as your Lancemates, which causes
them ta get right up next to an object before trying to go
around. | had one Aerotech pilot put his nose on a tower
-and unload his missile racks into it, causing massive splash
“tdamage to his craft, death to him, and gales of incredulous
laughter to pour from my cockpit. That was a big rookie
mistake from a guy who cost 90,000 C-bills a month.
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LAST CHANCE It's a good idea to keep a laser in your cockpit or center torso,
just in case you lose everything else.

where there is a lot of wide open space behind you, turn your
Mech to face the target and as it approaches, fire your weapons
and shift into full reverse.

Even the slowest Mech will overtake you in a hurry if you
are running in reverse, unless you have jump jets. Bursts of
speed from your jets can help you keep your distance while
you hil your enemy with long-range weapons and stay out of
laser and SRM range. Eventually you'll have to engage in a
more convenlional fight, but by then your target has proba-
bly sustained massive damage and you have a distinct
advantage.

POWERING DOWN

These tactics won't work in every situation, but they do
demonstrate that, with a little thought, you can combine
basic strategies and Mech special abilities to create
maneuvers that will surprise and impress your opponents
and teammates alike. The goal here is to learn your Mech
and expand your skills so that piloting it is as natural as
walking down the street. To reach this point, you'll have to
spend hours upon hours practicing, but the practice is
anything but tedious, and has its own rewards along the
way. Your defeats will be experiences to learn from, and

your victories will have that sweetness that only comes from a
long, hard battle that is well fought. May your plasma burn hot and
your enemies grow cold.

an't go anywhere without their joy-
this Mechipilot’s take on the various
ilablein the MechWarrior 2 series.

10
ry effective controller. The main advantage
unons available under the thumb of your

e recommended way
mnst people it's the
‘a “kick me" signin
eir back, | played

Me .WamarZ and | thought
5 doi gfairiywell Once |

th keyhoard 1o type
and press Enter
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Mouse: Assigning the turret controls to the mouse gives you
the ultimate in precision turret control, It's fast, accurate, and
doesn’t take long to get the hang of. Leading your target prop-
erly is the most basic skill one needs to master to be competi-
tive, and using the mouse helps develop that skill faster than
anything else 1've used.

Throttle: If you can get your hands on a programmable throttle,
do so. The CH Pro Throttle | use has four programmable buttons

and four fully programmable four-
way hat switches, That's 20 func-
tions available under my fingertips
at all times. | use the buttons for
switching between chain and group-
fire modes, selecting nav points,
overriding heat shutdown, and tog-
qling forward and backward. The
hats control jump jets, target selec-
tions, view modes, and zooming.
Having split-second access to all of
these contrals makes all the differ-
ence in the world.

Pedals: | use rudder pedals to
steer the chassis, because it is
intuitive to use your feet to con-
trol the direction in which you're
walking. Pedals also let you
change direction without taking
your hands off of the mouse and
throttle. The player using all four
limbs to defeat his enemy obvi-
ously has an advantage over
those fighting with just their
hands.
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The

Commander Carter Lays Out The Perfect Strategy For Taking Gallius 1/

by Tim Carter

EADLOCK is one of a growing number of
games designed from the beginning
around multiplayer combal, a game
that offers a credible human alternative
o often pathetic compuler Al Of
course, playing against other humans
does have a downside: someone glse
knows when you lose, and may be apt
to rub it in. The solution? Don't lose. At least, don't lose very often.
As you'd expect, the palh to success lies with a solid strategy.
Overconfident gamers beware, however. Even the best-laid plans can
come lo pieces at the hands of a crafty opponent-and they can fall
apart with amazing speed when you're facing two or more opponents.

CHOOSE YOUR PLOT

The first order of business in DeapLock is choosing the right land-
ing site. You want a site thal gives you a fair buffer from others, but
also places you close to other territories and the seas for expansion
and resources (for delails, see the sidebar “Plotting for Victory").

As for races, | greatly prefer the Humans or the Tarth. They are the
fastest out of the gate, and many games are too short for the natural

- advantages of other races to have an effect. The humans get financial
* bonuses, which can be converted into military power late in the game.
The Tarth are just naturally stronger, with more formidable units that
make military success easier.

Many gamers seem to prefer the Cyth because of their fixed
morale. However, the Cyth operate at a great disadvantage, as the
fixed number of unhappy Cyth greatly slow early production and
expansion, and maintaining high morale with other races really isn'l
all that difficult. Because of this, | like to pick a landing site near the
Cyth or other weak races, and away from Tarth-unless you want to
fight right from the start.

ART, SCHMART

Speaking of morale, get those cullure-producing facilities built early,
especially in important zones, and then have them upgrade until
morale becomes an issue. Plan to overpopulate every zone you can,
as the morale loss suffered will easily be compensated by a decently
staffed museum. The extra production you gain from fully staffing

JANUARY 1997

your facilities is crucial to winning, especially if land space is limited.
Also, check your morale as the game progresses. If you have extra
culture, use the cushion to raise taxes as high as possible.

Fortify all your zones as soon as possible. This makes your territory

READY, TARTH, GO! The Tarth are one of the best races to play.
They manifest their special abilities immediately, as their units are
simply physically tougher.

7" Dipadiock: Planelocy Conuest

ARTS AND CRAFTS You don't need to play the Cyth to get good
morale. Staff your culture centers and build Iots of art objects,
and then tax your citizenry as high as possible.
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_I'Inniny For Victory

nitial landing site should allow quick

‘of the necessary resources,

) has one or more islands-access to
rtant as terrain, though, s your to

nship with opposing forces.

 a starting site in the middle of the

ow good the terrain is. This will leave you

des, and will require a much greater

nits and fortifications. Also, if you know

Ieast one player between you and

ost. If you consider yourself fear-

5 possible between yourself and the

oid at all costs that unique kind of

od attack over all else. They usually lose,

0 with them if you're not careful,

der tha overall ha!anca of power on the

# adifficull conquest, and allows you lo reinforce a threatened zone

. before it can be overrun. Rather than garrisoning all of your colony, try

building a powerful rapid-reaction force, locating it centrally, and then
responding as necessary. Send the rest of your units on to the attack.

Let's face it-DeaLock isn't Civiizarion. The key isn't natural growth,

* but military conquest-the faster the better. Keep in mind, however, that

~ you will frequently have to work as part of an alliance, and that too

- much success too early may bring the wrath of all the other players

down upon your head. Anyone who has played Diplomacy will knaw

what | mean. In facl, a few games of Diplomacy might serve DeapLock

- players well, as knowing how to manage the growth of your empire

- withoul disturbing allies-and knowing when to stab them in the

- back-is imporlant here.

IN THE ZONE Choosing your landing site is your first strategic move.
Here, the Tarth are far enough away from the enemy, but close to
forests and mountains and only one territory away from the sea.
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THE WAR COLLEGE

The basic elements of military strategy are pretly obvious, and |
won't waste too much time on them. Build the biggesl, best-armed
forces possible, then go on the rampage. Use combined arms-espe-
cially those powerful missiles-wherever possible, and lry lo caplure
enemy territory infact. You might want to try slash-and-burn attacks if
you know you can't defend a zone, but you want to put the brakes on
an opponent's economy.

Having said this, how do aspiring planetary conquerors get ahead
in the world? In games against multiple human opponents, rapid and
unpredictable-or at least unexpected-action can be very effective. A
war of allrition is not only boring, it's easy to plan against. If you grad-
ually grow stronger than everyone else, you can expect lo watch them
gradually line up against you.

On the other hand, if you can launch a series of attacks that get
you what you need before anyone else can reacl, or al least before
they can react effectively, you will obviously be much better off. The
simplesl way lo accomplish this is through technology. Getting fo the
Holocaust Cannon or Supernova Warheads first can give you a devas-
lating advantage over your opponents.

Alternatively-and a lot more interestingly-with the right economic
planning, you can buy yourself a superior military force. The key to
using the Skirineen is having enough morale 1o survive the odd scan-
dal, and having the cash to buy a serious force in a hurry.

Obviously, the higher your taxes, the better your buying power will
be. Maximize your trade from idle air and port facilities. The best way
to get a lot of cash in a hurry is through the sale of resources.

Buying an army serves two purposes: you get decent units quickly,
and you should be able to caich your opponents unaware. The value
of surprise cannot
be overestimated
against a human
opponent, given the
lime limits for turns
and the high level of
micromanagement
needed to make a
big empire work
properly.

NUKES FOR SALE Buying from the Skirineen
can quickly lead to military superiority. If you
keep your morale high enough and have
enough money, you can buy an instant and
large army and surprise your foes.

REASONABLE
FORCE

Finally, don't over-
commit to foolish
battles, no matter
how much your
allies insist. Unils are expensive and can die quickly in the face of
superior forces or forlifications. Always give your units retreat orders
at high damage levels, since it's better to live to fight another day.

On the defensive side, this isn't necessarily the case. Il goes with-
out saying that if an ally is gefting ahead of you, you may want to
encourage him to overstep his power by attacking a particularly tough
zone. After all, you're all engaged in a battle for the planel, but only
one of you can win. If you play your cards right, that will be you.
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RAMA When Arthur C. Clarke, one of the greatest vision-
aries of all time and author of 2001: A Space Odyssey combined
forces with Gentry Lee to write the book Rama II, it was bound to
be an extraordinary experience. No less so is the game based on
their sci-fi masterwork. Aboard a great interstellar ship, you'll find
a world so vast, that exploring its complex secrets and mysteries
will stretch both the limits of time and your mind. At first you will
wonder: what goes on here? who can be frust: |\, s anrs
ed? where is the danger? But, as you decrypt . L] ”m u
the language of octospiders and avians, and sur- = “{{“<f" 1| |
vey the riddles of this 30-mile long spaceship, -
you will be drawn In to play the role of savior. =
e Not for The Weak-Willed or The Faint of . .
ﬂ Heart. But, definitely for The Adventurous ‘. - .&me
Rla| WIN 95 [DOS! Devotee of Scifi. 4




< LA PHANTASMAGORIA® Ii

SN Roberta Williams' Phantasmagoria terrified and
5 e r Ad}/ﬁ 1_ @ “ﬁm . “"Q i q Icaptivated moreflh:n a rni!lilciff:} I:jorror and my:tet:y
. . L., lovers as one of the unqualified successes of the

E r a ﬂ ure a e'bu w2 iy r:‘, past year. Now the terror is back, intensified and
el i more controversial than ever in an all new story,
A Puzzle of Flesh™A game that will appeal to The

Steel-Nerved, this richly woven tapestry of psychological horror pulls
no punches. The scenes are often all too graphic, the fear you'll feel
will be all too real. Fortunately, the designers have thoughtfully pro-
vided a password-protected way to set the level of intensity,
should this game be a little too much for some members of m]
your family. Or, perhaps, even you. [WINO5'JDBEI MAC ==
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NASCAR. RACING 2

What do you get when you take the most
popular racing game ever made (the one
PC GAmEeR called “the best racing sim
ever made,” and the only one licensed
by NASCAR) and tell the pit crew to do
a major overhaul? You get a game with
‘96 cars and 16 Nascar Winston Cup cir-
cuit tracks, You get 8-driver network
play, a faster frame rate, and a new
arcade mode that helps you start driving
faster. Another most cool addition: sim-
ulated spotter and crew chief communi-
cations so you'll know who's on your tail
and when it's time for new rubber. Is
there a better game for The Avid Lover
of Realism and Racing? Negatory.

NASCAR® Racing 2 is offickally licensed by NASCAR. The name and
Iikeness and marks of the #3 GM Goodwrench Service stock car and
the Dale Earnhardt name are licensed with Dale Eamhardt, Inc. The
il B, 5, 1 i
ndund;mfmmnhnummm?Tmmrmm
Logp are registered trademarks of Procler & Gamble and may nol
be used without written consent of Procter & Gamble, Procter &
Gamble has licensed these rights to Papyrus Design Group's name,
Name and likeness of the #10 Tide car ks used under license with
LCR, Inc. The right to use name, likeness and image of Hendrick
Molorsporls car #24 DuPont Automative Finishes and Jeff Gordon

are granted under license from JG
Motorsports, Inc. The name of Johnny

Benson, the name, marks and race car |, 1

deslan "of Baharl. Racing's #30 car  (/IWASGAR. !
inchuding the. trademark of Pennzoil A
D oS oy B i Company, are used under ficense with

: 2 e | I Bahari Racing and Johnny Benson. :

e
NASCAR Racing is also avail- 7.~
muwa able for Mac and the

@ PlayStation™ 122
] m& game console.

-I_:U'fh:-z.‘.-

http://www.slerra.com/nascar2

FRONT PAGE SPORTS’:

GOLF What does swinging a golf
club have in common with clicking a
mouse? If you ask us: nada. That's why
we invented TrueSwing™. You pull the
mouse back for your backswing, then
thrust it forward for your shot. Now we're
talking golf. We're also talking down-to-
the-inch realism on the world-class
courses you'll play and the 3D animated
golfers you'll watch. And, thanks to net-
work play, you can hit the links with up
to 255 of your closest friends. Anything
else? Yes, This game was designed by
Vance Cook, the genius

behind the original Links ===

386. So, basically, it's
the golf game to get if
you're The Settle-For-
Nothing-But-The- _ _.

Best kind of gamer. @

WIN 95 | Bt

. http://www.sierra.com/golf

& $ron0 ho =
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LOR DS " The original Lords of the Realm™ was
named “Best Historical Simulation” by PC GaAmER. Now
s 1 45 | they say this all new sequel, “combines the best of two
worlds,” referring to the real time battles and the turn-
based' strategy game that is Lords /I. In other words, you
can lay siege to your opponents with catapults, flaming
arrows, pikes maces, and the ever popular boiling oil.
; But, flrst you need to come up with a
) briillant strategy for managing your lands
and serfs. Build up a strong kingdom
and it's plunder time. Play up to three
others head-to-head via modems

i ; and networks, then watch those PEsd
'y head-to-heads roll.  wiN o5 [DOS!

CYBERGLADIATORS™  whats 12feet

tall, weighs 3/ tons, is made from toxic waste and mili-
tary wreckage, and is capable of kicking your sorry butt
into: next Tuesday? Duh, They're CyberGladiators- the
most aggressive, unpleasant, and downright vicious oppo-
nents ever to appear on a PC monitor. You can interrupt
and change moves on the fly (a first).
Plus you can kick your opponent's head
off and watch his lifeforce ooze away
(another first in computer gaming, and in
civilization in general). Ideal for The
Manly-Man., Not recommended for TEEN
anybody who goes by 'w\j
the nickname “Wuss.,”  WIN95 ¥%=

I E R R A"

http://www.sierra.com/cyberg




HUNTER/ HUNTED"

; Take a deadly arsenal, a computer,
.| acouple of life forms, and then put
| | the whole works on bovine steroids
| " and you've got the idea behind the |
| | furiously paced Hunter/Hunted.

' You can be the “hunter,” a two-
horned monster having a serious

.| | bad:-hair day, or the “hunted,” a |

; human who does not think it is 'fun
[ | to be placed in a life-and-death
[ | battle simply for the amusement |
| | of arace of super-aliens. You'll
4 | ‘encounter flesh-eating tunnels and

. honby'trapped sewers. in the first

- a PC game that lets
/?’QN!!‘:I’: you fight head-to- |
S A, Fhead with a split
: o .'1 2=, 'screen so you can |

3" Y3z keepa blood-shot
B f eyeonyour ... -

£ ﬁUﬁ 'f—'ﬂ nemesis. 1
e WIN 95

w
| ()

the We ek;ﬁy Waryior

er fo win a %5000 home e
Buy 2 5|errﬂ cDS aM Geﬁ.a grA fre anjeeerrr:zlrnrcardlir:r falll?i?mb ﬂ?i}:::?;etdff
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har
http://www.sierra.com/antara

‘\ ‘\ f \ BETRAYAL IN ANTA RA In our'realm’s (role-playing computer games) glorious medieval

: period (about three years ago), a great lord known as the Empirical Scribe (editor) of a journal of a emi-
spcx® ¢ nent repute (Computer GAMING WoRLD) bestowed a great honor (“Hall of Fame”) upon the forebearer
£ (Betrayal at Krondor) of the newly conceived Betrayal in Antara. And so, from these royal roots, comes a
% rich, complex brew of secrecy, magic and combat. More than 50 spells are placed at your diabolical =
o weiuse sy disposal, as you hinder the corrupt agenda of the Antaran empire. For The Magical, Tactical Wizard ‘:\}
) i in:your realm. Mere mortals need not apply. WING5 WIN] W22

n‘v”’mw.-.. BIRTHR'GHTH There are

7= certain things one approaches very
/o carefully:  dragons, swords, spells,
treachery, and taking a legendary
iﬂ AovANGeD DUNGEON & DRAGONS® game
i like BirmrRiGHT and putting it on a CD.
P W S0 let's just say we treated BIRTHRIGHT
= with more respect and authenticity to
the TSR™ way than you might expect
from a computer game. This first game in the BIRTHRIGHT
trilogy gives you the opportunity to share the realms of
Anuire with other players over the Internet and networks.
Discover what happens when fantasy roleplaynng meets
strategy and war-and when the magic of gEex
BirTHRIGHT meets your computer,

< o BiRTnRicHT and ADVANCED DUNGEQNS & DRAGONS are — e
Terence Gruphon HP:6* trademarks of TSR, Inc. and used under license. ~ WIN 95 1@5“

Your suing nisses

Hichael Angelie HP:17¢2@) AC:12
Take 3 points danagel

Harlae Rocsone HP:18¢28) AC:18
Delivered 5 points danago

Y% el A= [ ]=]

http: //wvm sierra. com/ birlhrlght
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POWER CH ESS“ Here, finally, is a computer-based chess

game made to satisfy The Computer-Based Chess Game Skeptic. Why?

Because Power Chess doesn't just beat you to a pulp like a microchip a

Grandmaster. Instead, it uses artificial intelligence to actually figure out Sﬂe_r[rg AdVenﬁre & @heﬁs:
how good you are, Then the computer plays just a few
rating points beyond you to keep you challenged and
sharpen your game. There’s also a personal coach who WQLC 0 me A d di_h'on S

will analyze your moves and give expert suggestions in

clear, non-computery, spoken English. Now, what are 13 _Hq e CD COLLedi Dn Of

you going to do with your new chess skills? How

about taking them on:line to beat other Power m
Chess players (preferably, to a pulp). wiN 95 D

T
LTI ¢

'H)E Guy Borin 6 cénﬁﬁes Too IGTQ

http://www.sierra.com/powerchess
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Sietra for the flome ard family: Rrfeet for

-__ >

the Do-H-Yursel f

and

http://www.sierra.com/drbraind

THE TIME WARP OF DR. BRAIN"

Are you one of those Research-Things-To-Death-Before-You-
Buy people? Well, last year, a magazine that reports on
consumer matters and who would sue us in an instant if
we used their name, said that Dr, Brain is the best soft-
ware you can buy for your kids. And what would they say
to our latest installment? We bet they'd
like the way Dr. Brain lets you travel
through time. But mostly, they'd be
impressed by the ten new 3D puzzle
areas, over 600 new puzzles, and the
4" three levels of difficulty that make Dr.
Brain fun and challenging for

all ages-including yours.

5\
WIN 95 MAC L\Q




SELECT DOCUMENT TYPE

SIERRAHOME:
4 “MUST-HAVE ” PRODUCTS R S
AT 1 INCREDIBLE PRICE.

1. Print Artist 4.0 starts you out with hundreds of cards,
signs, stationery, and designs you can madify.

Chickon Breastswith
Green Peppercom

2. More than a redpe collection, MasterCook Defuxe helps
> you work out nutrition, menus and your shopping list.

3. Plant your dream garden with LandDesigner 3D, then let http://www.slerra.com/printart
he compiter show you how it will look through the years.

S I E RRA HOM E You know those software collections they make for businesses?
Well we've brought that same idea home, by taking the best software for families and

putting it all together in one first-rate, reasonably-priced,

indispensable package. Here’s what you get: Print Artist™ y H‘ . 0 L
4.0, acclaimed by PC MacAzINE and FamiLy PC as the best all- £aI10McE -
around home publishing software for invitations, cards, signs ‘..::1 &
and more; MasterCook™ Deluxe, with 1,600 rather tasty £8 =g . < 4
kitchen-tested recipes and nutritional data; LandDesigner 3D = ™ | ‘_a; =

a detailed reference on plants and vegetables that lets you (e |

create gardens you can walk through in remarkably realistic B4, i Y |

3D; and Collier's® Encyclopedia, the most serious, information- oo ol

packed CD reference avaijlable, and an WIN 95 W] e e () I
4. Colliers Encyclopedia isn’t a toy or a “sound bite” invaluable resource for students and adults. e

collection, It's a serious, authoritative reference.

1 e v a®rop0 home 2
Buy 2 Slerfﬂ CD‘S aM Gei’agrd fréean:eeelﬂ—lll:n?.:ar‘;};?r fall%ﬂ%&bﬁm?gh::j;erdﬁg
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Oieffa fYeade & Family Games: For

HOYLE® CASINO"

Here’s a game that will hit the jackpot for

The Riverboat Gambler, The Slick-Talking

Dude, and The Incredible Cheapskate in all

of us, It features the games you'd find in

casinos: poker, blackjack, roulette, craps,

** slots, and more. But, it also includes a cast

of witty, sharp—tnngued animated charac-

ters for you to play against. If you're up to human competi-
tion, you can go ondine and match your luck with real gam-
blers from around the globe. Thankfully, no actual money
changes hands, so you'll never have to explain things to your
spouse in the a.m. WIN 95 IR Bese

Sterra OnLine Is an official licensee of Hoyle a division of Brown & Blgelow, Inc.

http://www.slerra.com/hoyle/classic

3D ULTRA PINBALL": CREEP NIGHT"

If you're one of The Over-Stim Deprived, do we have a game for
you. Following on the incredibly hot heels of last year's best-selling
3D Ultra Pinball comes this all-new edition, with three separate
tables brimming with moving zombies, skele- X s V10 B Gy
tons, gargoyles and ball-stealing ghosts. (Bet f Q‘ : ‘ 'ﬁﬂ !

{2

' table.) And here's something you don't see in el 5 aa s

Al other PC pinball games: Sierra’s physics-based ,.I..'ff"J i A ﬁ (3
4 ball movement, extra wide tables, and super- (P f Ny b
B fast play action. Exciting?  Exciting! ' ) TR {
 we're getting wired just telling you

about it. WIN MAC Al

5 I‘: aiam i)
_.:l Il!H o

(i 3
i A

hltp //www.sierra, com/3dupb2

SIERRA GO'O'D AS"GOLD
i Oun PROMISE comas wrru EVERY SIERRA PRODUCT
' -3- Satisfactmn guaranteed or your money back -& Free ter.hnlcal suppart -b Auto—update downloader bullt in.

s -1 B R R A" Buy,@Slerra CDs and Geta 3rd free
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LOYD CASE °

TECHNOLOGY

Performance

PG Tuning

A Faster System May Be A Few Tweaks Away

his month |
had the
chance lo
build a gamer’s
dream
machine,
which is anice
solution il you
can alford it.

In the real
world, though, most of us don't have
$9.000 to ereate our vision of the perfect
lot rad, so we have to make some com-
promises. With a little help from a few
friends, I've assembled some suggestions
for tuning up your own machine to get
the best performance. Some of these
involve spending some hard-cared
cash, but others simply require a little

p;1| ient |\\'('.'Itiil'lg (JI‘ vour .'\_\'S'L'Il L

THANKS FOR THE MEMORIES
Anarea of performince often over-
looked is memory: Modemn operating sys-

tems like Windows 95, Windows NI ar
OS2 like lots of RAN=the more the bet-
ter, within reason. A PI66 with 32 MB of
RAM might actually run better than a
P200 with only 16 MB. If vou're minning
DOS games under Windows 95 from the
desktop, not as an MS-DOS exclusive
application, you should think about
upgrading to 32 MB of memory. Most of
the more recent DOS games require al
least § MB of memony, and alot of them
want 16. Given that Win 95 needs about
12 MB, then you're Ilmking al 28 MB-12
for Win 95 and 16 for the game. The
allernative s to rebool Lo exclusive MS-
DOS mode.

Whatever vou do, don’t get onc of

those memory compression programs,
liven the ones that work can adversely
alfeet the performance of DOS games.

Lets talk about types of memory for a
moment, In the past, all vou had to worry
about was speed: Should 1 zet S0, 70, or
60 nanosecond (ns) memony? (A
nanosecond is one-billionth of a second.)
Then came Extended Data Out (1:DO)
DRAM, which requires newer mother-
board core logic to work. Lately, there's
been alot of hoopla, mostly in ads, about
Synchronous DRAM (SDRAM).

Your svstem may support SDRAN,
even if you're not running it currently.
Systems using [ntels 430VX mother-
board chip set can use SDRAM. 1y
access time is pretty typical, 60 ns, bul
SDRAM offers a higher clock rate (100
NHz), while other memory technologies
ustally run at 66 MHz. In theory,
SDRAM should yield faster performance
since it runs at clock rates closer to that of
the CPUL. In practice, it's not so obvious,
Using the Winbench 96 benclimark, |
found the differences between DO
DIRAN and SDRAM ranged from three
percent faster in CPUMark performance
to four percent slower in Craphics
Winnnark performance. These data are
actually within the margin of error for
Winbench, so if your board supports
SDRAM, don’t pay a premium for i,
beeause vou won't get much pavback.

What about graphics memon?
Memory used in graphics adapters offers
an even more stunning array of confusing
acronyins than system RANE SGRANT,
RDRAM, VRAM, MDRAN, WRAM.
Despite all the marketing hype, vou can

usually find excellent, fast graphics cards

using any of these lechnologies (see the
CGW Web site for more). As I've noted

in past columns, the quality of the drivers

‘ ‘ Tuning

your system
can improve

is often imuch more important than hard-
ware details, especially when vou consid-
er that graphics cards often use the same
accelerator chip.

OVERCLOCKING: DON'T TRY performance'
THIS AT HOME

A number of users have discovered

and may
yield more

that it’s possible Lo set jumpers on many
motherboards to run their processors

frames per

second. ’ ’

laster than their rated speed. In other
words, by changing a couple of jumpers,
a lentium 133 can be mnat, say, 150
MHz. This trick is called “overclocking,”
and my suggestion is: avoid it. When
CPU chips come off the fabrication line,
they're all together on a single wafer of
silicon, Vendors test the processors at dif-
ferent speeds, then sort them into appro-
priate bins. All companies allow for a
slight margin of eror. You may be hucky
and get a chip that can be clocked higher
without any problems— then again, vou
might nol. "The prablems might be obvi-
ous (the system doesn’t boot) or insidious
(mysterious lockups or program erashes).

Also, overclocking generates more heat,

which can have an adverse effect, possi-

For detailed info on
CGW’s 3D graphic
accelerator tests, hit
the Web at
www.zd.com/gaming.

bly shortening the life span of the chip. As
the disclaimer goes, unless you're a
Irained professional, don’t try this at

home.

BIG WHEELS KEEP ON TURNIN'

Here are some things vou can do to
help speed up your disk. One obvious tip
that’s often overlooked is to simplv defrag-

ment your hard disk periodically: Files

JANUARY 1997 cC



LOYD CASE

live ona disk as discrete picees, called
clusters, which may not be conliguous
(meaning that they all may not be adja-
cent lo cach other). Also, as files arc creat-
ed and deleted, gaps between clusters
will be created. Over time, your disk will
seem to be running slower and slower.
Running Win 955 Disk Delragmenter
utility brings all the files together, rear-
ranging them so that all files are stored
contigriously.

Heres a usetul trick if vou have two
separate hard disks, and are running Win
95, 1 Windows Y5 is on drive C, tell it to
put the swap space on drive 1 (as an
exa nph-)_ You can change this selt ing h_\-
bringing up Control Pancl, sclecting the
Systemicon, clicking the Performance
tab, and then pressing the Virual
Memory button. Click on “Let me speci-
fy iy own virtual memory settings.” You
can then pick the drive from the pull-
down list. Note: make sure that the drive
vou seleet has at least 30+ MB of free

Space.

CD-ROM PERFORMANCE

One of the most underrated perfor-
mance metrics for CD drives is CPU uti-
lization. What good is an Sx drive if, while
transflerring data, it cats up so much of
vour processor’s time that the game stalls?

EIDE CD-ROM drives often have high

CPU utilization, whereas SCSICD-
ROMs don't. Here's where a little extra
investment can pay off in terms of perfor-
miance. On top of that, SCSI CD-ROMs
are finally starting to diop in price, with 6x
and 8x SCSI drives dropping below 200,
Yes, vou'll need a SCS host adapter, bul
il its only for the CD-ROM, you can find
deeent ones for well under $100.

Il you're running from Win 95, make
sure vour CD-ROM cache is at its high-
st selling, Right-click on the My
Computer icon, and select Properties,
then select the Performunce tab. Click on
the File System button, and set
Supplemental Cache size as high as it
goes —asstiming you have at least 16 MIB
of RAM —and set the CD-ROM drive
lype o “quad speed or higher”

BIOS TWEAKING

One little-understood area that offers
some polential for better performance is
the ROM BIOS. You may have gotten
into your BIOS setup program, usually by
pressing a specified key during boot-up,
to setup a new hard disk. Not all BIOSes
offer a lot of adjustment, bul some ver-
sions of the ANMI and Award BIOSes are
tweakers' heaven, Be warmed, thougl:
messing with the BIOS is dangerous —it's
possible that the system can getinto a
state where it won't boot. One word of

advice: never, ever mess with PClinter-
rupls unless you know what you're doing,

The area in the BIOS offering the
biggest potential for performance increas-
es is the area of memory timing. lor
example, the Pentium Pro system we
built for this year’s ultimate gaming rig
allows vou lo set the memory speed 1o 50
ns. There isn't much in the way of true 50
ns DRAM out there, but the parity EDO
DRAM we used seems to support it.

Tiveaking memory timings isin'l dan-
gerons, but it can cause lockups, system
Dalts, and even the dreaded “blue sereen
o dealhh” in Windows 95. If you're tweak-
ing memory timings and gel erratic
behavior in your system, restore the
default.

FINAL THOUGHTS

Spending alitile time tuning your sys-
tem can smooth overall performince,
and may vield more frames per second.
You may suddenly discover that processor
or motherboard upgrade wasn't as urgent
as you thought. At worst, vou'll develop a
little more familiarity with the inner work-
ings of that virlual world engine on yvour
desktop. Who knows, mavbe your ulli-
mate rig will be faster than ours.

ar more detailed infonnation on
upgrades, wateh for Loyd Case’s Ultimate
Gane Machine, Part IV in March. &

PDedicated Game Parls and

the Microsoft Sidewinder
Gamepad Microsoft's new
Sidewinder gamepad looks really cool, but it has a potentially
dangerous flaw. The Sidewinder works only from within
Windows 95, and installs special drivers for its operation.
Unfortunately, the Sidewinder becomes very cranky when more
than one game port is present. This can happen when, for
example, you have a Plug-and-Play (PnP) sound card installed
and a dedicated game card, such as the CH Gamecard or the
Thrustmaster ACM card. You need to make sure that the game
port on the sound card is disabled in Windows 95. Go to the
Device Manager in Control Panel and deselect “original config-
uration" for the game port on the sound card. Cards like
Creative Labs' PnP cards also come with a configuration
ulility—make sure you disable the game port there, too. If you
don't, Windows 95 may refuse to start, and then might even
need to be reinstalled.

PMatrox Cards and the 3D Checkbox If you've fooled around

with the neat little utilities that Matrox ships with its cards for
configuring resolution, color depth, and so on, you may have
noticed a little checkbox labeled 3D. Don't check it—it's there
for certain kinds of 3D acceleration used for CAD programs
and other similar applications, not for 3D games. If you do
check it, your Windows performance will degrade substantially,
and there will be no benefit for 3D games. If you're playing 3D
games in Windows 95 written with Microsoft's Direct3D, they'll
take care of turning on 3D acceleration automatically.

PVerité Version of Quake 1.06 Available If you've gotten one
of the new cards with the Rendition Verité 3D accelerator, then
you've probably been playing VQuaxe, the Rendition-accelerat-
ed version of Quake. There's now a version of VQuake available
that works with Quake 1.06. It's better tuned and runs more
efficiently than the original VOuake, so you won't notice any
difference on benchmarks, but it runs more fluidly overall, and
the mysterious hesitations that would occasionally oceur with
the 1.01 version are mostly gone. You can get the updated
version from Rendition at: www.rendition.com/quake. html
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From the company that consistently delivers

Dot 30 Turned Test A =,
high performance graphics accelerators, comes
“ the next wave of graphics innovation for your
- home PC.
4 Matrox Mystique’s state-of-the-art technology

combines the new MGA-1064SG 64-bit graphics €
| chip, an integrated high speed 170 MHz
% | RAMDAC and powerful SGRAM memory for
mind altering performance.

Mystique®

==
T 30 Xprassion + PG2TV
Diamond Steaith 30 2000 XL

From now on your Windows 95 applications
sanshiamesprsecs | Will €Xplode onto your screen at over 44 millior
Winmarks and at-resolutions as high as
1600 x 1200. You'll also play back TV quality MPEG and A
video clips at a smooth 30 frames/sec.

And unlike many of the competition's 3D decelerators, Mysthue
delivers true 3D game power with the highest frame rate P
possible and a unique set of 3D features not available
with other products. You'll also get blazing fast DOS gar
acceleration with Mystique's superior 32-bit V% _Emglna

By adding on the Matrox Rainbow Runner series of upgrades,
you'll discover an exciting new universe of digital video and =
make obsolescence nightmares a thing of the past (Q1 '97)
You'll be able to send video over the internet, play PC game
on a big screen TV, decode MPEG video in hardware and
walch TV on the PC! Explore all the possibilities at
incredibly low prices.

Saltisfy your desire for the fastest, most complete 3D, Windows

and video accelerator available. Discover the plug and play world
of the Matrox Mystique. Starting at only $179 (ESP 2 MB, PCI bus).

MECHWARRIOR 2
MAtIOR o @ mcoarr oy e
e i st GUALTLS SURARTIMIAT BTN Efﬁs!* e "
- SCURGHED 3
1-800-362-9349 http://www.matrox.com/mga paanems: DL EKE UneA

Matrox Graphics Inc.1025 S, Regis Bivd. Domval, Quebee, Canada, HIP 2T4 Tel: 51-‘! 969-6320 ERCCRTER
(Foc 614-969.6363 In Quebec, call: S1A8B0-B330 LA LA
AN Diect 30 tests conducted by Matiox Graphics Inc. un a Gateway PS-166 configured with Intel P5- 166Mhz, 16MD of EDO RAM with 256K cache. Matrox Mystique, Diamond Steatth 300 2000XL and ATI 30 XPRESSION + PCITY
wete configured with 2 MB of memory lor the PCI bus using driver eleases 3,16, 4,03.00.2101 and 3.0 1espectively for Windows 95. Ditect 3D tests done using Tunned froem the Direct 2 0 S0 Dimmood Stealth 30 200088 od AT 30

Xpression + PC2TV tests weere conducted at 512 x 384 6o 16 bit while Matrox Mystique tests were conducted at 640 x 400 G 16 bit based oo Gourmd shadud, preospecton: comect et pont sangled, VG- e et Lok,
dithered endered polygons
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7 Wow! AFree Setof d s

r
Youve got a CD-ROM drive, Y"mahaH?adPh""“ N

a wavetahle sound card Rl S O L e e
and you've got computer gl >~ _ W &
speakers with the . 1 =
power and fidelity of a

1963 transistor radio.

You’ve got to get Yamaha
YST" Multimedia Speakers.

It doesn't matter if you're conquering virtual alien

hordes or calming your nerves with a Vivaldi CD while

., balancing the check book.
! Yamaha YST multimedia
speakers release the stun-
ning audio performance that's
already right there in your compuler.
Try playing an audio CD in your CD ROM drive to hear how your speakers really stack up. If you had Yamaha YST speakers
you'd hear smaoth, crisp, clean sound. And you'd have plenty of power—with ratings from 5 walts per speaker to 45 watts of total amplifier power.
D Active Servo  Thanks to Yamaha aclive servo technology the speakers, amplifier, and enclosure aclually interact to deliver deep, tight, satisfying bass.
Technology g kind of bass that brings energy and excitement to music and compuler games. And for the ultimate in bass power and performance

you've gol to have a subwooler. For a complele salellite/subwoofer system choose the System 35 or Syslem 45, Or add the MSW10 subwoofer 1o your existing

speakers to bring them lo life. YAMAHAE
And if you look at the bottom of this page, you'll find a computer retailer who's got Yamaha multimedia

Trae Way Your Compurin

speakers. You've gol to go get them. Snoutp Soun.
. i

YST-M7 Multimedia Speakers YST-MSW10 Sub-woofer System 45 Multimedia Speakers

Yamaha multimedia speakers MSRP from $69.95 - $249.95 al these fine retailers.

To teceive product literature, call (800) 823-6414 Ext. 503. ©1997 Yamaha Carporation of America, Computer Related Products, 6600 Orangethorpe Avenue, Bugna Park, CA 90620,
All rights reserved. Yamaha, YST, and the Yamaha logo are reqistered trademarks of Yamaha Corporation of America.

CIRCLE READER SERVICE #135
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+those choices are.compromises. What if -
+we didi’'t-have to.compromise? What if
L uuuld huil:! a system from scratch. -
thatuses nulhlng but hest of-breed cum-- :
- punents? We asked these questionsin .
“lasty year's edltmn of the Ultimate Game -
nhlua, and the aniswer was a Pentmm ol
133 ‘with lots of hells and whistles.
ayear Iatar. and the .

6r mé, thé deﬂ‘nigg
momenl in the ilim 3
rnd:'ana anes and ﬂ‘u.v
 Last Crusade is the'
. scene where tl:e‘lasi 3
_nghta Templar guarding
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Virtual Pool from MacPlay bas all
the angles and shots of the real
game— and then some. Fealtires
4 greal pool games, full-motion-
video Hbrary, realistic physics and
geomelyy, easy multiplajer modes,
realistic 3-0 perspective fﬁ:ﬂ’

graphics plus a musical jukebox.

You Don't Know Jack, Yolume 2,
is the bilarfons sequel lo the orig-
inal award-winning game, This
Jeick comes complete with 800 .
all-new questions, new question
Iypes. celebrily guest appearances,
new features and nore. From
Derkeley Systens. P bR
0
EXHILARATING FLIGHT COMBAT!
[ - MacSoft's Terminal Velocity offers
Sast 3-D fexture-mapped grapbics,
Jill 360-degree flight movement
and 7 weapons of extraordinary
destruction as you fight your way
throgh 9 unique planets with an
aivesome array of air-to-afr and

air-fo-ground combat action,

w\

Westwood Studios’ Command and ik

i Conquer takes you info a gritty,
bigh-tech world where the art of
elecironic intelligence and covert
surveillance reigns supreme. Where
guerrilla strategies and savge com- |

bt are the norm. Muster forces and

Witl its incredibly realistic flight
moddels, 3-D pholo-realistic land-
“scapes and ibe nse of real-world
Physics, Flight Unlimited re-creales
the most accurate sensation of
aerobatic flying ever experienced
on the Macintosh, For best resulls,
Play before lunch.

i,

% ‘j/ ﬂ with over 7 weapons.

Five bundred years ago, Enrope’s
conguiering heroes pursued dreanis
of a new world. MacPlay s Conguest
of the New World is a siralegy game
where you command explorers,
selllers and mercenary soldiers as

they discover a new world and

build the ultiniale nation.

In Zork Nemesis, you're beckoned

{0 the Forbidden Lands, a cursed

world oceupied only by the tortred
spirils trapped there. Travel throngh
5 mind-bending worlds to discover
the ancient secrel of alchemy that
will free the trapped sonls from

evil’s grip. From Activision.

Teh irver

The best CD-ROM game of 932 AD—
Monly Pytbon and the Quest for the
Holy Grenil from 7th Level, ne. Il will
lake you on a romp throwgh King
Arthur’s England, uncovering clues,
sofving puzzles and playing whole-

sone games like “Burn the Witch”

and “Spank the Virgin"

#6H

Tank Commander by Eidos
Interactive slams you into the cock- =
pit of an MI Abrams tank as you
test youir split-second-decision
skills against enemy tanks in over
25 fully textured missions. Deslroy

172, Leopard and Challenger lanks

WING COMMANDER Origin Systems' Wing Commander
THE BXICE R FREEOON 4
IV is one of the latest space-combat

games for the Mac. Take on the role
of Colonel Blair. played by Mark
Hamill in breathlaking space bat-

Hes and beart-pounding drana, as
Jou fight your way throngh the most

speclacular Wing Commander yel.

Get ready for the biggest adrenalirie rush of the holiday season. We're talking new games
for the M so talking sweaty palms. Hearl- pmlntim" exhilaration. Stomach-in
the-thro: lll'll']]|\—ThE.’\' orks. And heres the best part: with thousands of titles to choose
17 Good.

from, you may never come down from that gaming high. Piqued your interes



E

Mac OS

So now you're probably wondering how to get your twitching fingers on these games. Just visit stores like CompUSA, Staples, Micro Center and Fry’s
Electronics. O, flip through any Mac mail-order catalogs. Or, hop on the Net. But no matter where you go to find them, remember to look for the smiling
Mac 08 logo. (All great software wears this face”) If you're ready to take your adrenal glands on the ultimate ride, visit www.macsoftware.apple.com. And

learn more about games for vour Macintosh™ and how to find them. Of course, if you want to, you can always use a phone: call 800-500-4862.

rudmarks of thr Rt ¢ oy




ven if you had an unlimited purse, there are
still lots of chaices to make. You can't even go
by magazine reviews, because different maga-
zines often contradict each other. In my case, |
applied 15 years of performance tuning, hard-
ware experience and good old qut-level instinct
to come up with this year's ultimate rig. You
may quibble with some of the choices | made,
and there may be producls available now
which | couldn't test when | wrote this, but
averall I know you'll be pleased with this system's performance and
peripherals. But enough talk, let's see the system.

The Brains of the Operation

There's no competition here, yet. Intel's
| 200 MHz Pentium Pro € is the current
king of the heap for X86 compatible
Drocessors.

In most cases, the Pentium Pro is at

least as fast, if not faster, in 16-bit perfor-
__idEe mance than a Pentium 200 (see last
monin’s Tech column). In 32-bit apps, it's not even a contest—and
- most games these days are 32-bit applications. A few games, such as
- Duke Nuken 3D, make heavy use of 8 and 16 bit operations, which is
. not the Pro’s strong suit, but even then, Duke's performance on a
Pentium Pro should satisfy even hard-core Dukeheads. And for those
- of you in the Quake camp, the Pro’s superior floating-point perfor-
mance makes game-play at 640 x 400 smooth instead of jerky.

The Pro gol a bad rap early on for a couple of reasons. For one,
Intel released the 150 MHz Pentium Pro, which didn't clock as fast as
the high end of the Pentium family at the time, the Pentium 166. In
addition, lhe sole core logic chip-set—which lets the CPU talk to the
PC matherboard—was supplied by Intel, and had a couple of major
- performance-draining bugs.

That's all over now. The 200 MHz chip is as fasl as the
Pentium Pro line comes, and the best chip-set currently is the
Natoma 440FX chip-set, also from Intel, that fixes many of the
problems of the older Orion glue logic. Natoma supports EDO
DRAM, PCI concurrency and a host of other neat features that
- help speed data through the system. It's even capable of supportl-
~ing two Pentium Pros, but we decided that would be
overkill—there aren't any commercial games that support multi-
ple processors.

- One very handy lool is a piece of software, FastVid, that turns on key
- Pentium features to accelerate graphics data, particularly DOS VGA

- and SVGA dala. Wilhoul FastVid, you have a very fast computer that

. has okay graphics. With FastVid, you have a very fast computer that
- also is a game graphics hot rod—if the graphics card can handle it.

JANUARY 1837
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Tdnve s

Intel 200 MHz Pentium Pro processor

AIR P6NPI motherhoard wllh Natoma chip-set
64 MB of EDO DRAM

Quantum Atlas Il ultra-wide SCSI 4.4 GB hard drive
Plextor 12x SCSI CD-ROM drive

Matrox Millenium graphics accelerator

Orchid Righteous 3D accelerator (3Dfx Voodoo)
Creative Labs AWE-32 PnP sound card
Yamaha SW60XG Waveforce wavetahle card
CH GameCard 3 joystick card

-3COM Etherlink XL network card
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FEATU_RES THE SPEED OF 'HOCKEY AND THE SAVAGERY
OF COMBAT. BE THE MVP OR BE DOA.

DEVELOPED BY
W1zBANG!

IN COLLABORATION
WITH

ﬁcnv:s:uu.

-Iuc. (,1995 Mlmsmu. Inc. Hl:um.' 15 A 1 umu RED TRADEMARK OF WIZBANG! SOF IWARE PHODUC TTONS, NG,
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TEAM CORONERS.

wTHE DROME IS NOW OPEN.

AVAILABLE ON MS-D0S®/WiNDows®95 CD-ROM.
PLAY THE DEMO ON THIS MONTH'S COVER CD

DOWNLOAD IT AT HTTP://WWW.ACTIVISION.COM
CIRCLE READER SERVICE #98
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Motherboard, Disk Controller

and Accouterments

One of the key issues with the creation of
any new system is balancing the compo-
rnents. A really fast processor can be seri-
// ously hobbled by inadequale memory or a
very slow disk. We went for the fastest disk
we could find, which meant SCSI—not just
plain, vanilla fast SCSI, but ultra-wide SCSI,
capahie of moving data along the SCSI bus at 40 MBfsec. While ullra-
SCSlis a bit of overkill for a system with only a single hard disk, this
is, after all, the ultimate game PC.

For the motherboard, @ we picked the Advanced Integration
Research (AIR) P6NPI. In addilion to the Natoma chip-set, this board
has 4 PCI slols and 4 ISA slots (one pair shared) and an onboard
- Adaptec ultrawide SCSI contraller. This board adopts the new ATX
~ form factor, which makes for much less cable clulter in the
system—parallel, serial and mouse ports are attached lo the back of
the board—and betler cooling since processor is placed closer 1o the
- cooling fan. It does require an ATX-style case and power supply. We
chose an In Win 10-500 full tower case (fewer bleeding knuckles thal
way) and a PC Power and Cooling Standard ATX power supply. The In
Win case has some nice fealures—especially the slide-out molher-
board tray, which makes installation much easier. PC Power and
Cooling is the undisputed leader in high-quality PC power supplies.

Of course, with a Pentium Pro, you'd want to have enough DRAM,
so we went with 64 MB of true parity EDO DRAM. © The Pentium
Pro processor itself has 256 KB of onboard cache that runs as fast as
the processor.

CBench: DOS Graphics
Performance

ﬂ cow Kliler th i
E] Micron Hnme MPC

I ‘ Falcon NW Mach V

260 600
550.0

209.6

364.0 3650
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Winbench96:
CPU Perto

T []cew Killer Rig:
i IMIcrnn Home MPC
l | Falcon NW Mach V

Mass Storage

We wanted the fastest possible hard disk
for this system. After much digging, we
< | found that Quantum was preparing to ship

s, its Atlas Il ultra-wide SCSI 4.4 GB
drive. @ This disk rotates at 7200 RPM
and has an access time of 8
milliseconds—amang the fastest around.
The Ouanlu ano has a very high bit density, cramming the 4.4 GB
onto five platlers, possible because of a technology called magneto:
resistive heads, or MR for shorl. Because of the high densily of bits
on the platters, dala can stream off the disk very fast, indeed.

The Atlas Il is well matched with the AIR motherboard's onboard
SCSI hardware. We wanted a CD-ROM drive that's equally well-
matched, so we chose Plextor’s new 12x SCSI CD-ROM
drive. © It boasts an access time of 105 milliseconds and a
staggering 1.8 MBfsec max lransfer rale, while offering caddyless
tray loading.

Finally, you need good backup for any system with this much
hard disk space. On the other hand, most gamers don't have giga-
bytes of mission-crilical data, so something like a high-capacity
tape drive isn't really necessary. We gamers are, however, an
impatient lot, so being able to save and restore backups quickly is
important. At first, we considered lomega's Zip drive, but the low
capacity and slowness put us off. We settled on the new Syquest
EZ-Flyer 230, the SCSI version, of course. The EZ-Flyer sports
hard disk-like performance, along with 230 MB for each 3.5-in.
carlridge. The carlridges themselves retail for a mere $29.95,
cheaper than some high-capacity tapes.

ench96:Disk and
Performance

[ }Micmn Home MPC

B [:] Falcon NW Mach V




This drive’s

capacit_’ 1S

unlimited.

(The offer, however, is not.)

While technology is making the world smaller, it’s

. also making your applications and files larger.

The perfect situation for the

$ 55 MAILIN
EZFch1-""" 230MB. Since if’s REBATE.

Purchase a SyQuest™ EZFlyar™ 230 drive by
o 1+ a e Jan, 31, 1997, and receive a $55 mall-in
an actual h ﬂrd d rive ] 1 t S fﬂS ter rebate. Use this card as a rebate coupon. For
gach SyQuest® drive you purchase, you must
include the foliowing items: This rebate
9 - - 1 v Coupon. Orginal sales receipt, dated Nov. 1
than most removables. Which e e o
Completed registration card included with the
drive. UPG label from bow, Serial number from

means you can run applications straight ISR AR RO, Rhp e
Mail To:
$55.00 Rebate c/o DAL Services, Inc
. . P.0. Box 1508
off the 230. Plus, you can keep adding cartridges, Delaware, OH 43015

Only 2 rebates per household. Please
+ allow 6-10 weeks for rebate tultiliment. Must
1vV1 » Flevibhih 1 1fe ~ ~ 1 be postmarked within 30 days of purchase
giving you the flexibility of unlimited capacity. | e oot
prehibited or restricted by law. Not to
be used in conjunction with any other offer

Uest Apparently, space is no longer the final frontier. can |

1990 Sy’ Techonlongy

AvaiLasLe AT CompUSA, Best Buy, CompuTer CiTY, EGGHEAD, OTHER LEADING RETAILERS AND MAIL ORDER COMPANIES.
1-800-245-2278 OR WWW.Syquest.com
CIRCLE READER SERVICE #118
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marks as well. There are cards faster in one area or another, but there
isn't a better-balanced graphics card on the market, especially
malched with our choice of monitor.

The Viewsonic PT-810 uses something Viewsonic calls
Sonictron, which is their version of Trinitron technology. The PT-810
has a very sharp image and is also capable of 77 Hz refresh rate al
1600 x 1200 resolution—a perfect match for the Matrox card's
capabilities. It's hard to beat Civiuizarion 2 played at 1600 x 1200
on a 21-in. monitor.

Graphics: Something Old
And Something New

Lasl year we used the Matrox Millenium as
the graphics card for the ultimate gaming
machine. This year, we're slicking with the
Millenium, @ which is still at or near the
lop of the heap in Windows performance
and posts very good DOS game bench:

he subject of controllers
always resulsiin a heated dis:
cussion among gamers. The
choice of joysticks or
gamepads seems to be one of the mast
personal ones any game player can make.
This year, we went unabashedly:for the
high'end. For flight controls, weichose the
Thrustmaster F-22 Pro control stick 1
paired with their TQS throttle quadrant,

2 We stuck with the CH Pro Pedals 3,
preferring the closer spacing and overall
feel of the CH pedalsto the Thrustmaster
RCS. However, there's always a needfor a
joystickithat youtcan:just:plug in-and o for

quickigames; so the GH F16:Gombat stick
is still a solid‘alternative to the F-22's need
for extensive program downloads.

Finally, gamepads. Though great for
certain kinds of action games, the action
and feel of various gamepads seems fo
be all'over thie map. After some dellbera:
tion, we decided on the Gravis GRIP

4 system, whose gamepad controllers
ofter very good basic functionality. The
GRIP’s MultiPort *hub® can take up to
four of these controllers and has pass-
through connectors for two joysticks as
well: Gravis has [ust shipped its GamePad
Pro, a PlayStation:like controller, which

JANUARY 1997

can also be used with the GRIP system.
Of course, if you're into racing games,
you need fo have a'real steering wheel—
joysticks just don't cut it We went back to
Thrustmaster-again, for their Formula T2

driving:wheel 5 and fool pedal combo.
Topping all of this off Is agood motse and

keyboard: TheMicrosoft Natural\Keyboard'is

|ustthe thing;for those heavy gamers that risk

carpal tunnel syndrome. The' mouse we chose

is the Logitech Cordless Mouseman 96,

which uses radio frequencies instead of the

more common infrared for remote contral;

and eliminales at/least & bit of the cable clut:

er so'common to'gamers* deskiops.




ARE YOU THE CRACK PILOT
THE POPULATION IS

DYING
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But what about 3D? The Millenium’s 3D capabilities are pretly
bare-bones, at least compared with the current crop of 3D accel-
erators. That's why we mated it to the Orchid Righteous 3D, 7]

- which uses the 3Dfx Voodoo chip-set, and works well with the
Millenium. The Voodoo has garnered wide industry supporl for ils
high-performance 3D technology, and is ideal for our ultimate rig.

The Sound and the Fury

No gaming rig would be complete with-

Like last year, we went with Crealive Lab's
AWE-32 Plug-and-Play. ® The AWE's
*MIDI sounds are a little weak, so we
added a Yamaha SW60XG Waveforce
stand-alone wavetable card. © The
- Yamaha card uses an 18-bit DAC (digital-to-analog converter) to
 render the 4 MB of wavetable ROM, and sounds superb. You can
- route the AWE-32's line-level output to the line-in on the
SW60XG, and control it using Yamaha's mixer applet, thereby
preserving the 18-bit output from the SW60XG's DAC.

0Of course, you wouldn't want to pipe these cards through a
pair of $40 speakers. Lasl year we suggested a complele audio
system with speakers and separale receiver. Since then there
have been some prelly hot speaker setups for computers, with
better quality drivers and cleaner amplifiers. This year we went
for the CrystalLake Multimedia 700 speakers. These speakers will

out sound cards and a hot speaker setup.

rock your world, though they command a lofty $700 price tag.
Since most sound card joystick ports tend to be twitchy, we
added CH's GameCard 3 speed-compensated joystick porl
card. @ This card has higher-quality components for reading in
values from your joystick, and keeps thermal drift (calibration
degradalion) to a minimum. It comes with CH's TestAll utility,
which is useful for verifying calibration settings, and you can
reset the card with new speed settings in DOS by reinitializing
their driver,

The Most
Dangqous Prey
PN

Last year, multiplayer games emerged as
the hot feature every game needed to be
considered complete. Of course, any
computer claiming to be an ultimate

| __game rig couldn’t be complete without

- appropriate ways to connect to other sys-
tems for mutual mayhem.

Despile the increasing imporlance of Internet gaming, nothing
beals the visceral experience of getting together with a bunch of
friends, networking all the computers together, and having at it. There
are a growing number of network gaming groups forming around the
country. The minimum requirement is to have a good networking
card. One of the best around is the 3COM Etherlink XL 101100, &
which can actually connect at 100 Mbil/sec, but will also mate up with
networks supporting a
more mundane 10
Mbit/sec. No local gaming
group will likely spring for
the $600-51500 for a 100
Mbit hub, but 10 Mbit hubs
are now helow $100, and
{wisted pair network
cabling is much easier to
configure than coax. (For a
complete guide on assem-
bling a game network, see
the Sept. '96 issue of
CGW)

For those times when
you yearn (o mix it up with
real humans, but can't get
your friends together, you
need a good modem.
Diamond Multimedia's
Suprasonic 336V + is an
excellent Plug-and-Play
external modem, support-
ing connect speeds up to
33.6 kbps. All you need
then is a Kali license, or
hook up with one of the




~ REMEMBER WHEN PLAYING IN THE SAND WAS SAFE..,

.THOSE DAYS ARE C OVER!

Can youdeslroy the evil Set Empire'and capture the Sandships of the Gods before -
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Command & Conquer Gold Edifion for Windows® 95!

ALL-NEW GOLD EDITION FERTURES

Super VGA Graphics intensify
realism and excitement

/ Internet Head-to-Head play

Play against competitors across the world

D with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and desktop patterns

S — Command & Conguer is o hedemark of Westwood
=) Studios, Inc, @1995, 1996 Westwood Studios, Inc.

‘ — All rights reserved. Windows 95 is o registered
* Requires exisling Infernet access WWW. W estwoo d com Jemark of Micrasolt Corporation.
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Component

AIR PG6NPI Motherboard

200 MHz P6/256 KB L2 cache

64 MB Parity EDO DRAM

Quantum Atlas Il 4 GB Ultra Wide HD
3.54n. floppy drive

Plextor 12x CD'drive (w/tray)
Syquest EZ-Flyer 230 MB removable
Two EZ Flyer cartridges

Matrox Millenium 4 MB Graphics card
Orchid Righteous 3D

Viewsonic PT-810 21-in. monitor

In Win IW-Q500 tower case

PC Power & Cooling 250w ATX P/S
Suprasonic 33.6 external modem
Etherlink XL 10/100 LAN card
AWE-32 PnP Sound Card

Yamaha SW60XG MIDI synth card
Thrustmaster ACM game card
Thrustmaster F22 Pro joystick
Thrustmaster TQS Throttle

CH Pro Pedals

Gravis GRiP System

CrystaLake Speakers

Microsoft Natural Keyboard

Logitech Cordless Mouseman 96

bTHE ULTIMATE GAMING MACHINE PART 2

The Shopping List

Street Price

5550
$900
$616
$1,100
$29
$305
$235
$60
$2680
$299
$1,800
$139
$89
$260
$139
$226
$180
$35
3130
$140
$89
$99
$700
$95
$75

Web Address

Www.airwebs.com
www.airwebs;com
www.airwebs.com
Www.quantum.com
(commonly available)
Www.plextor.com.
Www.syquest.com
WWW.syauest.com
Www.matrox.com
www.orchidicom
WWW.VIEWSOIC.COm
WWW.in:win.com
(Not available)
www.diamond:com
www.3com.com

www.creativelabs.com

www.yamaha.com

www.thrustmaster.com
www.thrustmaster.com
www.thrustmaster.com
www.chproducts.com

Www.aravis.com

www.crystalake.com
www.microsofteom
www.logitech.com

Phone Number

(408) 428-0800
(408) 428-0800
(408) 428-0800
(408) 894-4000

(408) 980-1838
(510) 226-4000
(510) 2264000
(800) 361-1408
(888) 5455733
(909) 869-7318
(818) 333-1986
(800) 722-6555
(360) 604-1400
(408) 764-5000
(408) 428:6600
(800) 823-6414

~ (503) 6153200

(503) 615-3200
(503) 615-3200
(619) 508-2518
(B00) 257-0061

 (503) 222-2603

(206) 882-8080

 (510) 795-8500

Thrustmaster Formula T2 Wheel $109
Microsoft Windows 95 $189

Total $8,826

multiplayer gaming services, and you're now connected {o a huge uni-

verse of would-be largets.

Some Assembly Required

Once you have this huge pile of boxes in your house, the nex! step
is to put it together. While we can't give you a tutorial on compuler
assembly, here are a few hints.

Make sure you have a good surface that minimizes stalic electricily.
If possible, a bare concrete floor and a grounded table is the best sur
face, but barring that, you need to make sure you ground yourself fre-
quently by touching the computer's chassis often. You can gel an
nexpensive wrist grounding strap for a few bucks at Radio Shack.

There are three lools thal are invaluable in computer assembly. The
rst is @ power screwdriver—the long, skinny kind, not the one that
looks like a power drill. The second is a pair of small surgeon'’s for-
ceps, for extracting and inserting jumpers in awkward places. The
third is a sel of spring-loaded claws that allow you fo retrieve screws
and other tiny objects that may have fallen into awkward locations.
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www ihrustmasteccom
WWW.microsoft.com

" (503) 615-3200
(206 882-8080

The Greater Whole

But how does it perform once it's all together? Check oul our perfor-
mance lable—the benchmarks tell the story. The CPUMarks are pretty
much the highest we've seen, the disk Winmark is a staggering 1300
and the CD-ROM Winmark almos! reaches 1100. More importantly, DOS
games cook along too, as evidenced by Quake running quite smoothly at
640 x 400. The Orchid Righteous 3D runs like greased lightning on the
P6 selup, posting very high scores on the D3Dtest.

Wrapping It Up

Building a computer like this is no task for the faint-hearted. It's not
50 much the assembly that's difficult, but the time it takes to track
down and identify best-of-breed components. Even if you can afford
the $8,900 cost of entry, that's a lot of money in one fell swoop for
something that will be obsolete shortly. Still, like the guys who build
hot rods in their garages, there's something deeply satisfying about
building your own machine, and knowing it's the best damn system
money can buy—at least this month.




G R APHICS

Fast action and stunning realism — EEE E IF O R E A - WEE R

that's the promise of new 3D games and
edutainment software. But if your Super
Star Fighter jerks along instead of zoom-
ing and your “terrifying” monsters are
glaringly pixelated — face it. You're not
having much fun.

Don’t just play it...Live it!
With a Reactor 3D graphics accelerator on

your PC, expect a whole new interafive IndyCar with SVGA Graphics IndyCar with Reactor Graphics
experience! Notice the jogged lines und edges and the flor, dull colors. Whera's ~ Now you're racing! See the detail an nex car. Watch those rearview

the crowd? What are those blocky things in the bockground? Are mirrors — that's real 3D! Notice the crowd in the stands and the
Plus |ﬂdfc0f I*and HellBender™ FREE! you really into this race? mountains in the batkground. And how about that sky!

Want to know more? Call 800-763-0242 or reach us on the Internet at hitps//www.intergraph.com/ics/reactor.

5
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IN THE WAR OF THE GAMING MACHINES,
THERE WILL BE NEW ENEMIES
THAT DO NOT KNOW HOW
TO PLAY THE GAME...

] guess the thing that strikes people first about the
MACH Vis howbleedin’ fast itis.”
-PCGamer

“In terms of raw performance, the MACH V easily
bested the other systems in our roundup. It
surpassed the other systems in every benchmark.”
-Computer Gaming World
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---AND FALCONS
WILL FLY

OVER THEIR
BROKEN HULLS.

GET FAST ...

OR GET OUT OF THE WAY
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Gonsulting The Ouija Board

his year's Ultimate Game Machine was the
ultimate rig we could build at the time. Last
year's system was a Pentium 133, but by
the time the issue was out, the Pentium 166
and Pentium Pro had already begun ship-
ping. Likewise, there are new technologies
on the radar that will render obsolete even
this year's ultimate system.
. Unless you're really driven to skate on the bleeding edge, obsolele
isn't necessarily bad, because it also means that the technology has
- usually improved. Sa a Pentium Pro 200 will be rendered obsolete by
-~ Intel's upcoming Klamath processor, but that doesn’t make it a lousy
system—it's still damned fast.

i

~ Processors
- Inthe near term, MMX is the buzz. MMX is basically a set of matrix
- malhinstructions built into the PS5C Pentium processor and the Klamath
- update to the Pentium Pro line. MMX can have a significant impact on
the performance of certain graphics and audio applications. However, one
thing is important to note: MMX will have a greater impact on the low
end than the high end. A user who invests in high-fidelity audio cards
and the hottest 3D accelerator may not benefit from MMX as much as
someone with a Sound Blasler 16 and a low-cost 20 accelerator, Slill, it's
~an exciting technology with some interesting possibilities.
- The P55C Pentium processor will bring another performance
- enhancement to the lable: a bigger Level 1 cache—32 KB instead of
16 KB—which will almost certainly improve performance across the
- hoard. The Klamath line will finally separate the Level 2 cache from
- the CPU, allowing for snap-in cache modules of varying sizes.
- Klamath may also have a bigger Level 1 cache, and will also be avail-
~ able with clock rates exceeding 200 MHz.
-' Further down the road, there will be the Merced (P7) and other
~ successors in the Intel line. Both Cyrix and AMD have new CPUs
~ inthe works—the M2 and the K8, respectively—that they claim
will deliver Pentium Pro-class performance, and will have MMX
instructions as well. Unfortunately, these chips weren't available
al press-time, but we'll evaluate them soon and let you know
what we find.

- Graphics

The big news in graphics will be the arrival of Intel's AGP
(advanced graphics port) on motherboards later this year. AGP will
offer a very fast pixel pipe, allowing for data transfers as fast as the
- processor will allow. Unlike PCI, AGP is a true local bus, tied directly
o the processor bus. Expect Intel's 30 graphics hardware, based on
Lockheed Martin's Real 3D engine, to arrive in fairly short order after
- AGP hits he streets. Other graphics vendors are planning significant
enhancements to current 3D accelerator technology. Some new high-
- end graphics hardware will likely be based on the Microsoft Talisman
- 3D reference architecture.
The good news is that VGA will finally give up the ghost (we hope).
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Connectivity

Another huge area of growth will be online, multiplayer games.
Face it, folks: 28.8 modems really don't cut it for online play. Expect
56 Kbps modems to be shipping by the spring in quantity. Some of
the phone companies are already experimenting with ADSL
(Asymmetric Digital Subscriber Line), which allow very high speed
into the home and reasonably high speed back out. Cable modems
may finally become viable, although that's somewhat questionable,
given the lack of standards. ISDN will still be a player, but the single
biggest block o ISDN acceptance is the crazy-quilt fariffs charged by
the different phone companies nationwide.

One sleeper technology is ATM. Already, 155 Mbit/sec ATM cards
are available, but ATM lines into the home are too expensive right now
for the average consumer.

Controllers

The analog game port may finally breathe it's last sometime in
1997. USB (Universal Serial Bus) is already beginning to show up on
newer systems, such as Toshiba's Infinia systems. The advantage of
USB is that a single port can allow daisy chaining of multiple periph-
erals. You could have your keyboard, mouss, joystick, rudder pedals
and throtlle all on a single USB chain.

Force feedback technology will finally arrive on the market, with
CH's force feedback joystick and Thrustmaster's force feedback steer-
ing wheel adding a little more verisimilitude to the gaming experience.

Storage Technology

The big news will be DVD, the next-generation digital media after
CD-ROMs. DVD discs will look similar to CDs, bul they'll be able to
store 4.7 gigabyles of dala or more per side, which should make
game developers go berserk with more graphics and sound. Already
delayed, DVD will probably arrive in a big way in 1997, though don't
expect a preponderance of DVD-based fitles for a while. That's okay,
because DVD drives will read standard CDs, though early reports sug-
gest disappointing performance reading standard CD-ROMs. DVD
may also finally herald full acceptance of MPEG-2 video compression
on desktop computers, since MPEG-2 will be used as the compres-
sion scheme of chaice for consumer DVD movie players.

Hard disks will continue to plummet in price-per-megabyte ratios,
but the ravenous appetite for disk space will still have us buying big-
ger and bigger disks. Ultra SCSI will become the replacement for fasl
SCSI, and a new standard, ultra-ATA may start replacing EIDE for low
cost drives. The 1.44 MB floppy may finally fall by the wayside, with
either the 120 MB, backward compatible oplical floppy or lomega’s
Zip drive taking the leadership role for “SneakerNet" storage.

Onward and Upward

Allin all, it will be another busy year for the computer industry. Trying
to keep up with it is a dizzying proposition. That's what we're here for,
though, to help guide you through the technological minefields and find
solutions that will help you create your own ultimate gaming platform. %



It you play only one real RPG this year, it will have to be...
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A GURPS Postnuclear Adventure

“Fallout has everything necessary to be the best roleplaying game of all time”

— Next Generation
j}ﬁ% Coming Soon for
Sisues in 5/05,

© 199 Intergloy Producions. Follout: A GURPS Postnudear Adventure and Interglay are trodemarks of Interplay Productions. All ights reserved.
GURPS is o registered rademark of Steve Jacksen Games Intorporated, Used under license by Interplay. All rights reserved.
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Price: $69.95
Manufacturer: ACI
Laboratory, Ltd.
Richmond, BC, Canada
(604) 278-3650
www.actlab.com/game
gear

Reader Service #: 316

ACT Laboratory has taken a

REVIEW ¢ EAGLE MAX

Frequent Flier

Decent Stick Offers On-The-Fly Programmabilily For A Song

by Dave Salvator
ovstick preference among sim con-
noisseurs is often the subject of heat-
ed debate. The downside is, many of

these sticks, rock=solid though they

many as 10 keystrokes. Fagle MAX can
emulate both a CH Flightstick Pro as well
as ThrustMasters Flight Control System
Mark I lo program Fagle MAX during

are, lend o be expensive.

different tack with their Fagle
MAX, building a progranima-
ble joystick for well inder
5100, Some joysticks make
programming a chore, but the
Fagle MAX offers both an cas-

gameplay, vou simply flip
its Setup button on, hold
down the desired joystick
button, and press a L’L‘)-’ on
vour kevboard, Switch
the Sctup button off, and
its a done deal,

We put the Fagle

ily navigable Windows front
end and on-the-fly programmability dur-
ing gameplay.

‘The stick attaches to vour jovstick port.
[t has a pass-thiough for your keyboard's
plug— 10 pass keyboard strokes from the
stick’s 10 programmable buttons—and a
two-way rocker switch, Fach of the 10
buttons can be programmed to enter as

MAX througl its paces
in MectuWarronr 2, Loxcrow, and
both the DOS and Win 95 versions of
Fuchr Uneivren, Despite some inler-
esting features and ils case of program-
ming, the stick does have shorlcomings.
[t a little soft and lacks the subtlety and
precision in more expensive sticks. You

have to choose between using the view

hat or the throttle, thongh vou can

enable the throttle and program the view

hat to enter keystrokes.

Despite its shortcomings, the Fagle
MAX does bring quite a bit to the party for
about 570. For flight sim newbies or fly-
bovs on a budget. this stick could he a
good fit%

PAPPEAL: For gamers on a budget
looking for an easy-to-program joy-
stick.

PPROS: Easily programmed during
gameplay, good Windows utility to

download up to four sets of com-
mands.

PCONS:
Response not as
subtle as more
expensive sticks,
and the view hat
has imprecise
feel.

“A DOUBLE MUST-HAVE.
Anyone who plays computer games
will want this AMAZING CHAIR!"

‘Y could actually FEEL the punch of
the afterburner!”

Marc Spiwak
POPULAR ELECTRONICS

Ed Dille, ELECTRONIC GAMES

Now Available
to the Public

‘simulato

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position. Add a keyboard holder
and you have the perfect setup for both flight
simulation and office work.

Shake Rattle and Roll
for as litile as $159.95!

For a FREE CATALOGUE CALL

1+ 800+ 8-THUNDER

Fmﬁ}eﬁ'

NASCA

ThunderSeat Technologies
17835 Sky Park Circle - Suite C
Irvine, CA 92614-6106

level of realism. 714 - 851-1230 Fax: 714 - 851-1185

P
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FLOODS, FIRES AND RIOTS.

b

@ . (JUST ANOTHER DAY IN ROME, 205 A.D.)

CyherSites, Inc G . . :
wwweybersilescom Preview SPQR for yourself at ™+
www.glinteractive.com/~SPQR

Totally immersive and faster than the hit web game, SPQR takes you inside an historically accurate reconstruction

of Imperial Rome. Only catch is, there’s a plot afoot to destroy it. As a gifted inventor’s apprentice, you must discover ,@ ":_"!

the true identity of the saboteur. You'll call upon your knowledge and skill to navigate a labyrinth of politics, murder ‘..Lﬂ_‘m‘{‘&“; W
and deceit. Succeed, and the Empire is saved. Fail, and it’s tum out the lights. Don'’t feel pressured or anything, though, = |’
e
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SPOR, SPOR. The Empire's Darkest Hour and CyberSiles™ ars trademarks of CyberSiles, Inc. ©1896 CyberSites, Inc. All Rights Reserved. Created by CyberSites, Inc. Published and distribuled by GT
Interactive Software Corp. Windows® is a rogi i rademark of A it Corporation. Macintosh@® Is a registered trademark of Apple Computer, Inc. All trademarks are proparty of their respective companies,




TECHNOLOGY

REVIEW ¢ JAZZ SPEAKERS' JS-300 AND JS-900

Price: $100 for JS-300
salellites, $90 for JS-
900 woofer (approx.
street prices).
Manufacturer: Jazz,
Inc.

(818) 336-2689
jazzspeakers.com
Reader Service #: 317

In your face, incredibly
believahle 3D effects popping off
the screen with images so real
you’ll think all hell broke loose!

by Dave Salvator

o get great sound out of your PC,
vou need a clean-sounding sound
card and a wavelable synthesizer
with a good General MIDI patch-
set. But if you run them through a
pair of crapola speakers, the overall effect
will be disappointing. As with a home
audio system, your largest investment
should probably be your speakers, Jazz
Inc. has been in the multimedia speaker
game for some time, so we tried out their
JS-300 satellites with their
The JS-300s feature three “3D” sterco
field enhancement seltings using a tech-
NEC.'
d, and has three different

nology I'he 3D enhancement
can be dis
settings when enabled: Theater, Music,

Game. Simple volume, bass/ireble, and

Listen Up

Good Sounds Despite Somewhat Silly “3D" Features

balance dials, along with headphone
and microphone jacks and a mute button,
round out the front panel controls.

During gameplay, we tumed the JS-3005
“3D" effect on, and tried the Game setting,
The net effect seemed to be a slight widen-
ing of the stereo field and a gain boost in
some of the midrange frequencies. We also
listened to some CDs to try out the other

3D)" settings (Music and Theater), and here
we got roughly the same result, One annoy-
ance: with the volume knab at about 50 per-
cenl maximuim gain, we noliced a fair
amount of ambient hiss coming from the
J5-300s when they were silting idle.

All told, the JS-300s deliver pretty good
performance for both gaming audio and

music. The 3D features do add a slight

The

P10

eyewear compatible w
TV, yet costs under $i00
interactive entertainme
defying visuals putiyo
You can also build
Easy plug and play/kit
lets you develop
3D content using

m ular graphu::s

L :"'_ g mmdmgourvn surfer toda
v httpz//www.vrex.com
To order, please give ord ;

L Major credit cards accepled. Shippl
(plus sal

enhancement, but aren't really “3D" per
se. Considering that sound card mukers
have 3D audio processors in the works,
and Microsoft has shipped its Direet3D
Sound AP, speaker-based field wideners
may soon be of little use. Bul that feature
aside, this combination of Jazz speakers

performs reasonably well %

PPROS: Good
hasic overall
sound, heefy hass
with some tweak-
ing.

PCONS: “3D”
effects don’t help
improve overall
sound. Some

VR Surfer...the onfy('» Jir

handling additional
where applicable). 30- m & 90-day warranty,

rights reserved. VR Slufnlrl'.ln ludl‘lna!k of VRex, inc.,

the woﬂdftlder n 30 stereoscopic Imaging. Patent

- Descent™ (s Destination Quartzon Is & trademark eflnu'phymdm:llmu.
Al ollm‘“ are

ies of thalr respective owners.
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D Astvanced ®

Napoleon had a brilliant strategic mind.
Imagine what he could have done with a body like this.
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STRATEGY GAMING
Mobem &

Introducing Blood & Magic."
The first ever REAL TIME AD&D"® strategy game.

Enchanted forests. A land of floating islands. in horrifyingly clear detail.
You're in the FORGOTTEN REALMS WORLD?, It is by your wits that you build armies, withstand
but in regions never before seen. Five entirely new  advancing legions, transform your Acolytes and
realms. Each with its own landscape and hidden exploit the landscape to your purpose. It's a world
treasures. Its own perils. of strategy. Of fantasy. A place you have never

You have command of up to 30 unique characters, been before.
Of armies brought to life with stunning animations, And it definitely isn‘t Waterloo.

5 Realms (30 total missions), each with its own unique
landscape & exotic magical items to manipulate

@ Fantastic weapons, treasure chests, magical potions
and violent spells await your discovery

& Command 30 unique AD&D FORGOTTEN REALMS®
characters and monsters from wyverns to wizards

Download the interactive preview at www://interplay.dragonplay.com $—"==--@
1995 Tachyon Studics. Al rights resarved. INTERPLAY and MACPLAY are irademarks u[ln:up‘at Productions. All nghts resenved. & #

Licensed and disinbuted by Interpiay Produetions. Al rights reseeved. BLOOD & MAGIC, ADVANGED DUNGEONS & CRAGONS, .
'ADAD, FORGOTTEN REALMS, and the TSR loga are trademarks of TSR Inc. Al rights reserved Rvailable on PC and Hacinlosh CO ROH
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REFERENCE GUIDE TO
MENTAL DISORDERS

BUY 2 GAMES AND
GET A THIRD ONE FREE"

c0-R0y,
6T gnteractive For details on how to get your free game see your local
Al participating retailer or call 1-800-432-3493 ext. M606

wwWegtinteractive.con

*Buy any R titles on these pages plus the following (not shown) Gender Wars, Iﬂngdom 0" Magie, Vikings:
The Strategy of Ultimate Conquest, Just Me and My Mom' and Just Me and My Dad " and get any title
free (plus $6.98 shipping & handling) from the following list: Amok, Bedlam, X8, ZFC, Scorcher, Kingdom
0' Magie, SPQR, “9" Imperium Galactica, Vikings: The Strategy of Ultimate Conquest, Gender Wars, Just
Me and My Dad Locus, Ice & Fire. Offer expires January 31st, 1997. Availability dates subject to
change. Void where prohibited. Offer open to residents of Continanta.l U.8. Not all games available on all
platforms or operating systems. For game ratings, please contact the ESRB at 1-800-771-3772.

S 06 Trbaca rnaraceis, e, Al Rgpts Restaed, Crasted inpubieted by Fbecd Ftirastng. . Bedam & ereed bom Mrage Tocfnoiogs Moy 9. 01035 Wengn Tachoiges Mty Ld. 21 R s et 2
Feserved. Divecoed by Diglal Reaty 1. SPOR. €108 CybrBies . A Rigrs Pesonved. Crmared by Cyberizes, e, Hene” 1535 Plnvan Sofware Comoration, Al Rt Rasrad. Pubished by 0 Sofwore, inc. Hormie ' 0866



Delusions of inflation of worth, power, knowledge
DELUSIO NS identity or special relationship to a deity or famo&s

OF GRANDEUR: Person. (e.g., all powerful sorceress, assassins, ancient

Romans, commanders of inter-galactic space ships)

& WERENC ©

i

i

ALY =4

Now Available Avalilable October ‘96 Avallable November ‘08 Avalilable November ‘96

ANTISOCIAL
A pattern of disregard for and violation of the rights
PERSONALITY of others. Elaborate weaponry is often involved.

DISORDER:

£
corcher
Scorth

Now Avallable Available November ‘86 Now Available Available October ‘06 Now Available

OBSESSIVE / Repetitive behaviors or mental acts

(e.g., performing magic, killing) that the person feels

COMPULSIVE: drivento perform in response to an obsession.

Now Avallable Now Avalilable Now Available
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Prehistoric

Fight/ ﬁu uay |
through tlrne %
Or gou =) hlstor

Nine Distinct Worlds
Battle through nine time eras:
Prehistoric, Roman Times,
Feudal apan, Medieval, |
Conquistador, Western,
Modem Wars, The Fulure |
and the ultimate showdown
against The Virusifself. |
AT |
|

Feudal Japan

45 Deadly Weapons
Master dozens of lethal weapons
~ from Prehistoric clubs to Wild
West guns to futuristic lasers. |

Over 8o Fierce Enemies |
Defeat more than 80 real-time
polygonal 3- enemies from past
and future hatlefields, |
|

hModern Ulare

Py O Ty {

Incredible Environments
lourney through stunniing realms
as characters are seamlessly

integrated with gorgeous pre-

|
rendered backgrounds.
|

The Uirus

Check out the demo af http:/ fuww.activision.com or htlp://www. mcafee.com/mforhome/ or
visit us on America Online af Keyword “Activision™ or on CompuServe af Keyword "Go Activision ;&;R <
Now available on MS-DOS/Windows 95 CD-ROM and Sony PlayStation. AR Lrwen

ACHRSON i§ 2 ragstend trademank o Activision, =] d Time Commandy ara iredemarks of Adeting Softgr
SUtan Logos are trademans of Soay Computsr Entertaimmant Iz, Pubt

ACTIVision.

v, g " l
ianal. G 1996 Aosling SoMtvare Inteematianat AR nghts reservedd, Lisensed by Sany Comeutes Entatainment Amaricd far 14 with the Hrsntnnpruoorsd-'l
2nd dhatrituted by acSsion, Ing. AR olhar Irademarks and trade names are thé propartiss of ther respactive holders.
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The Bone

HARVESTER Is So Lousy, It Isn't Even Worth The Hype

ARVESTER
arrives with
aslightly
sinister
pedigree
andalotof
hype. You
may have
heard
about, or

seen ads relating to, its “controversial”

nature. In actuality, that is just so much
taradiddle. While the game is hardly
worth bothering about, the attendant

publicity makes some coverage necessary,

so here it is.

Our hero, Steve Mason, wakes up in

what is apparently the vear 1953, with little

or no memory. Yep, we start off with the
tired old amnesia gambit, and its all
downhill from there. Steve has a mom
who is forever baking cookies, and a kid
brother forever parked in front of the TV,
walching Range Rvder blast an endless
succession of hapless American Indians
into bloody puddles. Steve’s dad is seclud-

from TSR. Along with

CRYSTAL BALL

follow through.

b Along with the upcoming BETRAYVAL AT ANTARA,

Sierra is hard at work on another big RPG title, BIRTHRIGHT:
THE GorRGON'S ALLIANCE, their first game based on the
Advanced Dungeons and Dragons Birthright world licensed

standard role-playing elements, the game, according to
Sierra, will also feature both real-time and

turn-based strategy (gamers can choose one or

the other), along with Internet, LAN, and modem

play. Sounds ambitious—now let’s hope they can

¥ Last month we reported on Activision's “upcoming”
graphic version of PLANETFALL. The company has subse-
quently announced that it's been put “on hold.”

B

‘ ‘ Harvester

parades
around as
‘controversial’
when it’s
really just
silly and

unpleas-

ant. ’ ,

CANT TALK; BLEEDING This is the kind of fun you'll have while playing HarvesTeR.
Come to think of it, this might be more fun than the game itself.

ed behind a locked door with a mysteri-
ous illness.

Wandering around the town of Harvest,
Steve hecomes acquainted with the inhab-
itants, many of whom have distinetly
unpleasant personalities. The closest to

BIRTH TO SIERRA Sierra’s upcoming BIRTHRIGHT
will combine RPG, strategy, and combat elements
in single- and multiplayer settings.

normal are Lidna, the widow who runs the

local diner, and Stephanie, the girl Steve is

supposed to be marrving soon, Stephanie, e

Price: $49.95

System Requirements:
IBM-compatible 486DX-
33 or better processor,
MS-D0S 5.0, 8 MB
RAM (16 MB recom-
mended), 2x CD-ROM
{4x recommended),
VESA-compatible SVGA
video card; Sound
Blaster-compatible and
other major sound
cards.

Protection: None (CD
must be in drive)
Developers: DigiFX
Interactive and Merit
Studios

Publishers: Merit
Studios

Dallas, Texas

(214) 385-2353
Readsr Service #: 318

it tums out, is in the same predicament as
Steve: she has no memory either, She's

also the only one who doesn't urge Steve

JANUARY 1997 CG



YOU DON’'T NEED GUTS
TO PLAY THIS GAME,
YOU JUST GOTTA KNOW
WHERE TO PUT EM.

Want to play doctor? Here's your chance to diagnose, treat and, hopefully, discharge
a healthy, Imng patient. CD ROM Today calls Emergency Room “a fast-paced, realistic
. medical adventure!' Be prepared to face over 400 possible cases—
from hangnails to gunshot wounds. All brought to life by over 30 minutes
of digital video, a Hollywood cast and 1,500 photo-realistic 3-D graphics.
Lives are hanging in the balance, so rush to your local
software dealer. Code Blue. Or visit www.pc.ibm.com/multimedia.

1BM is a registered trademark of International Business Machines Corporation. €1996 IBM Corp. All rights reserved.




ast month’s issue featured my

review of DagGERFALL, but for

several reasons an update is

necessary. In particular, a
report is needed on how well the
patches are holding up, and, perhaps
most important, | must make a correc-
tion to a major error in my previous
article.

In the review | said that if a primary
or major skill reached 100 percent, the
character would stop gaining levels.
That is not true. You can continue to
gain levels after a skill maxes out at
100. The mistake came about because
the official hint book explicitly stated
level gains would stop, and—silly me—
| believed it and passed that along
(with some rather strong comments) in
the review.

Sometime late, | was talking about
this with someone who told me he
thought he had seen a message some-
where online that indicated the cap had
been removed. He couldn'’t recall what
the message had said, or where he
had seen it Still, it was enough to
make me nervous, as by then | had
come across some other discrepancies
in the book. The only way to be sure
was to test it out myself. | created a
custom character, parked him in the
Fighters Guild, and began tedious
rounds of spellcasting to force his pri-
mary magic skill to 100. After that |

to join the “Lodge,” which is the Order of
the Harvest Noon. No one can really say
much about it, except that it's the most
important thing in town. For the game lo
progress, Steve has to join the organiza-

Lion.

OH BOY

Here’s where the “gaine” begins. Firs!
he has to obtain an application from the
postmaster, who happens lo be a closet
arsonist. Steve manages that by stealing
police evidence and trading it for the
application. Then he has to prove his wor-
thiness by completing several tasks

assigned by the Lodge’s sergeant at arms.
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started working on a second magic
skill, and, sure enough, not too many
increases later he gained another level.
So there was no doubt that the cap
had been taken off.

While it was good to know the artifi-
cial limit had been removed, it wasn't
so qood that | had passed on erroneous
information in the original article. Even
though one expects the official hint
hook to be accurate on a matter this
important, | should have checked it out
first. My apologies to all for misleading
you,

Patch Work

Moving to the patches, | have been
through the game completely now a
second time, and play has certainly
been improved by the updates. The
first one (v175) cleared up the problem

| had been having with the game
continued on page 149 W

These tasks begin with simple vandalism
and conclude with torching the town
diner. Except for the vandalism, all these
acts lead one way or another to the deaths
of several people. Are we having fun vel?
Having proved himself, Steve now goes
through Lodge initiation. Up to this point,
there has been little actual violence on
screen.'That changes here, as the Lodge is
three levels full of hostile people and cril-
ters, which Steve has to fight his way
through using whatever weapons he can
find. Itis this section of the game that has
the majority of the unpleasant graphics.
At the end of his jourmey through the

Ladge, Steve is in the Chapel of Love,

cG

S3d and Interplay
make Descent ||

scream.
;t,_\\, %

Alien furies close in, You wheel, circle,
fire desperately. You wonder: How many
levels of hell are there? With $3d™
on board, it's time to start counting.
f $3d technology makes
games, Internet 3D, and
Windows™ applications
come alive, So get extreme,
Get Descent™ Il from Interplay™ and
demand software and hardware with

the S3d logo. Now at stores everywhere,

DeS|gnEd for ©1996 83 Incorporated. Al rights resarved
ML 53 is a registered trademark, $34
53d logo. and “seek. find, demand.” ae
tradzmarks of 83 Incorporated in the

Microsoft®
Windows™35

Wil 0. Deseant and Interplay are
trademarks of Interplay Productions
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An adventure guﬁle of supernatural beauty & haunting elegance for Win '95™

Journey into the unknown. Unravel mysteries hidden within campelling stories of heart-rending tragedy, mind-numbing obsession, and child-like innocence.

M N S
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wvcontinued from page 147

crashing at random times, particularly
during saves, along with some bugs in
the code.

The second patch (v177), released
much sooner than anticipated, fixed the
incompatibility problem with Cyrix-
based CPUs, as well as a few bugs.
Bethesda, incidentally, tells me Cyrix
will be engineering some changes in
their chip to prevent similar problems
with any other software.

The third patch (v179) contained
more bug fixes, and, yes, a fourth is
imminent; it should be out by the time
you read this. All the patches are
cumulative, incorporating previous fixes,
0 you only need the most recent
patch file. You may also need the spe-
cial FIXSAVE utility, since it's known
that sometimes data becomes corrupt-
ed and this can't be repaired by a
patch. FIXSAVE and the most recent
patch (whatever it may be at the time)
can be obtained from Bethesda's Web
site, www.bethsoft.com, as well as
from many of the online services.

For all that, you may still have prab-
lems. Two friends of mine are playing
DageerraLL with the patches installed,
yet the game crashes on them with a
certain degree of frequency, and one
has had other weird things happen
from time to time as well. It turns out
they are both playing under Windows
95.

along with Stephanie. Now comes the

explanation (and be forewamed that I'm

‘ I LOST MY HEAD This has to hurt.
Almost as much as the $50 it would
cost you to play the game.
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Win 95 don't get along too well, in
spite of the patches to date. | base this
on the reports from my friends, mes-
sages I've seen online, and my own
experience running strictly from DOS (|
don't have Win 95 installed on my sys-
tem). My suggestion is to play the
game from DOS only, if at all possible,
with the latest patch and with FIXSAVE
on hand just in case. It certainly
worked for me (though | never needed
to use FIXSAVE at any time during
play).

Obviously, any game that requires
four patches in its first month on the
shelves is not in good shape, and this
points up all the more just how prema-
ture DAGGERFALL'S release was. Yet there
is no getting around the fact that the
game is playable nonetheless, at least
for some of us.

Second Time Around

Having been through the game fully
twice, and partway with two other char-
acters (for the Thieves Guild and the
Dark Brotherhood), | can say it is cer-
tainly better to join several guilds than
to concentrate on only one. Variety is
the key to keeping the game fresh, and
the legitimate organizations are the best
for this purpose. The Mages, Fighters,
and various temples offer a good mix
of dungeon crawls and day jobs (any-
thing that doesn't send you into a dun-

geon). An occasional street quest can
continued on page 151 ¥

giving the story away here): excepl for the
twa leenagers, none of this is real. Steve
and Stephanic are “enjoving” the very lat-
estin VR technology, courtesy of the
Order, whose purpose is to tum people
into scrial killers. Really.

Steve has to make a choice here. He
can kill Stephanie (who will really die)
and return to the real world. Or he can
“marry” Stephanie, and they will appear
to live out a full life in Harvest while the
techs disconnect life support and kill
them both in a matter of minutes. These

arc the game’s only endings.

CcG

S3d and Mindscape
make MegaRace 2

scred

You. The finish line. And seven nasty
drivers determined to keep you from

getting there. With $3d™ on board,
MEQGarace it's a race with reality,

..l'\. L

A —

er\i"*j? $3d technology brings

games, Internet 3D,
and Windows” applications to life.

So get extreme, Get software and
hardware with the S3d logo.

Now at stores everywhere,

1 1896 83 Incorporated. Al rights reseived,
Demgned for 53 s a rogistered trademark, $3d, the 53d

soft Carporation

Microsoft® trademark and

s qu;n and MegaRace are trademarks ol

Windows'95 Mindscape, .
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Saund Master /

IS YOUR
PC LESSTHAN

CONVINCING?

EAL SOUN
Sound Blaster” audio cards include
awesome wave-

table synthesis pro-

viding the mos

realistic PC sound in the universe,

REAL GRAPHICS.

Graphics and video products deliver

faster performance,

maornre
motion video playback and capture
REAL SPEED.
Sound Blaster multimedia kits give
yau high speed CD-ROM perfor-
mance with wave-table
sound and the software
vou really want — top
sellers from current hot lists.
REAL FREE SOFTWARE.
To join our new on-line membership
club and reccive $200 worth of free
software, go to
the "Creative
Connection” at
www.soundblaster.com/

Do it today. And learn more

about upgrades so real,

they're unreal. Q

CREATIVE

www.soundblaster.com



looking for things to kill.

STUPID IS AS STUPID DOES

My general impression while playing
FIaRVESTER was of something concocted
by a couple of bright but immature high
school students trving to gross oul their
clders. The game has little merit, as either
anadventure ora story: The premise is

ludicrous, the graphics are mostly pedes-

4

Mrcontinued from page 149

also help to perk things up a bit.

The Thieves Guild seems to be all
day jobs. They start you off with fetch-
and-carry (“take this there and bring
something back”), then move you up
to actual thefts at higher ranks (“go to
this building or shop and steal this par-
ticular item™). | got my thief up to rank
five in the guild, and the assignments
didn’t vary much but the pay certainly
hecame better.

The Dark Brotherhood turned out to
be something of a disappointment. At
the lower ranks, they give only dungeon
assignments and don't even pay for the
work. It wasn't until my assassin
reached Executioner rank that some
gold was forthcoming and day jobs
started showing up. These were always
of the “go to a certain building in a
certain town and kill someone” type;
the “someone” made it easy by
appearing almost immediately and
attacking my character. At least so far
as | got here, there seemed no room
for any finesse or sneaky stuff.

JANUARY 1997

SHOOT FIRST Steve Mason, hero, prowls through the game

SCORPIA

trian, the voice-
overs distinetly
amateurish, the
|)|W|r:~;uninmginn-
live, and the end-
ing quite unsatisfy-
ing. This mediocre
product—and
that’s being charita-
ble —would cer-
tainly sink from the
shelves without a
trace except for the
inclusion of some
blatantly offensive
material and sever-
al nasty piclures.
So that's what we have here: an undis-
tinguished game tryving desperately o sell
itscll on the basis of nothing better than
cheap shock value, parading around as
“controversial,” when it’s really just silly
and unpleasant. Anv way vou look at it,
HarvesTER isn't worlh anyones lime or

money. &

Brotherhood offer much in the way of
neat benefits, and there didn't seem to
be much reason to join either group,
unless you happen to enjoy being on
the “opposite” side of the law.
Belonging to either of these has no
material effect on the game proper, so
very likely, if you don't get caught in the
act, you can go on to win as a thief or
assassin.

One thing | felt lacking in the side
quests (and which I'd like to see in the
next game) is some tangible result
from completing, or not completing, a
quest—not necessarily affecting the
main line, but just something some-
where in the game that occurs because
of your having done/not done a particu-
lar task.

Overall, DacGeRFALL has been much
improved by the patches to date. While
the game is still far from being 100
percent, it can certainly be played and
enjoyed in its current state without too
much frustration.

CG
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53d and GTE make
FX Fighter Turbo

You've battled aliens, But this one,
Linna, she's new. And before you can

blink, she launches into your face with a
deadly combo that makes you question
whether you'll live to see the sun rise,

With $3d™ on board,

perception becomes
reality. $3d technology
brings games, Internet 3D, and Windows
applications to life. So get extreme,
Get software and hardware with the

S3d logo. Now at stores everywhere,

g

Demgned for @ 1996 53 Incorporaied. All rights reserved.
53 istared trademark. S3d, the S3d
. damand.” are trademarks
d in the United Stat

Microsoft® Microseh Carporation. The GTE loga is a
et trademark of GTE Corporation. FX Fighter
Windows'95 Turbo is a trademark of GTE Vantage Inc.




SCORPIA'S MAIL

All The Clues
Fit To Print

Scomia’s Pen May Be Mightier Than Your Sword

£ that time of year again: Fred's
putting up his shrunken head gar-
landl, the Christinas tree monster
is stancling in the comer, and
evenyone is wailing for Santa
Claws (ahem, Clans) to come by
with all sorls of gaming goudies lo
warm up those cold winter nights.
In the meantime, though, we still
have to deal with the mail on
some older (and not=so-old) products
CRUSADERS OF THE DARK SAVANT: A
classic returns, and so do the questions,
The reissue by SirTeeh has introduced
the wonders (and wiles) of Wizardry to o
whole new sel of gamers, For
instance, the problem of the
Serpent Mountains has proved
dilficult for some. You need a
particular item, and vou can only
gel that item from the top of Dane
Tower. Waving it around in the
right place at the right time just
might open things up for you.
DAGGERFALL: There are a cou-

scorpia)

PDelphi: GameSIG (Groups and
Clubs menu)

PGEnie: Games RoundTable (type:
Scorpia)

Mnternet: scorpia@aol.com

PU.S. Mail (with a self-addressed,
stamped envelope if you live in the
United States):

Scorpia

P.0. Box 338

Gracie Station

New York, NY 10028

cC JANUARY 1957

ple of points in the game where you
have lo talk to people on your own o
keep the main story line going; you
won't receive any happy little love
noles from a courier. One of these is
Direnni Tower —yvou don’t have to go
rumning right there after you know
aboul the place. The other is getting to
see Mynisera about the missing let-
ter —vou have to talk to someone not
very far from her fisst. In both cases,
vou can take your lime in activating
the quests; theyIhwait until vou get
lo them (especially handy if vou
wanl to take
some time out

to build up

your characler a
bit).

GABRIEL

KNIGHT 2: Many
gamers have trou-
ble with

Nenschwan-
stein still blinking (not
finished) on the map, even though thev've
been through it with Grace many times
(probably too many). One thing a lot of
people miss (and it's easy to do) is the fact
that they lave to look twice at the fancy
basin in the bedroom. Remember to play
the tape, to,

L Hwe No Moutiaso [ Musr
Screant: Some folks playing the Gorrister
seenario lend to be a bit bloodthirsty. There
is o need to kill anyone during this section,
and its much better all around that you
dont Ifyou're fecling heartless, take vour
heel out on something else (or was that take
something out on the beel? —cither way, a
very close look is a good idea).

NorsaLiy: Giving that Waffle statue
in Mint Malla coat of yellow paint is

involved, but not really difficult. You can't,
however, do it voursell; vou'll need to trick
someonc else into doing it for you, lirst
you have to get himout of the way (a dog-
gone tricky task), then you heat things up
a bit. The restis automatic,

The PANDORA DIRECTIV I-.?‘.‘;ling

with the alien thifg al

Roswell is

tough,

and time is
of the
essence,
You have to
getrd ol it
- hefore you
" cando any-

thing clse in

here; this is not

the moment for sight-secing. Evervthing
for this segment takes place on the entry
level of the main complex; vou don't use
the elevators. The only rooms vou need
to visit are the kitchen, the two storage
rooms, the dorms, and the generator
room. Be prepared to restore once or
twice anyway until vou figure oul exact-
Iy what needs to be done.

Rippeg: ‘That clocks puzzle in the
Wotford house has given some adventur-
ers fils. 1irst, you have to figure out which
country each clock represents. Then they
all need to be set to the same time, Which
time? Ab, that’s the question. Perhaps
there’s another elock around somewhere
that could provide a clue for this, Don't let
il stop you.

StTONEKEEP: Having a hard time see-
ing the Faerie Oueen? You need some
flowers for this, and only one kind will do.
By any other name, it would he the same.
And besides that, vou may find yoursell
going in circles, oo, &
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Diamond

Multimedia
make your system

scream.

Fast forward to the future of 3D
multimedia, Supersonic graphics,
All the power 3D has to offer for
business and entertainment on

your PC, right here= right now.

Stealth 30™ 2000

- from Diamond *

]
i

: .Multimedia"‘ does it all with the
S3d™ chip on board, Use Diamond's
Stealth 3D 2000 together with S3d
logo software, They'll make

your system scream.

hit our web site for the
real stuff: seek.s3.com

Designed for

. S$3d is compatible with
Microsoft®  Windows’ 95, Windows 3.1,
Windows’™95  Windows NT;"and 0S/2¢
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..it left in its wake the most revolutionary ney

——— Il the wizards and magicians in the Realms could never have predicted what happened
% At‘]‘ml mystical night in the dungeons of Undermountain. After all of their spells, conjuring,
and attempts to see the future, the future literally crashed down upon them. With deadly force.

It left an indelible mark. It affected their vision. Their movement. Their way of life and
death. It changed their history as well as their future.

Introducing DESCENT TO UNDERMOUNTAIN", the most revolutionary new AD&D*
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful
Descent engine, the dark inhabitants of Undermountain’s stone belly now experience 3D
vision and 360° movement. Perhaps it was the strange visitor from the future. Perhaps just
the trauma. But multiple characters are now
developing in the cracks and under the rocks of ancient caves.

All of this, along with multiple player options has forever changed the face of the AD&D"
FORGOTTEN REALMS world. What came down from the hereafter that fateful night, is
certain to continue down into history. And down. And down. And down. ¢

DESCENTTO UN
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RPG game to date.

&) THE AWARD WINNING
DESCENT™ ENGINE MEETS THE
MOST FAMOUs AD&D® WORLD,
THE FORGOTTEN REALMS®

m 1

&) ruLL 3D, 360° FIRST PERSON 38
ACTION BASED ON THE HUGELY ;&
SucceSSFUL DESCENT™ ENGINE {8

i as
i
) CHARACTER DEVELOPMENT IN &

OVER 20 DIFFERENT MAGIC-
RIDDEN DUNGEON LEVELS

" -

@) First AD&D* AcTioN RPG
WITH UP TO 4 PLAYER
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BY GAMERS. FOR GAMERS,™
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REVIEW ¢ ALBION

Space Quests

ALsion Explores Role-Playing With Old-Fashioned Style

by Petra Schlunk

ow that DAGGEREALL and
DIABLO are finally here,
long-suffering role-players
finally have something to
sink their teeth into. After
digesting those lwo, seri-
ous RPG fans may also
want to check out Blue
Byte Software’s debut into

role-playing games,
ALBION, which has none of the hype of
the bigger games but is actually quite
good, Mislabeled by

bers (up to six in all), including an Iskai
warrior and mage. While Al BION does
not let you roll your own characters,
character development proceeds
through gaining experience levels, using
skills such as spell casting, and training,
ALBION uses a fisl-person perspec-
tive with an automap in dingeons and
many lowns. The automap in lowns
marks places of note, and clicking on
these marks will take the party to that
location. In the many large and multi-

leveled dungeons, of course, no such

is very easy to use onee you are familiar
with it. "There are many objects to find,
and it’s okay to pick up what you see, as
long as you don't steal something from
stores. One nice feature is that it's
impossible to drop necessary objects.
Unfortunately, gold is in short supply
throughout the game. You can run
around oulside lowns killing monsters
to collect items to sell, but that is a
problematic process, partly because
combat is lengthy and partly becanse
vou don't get a lot of money from sell-
ing objects. Still,

SOME 8 i science-
fiction game,
ALBION is instead a
lengthy fantasy role-
playing game remi-
niscent of older
Urnma games.

CRASH LANDING!
You play a pilot
named 'Tom
Driscoll who is on a
large spaceship, the
Toronto, in the year
2227, lom must
explore the ship
before taking one of
its shuttles down to

L — ) 1\cv, apparently barren planct —

Price: $50.00

System
Requirements: 486 or
better processor, MS-
00S 5.0 or higher (or
Windows 95), 8 MB
RAM, 3 MB hard disk
space, 2x GD-ROM
drive, VGA 256-color
graphics, Microsoft-
compatible mouse;
supports most major
sound cards.
Protection: None (CD
must be in drive)
Publisher: Biue Byte
Software
Schaumburg, IL
(847) 534-7950
Reader Service #: 320

Albion —that is fated for resource
exploitation. Unfortunately, something
goes wrong and "Tom crashes to the
planel’s surface.

‘Tom is rescued by some aliens, the
Iskai, who nurse him back to health,
Although he thought Albion was a life-
less desert rock, "Tom soon discovers
that the planet is actually rich with life.
“The story proceeds from here, with
“Tom visiting several arcas of Albion. In
cach area there is a quest to complete
before "Tom can move on in his overall
quest to find the Toronto. During Tom's

travels he will pick up other party mem-

CG JAMUARY 1537

convenienee exisls. When traveling
overland and inside
buildings, the per-
spective is three-

it pays Lo lake
time o do this,
especially at the
beginning of the
game.

One difficulty
ol colleeting
items (even gold)
is that characters
can only cary so
much, depending
on their strength,
and il they are
carrying more,
the party will not
be able to move.

FLOWER POWER Wandering around a large town shows off Ausion's exotic flora and an
example of one of the new races, the Iskai, that you will encounter.

Therefore, sell or
drop what you
can whenever possible. For traveling, it

quarter overhiead,
and no maps hasten

vour travels. "Traveling -

overland is particular-
ly anerous since there
is little to find and it
takes a long time to
get from one place to
another.

The game's inter-
face is somewhat
painful to learn, but it

LBioN lets you sell weapons, armor; potions,
and other items you find, but selling itemns at
shops requires some discrimination. All items
you sell end up in the store's inventory,
which has limited space. While this is good in that you can
buy back items later, it's bad in that you can't sell everything
you have. Sell only the most expensive (and expendable)
items, dropping the cheap ones, and you should be fine.

In addition, be sure to examine all the articles in the
shops you visit, as you will frequently discover valuable
magic items and powerful weapons or armor to buy!




Mermians9 is waiting.

It’s waiting for you to log on
to the first next generation
. role playing game on the
b Internet. It’s waiting for
you to succumb to the addiction of its uncertain,

medieval time. Thousands of crafty players await you online —

each a brave explorer living a second life in this

VR \' __

continually evolving, wonderful
dimension. Fantastic monsters, clever characters, and
special events arrive and surprise with every passing day. _
Each to confront, challenge and confound you. The perilous
quest lies ahead! Sce you in the game. Visit your favorite retailer
or to order divect, dinl
1-800-336-3500.
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REVIEW °

CLOSE COMBAT

There are a lot of interesting charac-
lers in the workd of ALBiIoN. When con-
versing with an NPC you can choose
from a list of topics to ask about, or you
can give or show the character items in
vour inventory.

ALBION features a great deal of text,
both through conversations and in vari-

ous automated sequences al critical junc-
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tures. This may be dishcartening for
some, but [ enjoyed it. Most of the text is
nol eritical (skimming works well) and
generally serves the function of fleshing

oul the alien world and its inhabitants for

the gamer.
CHILL OUT Against Demons and Fears, cast Frost Avalanche—the game’s best spell—to Of course, you will not only meet
injure and paralyze your foes. pleasant and interesting characters but
also come across i lot of monslers, par-
pays lo be well stocked with food, since when everyone needs healing! "This ticularly in the game’s many dungeons.
it is required for healing and magie point— makes potions extremely valuable, as This means that vou'll spend alot of
regeneration when you rest. these replenish hit points and magic time in ALBION'S turn-based combat sys-
Unfortunately, your party can only rest points. tem. Combat takes place on a grid, and
when it’s tired, which isn't necessarily vou can give orders to each of your

Plant Trees for America_

the Arbor Day Foundation.

Your trees will be shipped
postpaid at the right time for
planting in your area, February
through May in the spring or
October through mid December
in the fall. The six o twelve inch
trees are guaranteed to grow, or
they will be replaced free.

To become a member
and to receive your free
trees, send a $10 member-
ship contribu-
tion to Ten Blue -

Trmfs provide food, shelter, and
nesting sites for songbirds.

Trees increasc property
vitlues, and make our
homes and neighborhoods
more livable.

Trees help conserve
energy. They cool our
homes and entire cities in
the summer, and slow cold
winter winds. Shade trees
and windbreaks can cut
home utility bills 15-35%.

Trees clear the air we breathe.

/ |

They provide |if:L‘-giVil'!g.(JX}’1_‘,l:l'l }\'hilc - - . Spruces, National =R
they remove particulates from the air and Arbor Dav Founda- B
reduce atmospheric carhon dioxide. nced more trees to protect our farm fields tion, 1(}'() Arbor %
. and our rivers and streams, To provide Avenue, Nebraska
America needs more trecs wood for our homes and a thousand  City, NE 68410.
The United States has lost a third of its products we use every day. Join today, and plant your Trees
forest cover in the last 200 years. for America!

Our towns should have twice as many 10 Free Trees

street trees as they have today. Ten Colorado blue spruces, or other .
- ’ : The National

We need more trees around our homes conifers selected to grow in vour area I - l -
and throughout our communities. We will be given to cach person who joins " Arbor Day Foundation




* Negotiate face-to-face with
‘ - alien species In stunning 30
motion-captured video and
digitized speech.

* Encounter 6 diverse alien
cultures in a randomly
generated universe.

« Research and develop an
incredible array of spacecraft,
weaponry, mining technigues,
and intelligence systems.

¢ Compete with up to 8 human
plauers via network or modem.

* Define your gaming experience
with custom options including
game length, universe size,
alien hostility, and micro or
macro management stule.

AL

Developed By
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Fragile Allegiance gives wou ultimate cnntml' and

.

power in bulh:ung a galactlc emplre, Managlng‘

1 prnvll:ling- a stable”

E’.@J : ."r. BvEry delail frum.'
%

atmnsphere la

securing adequate pouwer, and l:l:lnslructlng a
profitable mining operation-will require impressive
resource skllls. Whether you build alliances, stau

neutral, or go to war, you must keep everything

BY GAMERS. FOR GAMERS.™
www.interplay.com

" Available on PC CD-—ROM

(3 1996 Gresmli Itevoctive, 11, Al Rights Reserved. Interplay ond Frogile Alegionte ore hedemarks of Interglay Productions. Al Rights Reserved. Intesploy s the sale publsher oad ditibetor. Livensed from ond developed by Gremiin Intercctive, .
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REVIEW * ALBION

ARE WE THERE YET? Qutdoor travel in ALsion takes a long lime, but is visually rewarding.

characters before starting a round. You
can also get into any character’s back-
pack and use as many potions for heal-
ing or restoring magic points as vou
desire.

In combal vou can move around on
the grid, attack monslers, cast spells, or
flee. "The best spell by far is Frost
Avalanche, which eventually (spells
become more powerful through use)
can freeze all opponents for several
turns and do damage at the same lime.
After successful combat, you pick up
vour lool, and characlers gain experi-
ence poinlts and maybe levels as well.

Characters do not die in combat if
they lose all their hit points. As long as
one party member survives, such char-
acters can be restored through polions
or resting. As another safety feature,
ALBION offers 100 save game positions,
more than enough for even the mosl
compulsive game saver. The worst thing
about combat is that it can take a long
time (as long as 30 minutes), especially
when you are casting a lot of spells.

Puzzles in the game may take a vari-
ely of forms. These include questioning
NPCs repeatedly, finding hidden but-
tons, using pits to reach new arcas,
pulling levers to remove traps, and so
forth. Timing can also play a part in solv-
ing puzzles. For example, there are
places where doors won't open unless
vou stand on a pressure plate for several

seconds,

BRAVE NEW WORLD

While ALBION has some problems,
including arcas that are too long or large
(the outdoors and some dungeons), slow
and lengthy combat, and a paucity of
necessary gald, it offers a lot to role-play-
ing enthusiasts. The game’s story line is
rich, with a nicely fleshed-out world to
explore. The characters joining vour
parly are interesting and useful to have
around, for a variety of reasons. The
VCA graphics and sound are fair — cer-
tainly not state-of-the-=art, but workable,
Other than a rare bug that did not allow
ALBION Lo run on one of my compulers
due to avideo-card conflict, the game
runs virtually trouble-free, | found this
lengthy game enjoyable to play and ree-
ommend it o lovers of role-playing
gaines when another dry spell hits. %

JANUARY 1297

PAPPEAL: Awsion offers an old-fash-
ioned, lengthy jaunt through a new
role-playing world and should enter-
tain true RPG fans.

PPROS: A strong story line, numer-
ous saved game positions, interesting
spells, and a good combination of
skill-based and experience-based
character development.

PCOMS: Overly large ateas.
lengthy comhat,
and the real
possibility of
moving too far
ahead in the story
for the current
strength of your
party.

OFFICIAL RULES - NO PURCHASE OR OMLINE USE NECESSARY.
OPEN TO RESIDENTS OF THE U.5.

1. To enter via the Intemet, you must be an ATET WorldNet™ Senace mem-
ber wtilizing ATBT WorldNet Servite. To enter online, visit the ATRT
WorldNet Service samnlc page on ATET Website at
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Nin $250,000.

Watch your friends

300 WORLDNET, ext

No purchase necessary. Sweepstakes ends 2/14/97. For official rules and alternate entry, write to AT&T WorldNet Rules, P.0. Box 7084, Melville, NY 11775-7084. Grand Prize to be awarded in
annual installments over 30 years. See complete sweepstakes rules on opposite page.
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Price: $59.95

System
Requirements: 486-66
(Pentiurn recommend-
ed), MS-D0S 5.0 or
higher, 8 MB RAM (16
MB recommended), 30
MB hard drive space,
256K SVGA video card
(1 MB recommended),
2x% CD-ROM drive (4x
recommended),
mouse; 16-bit stereo
sound card (recom-
mended).

Protaction: None (CD
must be in drive)
Designer: Burst
Publisher: Virgin
Interactive

Irvine, CA

(800) 874-4607
Reader Service #: 319

* Ak Xk Kk * REVIEW * TOONSTRUCK

" Perfect Toon

Virgin's Toonsruck Is A Wild And Wooly Comic Adventure Delight

by Petra Schlunk

t's been along time sinee this
reviewer has laughed out loud
while playing a game. Compulters
and punch lines, it seems, often
hawve a hard time mixing, Bul
Virgin's new animated adventure,
TOONSIRUCK, has me singing a
different toon. "This whacked-out
game, which puts human cartoon
Chrislopher Lloyd into a crazy
animated universe, isa hn\\'ling
success — probably the funniest adventure
game lo grace our compuler screens
since LucasArts” classic DAY OF THE
TENIACLE.

DRAWING BLANKS

When the game begins, we are intro-
duced o haggard, absent-minded car-
toonist Drew Blane (Lloy), the ereator of
the highly suceessful “Fluffy Fluffy Bun
Bun Show.” His day has started badly with
amissed dentist appointment, and now
he's Jate for a meeting with his boss,
Rushing in belatedly, he leams that the
boss has done alittle “creative” thinking
and has decided that the “IFluffy Ilulfy
Bun Bun Show,” featuring a disgustingly
cule bunny of the same name, needs
some new life: even more disgustingly
cute little bunmies, And Drew has just 24
hours lo come up
with the new arl-
work.

Somelime in
the middle of the
night, while Drew
is still drawing
blanks, his televi-
sion suddenly
lights up with the
“Iluffy Iuffy Bun

sun Show,” and

PURPLE HAZE Human cartoon Christopher Lloyd finally meets his match in the animated

world of ToonsTRUCK.

sucked into the cartoon world of Cutopia,
aplace where evervone is so ente and
nice and wonderful vou'll positively wanl
to vomil. I Here he comes face-to-face with
his favorite cartoon creation, a sarcastic
purple toon named Flux Wildly, who joins
him as he sets ont to look for a way back
to the real world,

‘o get home, Drew consults the King
of Cutopia (a giant smiley face ona robe),

who assures his eseape only if he will help

ANIMAL MAGNETISM You'll need to collect more than the usual
adventure game bag o' tricks as you quide Drew and Flux
through Toonstruck's myriad puzzles.

belore he knows
what’s happening,
he finds himself

cG JANUARY 1997

Cutopia connter the nasty plntx of Count
Nefarious, ruler of the nearby Malevo-
landls. Nefarious has construeted a
Malevolator that zaps cute toons and
their neighborhoods, wming them into
evil, nasty toons and slums. ‘The king
wants Drew to help his engineer con-
struct a counter-Malevolator, a Cutificr,
that will reverse these effects. 1his is the
point at which you, as Drew, enter the

action of the game.

TOON TALK

"Traveling through the cartoon kands of
Cutopia, Zanydu, and the Malevolands is
quite a treal. Fverything you see and
experience in the game is as if you were
walching an old Warner Bros. cartoon. In
cach area of the game, peppy and evoca-
tive cartoon music plays in the back-
ground, and standard cartoon sound
effeets highlight many of the animations,

With humor that ranges from cutesy to
risqué, TOONSTRUCK keeps the laughs
coming nonstop. Among the many char-
aclers you'll meet on vour Iravels is an
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Survival comes down to two things, the role of strategy.
And the roll of the die.

INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the
broadsword has there been a more realistic way to experience the pace of
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON
DICE, takes you on a dangerously realistic journey into onc of the most
challenging and popular {antasy dice games ever.
This animated DRAGON DICE adventure, bcgins in cons past, when

oy the strength of the sword or the spell power of a sorcerer was the only

‘..,_--—-*“E difference between a glorious life, and a vicious, terrible death.
5 You'll have to use all 128 of the games built-in computer dice to build
your own dice armies, to scout enemies, and to avoid traps. Plus, each
DRAGON DICE CD-ROM comes with a limited and collectible, TSR
sanctioned DRAGON MASTER dic.

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the
extremely talented, or the unbelievably lucky will survive.

e s R i g sm i o o Y

s

@ BAsip ON TSR’S BLOCKBUSTER STRATEGY HIT, DRAGON DICE.

@ CusTOMIZE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dict: (ALL 128)
SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND
STORYLINE OF AN ANCIENT AD&D" UNIVERSE

@@ BEAUTIFUL ARTWORK AND DICE <TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE,
CREATING A RICH GAME PLAYING EXPERIENCE

s : : . . .
i Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com
Check out TSR’s DRAGON DICE game available now.

CRAGON DICE™ and © 1008 TSR, bnc. Usad by bnterplay Procctiors undsr foeras o TSR, Inc. INTERFLAY is a Traderark of In
Windows 858 s 2 braderrark of Merosoft Compration
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REVIEW * TOONSTRUCK

Irish-Scattish bartender—a sham-
rock ina kilt —whose speech alter-
nates between an lrish brogue and
a Scollish burr a Valley Girl cos-
tume-shop owner who quotes from
Camus; and a ﬂming, muscle-
bound bulldog who walks around
insulting lesser physical specimens
in the stvle of the old 1 Tans und
Iranz” routine from TV Safurday
Night Live. Oh yeah, theres also a
busty, latex-clad dominatris sheep
mamed Polly —in ease vou were
wondering whether this was a kid’s
game or not.

Conversations throughout

Toosnstruck are hilarious, and the TEARS OF A CLOWN Meet Spike, evil clown and eye-poker. This is just one of the bad guys

vaices behind the characters are
brilliant. "The game features a host

of stars providing voice work, including
Tin Curry, of Rocky Horror fame, as
Connl Nefardous; Dom Del nise as
Iingers the arcade owner; and Din
Caslellaneta (the voice of Homer
Simpson) as Flux Wildly.

Conversations are presented both in
audio and as text (though you'd never
wanl fo play this with the sound down),
and the interface for conducting them is
extremely simple fo use. Conversational
options are represented as graphics that
vour can click on to move things along,
One ol the standard conversation graph-
ics is an ice cube (for “breaking the ice”
with a character) that allows the conversa-
tion to follow general lines. "The ice cube
melts stowly as the conversation lows and
ends up as a little puddle of water when
all general topics have been exhausted.

DYNAMITE GAMEPLAY

Of course, because this is an adventure
game, you'll find many things to examinge,
grab, and manipulate as vou make your
way back to the real world. Yon can place
items in your inventory (once you refrieve
the convenient “boltomless bag” from the
Roval Engineer) and use them on one
another and on characters and other
ilems in the game, No cartoon would be
complete without a lot of explosive slap-
stick, so there’s also a shop in Zanvdu that
sells novelty iters with masty surprises Hral
will serve you well in your adventures.,

Many of the puzzles in TOONSIRUCK

CcG JANUARY 1097

are solved, appropriately enough, by
thinking about how you'd expect things Lo
work in a cartoon world, OF course, aim-
ing your brain in that direction sounds
easier than il sometimes is, especially if
your brain is geared toward how things
work in “real life” (which isn't true of all
computer gamers). The bonus comes
with the wild animations, sound effeets,
and genuine cartoon feel that accompany
vour experimentation and successful solu-
tions Lo puzzles.

Thankfully, Drew Blane and 1ux
Wildly can do alot of silly things that not
only don’t result in death (nothing seeims
to actually kill vou, but there are a lot of
saved game positions, justin case...) but
also make TOONSTRUCK fun to play.
Drew can even “nse” Flux to help him
solve some of the puzzes he encounters,

While object manipulation is the basis
of many |TII!/|I"- in the game, "Toon-
STRUCK has a wide variely of puzzle bpes
that will keep you happily occnpied for
quite some time, mehuding wordplay,
logic, and arcade-type puzzles. At key
junctures in the game, after you've solved

certain imporlanl pwy.hr.\. (he action

segues with a “Meanwhile..,” and a short

cartoon sequence reveals what is happen-
ing lsewhere in the toon world, Many
strange things will happen to the world as
Drew and Flux search for the missing
Cutifier parts, And gamers should
beware —the game is not over once the

Cutifier is fixed! A plot twist at this point

you'll have to confront as you work your way toward defeating the evil Count Nefarious.

leaves Diew in the foul dungeon in
Comnt Nefarions” castle, a place that he
st escape before he canmake his way
back 1o the real world.

THAT'S ALL, FOLKS

Toonsruck is a hilarous, first-rate
tomp through a goofy cartoon world, Wit
many przzles, humorons conversations
and characters, unespected plot deviees,
miasterful voice work, and more, this
game s well worth plaving by anvone
who appreciates a good laugh, Give the
game’s developers, Burst, a lot of eredit. Af
atime when many adventure games are
trving lo outdo each other with violence
and ponderous, Mysi=like story lines,
Toons1RUCK is a real breath of fresh air, a
Saturday morming cartoon for vour com-

puter sereen, With a dominatris sheep.

FAPPEAL: ToonsTRuck is a funny,
engaging cartoon adventure that will
amuse adventure gamers and cartoon
fans alike.

PPROS: Comical characters and con-
versations, an entertaining story, and
excellent voice work make this humor-
ous game an all-out delight to play.

FCORNS: Almost

none, hut gamers [
with delicate sensi- \§ ::7_
hilities should ke T

aware that some of Q%
the humor is

risqué. This is not M‘I‘E“
a kid's game. Llg)}
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THE APOCALYPSE
HAS BEGUN

All seven seals, have been broken. Every evil that
plagued the earth has become incarnate, disturbing the |
lancing force between good and evil, man and spirit. -

F [ rAILED 1D ENVI T W
* . 'I‘ILTERACTWE OBJECTS AND PREDATORY DEMONS
Not only have you.stumbled blindly into a nightmare, .
you’ve ‘set the stage for the Apocalypse. X
And now.only one can stop it.

He who bears the mark. The chosen one. You.

Presenting a terrifying.3D adventure unlike anything
you've experienced before. Realms of the Haunting.
The forces of darkness dre gathering for the final *
showdown. ** R — b

00 INTERACTIVE OBJECTS INCLUDING
4AN 155 POSSIBLE INVENTORY ITEMS -
APONS, AND MAGICAL OBJECTS.

NED CONTROLS ALLOW CUSTOMIZATION
TURE AND COMBAT LEVELS.
PHISTICATED CHARACTER INTERACTION . PLOTBRAN

REAL-TIME, FIRST-PERSON, : )
ENVIRONMENT. s TSR WA

THE BATTI',EGROUND BETWEEN ULTIMATE GOOD & EVIL.

-3

BY GAMERS. FOR GAMERS."”

0199 Gremlin Interactive, LI M rights reserved. Realms of the Haunung and Interplay are trademarks of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor.
v Licensed from and developed By Gremlin Interactive, Lid. All other trademarks are the property of thelr respective awners.
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ADVENTURE/RPG

Price: 554.95

System
Requirements: 486-66
or better, Windows 95,
16 MB RAM, 15 MB
hard drive space,
SVGA 256-color graph-
ics, 2x CD-ROM drive,
mouse; Sound Blaster-
or 100%-compatible
sound card, Quicktime
2.1 for Windows
{included); Macintosh
version also available,
Protection: None (CD-
ROM must be in drive)
Designer: Tribeca
Interactive

Publisher: GT
Interactive

New York, NY

(212) 726-6500
Reader Service #: 321

REVIEW ¢« 9

* Strange

Interlude

Long On Weirdness, Short On Gameplay,
91s A Unique But Brief Diversion

by Robert Coffey

ike the pump organ that is its
cenlerpicee, 9is a game that
|)11||.\|)||r all the stops, dlistin-
guished by richly detailed, weird
arl; an original story ling; and
mame lalent like Christopher
Reeve, Cher, and James Belushi.
But while the title of this Mys1-
on-acid clfort refers to muses of

crealivily, it also lets
you know aboul liow miany
hours it should take to com-
plete the game. For all its
originality, 9 is hampered by
exceptionally brief plaving
time, a brevily abetted in
large part by the unchalleng-

ing nature of its puzzles.

OH, FOR A MUSE OF FIRE

“The game begins with vour
inheritance of the Last Resort,
a decidedly bizarre getaway
(Iv\'igncd to generate inspira-
tion for creative types, fonmerly owned by
vour late, eceentric uncle, Thurston | ast
(Chistopher Reeve). Upon ariving lo
claim your inheritance, you realize some-
l|1ing has gone terribly wrong, Inorder lo
save the resort you must deal with the nine
muses that reside there, rebuild the Muse
Machine (built by Unele Thurston to
amplily creative energy), and defeat the
evil Toxie "Iwins, who are twisting your
uncle’s legacy to serve their own nefarious
purposes. Failure imeans the end of music,
beauty, and art — certainly a more novel
premise than the countless “end of the
worldimankind/your life” threats that drive
SO TIANY g,

The Last Resort is rendered in the lush,

detailed SVCA graphics that have

become de riguer for artsy-fartsy adven

ure games since Nyst, Bul the world of 9

is ils own fascinating animal, an off-kilter
melange of carmival kitseh, S0s-cra adver-
tising art, South Pacific tribalism, and
plain old-fashioned weirdness. 1 was par-
ticularly fond of the portrait of a hoge,
multiple-eyed flesh potato reading to a

cule little girl.

GET ME A SWATTER! Salty, caretaker of the Last Resort, is as unwelcome as
the recent work of actor Jim Belushi, who provides his voice.

Despite the striking originality in arl
direction, Y offers nothing new in terms of
puzzles. There are the mandatory locked
doors as well as a sequencing puzzle, a
steam engine that needs starting, and a
thythimic rmund of follow the leader,
Pretty standiard stuff, and none of it offers
much ot a challenge,

"lwo arcade-stvle games break up the
puzzle solving, While both are funand il
the overall spirit of 9, gamers looking for a
more standard adventure game experi-
ence may find them frustrating and a
detriment to gameplay. The Shool-a-Ral
game is particulary diffienlt, and can dis-
rupt the flow of the game as it repeatedly

thwarls your cfforts to recover the final

SIGHT-READING MADE LOOPY
Translating the code on the tikis into
music is at the heart of 9's gameplay.

picce of Thurston Lasts great invention,
Otherwise, the big-name voice acting
does the job in an efficient il unspectacu-
lar manner. I
there’s one place
where 9 stands
head and shoulders
above the rest, its in
the terrifically
entertaining and
inspired end
sequence that
rewards those who
finish the game.
Think Busby
Berkeley gone
berserk. If the same
expenditure of tal-
ent so evident in the ending had gone into

the puzzles, 9 would be a real winner. %

FAPPEAL: Adventure gamers who
savor a visually rich walk on the
weird side.

PPROS: Original plot; intriguing, one-
of-a-kind art; one of the most reward-
ing and inspired ending sequences in

recent memory.

PCOMS:
Nonchallenging
puzzles; exception-
ally short game
time; arcade
sequences could
frustrate some
gamers; James
Belushi.




resembles the classic arcade
game Dragon’s Lair. But it
seems this time the game
will play as good as it looks.
— CD-ROM TODAY

4 High resolution animations hand
drawn with painstaking detail by
Don Bluth Studios alumni
(All Dogs Go To Heaven and An
American Tail)

4 Features a cinematic musical score
from the talents of soundtrack
producer Barrington Phelong
(Truly, Madly, Deeply and
Nostradamus)

4 Available for Windows® 95/DOS
CD-ROM and MAC CD-ROM

Al

American George Stobbart happens into
a Parisian cafe one afternoon because he
wants a cup of coffee. But after a clown
delivers a plastic explosive that blows the place to smithereens,
all George Stobbart wants are
some answers.

Buried deep beneath the bodies
and the rubble of that explosion
lies a fourteenth century medieval
order called The Knights Templar.
Only you can unlock the secret

of this intriguing historical
adventure and stop the vicious
conspiracy that threatens to

reshape the world.
CIRCLE READER SERVICE #117
£1996 REVOLUTION SOFTWARE LTD, All Rights Reserved. Circle of 8lood Is a trad k of Reveluti L,
Published by Virgin Interactive Entertainment, Inc. Virgin is a regi d of Virgin Enterprises, Ltd.
Microsolt, Windows and the Windows Logo are reg d trademarks of it Carporati
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PETER OLAFSON -

ACTION

count myself among the
tolerant. | do not honk
immediately when a red
light turns green. 1 do
not make a scene when
someone culs into line
al the movies. The
puppy makes a puddle
on the floor, and I'm
cool with it,

But that same tolerance typically ebbs
when I'm faced with action games based
on, for want of a betler description, “non-
traditional sports.” I can think of exactly
two made-up sports-action games that
I've liked over the years. BRUTAL SPORTS
Foorsarls medieval incamation of
pigskin was brought home by its over-the-
top violence. And SPEEDBALL 2: BRUTAL
Dizvuxe had this amazing structural
integrity. It was built of stone, and you
could almost believe it was a sport.

But most of the others just serve as
bookends for the games around them. |

suspect it has something o do with their

Sega is bringing two
of its best driving
games over to the PC.
Early Windows 95 ver-
sions of SEGA RaLLY
and Davrona USA sug-
gest they'll be almost
identical to the Saturn
originals. (DAYTONA'S
kept intact the ability
to race in the wrong
direction and the
goofy music.)
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lack of grounding in the real
world. A real sport isn't sim-
ply a game: it is people and
places and history. When
you play compuler bascball,
you're nol swinging a bat or
pitching a ball. A hundred
vears of swung bats and
pitched balls are hanging
invisible in the air about
you, By contrast, invented
sports have no history to
them,

Perhaps there’s hope,
though, both for me and for
the genre, A few weeks ago,
I got my hands on a beta of Rocker
Jockey (from Rockel Science and
SegaSoft) that kept me up late two nights
running, Before | remembered that |
couldn’t stand this sort of game, [ was
having too much fun to stop.,

AMERICAN (BIKER) GLADIATORS
The designers for ROCKET JOCKEY

EASY LEFT The intense off-road racing of
Se6a Ratwy Crampionstie will be coming to PCs

some time in early January.

> Ko

-~

ROCKET-STEER Turning the rocket isn't easy, but you
can use cables to latch onto pylons—and clothesline
your opponents.

seem to have taken their inspiration from
those poshwar magazine covers touting a
“better future through science,” Its gladia-
torial combat between contestants
mownted on rocket-powered bikes. You
roar around an enclosed space with the
object of keeping your seat while helping
everyone else lose theirs.

[5asier said than done. The bike is a bit
lough to control —it’s a rocket, after
all —and leaning this way or that only
turns this imperfectly guided missile
ata shallow angle. Hence, the game
is forgiving when you crash into side
walls, fences, and towers on the play-
ficld, an action tat typically deflects
vou back into the fray.

"lo make maneuvering in this
cumbersome vehicle easier, you're
given the ability Lo fire a steering
cable to the left ar right of vour
vehicle (think Batman on a
speederbike). The shorter the
cable that connects you to an

object, the tighter the iming
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Wacky Sports- -
Action Games -

Action Gladiators Do It With Rockets Between Their Legs

‘ ‘ I can
think of
exactly two
made-up
sports-action
games that
I've liked
over the

years. , ’
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Tako the race of your life
abonrd o futuristic cybor-cycle.

A ey

It moves sideways, backwards,
upside-dewn and over obstacles.

Choose from six different tracks.

SPINE-SNAPPING
HAIRPIN TURNS.
HAIR-RAISING
LOOP-TO-LOOPS.
ALL AT
MIND-NUMBING
SPEEDS THROUGH
THE SEWERS

OF NEW YORK IN

THE YEAR 2020 AD.

GT Interactive
Software
' wwvsgtinteractive.con

wenger, Inc. Distributed by GT Interactive Software Corp. All trademarks are
uf their respeelive companies.



PETER OLAFSON

radius. Another click releases the cable
S0 YOU CHI move on.

"The cable usually anchors on the
scenery. With practice, you'll be able to
target the bombs and rockets strewn
about the landscape...and rival rocketeers,
You can either clothesline them by firing a

straight cable across their path, or hook
onto them and drag them along in a pun-
ishing circle before dumping themina
distant comer.

And that’s just the “war” scenario.
Theres also a rockel-jockey slalom and a
challenging game of rocket soceer.

Hopefully the final version will have some

team interaction.

OK, this title still might lack that requi-
site sense of history that | mentioned to
qualify as sports. That quality only time
can provide, But we're talking action-
sports, and in this case, the action defi-
nilely is fun. Besides, 'm atolerant fellow.
I can adjust. &

P!

Star Control 3
Hypermelee Tips

If you haven't tried the Hypermelee
action in Star Control 3, it's a blast.
You can have the computer fight
Hypermelees for you, but then you'd
be a little girlie man, and what's
worse, the computer doesn't always
fight intelligently. It's far better lo take
the helm and do the dirty work your-

CHMMR AND GET SOME The Chmmr Avatar has the most
powerful beam weapon in Hypermelee, but it's too slow to
catch quick ships.

self. Besides, it's incredibly fun and
addictive, and, with these tips, easier
than you think.

The balance of power in Hypermelee
is similar to the old Paper-Rock-
Scissors game. When you encounter
the Daktaklakpak, always fight them
with your Precursor vessel or Doog
ships. Your Precursor ship has a hom-
ing defense system that will tear apart
a Dak ship before it can lock its
mandibles onto you, while a Doog ship
has a primary homing missile gun that
does practically the same thing. No

other ships will do as well as

these two against the

Daktaklakpak. Don't use the com-

puter to fight the Daktaklakpak

because it will choose the Chmmr

Avatar, which is terribly ineffective

against the Dak ships.

Against the Vux, il is best lo
use the Pkunk Fury. The Vux are
the only race with the special
ability to start Hypermelee right
next to their opponents. Even
though the Intruder is a painfully
slow ship, this special ability

———— 071 the

. Vux are
automatically
within range when
Hypermelee starts
and can begin
carving into your
ship with their
powerful lasers
before you even
have a chance to
move away. If you
use the Pkunk
Fury, you can
speed away
instantly, before
the Vux get a
bead on you, and
then maneuver behind them and
unleash your steaming pellets. Most
other ships are too slow to escape the
initial onslaught.

Against the K'tang, the Doog's
rapid-fire homing missiles are perfect,
In fact, once you acquire Doog vessels,
they are a very good pick for nearly
any battle since their primary weapon
will home in on an enemy vessel no
matter its position. You don't even
have lo turn around to shoot a ship
behind you: the Doog's auto-aiming
missiles will simply shoot out from the

UTWIG JUGGERNAUT The Utwig ship, the
Jugger, is perfect against the Owa ships
(shown here) and Heralds. Their four-
pronged guns don't deplete energy, so you
can fire with impunity at your enemies.

back and fry the hogey.

Generally speaking, though the
Chmmr Avalar is probably the single
most powerful vessel, it really shouldn't
always be your vessel of first choice. It
is rather slow, and won't be able to
catch up to Pkunk Furies, Daktaklakpak
ships, or other quick vessels. Those
vessels will be hard pressed to damage
you because of your defense salellites,
but you will only achieve a frustrating
standoff that could last for minutes.
Use the Avatar when you know you are
fighting slower ships like Vux Intruders,
K'tang ships, or Doog vessels. The
best ship to use by default is the Ur-
Quan Dreadnought, which loses in very
few battles.

Against the Heralds at the end, use
Utwig Juggers. Absorb their initial barrage
of missiles with your shields, let them
exhaust their energy, and then fire away
at the origin of the missiles. You can get
off a few good shols before they regener-
ate enough energy for another missile
attack; at that time, power up your
shields again. Repeating this process will
lead to a swift victory. Juggers are also
ideal against the Owa ships.

e e e e === ——— = . ]
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“WHAT WE SAW

STUNNEL

EVEN US

JADED

EDITORIAL TYPES"- PC GAMES

TIMELAPSE; TITANIC AND NCAA CHAMPIONSHIP BASKETBALL.
YOU'VE NEVER SEEN ANYTHING LIKE THEM, UNTIL NOW.



JOURNEY TO ANCIENT CIVILIZATIONS,

DISCOVER AN ALIEN RACE AND SHATTER
THE THEORIES OF MODERN SCIENCE.

© 1996 GTE Entertainment. All rights reserved. The GTE logo is a trademark of GTE Corporation. Timelapse and GTE €3
Entertainment are trademarks of GTE Vantage Inc. All other trademarks and trade names are the properties of thair respective
helders, For more infermation call: 1-800-GTE-TODAY.,
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Journey through five SGI-rendereds
faithfully recreated 3D environments
and unravel the secrets of Easter
Island- Egypt. Atlantis and the
Mayan and Anasazi worlds.

Embark on a compelling. puzzle-
solving adventure with stunning
full-screen, photo-realistic. ray
traced graphics as you travel
through time and space-.

Enjoy over 40 hours of challenging
gameplay with multiple endings as
you attempt to reach your ultimate
destination...Atlantis.

e

TIHELAPSE

/wnnlrw-:nm. wf Lo B0 AToANTS

_ "“There are a Iot'of gt’l‘i”geous MYST-style
: adventures, but this is thé'best of them all."

o

y ymi;ﬂ 7

A Graphical Adventure

Free demo disk
WWww-im.gte.com

[GTE Entertainment

CIRCLE READER SERVICE #1185



Outwit spies, retrieve stolen docum
before 90 tons of ice stops you

“One of the best new ga _
— Computer Gamin
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“Nothing short of aweso
— Next Generation
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— Newsweek
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I the Tigmic's Guelul night and you play
a British agent = the key ligure entangled
in o race against time to change the course
of 20th century history,

Acvineed 360" movement puts v on haard an Astory of intrigue and disaster unfolds as vou

historically accurate SGI rendition of the Titnic interact with over 25 [ully animated characters
as vou search for clues and seeret documents in who remember your responses and act accord-
Tully explorable 3D environments, ingly as vou criss=cross their paths,

A Graphical Adventure
Free Demo Disk www.im.gie.com

! Entertainment [
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2 }1 Advanced artificial intelligence Extensive recruiting feature
ﬂ., lets you grow players from let's you rebuild your team

« . freshman to senior year. after each season of play.

64 Division | Teams

“This is as close as you can
get to college hoops without
putting on the uniform
yourself.”

— Computer Game Review

“...NCAA Championship
Basketball combines arcade
style 5-on-5 hoops play
with a sophisticated sim of

Division | coaching life.”
— PC Games

Win tickets to the Final Four®
Visit our website for info.

H@-EREADER SSRE AR http://www.im.gte.com
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Shadow Botting

Play DeathMatch Alone With Testy Little Quake Bots,

Or Play Quake At Work With A Stealth Boss Key

by V. Long

vakE DeathMatehes are
soamazing it they're
worth plaving even by
voursell. That’s right, you
can experience rcous
“multiplayer” mavhem
even on a lone, uncon-
nected computer..with-
oul sulfering a millisecond
of Intemet lag! Using
ingenious Quake C mods,
known as “bols,” you can
simulate human players on vour own
machine. Although they'll never fully
ieplace ive opponents, bots are quite
challenging, especially if you spawn a
bunch and crank up their skill level.

My current favorite is Steven Polge’s
Reaper bat; it's a fearsome foe that excels
at “cirelestrafing,” particularly at SKILL
3. Simply ereate a CAOUAKE/REAPER
subdirectory, put the Reaper’s
PROGS.DAT there, and start QUAKE by
typing QUAKE -GAME REAPER
Another popular bot is Cameron
Newham’s Eliminator, which uses “way-
points” for navigating levels with uncanny
intelligence: however, it’s not as tidy lo
install as the Reaper.

The most humorous is TangMaster’s

Victim bot, which runs like an innocent

bystander out of Vikiua
Cor. When mixed with
monsters or live
DeathMateh « pponents,
Victim bots really test
vour skill at selectively
hitting targets. No
doubt, bots add {'IIHI'{.‘I_\'
new dimensions lo
“multiplaver” QUAKE.
You can even add bots to
human DeathMatches
to liven up the gameplay
in your usual splatter-

fests.

QUAKE CYA

Who says the holidays are over?
With this “boss key” hack, you can
QUARE in the office with impunily
whether you play solo or pummel co-
workers, Plus, no QUAKE C is r(:(|ui|'t-(|
here.

In Windows 95, Ali-Tab switches
ai])i*“cittinm but does |lnl|1i|1g lo
squeleh the sounds of mavhem, Now
there's i fix, courlesy of Janis "|')i'.\;|s!rl\'"
Jagars. Here's how to use Tab Lo instant-
Iv toggle between silence and vour
selected volume level, When the boss
appears, hit Tab then All- "Tab. When
the boss goes away, hit Alt-
"Tab then Tab, This hack
also lets von f|1|i(‘m_\' adjust
sound volume via Page Up
and quil silently via F'10
then Y.

Gointo the C:/QUAKI/
1D subdirectory, and copy
CONFIC.CFG as
AUTOEXEC.CIFG. Then

THE QUAKE PAGE

4 4

R

DONT SHOOT ME If you enable the Victim bot, innocent
bystanders will always seem to get in your way, but killing them
will cost you frags.

/I boss-key hack

alias vol_00 “volume 0 ; alias
vol_0b vol b ; echo Silence”

alias vol_0 “volume 0 ; alias vol_s
vol_1 ; alias vol_b vol_0 ; alias
vol_0b vol_00 ; echo Silence”
alias vol_1 “volume 0.3 ; alias
vol_s vol 2 ; alias vol_b vol_1 ;
alias vol_0b vol_00 ; echo Low
volume”

alias vol_2 “volume 0.7 ; alias
vol_s vol_3 : alias vol_b vol_2 ;
alias vol_0b vol 00 ; echo
Medium volume”

alias vol 3 “volume 1 ; alias vol s
vol_0 ; alias val_b vol_3 ; alias
vol_0b vol 00 ; echo Loud”
volume 0.3

alias vol_s vol_2

alias vol_b vol_1

alias vol_0b vol_00

bind PGUP vol_s

bind TAB vol_0b

alias squit “volume 0 ; wait ; quit”
bind F10 squit

Check out this
month's Quake
goodies and files
from previous
months on the CD.

use afext editor to append “That’s all we have this month, but stay

HOT BOTS Spawn a few bots to elevate the multiplayer
pandemonium in DeathMatch. The bots act like human
players and go for each other if you aren't around.

tuned for more QUARE goodies. Same
QUAKE lime. Same QUAKE page. &

the following 14 lines lo
AUTOEXEC.CIC.
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REVIEW * ROAD RASH

A Gnarly Ride

Bike Racing With Violence And Tasteless Humor

by Gordon Goble

hat would you call
a product that's
tasteless, full of
erunge and vio-
lence, but also fun?
You'd call it Roan
Rastt, FAS hodge-
podge of discon-
nected (and at

times morally
bankrupt) ingredlients thrown together to
accompany whal is an otherwise cnjoy-
able matoreyele rcing game. Off the
track, RoaD Rast offers up mid-quality
videos of drunken brawling |Harley stereo-
types, and carloon stills of ofher intoxical-
ed bums vomiting in dirty toilets and pee-
ing in equally dirty urinals,

IFyou can dig past this dirl, however,
vouwill find a simple, but fin, motoreyele
racing game, ROAD RASH puls you in lhe
bools of a motoreyele punk to win illegal
street races. You'll have your pick from
several unsavory alter-egos, such as ex-con
Milwaukee Jon or rabies-infected
“Rhonda the Rash,” and then you're on
YOUT Iy Way.

Iirst stop is the local biker hangout Der
Panzer Klub, where you'll set control,
graphic, and sound options and sign up

Lo (01 |11 n1ext race. You can also sclimooze

Price: $49.95

System
Requirements: 1BM-
compatible Pentium
75, 16 MB RAM, 25
MB hard drive space,
SVGA graphics, 2x CD-
ROM drive; supports
Direct Sound-compati-
ble sound card

it of Players: 1-8
Protection: Mone (CD
must be in drive)
Designers: Papyrus
Design Group
Publisher: Electronic
Arls

San Maten, CA

(800) 245-4525
Reatler Service #: 322

with your
p(‘tr&;. SUP'
posedly pick-
ing up track
and style

i 2 Gime Med
hints in the e

(Graphlcs Optlons

Player Lavel

Player Nome 'y,

Select Charaenet,
Jukehox 3

process. ' The
trouble?
\'\-"(:“, the

R Sownd Bllx
Facing s not Configure Input
very con- e

Go Home

plexand the
hints are
lamie, so why

bother?
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THIS 1S COOL? This disgusting scene is typical of the
fluff surrounding Roan Rask. Most bikers are portrayed
as idiots and grungy slackers.

Being a newbie biker, you start with
nuthin’ but a stinkin’ Rat Bike (as the
game personalitics would say). As you
pick up victories and carn money, vou'll
wanl Lo visit Olley’s Skoot-A-Rama to
upgrade vour wheels, moving up through
various sport and superbikes,
"The bigger and badder the
bike, the harder it is to con-
trol, but you have to do it
because the competition will
be getting belter, too.

THRASHING YOUR
FRIENDS

It takes more than a good
driver on a good bike to mle
this roost. You see, these
scumbags play dirty, flailing
away with chains, bats, boots,
or just a good old-fashioned
backhand as you Iry to pass.
Naturally, vou have to fight fire with fire,
and if the truth be known, it's a blast
whacking some poor schimuck over his
noggin until he loses control in front of an
oncoming vehicle.

Action oceurs in a rear chase view, with
an impressively appointed instrument
panel actoss the base of the sereen. 'The
bike leans into turns and skids in fast cor-
ners, but it's
basic arcade
with minimal
real-life han-
dling. The
big challenge
is avoiding a
constant bar-
rage of obsta-
cles (and
beating the
crapoul of
your rivals).

‘The
tracks aren't

exactly 30, but they do run the gamut

from seasice drives to congested cities to
superhighways, with scenery that includes
squishable photo-realistic pedestrians and
all manner of transportation and structure.

‘The most fun is playing it multiplayer.,

MEAN STREETS Much of the fun consists of simple
arcade racing on different tracks while trying to punch,
kick, and beat your opponents off their bikes.

But a limit of five total circuits and the
very simple driving model make for a
questionable long-term proposition, Add
in a hardware conflict between the game,
Sound Blaster 16 sound cards, and
Microsoft’s Dircet Draw that consistently
kicked me back to the Win 95 desklop
without waming, and Roab Rast
hecomes even less intriguing. Still, Roap
Rasttis fun, though it could have beena
better game with a litile more motorcyele
flavor and a lot less tastelessness. %

PAPPEAL: Young Gen Xers with a
taste for two-wheeled street combat.

PPROS: Great grungy bands, great
grungy music, nice graphics, good
track. The fighting on cycles can he
highly entertaining.

PCOMS: Too much
periphery, too little
game. Disjointed
feel to the product
as a whole; annoy-
ing software/hard-
ware problems.




» From the co-designer of
X Wing™ & Tie Fighter" &
the designer of the Super
Star Wars™ game trilogy

= 50 twisting, turning action-
packed sub-missions rife
with combat and puzzle-
solving objectives

» Dramatic graphics stunning-
ly rendered in cutting-edge
“Anime”-style animation

# First person, side-scrolling
action in 2 1/2-D combat
environments teeming with
drug lords, cyborgs and the
vilest perpetrator of all

Y Written by world-renowned
author Orson Scott Card
(Ender’s Game, Speaker for
the Dead) this intense plot-
within-a-plot storyline comes
alive with sizzling dialogue
and continuous interactivi-
ty between characters

# High-tech crime fighting
including DNA analyzation

9 Cinematic soundtrack with
ofiginal music and action-
enhancing sound effects

q —a human binﬁd_hound hired to track down the killers of a

powerful senator. Use your shay tand even sharper;:_'s_h'hbting to navigate the dangerous metro-

to track down the pgji&k;e"rs. orchestrating the collapse of the new
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REVIEW * MONSTER TRUCK MADNESS

~ Beaten Track

Microsoft's Muddy Mother Of Arcade Racing

by Mark Clarkson

icrosoft’s game strategy
scems Lo be fo concen-
trate on litles thal move
fast and look good under
Windows Y5, MonsTER
TRUCK MADNESS
(M'IM) dloes hoth, at
least if you've got a fairly
fast Pentinm. Dropped

behind the wheel of a
teetering monster truck, you have to do
your muddy worst on a variety of off-road
tracks. M'TM offers a selection of 12 trucks
drawn from the real world of monster
truck racing, and the names Bigfool, Bear
l'oot, and Snake Bite should be familiar to
anyone who's spent an evening watching
4xdds careening over heaps of crumpled
Galaxy 5005 on IESPN,

MTM lets you test your monster truck
mettle on three types of circuils: drag, cir-
cuit, and cross-country rally. Driving the
trucks is straightforward, although I could-
't sel the game up to use my CH pedals
or to make use of the additional buttons

S ——

Price: $44.95
System
Requirementis: 1BM-
compatible Pentium
60, 8 MB RAM, 2x
CD-ROM drive, SVGA
graphics, 20 MB hard
drive space, Windows
95, mouse; supports
most major sound
cards.

i of Players: 1-8
Protection: Key code
for first installation
(CD must also be in
drive to play)
Designer: Terminal
Reality

Publisher: Microsoft
Redmond, VA

(206) 882-8080
Reader Service #: 323

onmy CH F-16 Combat Stick.
The graphies are great, espe-
cially on my 3D accelerated
Diamond Stealth card
(MONSTER ' TRUCK MADNESS
uses Direc3D and can lake
acdvantage of 31 hardware accel-
eration). "Tires leave tracks in the
mud and grass, and send clouds
of dust and dirt into the air.
Large game objects, such as
trees and buildings, are indestruc-
tible, but you ean snap other
ilems, like cacti and road signs,
into picces by driving over them.
All the right sounds are here—

trucks crashing into cach other,

cG JANUARY 1897

waler splashing, audi-
ence cheering—bul
the sound quality is
disappointing,
There are three dif-
ferent difficulty levels
ta choose from. On
beginner, your speed
is kept so low that you
can take tums with-
oul lipping over,
though vou lack the
muscle to jump over
large-sized gaps. On
intermecdiate, you ean

ran your IIlIL'L' up o

KEEP ON TRUCKIN' You can race with up to seven olher
human or computer players over three types of tracks, slipping
and sliding across gorgeous terrain in a silly but fun arcade-
style monster truck racer.

full speed. On the
professional setting, all bets are off —the
compuler’s trucks cut comers, take advan-
tage of all the shortents, and drive to win,
‘There’s a garage, but it offers nothing
like the complexity of such hard-core rac-
ing sims as INDYCAR Racin 11 You can
adljust the cut of vour tire tread from shal-
low to :It'n‘]:-, hweak your acceleration, and

choose from solt, medium, or hard sus-

TONKA TOYS Your indestructible trucks tip, sway,
bounce, and roll all over the tracks like toy trucks.
You can roll several times and still drive off with-

out a scratch. If you land on your roof, the game
will just flip you right over.

pensions. Soft suspensions damp acecler-
ation, but also soak up the bounces belter.
| did manage to test the LAN and
modem play, which both worked fine. In
fact, my cight-year-old daughter and |
occupied a happy hour or two playing tag
on our local area network—something PC
off-road racers might want to try their fool
pedals on. IFyvou have the time for a few
quick races, and an appreciation for arcade
racers in classic console style, then fire up

MM for some good, muddy fun. &

PAPPEAL: MTM is for those of you
who want to experience the kidney-
pounding fun of monster truck racing,
and who aren’t expecting a serious
simulation.

FPROS: Great graphics, good basic
fun, very easy to
get into.
PCONS: Limited
garage tweaking,
disappointing
sound quality, low
on sim depth.
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Compete head-to-head. Surrender nothing.

The licrosoft® SideWinder™ game pad makes it a fair fight
for you and up to three of your best friends. Hook up to
any of your Windows® 95-based games and all four (or three,
or two) of you get the same fully functional, lightning-
fast game control and multibutton maneuvers. So no matter
how many are plugged in, the competition’s still quick
and exciting. It's a perfect fit for hands oi all sizes,
letting you keep a solid grip and making it easier to use
any oi the buttons or triggers to vanquish your opponents.
Record complicated, hard-to-remember multibutton moves and
map them to & single button for swiit execution of lethal
maneuvers. Remember, the more SideWinder game pads you
own, the more iriends you can take advantage of. A little
friendly competition never hurt anyone, right?

Most people '-
enjoy the

inferiorit

of their

best friends.

—TLord Chesterfield

Micresoft

Where doyou want to go today?® www.microsoft.com/sidewinder/

01936 Microsoft Corporation. All rights reserved, Microsoft, Khere do you want to go today? and Windows are registered trademarks and SideNinder 15.a trademark of Nicrosoft Corporation.



Price: $54.95

System
Requiremenls:
Pentium 75 or belter,
8 MB RAM, 17 MB
hard disk space, SVGA
graphics, Windows 95,
4x CD-ROM drive,
mouse; supports
Win95-compatible
sound cards and joy-
sticks (Microsoft
SideWinder 3D Pro
recommended).
Protection: None (CD
must be in drive)
Designers: Rainbow
Studios and TRG3
Publisher: Microsoft
Redmond, WA

(206) 882-8080
Reader Service #: 324

Microsoft's Shooter Deserves o Stay Underneath The Waves

by Scott A. May

ou've fought aliens in
space, on hoslile planets,
and even on city streels.
Now lake a deep breath
and pursue them under-
waler in Microsofts
DEADLY TIDE, a firsl-per-

son shooter that’s le ng on

atmosphere but short on
just about evervthing else.
In the vear 2500, Earth plays host to a race
of alien invaders, who have quictly set up
shop deep within our oceans. Until now,
their exact purpose has been a mystery.
Recent attacks on shipping have prompt
ed counterstrikes
by the IZarth
Oceans Alliance
(IFOA) torid the
world of this
threat.Urgency is
cranked up a
noteh when it’s
discovered that
the aliens are
slowly raising the
ocean levels, with

the intent of

ALL THAT GLITTERS...

Drabiy TioEs greatest attribule is
;llmil.\higgvﬁl .-.'||nl'l(:nn1ills3r All scenes
are pre-rendered with gorgeously
detailed 31 graphics, created by the
same Hollywood team responsible for
backerounds used in SeaQuest and
Star'liek: The Next Generation.
Visually, the game is stunning, with bril-
liant light source shading and diffused
filtering, Add some ambient bubble
effects and you truly feel submerged in an
underwater realin,

Unfortunately, all this pre-rendering

bumps the game size up to four CDs and

ENJOY THE SHOW The beautiful pre-rendered graphics and lush
cut-scenes of Deaoty Tioe look almost as good as Star Trek: TNG
or Sealuest, Maybe they should do a VCR version.

drowning their

landlubbing

opponents.

As you may have guessed, vou're the
Farth’s only hope, sent into action wilh
the Iydra, a high-tech hydrofighter proto-
type. The action takes place inavaricly of
seltings—all inderwater — ranging from
sunken ships and alien strongholds 1o
craggy topographies. Gameplay consisls
almost entirely n[(lrr(‘p—s:_‘;! t'Y'ﬂr]t‘.‘Ili:l'II. a8
vou locale clues Lo defeat your foes, while
constantly fending off wave after wave of

attacking alien vessels.
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requires constant dise aceess, On slower
systems, this can result in display pauses
and choppy animation. Luckily, you can
smoolh tings out by selecting one of
three graphic settings, with only slight
degradations in overall quality.

While pre-rendered graphics offer
greater detail, they severely limit your free-
dom of movement, With few exceplions,
vou have absolutely no control over the

path vou take. You simply trudge along a

S—— N

WATERLOGGED While launching Microsoft's
latest Windows 95 gaming wave, Deanty Tipe
sets gameplay back several years.

predefined path, as if pulled by an invisi-
ble tow line, rotating your HUD-based
crosshairs to blast oncoming alien hordes.
Disorientation is common, as you spin
around to target opponents without
knowing where the computer is spinnil g
you. In other words, your role here is sub-
missive, not asserlive.

And boy, is this repetitive, The five dif-
ferent alien ships always attack in swarms,
from all sides: annihilate one wave and
another appears out of thin water. And so
on, ad nauseam. In DEADLY T1DE, if
you've seen one batlle, you've seen them
all. Hopefully, Microsoft's next title will
play more like a game and less like a
tedious movie.%

FAPPEAL: Fans of frantic, arcade-
style shoot-em-ups will find plenty to
keep their trigger fingers twitching.

PPROS: Genuinely murky, claustro-
phobic atmosphere, lush blue-green
backgrounds and ambient sound
effects.

PCOMS: Comhat
controls are also
murky, pre-ren-
dered flight paths
offer limited direc-




AS OF NOW, AIRLINE FOOD IS NO LONGER
THE MOST DEADLY THING IN THE SKY.

LOOKS LIKE SALISBURY
STEAK HAS FINALLY MET
ITS MATCH. Introducing
Agile Warrior: F-111X for
Windows® 95. A game that’s
so intense you’ll discover
testosterone in places you

never knew you had it. From
the cockpit of one of the most advanced weapons in
the sky, you'll fly numerous deadly missions while
enjoying realistic explosions, blasting sound effects
and the outlandishly advanced cutting-edge graphics
you can only get with Windows® 95. Meanwhile,
on the ground below, your arsenal of laser-guided
munitions, napalm canisters, cluster bombs, 20mm

cannons and air-to-ground missiles will insure you
wreak havoc on anything and everything in your path.
All in unlimited access, on-the-fly 3-D environments.
Agile Warrior: F-111X.
We love to destroy.
And it shows.

INTRODUCING AGILE WARRIOR: F-111X"
FOR WINDOWS® 95.

wWww.vie.com

Agile Warrior: F<111X £ 1095, 1906 ‘.'ngcrl I'nlslaclnrn Enloftammnl Inc. and Black Ops Enlertainment, Inc. All nghts reserved. Virgin is a registored
Lid. B

ol Virgin E

and the Windows Logo are registered rademarks of Microsoll Corporation,
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Price: $34.95

System Requirements:
IBM-compatible 486 DX-
33, 8 MB RAM, 1 MB
hard drive space, DOS
6.x or higher, VGA
graphics, 2x CD-ROM
drive; supports Sound
Blaster—compatible
sound cards, joystick,
joypad, Thrustmaster
T1 Steering Wheel, and
VR headset.

il of Players: 1-4 (IPX
network)

Protection: None
Designers: Manic Media
Publisher: Virgin
Interactive

Irvine, CA

(800) 874-4607
Reatler Service {l: 325

REVIEW * MANIC KARTS

Manic Karrs Mostly Lives Up 1o Its Name

by Gordon Goble

ou might not have
guessed it from the sub-
ject matter, but Virgin's
Manic Karis is actually a
part sim—part arcade look
at the bum-on-the-ground
world of go-karting, as
seen through a collection
of fantasy courses that

simply could not exist in
the real world. Its an electrifving experi-
ence, ifonly for the raw speed of the
game and the staggering handling of the

GLOBAL GO-KART

As a Nanie Karrer, vour task is to
compete with seven other drivers in a sin-
gle race or a full season of events held at
various locations around the globe, Fom
vour behind-the-kart chase perspective,
vou'll be bumping, blocking, cutting cor-
ners, and avoiding the ommipresent walls
and obstacles on the road to victor: The
view is intense, literally overflowing with
graphics, not to mention a ton of time,

speed, and positional information.

As you win races and eam I)I‘i?.(_' money,

got lo adhere to acknowledged racing
lines—smooth the corners by sctting up a
wide berth before cutting in tight and nat-
urally drifting back out onto the exit, And,
o further that realife resemblance, vour
competitors are actually there to win the
darmn thing, not roll over like losers.
Sometimes vou'll be immersed ina
series of DOOM-like corridors where it's all
vou ean do to keep out of the dead ends,

There are plenty of enviromments to drive

through. You may find vaurself sloshing

through waterways and snow banks, or

machinery, but il
isn'l the “sim” the
box cover would

have you believe.

KART DEJA VU
Whit o second.
Didn't we hear this
all before? Why yes,
way back when GT
Interactive released

SUPERKARTS in
carly 1995, It turns
out MaNIC is simply
amarginally modi-
fied revision of the
old CT product.

Fortunately, SUPERKARTS was a real
kick in the pants, and so is this follow-up.
Is it enough of an upgrade to entice
Super Karts owners back to their wal-
lets? Not exactly. Aside from some new
tracks and minor tweaking, the game feels
very much the same. But for newcomers
1o the fast track, MANIC is worth a look.

In SupErKARTS tradition, Nanic
Karts looks to be designed by two sepa-
rate camps: one at pushed for a siraight-
ahead sim, and one for a wacky arcade
game. And though therell undoubtedly
be arguments that it shouldve gone this
way or that, the end result is a nifty little
marriage between the two,

CcC JANUARY 1897

KART BLANCHE Manic Kanrs, though just a repackaging of the old
SupeRKanTs, is still a fun go-kart racing game with a good mix of arcade
speed and sim handling.

it's best to spend vour dough on perfor-
mance enhancements such as (rulting‘
edge tire compounds, engine “luning,”
and larger fuel tanks, so you can spend
more lime racing and less time in the
pseudo-pils. As the season progresses,
voull notice the winning drivers (stats are
displaved at the culmination of each
event) slowly building better karts, often
thron |g11 very different strategies

ManIc KARTS is an intriguing game,
because as arcade-like as the cirenits look,
with ente interactive elements like water,
sand, tralfic barriers and cones, and even
bouncing beach balls, there’s some real-
life driving required. Most notably, vou've

driving on log or dirt roacls. Manic:
RKarrs is a single-planed “lat”
gamie, 50 sadly you won't be speed-
ing over hills and dales or down
into valleys,

SuPERKARTS velerans should
note that those bouncing power-
ups, cash bags, and oil slicks popu-
lating the original have not macde it
here. Also, you won't be going
from Easy to Pro anvmore; now
vou'll graduate from a Slce
machine up to a full-body 250c¢e
powerhouse. But, geez, whatever
happened to progressive damage
and smoking engines? And what's
with that annoying digi-music,
anyway? In the end, though, Manic:
Karrs is the next best thing to finding
SUPERKARTS in the discount bin.%

FAPPEAL: Anyone who feels an
arcade racing game shouldn’t neces-
sarily mean a bad driving model.

PPROS: Responsiveness to burn—
just like the real thing. Lots of inter-
active graphics, no more Super Mario
~like power-ups.

FCOMNS: “Flat”
tracks, only a mild-
ly updated rework-
ing of the year-old
SuperKarts. And it's
still only go-kart
racing.
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Price: $54.95

System
Requirements:
Pentium 90, Windows
95, 8 MB RAM, 2 MB
RAM local bus graph-
ics, 2x CD-ROM drive;
suppaorts Direct
Sound-compatible
sound cards.
Protection: None (CD-
ROM must be in drive)
Designer: Fred Allen,
Todd Squires, Todd
Papaleo

Publisher: Viacom
New Media

New York, NY

(800) 469-2539
Reader Service #: 326

REVIEW ¢ SLAMSCAPE

| Don’t Want
My MTV!

If God Lives Underwater, He'll Swim Away From This Unhip Scene

by Robert Coffey

LANMSCAPE really strives to be
hip. From the soundirack
and videos by alternative
ockers God Lives
Underwater, 1o the online
oanual that tries o hard o
master Gen Xlingo,
SEAMSCAPE unabashedly
Iries to win over the skale-

board and Creen Day
crowd. Unfortunately for MTV and
Viacom, il 1ey've come up witha game
about as cool and ill-conccived as a Bay
City Rollers reunion.

ISN'T IT IRONIC?

You and 16 other victims have become
the subjects of a hideous, potentially
1)I'ilill—l!]<.‘llill}.; experiment., Now you musl
pilot a Slamijet across four different levels
o save yourself and your fellow guinea
pigs, frecing their trapped psyches, which
have taken the form of glowing id-orbs.
Not the most compelling premise behind
agame, but then I don't think QUAKE or
DUKE NUKEM are going (o be winning
any Peabody Awards this year either.

FUN, YEAH Suascare's four levels feature incredibly
strong enemies, which you counter wilh weak

weapons, sloppy controls, and no save feature within
a level.
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JUMPING JACKS A lot of time in
SLAMSCAPE IS spent jumping for power-
ups like these torps and the fastblast
booster way up on that cooling tower.

"There are only four levels plus a honus
level, cach with four id-orbs, Every level is
built aroind a theme excented with a
sense of irony so clumsy it makes Alanis
Morrisette seem a master of nuance in
comparison. Some of the threals are level-
specifie, like the killer beach umbrellas
flying around in the Fndless Bummer
level; others, like the Shreddy Bears
(Slamiet-tearing stuffed monsters), simply
change appearance to blend in with the
surroundings. Its an attempt at humor
that generally falls flat.

Stavscart is chock-full of fast-paced,
jet-driven action, wilh your
Slamijet speeding, jumping,
banging, and especially skid-
ding around the different are-
nas. A joystick does an ade-
quate job of steering the
Slamiet, but control is difficull
simply dlue to the way the vehi-
cle handles. Your Slamjet spins
and slides uncontrollably with
every collision, lum, or attempt-
ed stop, making split-second
liming and precision maneu-
vers nearly impossible,

Overall, gameplay is pretty
shallow. There are only four

weapons available, and only two of those
pack any kind of punch. The ineffective-
ness and scarcity of weapons forees you lo
spend a lot of time avoiding adversaries
instead of taking them on,

You can only avoid them for so long
until they seek you out, and that’s where
Staniscark: really starts getting agaravat-
ing. While vour weapons just push ene-
mies around, they can kill you easily.
Power nodes, which normally shield your
Slamiet, are always being stolen by a con-
stant parade of node snaggers. Without
any decent weapons or shields, death isa
condition you'd belter get used to.

IT'S NOT WORTHY

‘The final nail in the coffin for Stav-
sCAPE is the lack of a save game, Granted,
there is a psuedo-save game feature thal
registers your progress between each
level, but you ean't save your game while
playing through a level. For instance, after
afew hours of play I'd linally captured
three id-orbs, but real life called. | wanted
to save so | could pick up where [ left off,
but I couldn’t. I'd have to start over. The
worsl exannple was having the game crash
just as | rescued the final orb after more
than an hour of trying. So if you're looking
for some fun action, look elsewhere. &

PAPPEAL: Arcade gamers with lots
of free time and Gandhi-like patience.

»PROS: God Lives Underwater music
videos without the annoyance of MTV
personality Kennedy.

»COMS: Forced humor; high difficulty
and inability to
save game make
for irritating, repet-
itive gameplay that
leaves gamers little
room for error or
enjoyment.
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kkk* ' REVIEW * 3D ULTRA PINBALL CREEP NIGHT

Multiball Fright

Creep NigHT Will Give Your Flipper Fingers The Creepy Crawlies

e —
Price: $44.95

System
Requirements: IBM-
compatible 486-33
MHz (Pentium 75 or
better recommended),
8 MB RAM (16 MB
recommended), 2 MB
hard drive space (25
MB recommended),
640x480 graphics with
256 colors, 2x CD
ROM (4% recommend-
ed); supports
Windows-compatible
sound cards with DAC.
# of Players: 1-4
Protection: None (CD
must be in drive)
Publisher: Sierra
Bellevue, WA

(800) 757-7707

Reader Service #: 327

by Charlotte Panther L85

inball players, prepare to be
spooked. Creep NIGHT,
the latest escapade in
Sierras 30 Urira PINgaLL
series, is filled with a host of
ghoulish characters just
wailing Lo slink out of the
shadows and pounce upon
their next vietim: you.
Garrulous ghouls are pop-
ping up everywhere, and all you have to

defend yourself against the monsters arc a
couple of flippers and a fewssilver balls.

T30 Uhis el vy Noghd

WRATHFUL WRAITH Avoid the specter and aim for

characters save them from
becoming monotonous.

In the Castle, for example, a
mysterious wraith will try to
steal your ball. You'll knock oul
zombies, chase ghastly gobling
through myslerious passage-
ways, and attempt to fire balls
into avolatile vortex, In the
‘lower, a giant squid lempts
vou to play cateh with himn,
while rats dare you to fallow
them into dark comers. The
Dungeon is riddled with spi-
ders scuttling around the floors,
5 while skeletons
hide in every cuphoard.
"There’s even a ghostly appari-
lion waiting to gobble up your
ball.

[Fach table offers a variely
of ways to score points and
advance your journey. Players
can accumulate Premium
Points by hitting targets scal-
tered around the board.
Collect 20, and become cligi-
ble for Goblin Goodies: extra

the Caslle gate in one of Creer Nihr's three-themed

pinball tables.

GOBLIN GOODIES

CRrEEP NIGHT lets you test your pinball
skills in any one of three scary seltings—
the Caslle, Tower, or Dungeon —and
shoot for points, much like any other pin-
ball game. Alternatively, you can tiy to
complete all of the challenges on each of
the three lables, acquiring keys leading to
cach suceeeding level. Congquer each
table, and you may return to the Castle to
I]l'(]\'l..’ }'fll]r hl.’l'l')i(: ])ﬂ\\'(fr.‘i in omne ﬁ'l'l{]]
challenge against evil.

Admittedly, the plotline is a bit thin (as
most puzzle game “back stories™ are). Still,
on every fable, you must accomplish at
least five challenges to move on. And
while the scenarios in each setting are
similar, dozens of weird and wonderful
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balls, bonus points, passage
between tables, and multi-
balls. It's vour one-stop Undead shop!

APPARITION EYE-CANDY

Attractive hi-res graphics are enhanced
by an abundance of ghostly animation.,
Spooky background music, teamed with a
constant clamoring of ghastly voices offer-
ing advice, contribute beautifully to the
overall ambiance of the game. “Text at the
bottom of the sereen reflects what the
gruesome voices are saying, and inclicates
your score.

"The game offers various game prefer-
ences, including two skill levels; a choice
of three or five balls per game; a highlight-
ing option that points out important tar-
gets on the table; three gravity choices,
alfecting how the ball will hit a target; and

- '

BEAUTY AND THE BEAST Avoiding nasties like this
table's multi-armed squid is made that much more
fun by Creep NigHT's great graphics and spooky
ambiant sounds.

support for up te four players,

If your machine meets the minimum
.‘G'\'.\'iﬁ‘.'“ r(:fl] lir(_'.Tnl’.l'!t.‘{ ﬂﬂi’\', L‘\]][‘{'l some
speed deficiency and clunkiness, particu-
larly if you're playing with a double-speed
CD-ROM drive. And be prepared for the
fact that, as with all Sicrra games of Late,
vou'll receive no documentation.

These moans aside, CREEP NIGHT is
an enlertaining game with plenty of scope
for replayability. Beginners will have fun
practicing on any one of the three tables,
while those well versed in the art of pin-
Ball will still find the harder level suitably
challenging. So, go ahead and play. ..if
vou clare, %

P APPEAL: For both beginning and
experienced pinball fans wanting
some ghoulish fun with their flipper
action.

PPROS: Great selection of chal-
lenges, brisk multi-ball play, and
tahle-warping options; nightmarish
animation and a gruesome cast of
characters.

PCOMS: Some clunkiness when play-
ing with minimum CE

system require- ( Fiane

ments; online help \___\“"':?_ *
manual only—no A
documentation
included with
game. Needs more
than three tahles.

(G
RATEDES
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Online Puzzie
ontests

CLASSICS & PULZLES

Yoyodyne and Ridalercom Are On The Culling Edge
Of Mainstream Internet Entertainment

ou
DoN'r
Kxow
JACK,
Berkeley
Systems’
5L IiTIL'T—
SUCCCSy-

ful game

show
parody, is a terific party game. The prol>-
lem is that in order o appreciale this fact
vou need to have a party, Fveryone at the
party must then gather around one sereen
and lay hands on a keyboard. And whoey-
erwins only wins points, rather than actual
prizes. On the whole, a not entirely satisfy-
ing state of affairs,

All of these prablems would be solved if
instead of playing against lwo players in
vour home, you plaved against two players
in their homes, and did so in a public
competition that offered real rewards.

\n online version of You Dox™t Kxow
JaCK appears to be in development, judg-
and

ing by Berkeley's latest magazine ads,
[ told that at least one major special
effects honse has been commissioned to
creale an online JACK clone. This probably
means that by next summer four or five
stich games will be open for business on
the Web. But vou don't have to wait in the
meantime. Tvo companies have been
olfering online game shows and contesls
for some time now, and they'll be glad to
satisfy your craving when it strikes. What's
more, they offer prizes that will definitely
pique your interest, such as weekend get-

awans, tickets 1o shows, cash, cte.

RIDDLE ME THIS,
RIDDLE ME THAT

Interactive inagina-
tion’s Riddler.com site
(http:/hwwwriddlercom)
looks like a cross between
a toy chest and a depart:
mentstore, Therearclots s
of games, each sporting a
slick logo and cartoon-like
graphics; and there are lols B
of |li'iﬂ:h,l:ilul] witha i
value in “riddlets” and
“CAPS,” the enrrencies
of the realm. Enlering a
@ame means giving up
some of your store of riddlets, and winning
a game replenishes vour account.
Iveryone gets 2,500 riddlets just for signing
up at the site, and free riddlets are available
for those wha lose it all.

Collect riddlets and you can trade
them in for CAPS, which in tum can be
redeemed for particular prizes, Fach CAP
carries a sponsor’s name and logo, inform-
ing you of whose largesse you should be
gratelul for. AT& T CAPS can be
redeemed for a nine-day trip to Alaska — if
vou have something like 600,000 of them,
Microsoft CAPS buy vou a Kodak cam-
era. s alittle like selling Grit (for those of
vou old enough o remember): you cam
points toward the purchase of niﬂI\' prizes,
all the while knowing that the best vou
can realistically hope o colleet is a base-
ball cap or " Ishirt.

No miatter, The fun here isn'tin the
actual winning of prizes (for one thing, the
explanation of how CAPS and riddlets

CONNIVING CONUNDRUM, BATMAN! Sometimes

“ For

the mass
market,
Internet
game shows
represent
the future
of online
entertain-

ment. ”

Riddlercom gets too clever for its own good, but it is a
slick, energetic Web site.

operate is 5o abstruse that Immanuel Kant
couldn’t have ||nt.'1nt__;lvr| it), it’s in the
knowing thal prizes exist to be won, and in
the playing of the games themselves, The
stakes feel high and the opponents are real
human beings whom vou don't know: 1f
that’s not enough to waken a sense of
competilion in vou, nothing is.

"The two main types of game Riddler
offers are trivia games and crossword puz-
zle games. The latler were still being lested
as of this writing; sometimes they work and
somelimes they don't. When they do, the
idea is to fill letters into a crossword pil'{z!lr
grid and then submil vour answers o win
CAPS. There is a one-player version
(Gridlock) that is rather tame, and there is
a three-player version (Checkered Mlag) in
which you race lwo opponents (selected at
random from the crowd that has chosen to
visil the site when you want to play) to fill
inanswers before they do. Having a fast

modem helps, as does typing quickly.
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One-player trivia games include
Mental I'loss, in which you must answer
either five, seven, or nine questions out of
ten correctly in categories such as Unreal
Estate or Name That Toon; and Brainmail,
which is similar except that the questions
come Lo you by e-mail. (You still have to
visit the Web site to type in your answers.)
The questions struck me as awfully
simple — in ten rounds or so, only one was
astumper— but they're not boring,
“Things vou might need to know: Pearl
Harbor was bombed in 1941, C.S,
Lewis" story about corresponding
with the devil is called The

(O R 0 rohas By

0080 mBAT

grabs me...often.” Has he ever won any-

thing? “Nope.”)

PYNCH HITTER

Many of the same game types are avail-
able from Yoyodyne (http:/Avww.yoyo.
com), a game sile named after the slightly
sinister toy company in‘Thomas
Pynchon’s novels. The difference is that
maost of Yovadyne’s games are played by e-
mail rather than on the Web, Exceptions:
the type of Web-hased scavenger hunt

("What prince has to kiss Snow While?”)
to obscure (“In this 1926 movic, John
Barrymore planted an average of one kiss
every 53 seconds for nearly three hours”),
generally getting harder as vou progress in
around of play. Questions arrive by e-mail
onee a week and yon have a deadline for
sending vour answers in. The contestant
with the most correct answers at the final
round wins. When lie breakers are need-
ed, lie breakers are used.

One obvious advantage that Yoyodyne
has over Riddler is that Yoyodyne’s
games are available to people who

don’t have access Lo the

[ e ——

Serewtape Letters, and there once
was a cartoon version of Ramba.
The crowning jewel on the
site, though, is the Jack-like
three-player trivia game King of
the Hill. You wail in a chat room
until there are three of you to pil
against one another, then race
with the others to type in answers

L

Yoyodyne Ganes

Fegtand Fnnl Coruies Lat] AddacnibEll of T nse.

] Web —there are still twice as
many people in the world who
have an Intermet e-mail address as

there are who use the Weh, and
more than twice as many people
use e-mail than use the sort of cut-
ting-edge Web browser most

Riddler games require. Another is
that Yoyodyne's prize system is

et |
T nte,

to questions about everything
from pop culture to geography
Answers the first time | played
included The Man Who Knew
Too Much and “Welcome Back,
Kotter;” the second time, “Tina

Tamer” and “the Cobi Desert.” Between
rounds you get 1o talk to your fellow con-
testants, of which there generally seem
to be an ample supply. (At seven AM. on
a’lhesday, | found someone who wrote,
“I'm supposed 1o be doing a phylogeny
chart for zoology.” How often does he

wander by the site? “Whenever insomnia

AND NOW, A NET BLURB FROM OUR SPONSOR From
Arrid Extra Dry to obscure grunge bands from MTV, you'll
find a variety of games on Yoyodyne from your favorite
vendor—with less obtrusive ads than on Riddler.com.

Riddler calls Bloodhound here is called
Car Chase, and Yoyodyne's less-interac-
tive Crossword Macdness predated cither
of Riddler’s crossword games. However,
Yoyodyne's real strength lies in its spon-
sored e-mail trivia contests,

Atany onc time, Yoyodyne has several
such contests unning, “loday, for

instance, you

could play

¥ Spelling counts. There may occasion-
ally be some room for error, but you
shouldn't assume there is.

b If in a multiplayer game you're
guessing between two choices that you
conclude have equal odds of being cor-
rect, choose the shorter one, since at
least that way you increase your odds of
being the first to “buzz in."

» Don't bother trying Klondike,

CG

Riddler's “no pressure” game for mem-
bers and non-members. It's just a version
of Windows SoLimaiRe, and there's no rea-
son to pay phone charges by the minute
and Internet access provider fees by the
hour to play solitaire.

» When Riddler's huge ad pages start
downloading, just scroll to the bottom of
the screen and click on the not-yet-loaded
link centered at the bottom. This way you
can get to the games without having to
wait through 20 ads for the “AT&T College
Network" in one day:.
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Cet A Litile
Closer,
sponsored by
Arrid
deodorant,
or'The
ATET E-
mail Trivia
Game, spon-
sored by
auess who.
Questions
range from

simple

more comprehiensible, making the
prizes appear o be more attain-
able. (And they're good prizes:
weekend getaways, CD collec-
tions, tickets to shows, cash.)

More generally, Yoyodyne's tone
is more appealing than Riddler’s. Riddler
was launched by a buneh of recent Ivy

| eague grads, and it shows in the site’s
blustery, smug stabs at humor. Yoyodyne is
the brainchild of game design veteran
Seth Godin (designer behind the
TELARIUM adventure games ol yore), and
ascasoned, confident professionalism
shines through. Passing through the
Riddler site is like being jostled in a hipster
bar; hearing from Yoyodyne is like hearing
from an old friend.

"The energy Riddler exudes is not to be
discounted, though, and they certainly
deserve kudos for pushing the envelope.
Social games like King of the Hill give
people a reason to come back to the Web
every day, something the Web has pretty
much lacked until now. Talk all you want
abont faney sims and multiplaver adven-
ture games— having visited Riddler, 1 am
convineed that, at least for the miass mar-
ket, Internet game shows represent the

future of online entertainment. &



DG HAVING HBOTISTHIDE

rli=dJtmis.
OOGIETIAS Crystal Honns

adesde £o drain MNaraupiag, Iy

frig Cill-Clocy, Joots % ez

AOPFGHENEYE LT

The Kickers
/Kicking thesg

The Crystal

Dpog 18 g
: yaue pazctor
- chafiben £g drlerazza
ofle| izl Yo i

GIIAMBEH

The 3-D Rotatable Deathmatch

AcTiVision,

Visit us at hitp:/Awww.activision.com or on America Online at Keyword “Activision” or on CompuServe at Keyword "Go Activision”
Activigion is 2 regrstered trademark and Blast Chambs is a trademark of Activision Inc. © 1996 Activision, Inc. All righis reserved, PlayStation and the PlayStation Jogos are tragemarks of Sony Conpubir Entertainment Inc. Sega and Sega Saturn are radenwrks of SEGA ENTERPRISES. LTD.

Your arena is 3 rotating chasbes... Your qoal is survival... Your opponent is time...
Turn it left..Turn it right. In this sultiplayer deathaatch, Because when your clock hits zeros
Turn the vall into a floor. it's every man for himself. you're cooked.

PG CO-ROM
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Price: $29.99

System
Requirements: 486
DX2-66 (Pentium 133
or better recommend-
ed), Windows 95, 8
MB RAM, 6 MB hard
drive space, SVGA
graphics, 2x CD-ROM
(4x recommended);
supports Sound
Blaster 16 and com-
patible sound cards.
i of Players: 1-2
Protection: None (CD
must be In drive)
Publisher: Sega
Redwood City, CA
(888) SEGASALES
Reatler Service #: 328

Ak k* = REVIEW ¢ BAKU BAKU

TETRIS'S Spirit Resurfaces In A Puzzle Game
That Will Drive You Bananas

by Charlotte Panther

hen Baku Baku hit
the CCW office in
its original Sega
Satum format,
CGW staffers went
wild. Deadlines
were missed, spous-
es were neglected,
and children were

ignored as our
addicled gamers plaved BAKU tourna-
ments unlil the carly hours of the mom-

ing. When we heard the news that Sega

B Baku Baku Animal

LET'S GO SHOPPING Arranging your
food blocks requires quick thinking and
strategic planning, especially against a
live, aggressive human opponent.

was bringing out a PC version, we were
filled with a mixture of delight and fear:
delight that we could now each enjoy this
wonderful puzzle in the comfort of our
own desktop; fear that the addiction
might cost us our jobs, break up our mar-

riages— in shorl, destroy our lives,

FEED ME!

Baku BAKU is competitive TETIS with
aunique spin. An animal-obsessed
princess has you trying out for the

= JANUARY 1997

esteemed role of zookeeper, so that you
are forced to frantically match up hordes
of clamoring pets — mice, rabbits, dogs,
monkeys, and pandas — with their favorite
chow, represented by appropriate color
groups. As the blocks drop into the playing
field, the aim is to align as many similar
food blacks as possible, vertically or hori-
zontally, belore dropping in the appropri-
ale ravenous animal for a feasl.

For each block vou remove, the block
above will drop down to replace it. The
skill lies in setting up a chain reaction. If
vou plan ahead (keeping a close eye on
the lop of the screen 1o see what kind of
blocks will drop next) you can strategically
place your pets lo ensure that as you
remove blocks from the board, the ani-
mals above will drop right into a spread of
their favorite munchics.

Not only does this help you keep your
playing field empty, it also presents a nasty
surprise for your opponent. Clear three or
more blocks at a time, and vour rival will
be bombarded in return; set off a couple
of chain reactions, ane pretty soon you'll
bury your apponent. But watch out: the
number at the lop of the sereen indicates
how many blocks vour opponent will lel
loose on you. Fill up your own playing
ficld and you'll meet an untimely end in
the jaws of a lion.

IFall this sounds simple, itis. But unlike
most of the puzzle games inevitably com-
pared to Tiziwis, Baku Baku is the real
deal, because it uses its simplicily to lure
yout into game after game after game. ..

ORBITING SATURN
If you're experiencing Baku Baku for
the first time on the PC, you'll find it an

2% Baku Baku Animal
Gome  COption  Help

TIME TO FLOSS ALREADY? Baku may
seem simple, but lose a match, and it's
an unwelcome dinner date with this fero-
cious feline.

amusing and addictive puzzle game, pro-
vided vou have the necessary hardware to
run it properly. We tried the PC version
on amumber of different machines with
varving results, On some machines (par-
ticularly 486s), plaving in full-screen
mode resulted in diminished speed and
highly pixelated graphics. Its hard to
believe, but to gel an experience compa-
rable to the Sega Saturn original version,
we had to play Baku Baku on a Pentiim
133 with 16 MB of RAM and a 6x CD-
ROM. On anything less than, say, a
Pentium 100, vou are likely to find the
game an undenwhelming experience.

Despite these porting problems, how-
ever, BARU BAKU remains a challenging
puzzle and an enjoyable distraction that
stretches from five minutes during your
lunch hour to “just one more game” well
after midnight. %

PAPPEAL: Terris fans looking for a
new spin on a classic game.

PPROS: Deceptively challenging and
addictive gameplay; easy leaming
curve; unigue, amusing characters;
the true successor to Tetais.

PCONS: This port
isn't quite up to
the Saturn version
and may leave you
puzzled as to the
loss of speed and
grainy graphics on
any but the top PC
machines.




“THE ULTIMATE, MOST
REALISTIC COMPUTER
PINBALL GAME 'VE
EVER PLAYED?

Rick Stetta
Five Time World
Pinball Champion

With a flick of your finger, you slam
the silver orb north, where it explodes |
in a storm of lights and awesome sound
| effects. No sweat, you think. Buf

. as five more screaming balls
' descend toward your faithful
=/ | flippers, you realize, this isn'ta
: fE. game for amateurs. In fact, with

an ingenious regiment of ramps, loops,
~ orbits, targets, sink holes, lights, and
THIS IS more, it's the most realistic pinball
game ever to come to 't_h_e:;cump_ﬁt'e_r.

Pit your skills against the ultimate
pinball machine of the future.

THE ONLY THING ' Experience Pro-Pinball totlay.*Aﬁﬂ’Li___t:S.t’.

think of all the money you'll save !!!

YOU'LL MISS

@ rour different -
action packed N L o2
games: S By e
Space Station Frenzy. Bike Race
Challenge, Fast Frenzy and the
Ultimate Showdown.

- ® Play six balls simultaneously.

' " Six different table views to choose
from. :

www.interplay.com

MAC.I:!T:.AY e 2 {":1‘-, :_._,,,'.., ; T
Bk ‘ II Lt

BY GAMERS. FOR GAMERS.”

arg biadernarks of Enterkeinment Infernalional. Inferplay and MacPlay e radem Tights reserved
pqa and Sega Satu 3 ol Se X served
woperty of thizir o
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Price: $39.99

System
Requirements:
486/66, Windows 3.1
or better, 8 MB RAM,
5 MB available hard
drive space, SVGA
graphics, 2x CD-ROM
drive, mouse; 9600
baud or better modem
for modem play.

# of Players: 1-4
(modem/network)
Protection: None (CD
must be in drive)
Publisher: Hasbro
Interactive

Beverly, MA

(508) 921-3700
Reader Service #: 329

REVIEW « SCRABBLE

= Lost For Words?

Scrabble Leaps To The Net With A Daunting Computer Opponent

by Charlotte Panther

ancy vourselfas a Scrabble
champ? Think you could hold
vour own among world-class
players? You may be able to
whip your granny, or even best
afew of your colleagues al
work, but it's doubtful you'll
find Maven, SCRABBLE's coim-
puter opponent, any sorl of
pushover. For anyone who's
been hiding under a stone for the last 60
vears, Scrabble is a crossword game for up
lo four people. The idea is to strategically
p];lu- 1'|1l{‘.r(‘mm(:(t[ing)r words on the
board, in order to achieve the highest pos-
sible seore. This CD-ROM version main-
tains the essence of the original Scrabble,
but what else does this new multimedia

version have lo offer?

YEAH, IT'S AMBROUZOWITZ,
BUT I SPELL IT S.M.L.T.H.

— George Carlin

“The first and foremost advantage of
playing compuler SCRABBLE is thal you
have a tircless opponent available when-
ever you want to play. Maven plays at five
levels ranging from Novice to Champion,
| consider myself a fairly good Scrabble
player and | found myself able to beat the
compuler al Advanced level, but at Fxpent
level that Maven was prelty dam sneaky.

‘That's not to say that you don’t have
some advantages. You can call upon cer-
tain forees Lo “assist” you while playing
against the mighty Maven. Pull-down
menus allow you to access such features
as the Word Lister, a function that will list,
sa, all the O words that don't require a U,
or all the JOXZ, words; the Vowel Dump
function introduces you to a list of vowel-
intensive words,

And then there's the “hint” (or more
aplly, the “cheal”) function, which reveals

alist of the three best moves you could

cC JANUARY 1597

IF YOU CAN'T BEAT ‘EM Then cheat 'em; ScrageLe's Hint feature points out your

next best move.

make, while arrows on the board indicate
where to place each word. This is a greal
tool for those who are looking to improve
their game. I ed me to some useful
words that I've managed to utilize in sub-
sequent matches, And it comes in really
handy during those moments towards the
end of the game, when you're scrambling
to use up those last few letters. Amazingly,
there are 94 two-letter words thal you can
officially use in the game,

Other options allow you fo set time
limits, request penaltics for incorrect
words, control the speed at which Maven
plays, choose different backdrops, and
select backgronnd music (toggle it off —
the music is pretly annoving when you're
trving o concentrate). You can also play
by madem or network, ;|lf|m||gh this isn't
quite the Intemet-playable revelation tha
Hasbro’s MONOPOLY was a vear ago.

My main complaint is with the dictio-
nary: whoever compiled it obviously has a
pretty broad definition of the Finglish lan-
guage. Ifyou don'tusually play by the offi-
ciil Serabble dictionary, it's likely you'll be
frustrated by Maven’s choice of words,

some of which are pretty farfetched.

Altogether, though, Hasbro Interactive
has done an excellent job of bringing
Scrabble to the computer. The user-
friendly interface, which replicates the
original Scrabble hoard extremely well,
should appeal to hard-core Scrabble play-
ersand leamers alike. Modem, Intemet,
and network play add to the game’s
strength. And ScrasiLE certainly offers
replayability, According to Maven’s cre-
ator, percentages show that at Champion
level, even world-class players lose to the
computer more limes than they win. So
keep practicing! %

PAPPEAL: For anyone wanting a
challenging word game.

PPROS: It's really Scrabble, helped
by multiplayer options and a tough
computer opponent; great graphics.

PCONS: The
sound is annoying
at hest, and even
the Oxford
Dictionary folks
might have trouble
with how the
Queen’s English is
stretched here.
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b VIAC 63040, 8mb, M
Sports 5069503 f:’g;}ﬁi?l:sg'ﬁgﬁ i WIN3.1 386, 4mb or MAC LEII, 2mb, M, K, P e i
48 ml MAL 68040, Bmb, ! .
OSBRI - Mission Critical Adventue 5062807 @ Tritryst Strategy Game ~ 5075106
DOS 48533, dmb, M o WIN 95 486733, 8mb, M
Jumpstart Kindergarten Children's Ed. 5027701 F “ia{"; World Beer Hunter Gen. Interest 5087408 lli\‘l Azrael's Tear Adventure 5089909
DOSWING.1 386, 1 mb or MAC LI, 4mb, M SEEST WING.1 486/86 or MAC 63030, 4mb, M W DOS 486166, Bmb, M
The Oregon Trail Il Children's Ed. 5078308 Heretic Arcade Style 5066709 gy § Internet Mania Internet Guide 5074802
WIN3.1 485, 4mb of MAC 65030, 5mb, M 00S 486, 4mb, M, J et WIN'GS 485733, mb, M

A whole new way to get the most exciting CD-ROMs —
games, reference, edutainment and more - all at great prices! Just write in the numbers
of the 2 CD-ROMs you want for $9.95 each, plus shipping and handling, In exchange,
you agree to buy 4 more CD-ROMs in the next 2 years, al our regular prices (currantly
as low as $29.95, plus shipping and handling) = and you may cancel membership at any
time after doing s0. What's more, you can get one more CD-ROM right now for the low
price of $19.95 and have less to buy later (see complete details in coupon).

Free CD-ROM magazine sent approximalely every 4-6 weeks (up lo 13 times a
year) reviewing our Featured Selection — plus scores of alternate choices, including many
lower priced CD-ROMs. And you may also receive Special Selection mailings up to four
times a year. (That's up to 17 buying opportunities a yaarl)

Buy only what you want! If you want the Featured Selection, do nothing = it will
be sent automatically. If you'd prefer an allernative selection, or none at all, just mail the
response card always provided by the dale specified. You'll always have 14 days to decide,
it not, you may return the selection al our expense.

Money-Saving Bonus Plan. If you continue your membership atter fulfiling your
abligation, you'll be eligitle for our generous bonus plan. It enables you lo enjoy greal sav-
ings on the CD-ROMs you want - for as long as you decide to remain a member!

10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM Direct
works along with your introductory package. If you're not salisfied, return everything within
10 days at our expense for a full refund and no further obligation.

Act now, membership in CD-ROM Direct may be limited.
Check us out online! For more titles...to order...or for more information.
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http://www.columbiahouse.com/cdrom :

r . . Tour url
Columbia House CD-ROM Direct Siamrgion 1 454053488 "

Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just
4 more CD-ROMs at your regular prices within the next 2 years

Send my CD-ROM seleclions for: (check one only) Oec (1) I Macintash (3
he selection #'s bel
Send me these 2 CD-ROMs for just $9.95 each ST S SRS W
plus $1.75 each shipping/handiing (tolal $23.40). ¥ | [#
s Buy your first selection now and have less to buy later! i
[ Also send my first selection for $19.95 plus $1.75 shipping/Mandling which I'm adding to my $23.40

payment (tatal $45.10). | then need to buy cnly 3 more (instead of ) in 2 years, | g |
= R |

Please check how paying: O My check is enclosed. (BYM/BYQ)

O Charge my introductory CD-ROMs and fulure CD-ROM Direct purchases to: (BYN/BYR)

[ Mastercard [ onersciu [T amex (I visa [ piscover

Atcount Humber Exp. Date Signature

My main CD-ROM Interest Is: {check one) (Noie You are always liee o choose fom any categary)

] Entertainment _| Education Edutainment [} Productivity
(inchides childron's ties)

MName, Phone ( )

Address, Apt

City State Zip,

Important! Did you remember to choose PC or Mac? WIill your selections run on your system?
Note: Celumbla Houss reserves the right to request additional information, to limit membership or reject any
application, or 1o cancel any membarship. Offer limited to residents of the contiguous United States. Residents of
Alaska, Hawail, Puerto Rico, U.S. territories, APQ and FPO addresses plaase write for separate offer.

Applicatle sales lax addad to all orders. $97-COR-961G5 | ©1997 The Columbia House Company
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Rookie

The Impact

Will Gates’ Power Moves Dominate The PC Sports World?

fter everysea-  BASKETBILL

son the major
sports honor

player as
Rookie of the
Year, This
prestigious
award signi-

fies that the

recipient hit the ground running, making
the biggest splash among his fellow new
guys. There’s nothing more exciting, in fact,
than watching a talented freshman take an
unsuspecting league by storm. Such play-
ers go by a new buzzword these days:
impact rookic. Of course, art imitates life,
50 sporls gaming now has its own impact
rookie. He's big, tough, and comes froma
highly competitive Washington program.
Redmond, Washington, that is — Micro-
soft HO. Yep, the smiling, happy people
that brought Windows 95 to your desktop
have jumped into sports sims with both

cleats. So what do you want to play today?

their best new

Now, | know what some of you are think-
ing l'orall their experience pushing GUIs,
Web browsers, and word processors, can
Microsoft really have an impact on the spors

2% M opot Gl = bt o

[ Mecosolt Gl - M.

Sl

going to feel the heat. MS just brings too
much financial and distribution clout to the
table not to be taken seriously. But will Gates
and Company’s foray inlo gaming be a long,

ball-control drive or a quick kick, a lark to fill
-\ EEenElln [JEYeIE:

the time until Windows
97 ships? Afterall, who
remembers another cor-
porate monolith that shall
remain nameless (but
whaose initials are 1-B-M)
and ils short-lived entry
into the sports market
with 1995 rendition of
Pro Leacue Foorarr?
Microsoft’s opening

04 s lap in its sports gaming

LET'S SWING MS GoLr 3 will initially ship with just two

courses—Banff Springs and Harbour Town.

gaming scene? Cmon, Can a steamoller
have an impact on an ant hill? Can Junior
Seau have an impact on a halfback’s dental
work? Any market Microsoft jumps into is

line is NBA FuLL
Courr Press, a good-
looking, smooth-playing
Windows 95 product
that is tuming heads despite a few signifi-
cant flaws (see review this issue), FULL
Courr Press has captured enough of the

NBA experience to enstre that it can run

» The latest word from Accolade on
Leaenps 97 FooreaLL is this: either they're
going to ship it by the Super Bowl, or
they're going to hang onto it until the start
of next season. They intimated that they're
‘Jeaning in the latter direction.

» Speaking of Accolade, the company is
hard: at work on Jack NickLaus 4, the new
\version of their acclaimed golf series, for a
first-quarter release. Along with multiplayer
'LAN, modem, and Internet support, the
game will also include a new course archi-
tect that will let industrious and creative

types design their own 18-hole courses.

One nice touch we just heard about is that
Jack Nicklaus' own designers have created
a set of custom greens and sand traps for
you to include in your courses.

JANUARY 1537

the floor with its only
real competition, IEAs
NBA LivE series.
FCP uses attractive
motion-capltured
player graphics and
the lively patter of
Seattle Supersonics
announcer Kevin
Calabro to put the
user into the action.
Regular readers know
that I'm skeptical of
games using play-by-

play voiceovers, but

CG

“ Welcome,
Microsoft,
and beware.
Sports gamers
are the
toughest
crowd there

is. ,’
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when Calabro comes out with, “They
were on him like the villagers after
Karloff,” even I'have to crack up.

So what's driving Microsofts entry into
sports gaming? The same thing that brings
strange bedfellows like Jerry Jones and
Deion Sanders together: money: Lots of it.
Cames make up 30 percent of the con-
sumer software market, and sports titles
claim their share of that rather large pie.
With the September release of ot
Courr Press, followed closely by MS
Soccerand MS Gour 3.0, its clear that
Microsoft is staking their elaim on temitory
dominated by the likes of Sierra,
IElectronic Arts, and Accolade. In fact, [d
Iries, general manager of MS" Cames
Group, mentioned FA as one company
that has particularly impressed him for
their long history of successiul sports titles.

I'ries, a Microsoft veleran who worked
his way through college writing code for
Atari 80005, is no stramger to the gaming
scenc. | spoke with him recently about
Microsoft’s PC sports kickolT, and while
he couldn't reveal future plans, he did
indlicate that this fall’s trio of sports titles is
just the tip of the iceberg. “You can expect
us to focus on the major spurlh," he said,
measuring his words carcfully. So does
that translate to MS Basisatn, come the
spring? Iries remained mum, but, hey, we

an only hope. After 1996 run of highly
touted but ultimately disappointing base-
ball sims, knowing that the likes of
Microsoft are breathing down their necks
could motivate the other game compa-
nies Lo finally get it right. On the other
hand, adding an MS football entry next
faall would bulk up an already overcrowd-
ed pigskin lineup.

b Having trouble finding worthy human opponents for

NHL 97, NBA Live, and your other EA Sports titles? The
company now has their Multiplayer Matchup Service up

and running on their Web site at www.ea.com/matchup
html. The service lets you add your name to the database
and search by area code and game for modem and net
opponents.

e Y ¥~ 7 oW ey
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STAT ME UP

With their arrival on
”]C 5})01"_‘; gili'ﬂil Ig
seene, Microsoft's focus
becomes a critical issue
for gamers. Will MS
use ils spreadsheet
expertise Lo comer the
market on statistical
accuracy, or will they
shoot mainly for action,
graphics, and excile-
ment? The answer
probably lies some-
where in bebween, Fries
indicated the primary
objeclive was 1o make
MS games fun to play in order to appeal
lo the broadest possible audienee, while at
the same time keeping them as realistic as
possible.

It requires only a few run-throughs o
see that FuLt Courr PRESS comes close
o fulfilling I'ries” expectations. It's fun,
loaded with NBA flavor, and reasonably
realistic. The pre-release copy of MS
SOCCER that | saw was rather less impres-
sive than FuLL Counrt Priss. The inter-
face seemed nearly identical to FCPS, but
the flavor wasn't nearly as robust. While
MBS SOCCER features realistic coaching
strategy and a linenp of user-customizable
international teams, my early prediction is
that with FIFA 97, EAs grasp on the soc-
cer gaming crown remains safe —
at least for this vear.

In addition to the wo new games, MS
CGorr, the dean of Microsoft sports
games, is teeing off with a new version lo
complete Cates” three-pronged attack on
the sports gaming scene. Gour 3.0 fea-
tures improved graphics; course fyv-bys;
mateh, skins, and team hest-hall play; as
well as a user-friendly golf tutor 1o help
perfeet your swing. Offered with only two
courses, Banff Springs and Harbour
Town, Govr 3.0 faces stiff competition
from the likes of LINgs LS, as well as the
upcoming VR Gowr, Front Pace:
Sroris: Gowr, and Jack NICKLAUS 4.

DOMINATE ME
Ifyou hadn't noticed, all of Microsuft's
sports releases —all their gaming releases,

South Korea
ireland

LEG WORK Microsoft's next foray into the sporting world will
be soccer, which has a near-identical interface to
Fuit Counr Press,

in fact—are Win 95 products. Surprised?
Don't be. It’s elear that MS is banking on
providing you with both your gaming plat-
form and the games to play there as well.
Maybe even the controller, too, since its
new Sidewinder gamepad is priced favor-
ably (545) against competing producls,
What's crazy is that they may just pull it
off.

While the quality of their initial wave of
sports titles is uneven, they've provided
something to satisfy a variety of gaming
tastes, and their price points are extremely
compelitive, with most titles available on
the street for around $40. Ed Fies also
noled that by taking full advantage of Win
955 dial-up networking, all MS sports
titles would offer Internet plav.

Sowhat does all this mean for you, the
sporls gamer? While some cynics may
view Microsofl’s [oray into sports gaming
wilh disdain, the specter of the competi-
tion they provide may give some develop-
ersa long overdue wake-up call. Game
companies will now realize that they musl
buildl their sports titles better and cheaper
than in years past to compele with Team
Gates.

"o Microsoft, then, welcome—and
beware. Sports gamers are the toughest
crowd there is. Be good to them, and
they'll reward you with customer loyalty
and word-of-net recommendations. On
the other hand, leave them high and dry,
wilh poorly designed games and buggy
code, and they'll be on you like the vil-

lagers after Karloff. %




Jver 2,000,000 served

“Sports Game of the Year”— PC Gamer
“S out of 5”— Multimedia World
“Game of the Year”- Games Magazine

Over 2 million pool players have taken their break with Virtual Pool™, the
best-selling pool simulation ever. Virtual Pool is so real it will improve your
actual pool playing. It has all the angles and all the shots of the real
game. Take a lesson from a pro, learn trick shots or take a his-
toric multimedia tour of the sport. Then immerse yourself
in the pure fun of Virtual Pool, where four different
games, computer opponents, network play and high-
speed graphics will have you racking
up hours of fun and entertain-
ment. If you love pool, take

your break today.

Tt |

Have you had your brealg (1iF) 'k

Four new platforms now available:

Macintosh, Windows 93,

The ultimate pool simulation with all
the physical action including friction,
.'.ipl't.'i.l, 1:1:\”1_-1(_111 ;llu_i I'('I".

MacPLAY ;

i

andd the Windo are re; slere
o 2 are smarks of Apple er, Inc ler lic

w Computer Entertainment, Tne, All other trademarks 2 ght hie pre

CIRCLE READER SERVICE #84

PlavStarion logo are trademark

Sega Saturn and Sony PlayStartion,

Real-time, 3607, 3
four great pool games including 8-ball,

9-hall, ;',I't! pl:u:rl and rotation.

i
arks of SEGA ENTERIR
.

i
their respective owners. All rights res

AT



P T
TS Y -
L i - Th P
& [ A -
r-»""',.%-sr
oSV, (AT
" .‘I—'-

AWESOME REVIEWS,

IT'S LIKE WINNING THE CUP WITH
A SI.APSHOT FROM L BLUELINE.




“NHL POWERPLAY ‘96 IS WITHOUT A
DOUBT THE BEST HOCKEY GAME EVER
MADE FOR ANY SYSTEM ON ANY PLANET!!!
THE INCREDIBLE LOOK AND PLAY LEAVE YOU NO
CHOICE BUT TO GO OUT AND BUY THE GAME.”
-GAME PLAYERS

P G
© e L

“POWERPLAY HAMMERS FACEOFF OPPOSITION...
RARELY DOES A VIDEO GAME DELVERTHE i
ESSENCE OF THE SPORT...POWERPLAY'S GRAPHICS |
AND GAMEPLAY SKATE AWAY WITH THE CUR” &
-GAMEPRO

“POWERPLAY’S GAMEPLAY IS SECOND TO NONE."
-COMPUTER GAMING WORLD ;

“THE GAME THAT STOLE THE TORCH FROM
EX'S NHL SERIES AND BROUGHT THE SPORT
- OF HOCKEY INTO THE 32-BIT AGE."
-NEXT GENERATION

“THE STRONGEST COMBINATION OF KILLER
GRAPHICS AND SOLID GAMEPLAY TO DATE.”
-CYBER SPORTS

CIRCLE READER SERVICE #183



Price: $59.95

System
Requirements:
Pentium 60 or better,
MS-DOS 5 or higher
(Win 95 supported,
but not very well), 8
MB RAM, 40 MB hard
drive space, 1 MB
Vesa-compatible SVGA
graphics, 2x CD-ROM
drive, mouse; supports
Sound Blaster and
compatible sound
cards.

Protection: None (CD
must be in drive)

i of Players: 1-2
(LAN, IPX, modem)
Designer: Stormfront
Studios

Publisher: Electronic
Arts

San Mateo, CA 94403
(415) 571-7171
Reader Service #: 330

REVIEW ¢ JOHN MADDEN FOOTBALL 97

4th And Never

Now Past Its Prime, Maooen FoorsaLL Should Consider Relirement

by Terry Coleman
ohn Madden was a coach’s
coach. He lacked the cerebral
countenance of Tom Landry,
the M. Rushmaore jaw of Don
Shula, or the hurricane-prool
hair of Jimmy Johnson. But this
greal, big man was larger than
life, whether he was berating
officials for a missed call, or
telling all-world possession
receiver I'ed Bileikoff o smear on
some banned sticky substance. At 50,
Madden still looked like he could strap on
ahelmet and teach his defensive lineman
a few tricks, But after winning a Super
Bowl in 1977, he grew tired of the NFLs
commercialism, of free agencey, and prob-
ably of Al Davis’ meddling as well. So
Madden went into broadcast journalism,
where he reinvented the genre, showing
that you could have personality and pre-
cise knowledge of the game.

HEY, T MADE A GAME!

[t was inevitable that this personality
would find its way info a game. While
JonN MADDEN FOO1BALL debuted on a
number of platforms, it found a home on
the Sega Genesis, where it almost single-
handedly launched the 16-hit platform, In
its day, Jorx MappeN foothall was even
more of a phenomenon than NBA Live is
today. But this action king rested on its

laurels, as champions often do, and

(T8 Madden franchise was
¥ the only game in

cG JANUARY 1997

_ The Other Teams

FANTASY FOOTBALL Mapoen 97's arcade-oriented emphasis results in football action at

Iits most unrealistic.

walched as its best designers and artists
went elsewhere via free agency. And sul>-
sequent versions have used Madden as lil-
tle more than a figurehead, witl MapbiiN
97 being the worst of the bunch.

The game starts off impressively
enough, as the camera angle linguidly
pans over a historic stadinm, and the
sonorous, professional lones of Pat
Summerall send chills up your spine as he
sels the action. Leslie Visser updates vou
onwhether Jim Kelly's hanguail will keep
hin out of tadav’s game, and of course
there’s Madden: “What a great hil! He just

went up and boom! Just nailed him! Look
at that grass sticking out of his helmet; this
is real footballt” Um, John, aren’t we play-
ing on arlificial turf today?

Much of the commentary is inappropri-
ate. This is bound to happen with prerecord-
ed sound bites, although games such as ABC
Monpay NIGHT Footrat L don't have this
problem. But the questionable commentary
will be the least of your worries,

REAL FANTASY FOOTBALL
All action-oriented sporls

games—even good ones like NBA
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You know that point where
vou've reached the zenith
and you re Just about to
escape the filky bonds
< reality and foar

Into rapture?
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“You've got a friend in the business,”™




Playing with the Destination Biq Screen PC From Gateway 2000 is ford



of Like that ... only better.

“You've got a friend in the business.™™
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§88-846-8571 (s
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CP;[ “NAH NBigScreen PC

® Intel® 133MHz Pentium® Processor

m 32MB Synchronous DRAM

m 256K Pipelined Burst Cache

m Destination™ 31" VGA Monitor

m STB® 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

® 2,5GB 11ms EIDE Hard Drive

m §X CD-ROM/3.5" Diskette Drives

m [6-Bit Ensoniqg® Wavetable Sound Card

® TelePath® 33.6 Data’/14.4 Fax Modem

m 7-Bay Charcoal-Colored PC Case

® Wireless Keyboard w/ Integrated
EZ Pad™ Pointing Device

® Wireless Field Mouse® Remote

| Four-Channel RF Receiver

| Microsoft® Windows® 95

® Destination Software Collection

® Gateway Gold™ Service and Support™
for Big Screen PCs

m DISH™ Network Satellite System Offer

$2999

As Low As'' $84/mo,

® harman/kardon High-Fidelity
Sound System
Seven-piece Dolby® Pro Logic® Surround
Sound speaker system including AVR-10
audio/video receiver with remote,
subwoofer, center channel, and four
satellites for the ultimate multimedia audio
experience.

$699

(o]
®

8§88 .

® Intel 180MHz Pentium Pro Processor
m 32MB EDO DRAM
® 256K Internal Cache
® Destination 31" VGA Monitor
® STB 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner
® 2.5GB 11ms EIDE Hard Drive
® 12X CD-ROM/3.5" Diskette Drives
| 16-Bit Ensonig Wavetable Sound Card
> harman/kardon High-Fidelity
Sound System
| TelePath 33.6 Data’/14.4 Fax Modem
® 7-Bay Charcoal-Colored PC Case
® Wireless Keyboard w/ Inlegrated
EZ Pad Pointing Device
® Wireless Field Mouse Remote
® Four-Channel RF Receiver
m MS® Windows 95
® Destination Software Collection
® Gateway Gold Service and Support™
for Big Screen PCs
® DISH Network Satellite System Offer

$3999

As Low As'' $112/mo.

® Intel 200MHz Pentium Pro Processor
» 64MB EDO DRAM
® 256K Internal Cache
® Destination 31" VGA Monilor
m STB 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner
® 3.8GB [1ms EIDE Hard Drive
® 12X CD-ROM/3.5" Diskette Drives
® |6-Bit Ensoniq Wavetable Sound Card
» harman/kardon High-Fidelity
Sound System
B TelePath 33.6" Data/14.4 Fax Modem
B 7-Bay Charcoal-Colored PC Case
m Wireless Keyboard w/ Integrated
EZ Pad Pointing Device
B Wireless Field Mouse Remote
B Four-Channel RF Receiver
@ MS Windows 95
® Destination Software Collection
| (ateway Gold Premium Service and
Support™ for Big Screen PCs
| DISH Network Satellite System Offer

$4499

As Low As'' $125/mo.

"Maximum data transfer rate dependent on certain variables including particular modems with which
You are communicating, telephone lines, communications software and communications protocols.

** The Destination 31" monitor is covered by a one-year warranty. Call or write for a free copy.

' For a limited time, Destination system purchases include a coupon for one DISH Network Satellite
system (satellite receiver, 18-inch antenna with single LNBF, infrared remate control) at no charge
with the purchase of a one-year subscription to a qualifying programming package from DISH
Network for $300. Taxes, delivery and installation not included. Satellite s ystem service covers
48 contiguous states and is supported by DISH Network. Residential usc only.

“You've got a friend in the business.”*

8 4 6 = 8 5 7 1 PENTIYM,ERO

NO PAYMENTS
Ask for details! www.gw2k.com/destination
©1996 Gateway 2000, Inc. GATEWAY 2000, “G" luga, TelePath, Field Mouse and *You've got a friend in the business” slogan are repistered teademarks, and Destination, Gateway Gold, and EZ Pad are trademarks of

Gateway 2000, Inc. The Intel Inside Logo, Intel and Pentium are registered trademarks of Intel Corporation. All ather brands and product names are trademarks or registered trademirks of their respective companics, Many
Gateway 2000 products are custom engineered to Gateway 2000 specifications, which may vary from the retail version of the software and/or hardware in functionality, performance or compatibility. All prices and
confipurations are subject to change without notice or obligation. Prices do not include shipping or applicable sales tax, ""Financing available on approved credit issued and admimistered by MBNA America Bank, N.A.

Payments based on 48-month term at 14.9% Annual Percentage Rate,



Livi —overemphasize offense, based on
the theory that its more fun to score than
play defense. When MADDEN [FOOTBALL
wits in its prime, vou conld overlook the
fact that every game had scores like 41-38,
hecanse it still felt like football. Now, how-
ever, thev've “simplified the learning
curve” so much that any knowledge you
have about football means nothing; the
gil!'l!l: Comaes dﬂ““ to I]()'\\' (]Ni[‘k _\'OI'IT
tiigger finger is, and litlle else. There’s no
need to read defenses, as in FRONT PAGE
SPORTS FOOTBALL PRO. You can't design
and save your own plays, as in nearly
every other football game. The audible
system lets you set up to four different
plays for offense and defense, but its way
behind the elegant, obust audibles of
ABC MonpaY NIGHT FOOTBALL.

When you get in trouble on offense,
the best thing to do is to throw the ball
deep. Ifyou don't cateh the ball outright,
the defensive player more often than nol
paps the ball up, rather than batting the
pass down to the ground. And in the ensu-
ing struggle between the defensive and
offensive players, it’s almost always the lat-
ter who gets the reception. Intereeptions
are low, touchdowns are high.

When I put Deion Sanders or Rod
Woodson on the opposition’s best receiv-
er, | figure I'll get at least a
standoff — except maybe against Jerry
Rice. But when third- and even fourth-
string receivers get 10 and 12 catches
(sometimes in a single halfl) against two of
the best comerbacks who ever strapped
on shoulder pads, you know you've
crossed over into never-never land.
Manpen Foosat didn't use to be like
this; il anything, the defense was too
tough. Now, pushing the button at any-
where near the “right time” renders even
the “Mad Dog Blitz” toothless, regardless
of the offensive formalion you choose, or
the quality of the personnel vou have on
the field. This is football?

"The player ratings — usually a MADDEN
FOOTBALL strength —are confusing al
hest. Dan Marino, probably the gimpiest
greal OB since Namath, routinely runs for
50 to 60 vards in a game. Some linemen
are fast, but when 300-pound defensive
tackles cateh ranning backs like Barry
Sanders from behind after a 40-vard

)
|

JOHN MADDEN FOOTRBALL 97 » REVIEW

chase, something is ter-
ribly wiong,

0UT OF CONTROL

IFyou try looking
through the manual for
SONIC AISWCTS, YOU 1111y
get even more con-
fused. You see, accord-
ing to FA Sports,
gamepads are really
“jovsticks,” which may
COme as Some surprise
to those who enjoy sim-
ulations. IEAS “joystick
gender” confusion, if
you will, may have something to do with
their poor gamepad support, which is
squirrelly at best. If you finally manage to
get your gamepad calibrated, you are like-
1\ tn |m(: mntm| every time you take a

timeout, make a player substitution, or
access almost any other menu. And play-
ing an action football game via mousc
and keyboard — that’s a 15-yard penalty,
coach.

ManDEN 97 doesn’l have career
leagues like FRONT PAGE FOOTBALL PRO;
the multiplayer options don’t work alf as
well as ABC MoNDAY NIGHT FOOTBALL;
even the unning game feels less like foot-
ball than UNNECESSARY ROUGHNESS 90.
So why would anyone want this game? It's
hard to believe that FA spent two years
designing something that's so out of dale.,

HAIL MARY PASS When in doubt, throw the bomb. Regardless
of who's covering, the receiver wins all the close ones.

The game hias saveral'dlﬁerent playbooks, but

anﬂ refuses 1o let you play

. Moreover, unless you have
Yyour sound card drivers in your autoexec.bat or
nfig. ; Mnmen s snund setup routine

: 5 (the Wn 95 logo.is prumlnenﬂy
Eﬁ's soiutmn is to tell you  10.It's disheartening to block a field goal and hear

If this is the best they can do, perhaps it's
time that they retired the frnchise, rather
than insulting the many MappeN
foOTBALL

fans, not to mention coach

\Lul(l{.n hlnN.lf %

6. Trying to play live over a modem is an exercise in
frustration. Win 95 Direct Play might have
helped, but see above.

7. The PlayStation version is better, even though EA
spent over two years on Mapoen 97 for the PC.
Most—not all—of the features available now in
the PlayStation version are promised for PC
Maopen 98!

8. Defensive Al is weak, and the computer compen-
sates by making improbable tackles, often illegal-
Iy from out-of-bounds.

9. A typical game has journeymen running backs
getting 300 yards, and second-string QBs throw-
ing for 500 or more yards.

the announcer call out, “It's good!”

PAPPEAL: For those who must have
every foothall game released, or who
have to have their Madden fix regard-
less of the consequences.

»PROS: Simple leaming curve; voices
of Pat Summerall, Leslie Visser, and
John Madden; decent graphics.

FCONS: Multiplayer problems; weak
gamepad support; -
poor Al; limited
gameplay com-
pared to earlier
Maopens. A sad
decline for a once-
great franchise.

JANUARY 1997 CG



Price: $44.95

System
Requirements:
4B6DX-66 or better,
Windows 95, 8 MB
RAM (16 MB recom-
mended), 20 MB hard
disk space, SVGA dis-
play, 2x CD-ROM drive
or faster, mouse
(gamepad or joystick
recommended); Win
95—compatible sound
cards, 14.4 Kbps
modem for remote
play, network card for
LAN play.

# of Players: 1 to 4
Protection: CD key
Designer: Beam
Software

Publisher: Microsoft
Corp.

Redmond, WA

(206) 862-8080
Reader Service #i: 331

REVIEW * NBA FULL COURT PRESS

> MicroShow Time

Microsoft Shoots And Scores With Action Hoops Game

by Scott A. May

laying basketball on a
personal compuler is a
lotlike going on a blind
date: you never know
what to expect. They
cither look good or have
a great personality, bul
rarely both. [fitsa

coaching sim, there’s

often little or no actual
gameplay. IFit’s a fast-action arcade
shoot-oul, intelligence is usually
benched in favor of graphic pizzazz,
Imagine having the best of both worlds
inasingle game. What a concept.

LA Sports made the first real strides
towards this goal with their excellent
NBA Livi: series, Now Microsolt, of all

companics, steals the rebound with
NBA FuLL Courr Press, a one-size-
fits-all basketball title that doesn't
exactly shatter the backboard, but scores
big points for trying,

Designed for Windows 95 by Australian
designers Beam Software, the game offers
full-court, five-on-five action, featuring
current rosters from all 29 NBA teams,
Four play modes are available, including

single game, season, playoffs, and prac-

HANG TIME Authentic play attributes translate into signalure moves on the court. Here,

tice. Up to four people can compele via
modem or network link, while as many as
10 players can get in on the action using
the game’s built-in Infernet link.

LIFE OF RILEY
Since we've already divided the genre
into two (often conflict ing) viewpoints,

let’s examine the

wheating guard,

o Posd S iy
| Diaw and Kick ‘:_J 3

An Inside oublds low pat play desgned
19 takw advantage of mbmateh with
canies 9 wull w9 openlng up petental
thrma point shot lor smabl farwsdd aml

Paint guard (1) dilbbles up right side.

1 pamas 1 center {3 on the dight low pos
‘who looks for shot.
1 cuis to top of key and sets plck fer small

game as a coaching
simulation, where it
really shines. Your first
pre-game stop is the
Team Fditor, [Here
vou review the league
ranking for your
favorite team, rated in
overall, offensive, and
defensive perfor-

CG JANMUARY 1897

CRIB SHEETS Make sure to scout your opponents, then view
diagrams and descriptive notes to take acdvantage of mis-
matches. Then add the play to your top-five list of favorites.

mance as well as

rebounds and steals,
[diting the team ros-
ter allow you to com-
pare and replace play-
ers from the entire

the Bulls' Scottie Pippin takes flight for an easy score,

NBA pool. One-on-one player compar-
isons are extremely detailed, revealing
potential mateh-ups in 28 categories, from
points per game to which college they
allended. Use this to restructure an exist-
ing organization, or create up Lo four fan-
tasy Dream Teauns, sporting names like
“The lmpact, Titans, Thunder, or
Barracudas.

"The Player Felitor is another important
tool for fantasy drafts and team tweaking.
Here you can madify player names, num-
bers, and — that all-important
athiibute —hairstyle. More importantly,
this seetion lets you view and adjust 25 rat-
ings for each plaver, including shooting
range and ability, jumping, steals, fouls,
speed, strength, and fatigue. Coupled
with the game’s three basic skill
sellings —rookic, veteran, and all-
star —this gives you tremendous control
of the game’s overall difficulty and plaver
handicapping. Because rating values can
range from | to 99, this also ensures long-

term challenge and replayability. Between




TIRED OF THE
SAME OLD LINKS?

CHANGE COURSE.

THEN CHANGE IT AGAIN. AND AGAIN. SimGolf ™ with the new Course Architect™ gives you the power
to create endless courses, as heartbreaking or handicap-friendly as you like. Go ahead, dig yourself new
fairways, bunkers and lakes. Choose from hundreds of objects to make one-ol-a-kind courses. (Think
Sahara-size sandtraps. And watery golf ball graves) Video tips from legendaw course architect Habert

B e ey

Trent Jones, Jr. help you P EI R s AEEE o]
Rlcrespecen =

turn your blueprints into pelmmsles) |

greens. You can even play

—or customize—two Jones masterpieces, Hancho La
(uinta™ and The Prince Course. Then tee off on your
new links. Or round up a foursome to play your cus-

tom course on the Internet. SimGolf. It's the ultimate

18 holes [SCIITIE assamb]y I'EI:]L]II'EI:I]. Use the powerful Course Architect to cus-  Once you've designed your ideal course, tee
tamize courses. Make them flat or hilly, place  off for high-stakes skins, stroke or match play.

SIMGOLF. COMPETE ON COURSES YOU CREATE. holes and hazards, and it's tes tims.

s 10 s |
@ Pvailable for Windmws 85, 1988 Mas, Inc. All rights reserved. SimGoll and Course Architedt are trademarks and I-Lms. is a registered trademark of Maxis,

Inc. Rancho La Quinta is  trademark of TI, Desert Developmant Limited Partnarship, All ather trademarks or r demarks are the properties of their
EEFH  respective owners. For produd or ondering information, contact your local retaller or call B0D-33-MAXIS. Vist the Maxis Wels site ob hitpz//www.maxis.com
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Just WhenYou

Get ready to plunge into competition

with Gooch Grundy’s X-Decathlon, the decidedly demente
Olympic-styla tournament that helps keep the ever-burning que

for mediocrity alive. With a cast of zany characters, ten outrageo
events and dozens of hilarious interviews and animated clips, Goos
Grundy § X-Decathlon™ torches athletic tradition and finally giv

armchanr athletes their day on the podium.
‘1" -

M! “Gooch Grendy's N-Decothica” ™ 40199 MAROFCRUM INC. Al rights reserved. “Micrcloraas” b & tegistersd trodemark wnd “Booch Greedy's K-Docorblon”™ 8 edumerk of Micraboress e

* Keep the dream alive as you compete in ten
: outrageous events

* Go for victory by yourself or against a
friend in split-screen competition

irier 0

" _ * Take the competition into cyber-space an
| _ FEAEE baitle agamst on-line opponents

G'n P!ay-as any one of six bizarre characters,

v'{é'

CAMADA Rz 5] (ommimiy

) ORDER' DIRECT, CALL: 1-800-685-3863 = [°
B16)656-9594 Fox:(416)656:0548 el
ET: hitp://www.microforumicom 6‘

f\;% -
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games you can indulge in player trades.
Like most sports litles, though, trades are
only meaningful or realistically competi-
tive when condueted between knowl-
edgeable human coaches.

In-game coaching decisions are also
abundant, including drag-and-drop substi-
tutions, opponent match-ups, and pop-up
displays of cach player’s current stats and
fatigue/injury levels. | lere vou can also
fine-tune your coaching strategies, such as
offensive and defensive styles (automatic,
aggressive, normal, or conservative), sub-
stitution method (automatic or manual),
and defensive pressure (automatic, high,
low, or normal).

Last, but far from least, is the playbook
selection men, featuring 98 fully dia-
grammed offensive plays, culled from the
repertoires of real NBA coaches. This
aspect of the game is especially well done.
Double-clicking on a play diagram opens
awindow with detailed descriptions of
what the play is intended to accomplish
and cach step of its execution. Ifnothing
else, this feature should prove to be an
invaluable tool for anyone who desires to
learn more about the game and its tactics.
"Too bad more sports games aren't this
instructive, Fach team can fashion a top-
five list of special plays—open to constant
revision—which are implemented during
the game by pressing the corresponding
number key. If no play is called, one is
randomly selected from the current list.
Unfortunalely, there’s no provision for
actually editing the playbook or creating

your own roulines.

WE GOT SKILLS

Season play can be set for 32, 56, or 82
games, with user-defined playoff rounds.
Manage one or more teams by highlight-
ing ils logo, then take to the court or have
the computer simulate the outcome. You
can also go straight to the playoffs, creat-

motion-captured moves. Many of the ani-
mations are extraorlinarily detailed,
involving subtle wrist flips, elbow bends,
and hip gyrations, Overall, the players all
have the same generic look about
them —much like department store man-
nequins —rendered in solid 3D and out-
lined in black. Watch for the Bulls’
Dennis Rodman, whose hair changes
color when least expected.

Player controllers include mouse, key-

NBA FULL COURT PRESS * REVIEW

hoard, and joystick, although a four-but-
ton gamepad is definitely preferred. Not
surprisingly, Microsoft's new Sidewinder
gamepad performed the best of all con-
trollers tested, with the Gravis GamePad
coming in a close second. Keys and but-
tons can be configured to your preference,
mnlm!ling actions such as passes, fakes,
shots, rebounds, blocks, and steals. You
can let the computer automatically switch
the player under vour control, switch

WHo Neegps INTERRUPTIONS?

(QUICKSOUND)

Why kill yourself just to pump up the bass or silence your enemies?
With QuickSound, you'll never have to sacrifice performance—
or quit your game—to adjust your PC sound. You get instant
control of volume, tone, mix, mute and more, with the touch
of a button, Pure power at your fingertips. Because it's true
what they say: quitters are losers.

ing your own playoff brackels for both the

aslern and westem conferences.

Players hit the court in a rich environ-
ment of the usnal bells and whistles: reac-
tive crowd noise, realistically modeled
team courts, and play-by-play commen-
tary by Kevin Calabro, voice of the Seattle

Supersonics. Player animalions are very
good, reportedly based on more than 250

Labtee Enterprises, Inc, 3801 HE 109th, Suite }, Yancouver, WA 98681

Visit your retailer or go to www.labtec.com
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www.lglass.com

D199 Lookimg Glass Technologies, Ine. All Righes Reservesl. British Open Clamp

COMING SOON

From the creators of Flight Unlimited”

Hip Golf and Look
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E

K
Look out for the

world’s most challenging
golf tournament.

BRITISH OPEN

( AMPIONSHI1IP
GOLF

THE:OPEN

CHAMPIONSHIP

stilass are pegistered teadensarks of Louking Gl Technologhes, Ine. All other tesdennarks and trade names are propesties of their nespeciive owers.
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NBA FULL COURT PRESS * REVIEW

" toams

FULL PRESSED COURT Check the Sports Pages for copious stats, schedules, and stand-

ings during season play.

manually, or focus your efforts entirely on
the center, forward, or guard positions.
Game speed flows reasonably well on
average systems, bul it can really tum
herky-jerky on slow machines, Effective
solutions include tuming off nonessential
details like crowd noise, music, conmimen-
tary, and the scorchoard display. If that
doesn’t smooth player animations, four
screen resolutions are available, ranging
from a slightly izzy 6405480 to an ultra-
crisp 1280x1024. You can also run the
game from a window rather than full-
screen, which should speed things up.
Like most games of this type, on-court
action is a matter of hits and misses.
Players are sometimes hesitant in their
reactions, causing shots o go unchal-
lenged and loose balls to dribble out of
bounds while evervone stands idly by.
"Iis is most frustrating during rebounds;
often the ball bounces several times on
the court before someone picks it up.
"There are also little annoyances, like the
poorly defined net graphics or having to
retrieve your own free throws, The refs are
invisible —sometimes literally, as they
tend to miss obvious defensive penalties,
For the record, you also have control over
officiating style and specific penalty calls.
“The built-in Web interface links players
to a common Internet site where vou can

join a game in progress or host a new con-

test, The connection works, but despite
repeated Iries during the course of this
review, the online roster remained empty.
Like other Web-ready games, it's a great

idea as long as vou're not the only one
showing interest. Multiplayer modem
games tested perfectly, however, with only
slight Iransmission pauses at 28.8 Kbps,
Overall, despite some intrinsic arcace
foibles, NBA ['ULL COURT PRESS is very
impressive. Coaching enthusiasts will def-
initely enjoy the arena-full of options,
which are so intelligently presented that
even die-hard arcade fans may be tempt-

ed Lo switch courls. &

PAPPEAL: Win 95 gamers longing
for a combination of arcade-style
roundball action and detailed coach-
ing sim.

»PROS: Options galore! Impressive
playhook selection, stat breakdowns,
and team management; Weh, LAN,
and modem play a big plus.

rCOMS: You'll need a heefy system
to enjoy full perfor-
mance. Control is a
hit sloppy, and
there’s no playhook
editor. The
Al—especially for
player trades—
could he better.

"Power Chess™ may
be the finest innovation

in serious chess products

ever to hit the streets.
No kidding."

- Cindy Yans
Computer Gomes Strategy Flus

SAHIR

Visit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer.

@ 1996 Sierra On-Line, Ine., @ and/er ™ designate irodemarks of or licwnsed bo Sierro On Line, Ine. Bellevue, WA 98007,

M opponent. Mi)

~any computer oppo

When you play the
it's like plaving
winning, he (3

0

# iy
- When you play Pow
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By Gamers. F"

ike many of the pioneering computer game companies, Interplay Productions began
with one man coding in his bedroom. Brian Fargo loved to play computer games and
he loved to build them, whether they were the early text-based games or the ground-
breaking games that came later. Brian's viewpoint has always been,

“How is this a better experience for the gamer?”

Q: Brian, in your opinion, what are some of Interplay’s breakthrough products?
Fargo: | liked The Bard's Tale series. We gave gamers a first-person perspective
they hadn't had before, even if it was in that little upper left-hand corner window,
and we gave them three-paint animation instead of static monsters. | liked
Wasteland for its elaborate map, its skill-based design and NPC (non-player char-
acter) code. Wasteland was also the first game to offer moral dilemmas. With
BattleChess, we were trying to create an animated version comparable to one of
those Franklin Mint collectors sets. With Castles, we wanted to combine some of
the dynamic, planning aspects of say a SimCily with a sense of medieval role-
playing. Descent tapped into the 3D revolution. And with Starfleet Academy,
M.A.X., and Fallout we're continuing to stay on the “bleeding edge." I'm proud of
all of those.

Q: Interplay has always used a lot of licensed properties? Why?

Fargo: | use one guideline in licensing products: “Is the world rich enough that |
want to play in it?" | wanted to do a Lord of the Rings game from the time | first read it. We made Neuromancer
because it was a world that we thought computer gamers could relate to. Of course, our prize licensed properties
would have to be the original Star Trek and AD&D licenses.

Q: Why do you think your Star Trek games have been so successful when others
have gotten mixed results with the license? -
Fargo: From the beginning, with our Star Trek games we focused purely on the |
game elements first, then look consideration for the license. After fleshing out the |
inner workings, we moved to simulate not just the universe but also our interpreta- |
tions of it. Gamers feel like they're right beside Kirk and Spock. When it became
practical, we started using voice-overs from the original cast. We knew gamers
wanted to feel like they were right there with the Enterprise crew. Now, with Star |
Trek: Starfleet Academy, we're pushing the 3D and special effects technology, but |
the story and gameplay still came
first.

Q: Why do you emphasize “By
Gamers. For Gamers” as a motto?
Fargo: If we don't want to play a game, we don't publish it. To build
an Interplay game, you have to convince me and a host of other
dedicated gamers that we want to play it. We started the MacPlay
line because we had Mac gamers who felt that no one was taking
the time to port products from the Mac perspective. When we start-
ed work on Stonekeep, we added all the special visual and audio
effects we wanted to heighten the gaming experience. The VR
Sports series grows out of the same desire to put gamers in the
game.

Q: So, what's the future?
Fargo: Whatever makes games better. Multiplayer gaming, creating entire rich universes that are fully interactive,
redefining gaming genres. We're going to keep building games we want to play.



SPECIAL ADVERTISING SECTION

amers...

he easiest way lo see lhe difference Interplay's "By Gamers. For Gamers” philosophy makes is to look at the kinds of
games that Interplay’s in-house design teams are building for themselves to play. Of course, it's also the best way for
gamers lo find oul about the exciting products that are on their way from Interplay. Let's fake a look at Interplay’s next
generation of hot games.

Mechanized Assault and Exploration. That's the underlying meaning of
M.A.X., an upcoming strategy game set in the far future. M.A.X.imum
mayhem, M.A.X.imum destruction, and M.A.X.imum combat await

gamers who are willing to face the M.A.X.imum challenge. Eight clans
compete for sole control of newly discovered planets,

In M.AX., you play a M.A.X. commander sent to a new world o build a
colony, collect resources, and so on while eliminating other clans' M.AX.
units and their colonies. M.A.X. offers over 60 customizable units, a unique
blending of real-time and turn-based play, and various scenarios including
customized and campaign games. M.A.X. supports multiplayer gaming. If
you want a real good-time strategy game, look for M.A.X. to hit the shelves
this month. “Definitely one to watch for"-Gamespot

you‘ﬁ push yaurse!f o .'he
limit fa survive the ulfimate showdown in
Siralegic warfare

" DESCENT _TO UNDERMOUNTAIN:
New AD&D Action and Role-Play

Get out of your ship and take a risk! DESCENT To UNDERMOUNTAIN USEs the
same 3D engine made famous in DescenT, but doesn't let you hide in the
interior of a ship. DescenT To UNDERMOUNTAIN puts you in the Forgotten
Realms- (TSR) universe and challenges you to survive. It alsa features
some special effects using lransparencies that some said couldn't be
done,

b i
: ; st Dsscaﬂ
| Descent 10 UNDERMOUNTAIN combines role-playing elements such as stan- = 10 UNDERMOUNTAI, fealuring
. dard AD&D character generation with real-lime action in the dungeons 38 monsfers, is frue fo tha AD&D character
below the city Walerdeep. It also fealures Kelben “Blackstaff’ Aronson, the developmen! model
famous Waterdeep mage. The player is sent on quests that culminate in
the defeat of an evil spider goddess. This game allows up to four gamers to play at the same time. While DescenT To
UnpEerrounTaiN should be on the shelves any day, players can anticipate the imminent
arrival of its online version as well.

VR BASEBALL:
A Sure Home

From any angle, VR BasegaLL ‘97 looks hot. This Win'95 baseball sim is the only
game which lets you play in a real-time 360 degree environment with realistic 3-D
stadiums and polygon players that move very smoothly. This high tech baseball

game is hardware acceleraled creating an immersive, ultra realistic, gaming environment.

You can actually play the game from any position or angle you choose. It's amazing.

Run for the

VR BasesatL is fully licensed and includes the complete 1996 season stats, the latest team rosters (over 700 players!) as well as
all the major league teams, logos, updated uniforms and sladiums...even Atlanta's new Olympic stadium. Imagine being able to
play as any one of your major league favorites in a first person perspeclive. VR Basesalt '97 is coming at you this Spring.
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Starfleet Academv:

he and Onl

Are lhere Trekkies at Interplay? The proof is STaR TRek: STARFLEET ACADEMY, not
only a starship flight simulator wrapped in a gripping storyline, but a dream game
for most of us. You play a cadel lraining to become a starship commander. En
route, you will engage in 29 missions while commanding a variety of starships. If
you play your cards right, there's even a final mission where you get to com-
mand the USS Enterprise! You will fight over two dozen enemy vessels,
including the Klingon Bird of Prey. Belween missions, your actions at the
academy affect how the story unfolds and the ending of the game. The acad-
emy is more than a test of mettle, or even bravery-it is a test of characler.

StaRFLEET AcADEMY features great culting-edge technology. Translucent
texture-mapping is used for cloaking effects, new Al adapts to the player's
combat style, and the game's engine allows the highly detailed starships to
move at breathtaking speeds.

PTake command
of Starfieet’s best slarships,
ineluding the Enferprise ilself

STARFLEET AcADEMY offers multiplayer support and includes performances and interactions with three members of the original
Star Trek cast: William Shatner as Kirk, George Takai as Sulu, and Walter Koenig as Chekov. Be prepared to enlist in
STARFLEET AcADEMY this April. There is also word of a fourlh Interplay Star Trek product (VuLcan Fury), an adventure game that
should warp to store shelves late in 1997.

ard

The ultimate test of any gamer’s survival skill, FaLLout. A GURPS PosT NucLeAR ADVENTURE, the
unofficial sequel to Wasteland, is a different kind of role-playing game. Using pen-and-paper
gaming’s mosl versatile rules set, this adventure puts your character in a fallout shelter called
the Vault. The Vault houses the descendants of the few survivors of a nuclear holocaust.
Now, nearly 80 years since the holocaust, the Vault's water recycler has failed. Water
e rationing has begun, and someone must venture outside to find a replacement microchip
- = ,cmaﬂ needed to repair the water recycler. Guess who gets to go? FaLLout combines incredible new
has evaryihing hardcore | technologies and SVGA graphic detailing. One of the innovative technologies used is the
RPGers want — wilf unparal- | - Talking Head Claymation character, where the character's facial expressions tell a story all
ol 0o their own. You should be able measure FaLLouT's release on your Geiger counter in the next
few months. !

HT AND Darkness—Just How Real Is Surreal?

Tired of the predictable? Looking for a game experience that's both surreal and aes-
thetically pleasing? OF LIGHT AND DARKNESS is a nonlinear adventure game in which
you play a young man attending a showing of a mysterious French artist with his
date. His date finds a surrealistic painting, which she is literally pulled into. You
follow her and must find a way to rescue her and rejoin the world “outside.”

This game features a stunning 3D world and the work of Gil Bruvel, an award-
winning artist whose exhibitions are held around the world. For the first time, an
artist of this caliber has been commissioned to create art specifically for a com-
puter game. The surreal beauty Bruvel is creating for OF LIGHT AND DARKNESS is e g
valued at over $10 million if they were sold as paintings. This adventure game £

i i 7. beauliful 3D rendered world -
will cast others into shadow by the end of 199 SR e e R

Gil Bruval
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ven Interplay's developer and affiliate relationships were established because the gamers at Interplay
liked playing the games from these partnering ventures. Let's look at some of the "By Gamers. For
Gamers" offerings being built by these partnering companies.

Shiny Entertainmen

Recently acquired by Interplay, Shiny Enltertainment is famous for creating Earthworm Jim,
first a video game, then a carloon television series, and now available on home video. Shiny
also owns the trademarks to the Animotion process that takes drawn cartoon sketches and
places them into interactive software. From pencil to processor in a few short strokes!

Shiny Entertainment is working on WiLp 9's for the Sony PlayStation and SEGA Saturn.
WiLp 9's is a futuristic game thal revolves around the Annapolis Cluster. The Cluster is
home to thousands of planets and the arena for a galactic war between the game's
heroes (a young earthling and a gang of eight alien leenagers) and the evil entity Karn, khfny
whose army, led by Colonel Curiz (ever see Apocalypse Now?), has been systematical- | Fnferfainment is developing
ly destroying planets in the Cluster. Wip 9%, the story of a gang of youngsfers out
fo win a galactic war,

Shiny is also working on MDK (Murder Death Kill), that Interplay will distribute outside of North America. This science-fiction action

game features missions through eight alien cities that roam around on platforms, destroying everything on Earth, It's a game

packed with high-speed, accurately rendered real-time graphics; loads of monsters; several weapon choices; and multiple endings
depending on your performance. Be sure to keep close tabs on MDK.

Celeris, a leading developer of surveillance and tracking software for the military, has partnered again
with Interplay to develop the award-winning VirTuaL PooL and is now working on VIRTuAL Pool ‘98.
VIRTUAL PooL ‘98 was designed by physicists and mathematicians to provide the most realistic pool
simulation ever. Featuring a seamless interface, realistic shots, and multiple perspectives during play,
VirTuaL PooL '98 is so realislic that it's guaranteed to improve your game.

Afather's death and a son's nightmares~it sounds like the
U.K.'s Gremlin Interactive borrowed a page out of
Shakespeare. Yet ReALMS oF THE HaunTing is a very different
kind of story. This futuristic horror adventure features real-
time combat and places you in the Hamlet-like role of a
young man whose nightmares following his father's death
lead him to the village of

Hellston in

Cornwall. He

discovers that he is the one prophe— REALMS OF THE HAUNT)

sied to find an important artifact that fealures a frighteningly defailed 3D environment
can control the nature of the uni- alive with predotory dermons
Verse.

This game’s action elemenls combine with its musical score lo create an immer-
sive, tension-filled atmosphere. ReALMS oF THE HAUNTING features rich graphic
Mump!ﬂ detail, numerous evil entities, puzzles, battles, and nearly two hours of cinemalic

graphic modes including slun- |  sequences. Keep an eye over your shoul
ning 6404480 SVGA 1 &creen sl q e p an ey your shoulder as this Gremlin's Haunting should
appear within the next month or two.




SPECIAL ADVERTISING SECTION

For Gamers Philo§o

As well as being the home of many alleged haunts, the U.K. is also known as the birthplace of golf. VR GoLr'97, another out-
come of the Interplay/Gremlin relationship is an amazingly realistic golf simulator that lets the gamer play golf in a real-

time 360 degree world. You can view your lie from any angle and slrike the ball in any direction.
VR Gotr brings a fresh perspeclive to golf wilh its dramalic sweeping camera
views lhat you can shift on the fly. These cameras really showcase the four
courses that come with this game including Kiawah Island’s scenic "Ocean
Course.”

VR Gotr '97 seems to have it all; licensed courses, course disk compatibility,
pro and amateur tours, fast course set up, customized club selection, a simple
user interface and multi-player capabilities. Plus all the specialty shots, like
draw and fade, found in real golf. You'll find playing a round with this game
very enjoyable. Look for VR GoLr' 97 in stores this Spring.

comes loaded with 4 courses,
including Kiawah Island and is the only

Reloaded Is the.sequel to the frue real-fime 360 degree goll game

award-winning Gremlin
PlayStation litle, LoapeD.
ReLoapeD takes this arcade game several light years further. Featuring revamped
original characters (such as Mamma and Butch), new characters, and CHEB,
the reincamation of FUB, ReLoaDED includes more levels, more puzzles, and
a stronger story line than Loapep. Don't face your computer unarmed.
RELOADED is available now in all discriminating software outlets-cocked,
locked, and ready o rock.

gm‘ What if the tabloids are right about “ancient astronauts™ Gremlin's
your way through Retoanen’s | SanDWARRIORS turns that premise into an arcade flight simulator that blends
12 blood-soaked worlds will incredible | the jconography of ancient Egypt with futuristic technology. SANDWARRIORS
lighting affec/s\and.ni-shp IcETH features 20 ship lypes, 10 different weapon types, and 20 different missions.
SanDWARRIORs will make its stand on store shelves in late spring.

There is no second place in FRAGILE ALLEGIANCE, @ mulliplayer space sirategy
game where your goal is the complete annihilalion of your opponents. Set in
the far future, where you are commissioned to build and develop an asteraid-
based mining colony, FRAGILE ALLEGIANCE includes missions, combat scenar-
ios, and real-time gameplay. FRAGILE ALLEGIANCE supparts mulliplayer game-
play and offers an in-game e-mail system that allows gamers to send
messages to their friends and foes. Establish your FRAGILE ALLEGIANCE
starting in January.

How enterprising are

you? HARDWAR is
Gremlin's futuristic strate-
gy game crossed with
a flight simulator that
allows you to find out. In & very nonlinear story line, you find yourself as a
mercenary exiled to the planet Titan after the destruction of Earth. Your
objective is to build a ship using theft, money earned from missions, or
through your own exploraions. You must also uncover clues leading to
information that will get you off the planet, and you musl then escape from
Titan. The escape begins in summer.

hesearcn =
and develop an array. a( hi-

fech weapons, buildings and spcrcecmﬂ fo build
a galactic empire in FRAGILE ALLEGIANCE

Hardwt‘
True reaf-fime gameplay in
random inferactive missions




Let's head into a Parallax universe, where we can find the devel-
opers of the DescenT engine. After developing lasl year's
Descent II, Parallax has gone even deeper in creating their latest
challenge: Descent II: Te INFINITE Asvss. But brace yourself;
this game is even faster than Descenr |1

THe INFiniTe ABvss features 22 new levels (infested by new
robots) in which you'll race through sewers, ral mazes, and
other such locales where Descent players feel al home. Look
for 12 new robots to accompany this latest Descent. An excit-
ing plus is that INFINITE ABYSS players can create their own lev-
els and robols. Included with the product is a new multiplayer
game, Horde. Look for DESCENT II: THE INFINITE ABYSS in the
depths of your favorite software stores right now.

ESCENT II: 2 4

THE INFINITE ABYSs Can you

escape 22 naw lavels and 12 new robot
enermies in DEscent Il: THE INFINITE ARYSS?

a Vengeance

In the Wild West, the marshals wore six-guns. In the far future, they'll use robots.
Canada's Bioware Corporation (which is also working on a role-playing game set
in TSR’s Forgotten Realms= universe) has teamed up with Interplay to put you on
the cosmic frontier in SHATTERED STEEL.

In SHaTTERED STEEL, you play a mercenary investigating a communications
breakdown in a mining camp on Lanios 3. You discover aliens are destroying
o 9‘ lhfe c.amp and its inhabitants, apd you must stop them! Featuring 50 nonlinear
runners are loaded wilh blaz- | ™Missions taking place on two different worlds, the game challenges the player
ing firepower Including 150mm Gatling | With over 20 different types of robotic alien predators. With 25 weapons at your
Guns, guided missles ond fachical Nukes |  disposal, including plasma cannons and tactical nukes, the explosive combat in
SHATTERED STEEL can shatter your nerves, if you don'l stay cool.

SHATTERED STEEL supports 16-player action and includes a scenario builder for customizing multiplayer games. You can pick up
your piece of SHATTERED STEEL in stores now! Look for an add-on disk that forges new missions, new robols, and new weapons in
the next few months.

Interplay discovered Treyarch Invention and its promising new title DIE Y THE
Sworo. In the spirit of Bilestoad, Die 8y THE Sworp looks to be the ullimate in
hand-to-hand combat games . With the use of VSIM Motion Control technolo-
ay, the full range of human motion can be simulated during combal, allowing
players to realistically interact with their environment while battling opponents.
Combat has realistic effects as swords react with swords when they clash
and players lake realistic damage during combat.

Players can create custom moves lo enhance their hand-to-hand combat SIM Motion = S
Control allows players lo fully

skills. Over 25 computer opponenls can be batlled in solitaire games, while confrol every element of their chamcfer‘s
multiplayer support allows up to four players to battle things out in a winner- movements

take-all competition. Your waiting opponents want you to DiE By THE SWORD
this summer.




SPECIAL ADVERTISING SECTIQNA M.

With the case closed on what Interplay has up its sleeve for gamers
both in and out of house, it's time to set our sights on the distant
future. Interplay’s future offerings to gamers include sequels to its suc-
cessful past and future games. Among the titles for which sequels are
planned are SToNEKEEP, CASTLES Il, EARTHWORM JiM, GURPS,
M.A.X., and SHATTERED STEEL, lhe latter three discussed in these
pages. Plus all new orginals bring incredible technology packed
with state-of-the-arl new engines and new innovations in game
design that will have gamers coming back for more.

If the future is multiplayer anline gaming, then Interplay is
there already. Interplay is working with ENGAGE Games
Online to provide a game community where gamers can meet
online to play the kinds of quality games that Interplay has
been making for years. One particularly cool thing about
ENGAGE Games Online is that gamers will be able lo get onto
it from any of the major online networks that they currently use (such as AOL and Pradigy). On the network, gamers will be
able to play against one another in real time while sending messages to keep the contests lively. Among the many Interplay
products sceduled to appear on ENGAGE are an online version of the besl-selling Descent, CasTLES Il, DRAGON Dice (an
AD&D product), DESCENT To UNDERMOUNTAIN, and SHATTERED STEEL. ENGAGE also has the exclusive rights to bring WARCRAFT
Il to online gamers! Engage is available on the internel al engagegames.com.

Partina Thoughts '

“By Gamers. for Gamers” is more than just a motto; it's Interplay’s guiding star. The people at Interplay like the same computer
games that we all do, and those are the kinds of games this company is dedicated to making. The enthusiasm Interplay brings
o crealing new gaming experiences is no less electric than the computers used to make them. Interplay's passion for playing
games is exceeded only by its passion for delivering the goods to those who play them. That is the reason Ihat Interplay
devotes so much energy to the immersive details that make for rewarding gameplay. Interplay lives by its motto: “By Gamers.

For Gamers.”
For More Information
Headquarters: Europe: Asia: Engage:

16815 Von Karman Harleyford Manor Hiro-o Plaza, 17922 Fitch Ave.
Irvine, CA 92606 Harleyford 6th floor Irvine, CA 92614
www.interplay.com Henley Road 5-6-6 Hiro-0 www.gamesonline.com

Marlow Shibuya-ku, Tokyo

Buckinghamshire 150 Japan

SL7 2DX England www.interplay.com/japan/

E-mail: europe@
interplay.com




Price: 524.99
System
Requirements: 486
DX2-66 or better, MS-
DOS 5.0 or higher (or
Windows 95), 7 MB
RAM (12 MB for
Windows 95), 26 MB
hard disk space,
VESA-compliant video
card (w/1 MB VRAM
for SVGA graphics), 2x
CD-ROM, Microsoft-
compatible mouse;
Sound Blaster-com-
patible sound card.

# of Players: 1-2
Protection: None (CD
must be in drive)
Designer: Strateqy
First

Publisher: Empire
Interactive
Germantown, MD
(301) 916-9302
Reader Service #: 332
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REVIEW ¢ SOLID ICE

- Brains 1, Beauty 0

Sowip Ice Scores With Intelligent Hockey Gameplay,
But Graphics Get A Penalty

by Gordon Goble

alk about your lousy timing,

Coinciding with the debut of

[FA Sports” colossal NHIL

Hockey 97, guite possibly the

best-looking sports title of all
lime, comes Montreal-based
g
withits own take on hockey:
Its called Solid lee, and in
many ways it’s the antithesis
of the A game. Solid Tee is built around

the idea that quality arfificial intelligence

e developer Strategy st

malion center down below, is a seemingly
undersized ice surlace thal claims merely
three-fifths of the total sereen space. In-
your-face il certainly isn'l, with just a soli-
Lary side-lo-side panning perspective
showceasing players that aren’tnearly big
enough for numbers or team crests.

As play begins to unfold, a couple of
words will immediately spring lo
mind —namely “disjointed " and “confus-
ing.” I've tried my best to analyze just wha
makes SOLID ca hard game to play,
and have come to the decision that a pon-
derous frame rate is the big culprit. Players

are here, then

|[EFaE Desaarding il

[Aden b in

am Daadmarsh

suddenly
they're over
there, and
pucks seem o
temporarily dlis-

e appear liom

view:
But a poor

[rame rale is not

el Tesponsible for
I B sticks and bod-
ics that poke

through nets,

HEAVY FOG Hockey aficionados will appreciate Sou Ice's intelligent
gameplay, but the muddled, 2D graphics will unfortunately obscure
the action.

and varied gameplay are what PC puck-
sters wanl. And they are, they are! Bul
somchow these wonderful ideals became
camouflaged in muddled graphics on
their way lo the sereen, and that's oo bad
beeause the program does hald a lot of
promise. You've just gol to peek though
the eracks lo see il

WHAT THE PUCK?

When you first take o the Sovin 1o
rink, vou'll notice immediately that the
game is far from 31, What you will see,

aside rom a monstrous scorchoard/infor-

JANUARY 1397

gelatinous
serums of play-
ers that lack any
visual elarity,
and agenenl
“Togginess” sunounding much of the
action. It’s like being in a weird dream
slale, one Uit will begin to clear up only if
vou've got the patience to stick with it.

MY BRAIN HURTS

Ifyou do, you'll come to appreciate
some of the more positive aspecets of the
game You'll eventually understand that
player animations — gazillions of individ-
ual moves that you just won'l see any-
where else —are behind that turtle of a
frame rate. Bevond the fog, you'll see that

player and team Al is probably as strong

and even more varied than that of Virgin's
NHL PowerPray 96

—and that’s saying something, You'll also

nolice that shot and goal totals, penallics,

and fatigue are aunthentically portrayed. In
short, there’s a good game here struggling
to break free of ils confines,

Strategy First uses the giant rinkside
interface to phink every possible bit of
information in front of you, There’s the
typical stuff, such as team logos, score,
and game clock, but there are also wel-
come innovations, including a penalty
clock witl space Tor four penallics and a
detailed stat and data section for each and
every player currently on the ice,

Soup 1ck's numerons editors let vou
aller just about every element in the
game. Here vou'll find a NASCAR
Racine—like paint program for customiz-
ing logos and color schemes, a player edi-
tor for skill alterations, and a lineup editor
thatll get Lemicuxand Jagr on the same
five-man unit. SoLD 1 s licensed by
the NHL Players” Association but not the
National Hockey League, so you'll he
dealing with the real players bul not the
real teams and logos —all the more reason
lo change ‘em!

Afascinating bul lawed look at PC
hockey, Sovn 1ceshould be noted for
the things it does right, Hearly recom-
mendations, however, will have to wait
unlil next lime.

FAPPEAL: Serious, patient hockey
fans with a preference for hockey’s
strategy and subtlety.

»PROS: Playmaking variety, great in-
game siat delivery, editors galore,
artificial intelligence that's actually
intelligent.

PCOMNS: Awkward
graphics that seri-
ously ohstruct

gameplay, low-tech
interfaces, tiny 2D
rink.




The realistic sights, sounds,

psychology and art of fly fishing

- come to life on

" CD-ROM, in this [RAGNLI

 challenging multi-  WNDOWS %

mlevel skill game.

ired of catching bass? Ready for a challenging fishing sim? Welcome to the relaxing and challenging world of fly
fishing on your PC. The Art of Fly Fishing Volume I recreates this skillful sport using live videotaped footage.
Fish three of the United Kingdom's finest trout and salmon rivers:  the Blackwater, Spey and Test. With the sooth-
ing sounds of nature and the intricacies of choosing the right equipment and flies, this fishing simulation puts you
right in the water.

The Art of Fly Fishing is not just a fun fishing simulation; it also contains an extensive library of information to
help you learn more about the fish, their habitat and their behavior. Choose your fishing spot based on conditions
including time of day, season, temperature and water currents, Once you've chosen the right conditions, a variety of
flies and rods will help you land the fish of your dreams, provided your casting skill is up to par. After you've prac-
ticed, invite up to 5 friends to enter into a fishing competition where the winner receives a cash prize and the
opportunity to upgrade his equipment. The Art of Fly Fishing; the only fly fishing simulation for your PC.

To order, see your local retailer or call 1-800-340-7888  CIRCLE READER SERVICE #280
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©1996 Arc Developmenl. Published
by Gamelek; Inc. Distributed by
Philips Media. All rights reserved



listic rear-
viaw mirror

detailed — right down aclion lets you
fo the authentic decals who's
and bilthoards. - coming up
behind you.

The compelition’s
inter ; race o
overtake NASCAR
champion Dale
Earnhardt.

Authentic
- NASCAR
Spotter and crew chief i o S : fjﬁiﬁ??rg;
dudio fels you kno e ; o ; 3 g i - o your H‘Pﬂ-ﬂf.
where the compelition ‘i e~ - 2 : = g - N s . fu ’}I-md om;}
I5 as you race door-to- £ g . e :'. ) 7o 18 :;f:"mt-'r.f .
f{:;lr with up to 39 olher e i L 2014 = 2048 3 information.

NASCAR. Racing is also available for the Mac and the PlayStation:u.
i S I'E R RIA® ®

[PEBYRUS
b |

4

We're talking authentic—eheck out Iis legal! ©1996 Sierra On-Line, Ing. @ and/or™ n‘m’gwﬂ frademarks of, or licensed fo Sierrn On-Line, Ine. All rights reserved. NASCAR® Racing 2 is officially Ncensed by NASCAR. Papyrus and Fapyrus logo are trade
Penske Racing South, Inc. Geolf Bodine's name and the likeness of the #7 car | the QUG trademark ire Used under license with GEB, incorporaled, The name of and Nkeness of Dave Marcis and the name, marks and race car design of the #71 Marc
right to use the name, fikenoss and lmage of Hendrick Motorsports car #24 DuPont Aulomolive Finishes and Jolf Gordon are pranted under license from JG Matorsports, Inc. The name of Johnny Benson, the name, marks and race car design of Banarl Racir
laga are registered trademarks of Proctor and Gamble and may nol be reproduced withoul the written consent of Proctor ant Gamble, Proctor and Gamble have licensed these rights to Papyrus Design Group's name. Name and iikenoss of the #10 Tide car f
and Eagle are trademarks of the Goodyzar Tire and Rutiber Ca., m}nmducea Dy permission, Pontiac, Fontiac "Arowhead " Emblem, and Grand Prix are frademarks af Ganeral Motors Corporation used under license by Papyrus Design Group, ine, NAPA s tsee
of Roush Racing, Livonia, M1, The Family Channel trademarks, PRIMESTAR FRoush Racing and Ted Musgrave's name and/or lkeness used by authorily of Roush Racing, Livonia, M. .




PC Gamer called NASCAR. Racing “...simply the best racing sim ever created.”
Here’s what makes NASCAR. Racing 2 even better:

» Compete in the 1996 season with real NASCAR drivers » Fast and easy Arcade Mode lets novices jump in
and teams on 16 NASCAR tracks and start driving immediately
» Crew chief and spotter audio alert you to track  Faster graphics in SVGA

conditions * Officially licensed by NASCAR.
< [LF ERRRARDT

[ Team ST eadsann (it

(Sptup
Return

Helinn - Pl Load Bave Delale Reton -
earn all about 7-time NASCAR Champion Dale ension and more to customize Network play lets you race door-to-door and head-
arnhardt, as well as your other favorite drivers. to-head with up to 7 other players.

Kade Optroms

T % DETAIL SHOP
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Choose all your race options, then compe
MNASCAR events like the NAPA 500 of Atlanta.

Get the big picture, as you race a
Wallace and other top NASCAR di

See your local software dealer ox for a taste of the action,
download our demo from http://www.sierra.com/games/NASCAR2/

; Design Group, inc. PlayStation and the PlayStalion logos are lrademarks of Sony Ine. Rusty Watlage's name and the likeness of the #2 cav, including tire Ford rogo are used under license with

r are used under the ficense with Marcis Auto Racing. The name Nmanglmmm. the name and marks of ihe Interstate Batleries Company, and the name, marks and face car design of Joo Gibbs Racing are used under license with Joa Gibbs Racing. T
ting the irademark af Pennzoll Company, are used under license with Bahari Racing and Johany Banson. The name and fikaness and marks of #3 GM Goodwrench Service stock car and Dafe Earnhardl, are Nicensed with Dale Earmhardl, inc. Tide and Tide the
vs with LOR, Inc. Chevrolel, (he Sow Tie embiem, Monte Carlo, and reinted body design are iradernarks of ihe Chevrolel Molor Division, General Motors Corporation and used under license %Pﬂwms Design Group, inc. Goodyear (and winged foot design)

1 fram NAPA. The Atlania Motor Is @ registered the mark and Irack iikenass are used under license from the Atlanta Mator Speedway, The Valvoling frademarks, Roush Racing and Mark Martin's nama ana/or likeness used by authorily

CIRCLE READER SERVICE #234




Kk ok REVIEW ¢ NFL QUARTERBACK CLUB '97

~ Smash-Mouth
Foothall

QB Cius '97 Is A Real Blitz

. ——— =]

Price: $39.99

Syslem
Requirements: [BM-
compatible 4860X2-66
or better, DOS 5.0 or
greater (Windows 95
compatible), 8 MB
RAM, 23 MB hard disk
space, 1 MB VESA-
compatible SVGA card,
2x CD-ROM drive;
supports keyboard,
mouse, 2- and 4-but-
ton gamepads, Gravis
GRiP, and Sound
Blaster—compatible
sound cards.

# of Players: 1-6
Protection: None (CD
must be in drive)
Designer: Iguana
Entertainment
Publisher: Acclaim
Entertainment

Glen Cove, NY

(516) 656-5000

by Scott A. May

oolball as electronic enterlain-
ment has always been some-
thing of a dichotomy. Arguably
a near-perfect blend of strale-
gy and action, the sport draws
fans that typically fall into two
camps: coaches and players,
Armchair generals staunchly

believe that play management

is the name of the game.

Action enthusiasts respond with a grunt

the:Sreelers. Tidke over dr the
Srdrrof the 3rd quarcer and see
" If You caniprevent the Cowboys

from winning their Sth Super

gow/l Ring and 15r ever Super
Bow!l vicrtory dagainsr che
Steelers, !

+-CHOOSE SIM  #4-SCROLL TEXT
ENTER-PLAY $1H  SPACE-CLEAR WINS

95, provided you
have ample RAM
and don't plan on
doing much mul-
titasking.
AlIONFL
teams and person-
|](.'] ane r(.'l'lrl.'h'l.'l'll-
ed here, based on
their '96-97 pre-
season roslers,

including the new

Reader Sarvice #: 333

and head-slap, Personally, cither by princi-
ple or sheer intimidation, | usually agree
with the latter group. Afier all, toss out the
coaches and their playbooks and you can
still play a darm good game of football,
The reverse s certainly not true.,

PC football titles, in particular, tend to
be victims of their own ambitions, desper-
ately trying to be evervthing to evervone.
With few exceptions —notably Dynamix’s
FRONT PAGE SPORTS: [FOOTBALL
series — the results are generally unsatis-
factory. Console-based games, on the
other hand, focus on action in the trench-

s No playbook editors or front-office

GRAPHIC CUT BLOCKS Even on the hottest PC,
there are a few rough visual edges. You can toggle
graphic quality for performance, from 320x200 up to
1024x768.

CcG JAMUARY 1897

SITUATIONAL AWARENESS Taking over a classic matchup, like
last year's Super Bowl, with just minutes to go is a neat idea. But
why didn't they also give us the option of replaying these great

games in their entirety?

politics here —just down-and-clirty game-
play with myriad options o keep things
interesting,

Ifyou'd rather play rough-and-tumble
arcade lootball —as vpposed to a spread-
sheet-wilh-shoulder-pads statistical
sim — Acclaim has just the ticket with
NITL QUARTERBACK CLUR 97, an almost
pixel-by-pisel port of its console-horn hit.

BUILDING A CONTENDER
Interestingly, while the
Saturn version of OB Crus 97
proved somewlat anemie, the
PlayStation rendition is an
underrated champ. Luckily,
Iguana chose the PlayStation
as its benchmark when porting
OB Crus 97 over to the PC.
The translation to DOS is
excellent, althongh vou'll need
asuper system to match the
onginal’s smooth delivery and
concise control. 'The game
even runs well within Windows

Baltimore Ravens.
Teams are rated in
seven perfor-
mance categories:
Passing, rnning,
blocking, tackling,
|)|ilz[ng. coverage, and special teams,
Likewise, players are rated in three cate-
gories, according to position: OBs (accu-
racy, range, and scrambling), fullbacks
(agility, speed, and strength), and so on.
Individual ratings are most tapped for
plaver trades, which the program handles
well but unrealistically. Trade Steve Young
even-up o the Jets for a third-string line-
man? No problem here, but not bloady
likely. However nonsensical, unlimited
player trades help breathe a bit of fantasy
life into the game.

NEL Play mode offers a choice of pre-
season, season, plavoll, and Pro Bowl
games, using eilher the original or traded
rosters, Both season and playoll modes
continue through to the Super Bowl,
Quick Play mode randomly selects two
teams for a single-game contest. The third
play mode, Simulation, injects a lot of fla-
vor into the game. Here vou can reenact
historic contests, entering the game al
critical junctures. lor example, take con-
trol of the Steelers in the third quarter of



DAVID ROBINSONIGET

JASON KIDD 33

DAN MAJERLE 307

DIKEMBE MUTOMBO 267 o ' 3

CHUCK PERSON 207

LUKE LONGLEY 15

TERRY MILLS 107




Once upon a time,
in an enchanted kingdom,

there lived a big bosomed

lady and some gerbils.




Enter a severely fractured fairy tale.
Discworld” 1I: Mortality Bytes is the
graphic adventure with cheek. Over
100 hours of hilarious gameplay
immerse you in a bizarre realm where
dozens of bawdy characters face life
without Death. Yes, Death has gone on

holiday. And the hapless magician

ilar ol M1

Rincewind must find a way to restore
order in the world. You'll be dazzled by
25,000 cells of hand-drawn animation.
You'll be delighted by the fiendishly

clever puzzles. You'll be deeply offended

by the vocal stylings of Eric ldle.

Discworld TI: Mortality Bytes.
[t's magical. It’s enchanting. It's sick.

CIRCLE READER SERVICE #2B8
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1995% Super Bowl and see il you can
defeat the Cowboys.

There are 50 specific simulations avail-
able, including fantasy games such as a
dream matchup hetween the 1995 and
1977 Cowboy teams, If that’s not enough,
vou can also ereate and save up Lo five
custom simulations, applying up to 14
selup oplions.

fach game mode allows up o six play-
ers to compele., either on the same or
apposing teams. The game supports a
wide varicty of controllers, including key-
board, mouse, two-and four-button jov-
sticks, and the Gravis GRiP adapter, Both
kevboard and mouse controls are awk-
ward at best, and becanse the game wis
originally designed with fousbutton con-

sole controllers in mind, a two-bulton jov-

SNOW JOB Adverse weather affects both mability and visibility, keeping
0Bs in the pocket longer, to the delight of blitzing linebackers.

stick severely limits both play calling and
on-field excentions. The game definitely
favors Gravis controllers, cither the GRiP
or Camelad varieties,

YOU'RE IN THE PROS NOW, ROOKIE
Pre

same oplions include penalties
(on/off), weather (rain, snow, hot, cold),
ficld type (grass or turf), quarter length (5,
10, or 15 minutes), and difficulty (rookic,
pro. or all-pro). Acclaim boasts flexible
computer Al that will learm and react lo
vour play-calling stvle, This feature, plus
cuch plavers individual abilities, increases
accarding o skill level. The rookie level
culs youa lot of slack, while all-pro diffi-
cully can be painfully unforgiving for

cC JANUARY 1997

REVIEW ¢ NFL QUARTERBACK CLUB '97

beginning players.

IFollowing the coin toss —a feature sur-
prisingly absent from the console
versions —and i quick visual tour of the
h |Il>' rendered stadinm, the game begins.
Approxinmately L00O offensive and defen-
sive variations are claimed 1o be available
through the side-scrolling plavbook, Play
calling is a simple three-step process:
choose the Tormation, yardage (short,
medinm, or long), and actual play design.
Key blocking assigmnents, line shilts, and
receiver routes are all elearly labeled. Also
included are so-called signature plays of a
few dozen top quarterbacks, although
most seem lo be variations of the generic
long bomb. On defense, vou can hand-
pick your coverage or let the compulter
ke its best guess by simply choosing
Smart D. Up 1o four audibles
can be assigned for both
offense and defense.

Play execation, controller
respansiveness, and g;:lp!li-
cal quality are diamatically
affected by your hardware
setup, Slow machines
equipped with weak video
cards will suffer from choppy
animation and frustrating
control delays. Thankfully,
lguana olfers several options
lo improve performance on
older sstems, including a
choice of seven display reso-
lutions, adjustable on the fly
fromy i low of 3205200 up 1o
10245768, L ow-res displays
will greatly improve animation and con-
lrol at the expense of graphics, which will
he rather chunky: Hi-res gives the on-fiekd
graphics a more polished sheen, but if
vour hardware can't handle it, vou'll expe-
rience dreadful frame skipping and slig-
gish control. You can also adjust texture-
mapping ancl lum off extrancous graphic
ellects o help smooth things out.

INSTANT REPLAY REVISITED

Onee game performance is lweaked to
vour satisfaction, the actual on-field
action is fairly [uid. Despile a certain
degree of unavoidable graphic blockiness,
inwhich players sometimes seem melded
together, the animation is quile expressive,

using motion-capluring lechnology: Line
blocks open visible holes for backs to juke
and dive through, while hands play a eriti-
al role in blocking and pass
receiving/deflection. The pace is just
right, especially for proper exceution of
liming patterns. Although such delails
aren’lalways discernible in the heat of
play; they are clearly visible in instant
replay, whicis one of the best ['ve seen,

Individual plaver attributes can plav a
big fuctor, particulay at all-pro skill levels.
Power backs such as Jerome Bettis are
more likely to plow through the line, while
finesse mnners like Marcus Allen are
more nimble in their cuts, Likewise,
teams with a monstrous defensive line are
moie likely o block passes or disrupl the
backfield. This is alwavs a difficult area to
assess, i tenns of realism and individual
cffort, but for the most part, the designers
have done an admirable job,

Among the game’s handful of sore
points are the lack of player injuries and
sometimes spolly officiating. Rookic-level
computer Al can also be comically unre-
alistic, producing game scores in the high
Ss, even with five-minute quarters,
against statistically superior opponents,
| ike most arcade-style games in this cate-
gory, this title fares best when played
against other warm-blooded competitors.

There are certainly some chinks in this
game’s anmor, but then again, the perfect
foothall game has vet to be built. Overall,
play=oriented fans should find NI'L, OB
Crug 97 one of the best implementa-
tions of hands-on football action yet on

the PC. %

PAPPEAL: Any foothall fan who's
longed for console-style gridiron
action on the PC.

PPROS: The hest on-field player con-
trols of any PC foothall game, comple-
mented with tons of great options.
The action hit Maooen 97 should have
heen.

PCONS: No player injuries, strange
officiating, screwy
trading Al, and
high scoring, even
for an action game.
Not quite up to the
PlayStation version,
despite the high
hardware require-
ments.
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The NEW Links LS add-on courses
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“Can I challenge Arnold Palmer
and my buddy in Tibet

to a skins game

on Maui

in heavy fog

at 3AM?”

an I gol1f in 16.7 million colors? Can I play against Arpg

bal1? Skins? Can I add in my own sounds? Can
era over the ocean? Can I place a camera rig

the Links Championship Courses? Can I add

WIN 957 Can I get 1600X1200 resolution? C

arching wedge shot back up on the green? C
react to a good shot? A bad shot? Can I resize e

windows? Can I see the tees break off? Can L choose from dif-

ferent golfers? Both male and female? Can I use the mowing

stripes to read the contour of the green? Can I take a

Virtual Reality tour of Arnie’s workshop? Can I golf iIn

Hawaii, Pennsylvania and Chicago on the same day? Can I

get a 3AM tee time? Can I hear the birds and waves in 3-

D stereo? Can I hit my ball 1/2 mile out of bounds? Can

I play from there? Can I watch aerial fly-bys of every

hole? Can I choose from more than 15 add-on courses?

Can 1 watch an instant replay of my swing? Are there

multiple camera views? Can 1 challenge an artifi-

cially-intelligent computer opponent? Can I retract

the control panel? Can I call toll-free for sup-

port? Can I take multimedia tours of Kapalua and

Latrobe? Can I save a round in progress, go to

dinner, and finish 1t later? Can I send and

receive text messages during a round on

the modem? If I lived on the course

could T find my house? Is Links LS the

most realistic golf simulation (4 YeS
ever? — °
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The NEW Links 5-Course Libraries Vol. 1, 2 & 3:
Playable with Links LS, Links Pro CD, Microsoft® Golf, & Links Pro €D Macintosh® www, accesssoftware.com « Code: 010-CGW

Links LS Trial-Size version CD, call 1.800.800.4880

Call 1.800.800.4880 for a FREE Pandora Directive Demo CD
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“The classic game of naval strategy is
afloat, refitted and battle-ready for ‘97"

STEATIET
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m 50 new missions with SVGA graphics for a
total of over 250 scenarios.

B Available in Windows®3.1 and Windows 95.
® Four theaters of play: Greenland & Iceland/
North Atlantic/Indian Ocean & Persian Gulf/

Mediterranean.

m Introductory quick start—makes Harpoon
Classic 97 accessible to everyone!

® Gateway to Harpoon Online with FREE trial
included.’

“Just when you thought the Cold War was over, Interactive Magic
introduces the classic naval warfare simulator in a new and more
exciting way.” — The Department of War Web Site

* Ciffer ol e gy AEKL i oy L e

e per howsehokd o 15 hersts of fiee e late pliy st be i wathin 30 days of your imtisd sign-on, A Vil

P.O. Box 13491 . Research Triangle Park . NC 27709

— Gamesmania Web Site
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From the critically acclaimed designers
of Harpoon®

“War Game of the Year” and “Hall of Fame.”
— Computer Gaming World

“Top 40 Best Games of All Time.”
— PC Gamer

“Best PC War Game.” — GamePlayers  |\TEOACTIE

Www.imagicgames.com M ”




DENNY ATKIN * - SIMULATION/SPACE

Dynamix Prepares To Snatch Back The Flight Sim Crown

ifeisfullofodd  Rep Baron 1and Pro Piot: Before we A ils basic level, X-
coincidences.  gotinto those, though, producer Craeme — Ficimers will look a lot
The night Bayless asked me if I'd like to talk to his like a modem ACES oviR
beforelleftto  brother Scot about his latest project, lsurore. Mustangs,

see the latest AcEs: X-FiaHers, Arhetorical question, — Thunderbolts, P-38s, and other planes will

sims in devel- [ assumed. battle it out with Messerschmitts and

opment at As Scot Bayless described X-lormers, | Focke-Wailfs. But the real fun starts when ‘ ‘ f
Sierra’s realized it sounded a lot like a hybrid of the you start playing “what it.” During World I
Dynamixdivi-  very best features of Aces ovir Euroreand - War I, the Allies back-bumered new B ay less

sion, | was hav-

ing a spirited discussion with some mem- can pu L

bers of CompuServe’s IFlight Sim Forum d

abont my decision not to include SECRET X-FIGHTERS
off, people

WeAPONS OF THE Lurmwari (SWOT'L)
in my November list of top 15 sims of all .

may finally
retire their

time. Some didn't agree with my decision
to give the nod to SWOTL predecessor,
THER FiNEsT HOUR: "THE BAITLE OF

BRrriaiN (a decision reached because mosl ancient
of the things that made SWOTL special
were pioneered in I 1). One thing we LucasArts

did all agree onwas that we'd like tosec a
modem version of SWOT1. But with

sims. ’ ,

Larry Holland knee-deep in ultra-prof-

itable Star Werrs games, that doesn’t seem

likely any time soon. Atleast. ..not from SON OF SWOTL Aces: X-Fignters will fealure experimental aircraft such as the Domnier

[ ncasArts. Do-335 Arrow.
P W e e e e

BROTHERS IN ARMS
Online arguments still rattling through ~— SWOTL, held together by the hotnewsim- - lechnologies such as jet engines, pouring

my head, | arrived in scenic Fugene, ulation engine developed for Rep Baron 11 their resources instead into producing
Oregon, to get a look at the progress of “This was starting to sound good. proven designs in mass quantities. Bul

b Janie's Aovancen TacricaL Fiimers will | cidal tendencles will be able to take F-8
get the US Navv FigiTers 97 treatment. Crusaders up against Eurofighter 2000s.
Look for a Windows 95 version of the s i
simulation to appear sometime this This integration may not make it

-spﬁhg. ThB-Ilksly fitle is ATF Gotn, and into the first release, though, because
it wil'l inclﬁde the planes and missions it appears ATF GoLo will feature a

from both ATF and the NAD FgTERS multiplayer campaign module that will
mamn e T Tana e taan Is make tying in with USNF 97 a bil

looking to eventualy integrate thesim's | MOre complicated. Designer Paul ! )
mﬁllipiiiyer capabilities with those built Grace wouldn't give any details, but he  features will be unique, and "a helluva

into USNF 97, so those of you with sui- promises that these new muliplayer lot of fun.”

ON THE RADAR
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P Getling blown away in Interactive Magic's APACHE?
Here are some cheats that will turn your standard
Army-issue chopper into AirWolf,

P Type in the either of the following case-sensitive
login names to set up your super-copter;
Flamdwyn Aiobhell gives you infinite weapons.

Lyn Wins gives you infinite weapons, invulnerability,
and the helicopter model cheats.

b The model cheats are:

All-T: Overlorque toggle.

DENNY ATKIN

what if the ULS. had instead decided to
use jet technology to defeat the "Third
Reich?

On the Axis side, Hitler delaved the
Me-262 jet by ordering its modification
into a fighter-bomber. By the time the jet
was ready to enter service, the Axis infra-
structure was so damaged that only a
small pereentage of the Me-2625 pro-
duced entered combat. Hundreds sal
engineless and useless because the Allies
had destroyed the factories that made ball
bearings needed for the Me-2625 engines.
But what if the Luftwatfe had ficlded the
Me-262 and other advanced designs a
vear earlier in the wa?

These are the kinds of questions the X-
IGHTERS team hopes vou'll be able to

answer when playing their sim. Like

Ted s 1)

INTERFACE LIFT The virtual flight headquarters metaphor pre-
sent in early alpha versions has been replaced with an interface
reminiscent of the original Reo Baron,

SWOTL, X-Ficrmers will give vou a
cliance Lo take aireraft that were still in the
prototype or design stage into battle

and see how they
would have fared.
Look for planes that
were just aboul to oo
into service near the
end of the war, such
as the =80 Shooting
Star and Domier 335
Arrow. You'll also he

able to take to the
skies in experimental
planes such as the
General Motors XP-
75 (a plane built from
spare parts from
other aircralt
designs) and
Northrop’s wacky XI-50, a tail-less, swepl-
wing, pusher-prop interceplor. The final
aircraft list hasn't been decided yet, bul
look for plenty of odd designs that have
never hefore been seen in sims.

The X-FIGHTERS Leam also has ambi-
tious plans for the game’s multiplayer
modes. Its way tou early (o tell exactly
what will be possible by the time the pro-
gram is released, but the team s |1U|)ing o
support squadron-level multiplayer
action.

As this is written, X-FIGIHTTERS s still in
the earliest stages of development. The
team is shooting for release in late
1997 —not an unrealistic date when you
consider they're building on the Rip
BArON 1l simulation engine.

LATE TO THE BATTLE
Speaking of Ren Baron 11, work is pro-
gressing nicely on that World War | sim,

STEEPLE CHASE The rolling hills of Europe give Rep Baron Il a
more realistic look than SiLEnT Thunper, the first game that
used the improved 3-Space engine.

which now looks like a definite April
release. The team is determined not to let
the sim slip past that date. 1o this end,
they're carelully watching features that
could slip the release date —notably 3D
card support and multiplayer —and
they're prepared to omit them from the
initial release if necessary. (Producer
Graeme Bayless assured me, however,
that if they don't make it into the initial
release, they will be available soon afier.,)

Since the game was previewed in these
pages last year, the interface has been
given a complete facelift. Instead of wan-
dering around a virtual base, vou'll instead
choose missions and view the battleficld
using an interface very similar to that in
the original Rin Baron. Although the
preliminary interface was elassy, this one
makes it much easier to jump right into
the action.

Since our preview, the already impres-

All-V: No fuel,
Shift-V: Refuel

qons.

Ctrl-T: Terrain-following toggle.

Shift-Ctrl-Alt-Tab (with overtorque off): Speed warp.
Each successive press of this key combo will cycle
warp from 0 through 9.

b There are also a number of key combinations for
fine-luning the visual environment

Alt-F1: Flat-shaded polygons,

Alt-F2: Gouraud-shaded polygons.

All-F3: Gouraud-shaded and texture-mapped poly-

Alt-F4: Toggle shadows (only on clear days).

Alt-1 through 7: Change visual range.
Alt-8: Graduated horizon.

Alt-9: Gouraud toggle

All-0: Texture-map togagle.

CG JANUARY 1997




48 om: Fight five-alarm fire. 8:56 pm: Collar criminals; 8:02 pm: Save shipwreched Sims. When you're ﬂuing
the firsf game fo go above and beyond SimCity 2000 every jobis an extreme rush. SimCopter™ sends you on
high-anxiefy missions into 30 pre-built SimCity 2000 cities. You can even import Uour own SimCity 2000 cifies ~ #*#saf
fur hnmemade Emeruencles Hml uau Il see uaur cities as never before: up close in hyper-realistic 3-0. Each 1
: : Mew anvenmremlghlensuuus\ A s
=-’._challenue and your blood uressure H:se uu the ranks and
- [8ap our reward: a new coprer with all the exnas and sev-
- eral exfra near-deafh exnenences

SimCity 2000 nof fequired.  mfa
1 Nerves of steel renu_mmanﬂed.

Railable for Hindows 95, ©1356 Haxis, Inc. Hl! nuhrmsemd SimCopter is @ Irademark imnSImf 111 2000 and Haxis are registered lmdgmﬁms of Haxis; Inc. Il other hrademarks ] lemslemﬁ
trademarks are fhe properties of Ieir respeclive ouners. Fnrmumlrt or ordering infuzmnliuq contact your local relailer or call 800-33- HH}HS Visit Hhe Haxis Heb site at hitp: Hmm{u maxis.com,
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DENNY ATKIN

sive flight models have been further
improved. This isn’t surprising, since
they're being developed by Gary
Stottlemeyer, the man who virtnally
defined the realistic PC flight model with
his work on Spectrum HoloByle's
FaLCoN 3.0, The most impressive aspecl
is how the planes hanelle damage. Lose
part of one of your fabrie-covered wings
and the plane pulls realistically to that
side. Lose a portion of vour horizontal sta-

HBSTIH

available for cross-country flying.

bilizer and you'll find altitude control
becomes a real problem.

One aspect of the sim that hasn't
changed is the dynamic battle environ-
menl. RED BARON [ eatures a “living”
battlefield that fully simulates everything
going on in the air and on the ground for
aroughly 15-mile radins around your air-
crall. In addition to your own largels,
you'llalso encounter enemy and allied
planes on missions of their own. Nothing
is seripted here— you shouldn't ever
encounter lwo missions lhat are exactly
the same.

Most campaign missions will require
youlo fly to a spot (you'll use a map on
your kneeboard and landmarks visible
outsicle the plane to navigale), rendezvous

with another element (friendly or enemy),

CG JANUARY 1097

and then perform a mission. You can also
IIII'J(]iI_‘u'Illi'-‘sitllih,L'IIi!"L'lJE_;L' enemy aces o
onc-on-one dugls, or fly compulersclect-
ed .‘;ingh: missians,

Look for lots of other nice touches,
such as allied aireraft that fire Mares when
they recognize you coming in for i ren-
dezvons. One very good bil of news;
Sierra has heard the eries of frustration
with its move to online manuals, and you
can look forward 1o RED Baro |1 hlli])-

ping with a thick paper manual packed
with historical background on the planes,
pilots, and aerial hatllefield. "The manual’s
being written by Dennis Kilgore, who was
historian and manual anthor for Aces or
e D,

FLIGHT SCHOOL

The other sim in development at
Dynamix, Pro Piot; s slated to ship
about a month after Rizp Baron. This
civilian simulation puts you in the cockpit
of avariely of general aviation aircrall, and
is set to give Microsolls Fucrmr
SIMULATOR —which is getting very long in
the toath—a real run for the money.

Proy Pieot builds on the civilian simu-
lator experienee of Subl ogic (which was
acquired last year by Sicrra) and the

improved 3-Space graphics engine creal-
ed by Dynamix. Like FLIGHT SIMULATOR,
vou cansimply fly around cross-country
and enjoy the scenery, and like ATP, vou
can fly scheduled hops between various
airports. Bul the most impressive feature
by far is PrO Prion’s light training, 10all
vour flving has been virtual and you're
anxious o learn more aboul the real pilot-
ing experience, this is the sim for you,
Much of the space on the game’s two
CDs will be taken up by torials
that teach you real lying and
navigation lechnigues. Although
the instruction and time logged
isn't “official " it is acenrate
enough that you'll be well pre-
pared if you ever decide to actu-
ally work on a license, Aller view-
ing a video on a topic such as
constant altitude turmns, you'll be
able to actually try the maneuver
in the air while being coached by
an Al flight instructor.

Asyour "I\'in;,; skills progress,
you'll be able to move from the
Cessna 172 to a Bonanza, then o
the Baron and King Air twins,
and finally to a Cilation jel.

Of course, if you already have
the right stuff, you can skip the
tutorials and just fly around, The
entire LLS. is available for explo-
ration, with over 27 million accu-
rate altitude maps based on ULS,
Geological Service digital elevation maps
(s0 yes, you can make the Crand Canyon
run). Inaddition, every active airport in
the U8

quencies and instrament landing aids

s in plaee, with proper radio fre-

available. There are 28 fully modeled
cities, and you'll find generic cities in
other populated areas.

Look for a tull range of instrument sys-
tems to be modeled, from manifold pres-
sure o an optional Global Positioning
System receiver. Fach plane has an aceu-
rate instrument panel, Views both in and
oul of the plane are top-notch, a far cry
from the ECA ugliness of SubLogic sims
or the textured mess of G
SIMULATOR.

Look for a full-blown preview of Pro
PiLor inan upecoming issue of CGW. %
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TAKE A

7 Jhe king is dead,a civil war rages throughout the

countryside, and the people are clamoririg for a new leader.

;  Whether you choose to play on the side of
TAB good or evil, you can control tl'ie'"g.reater

kingdom if you can muster the courage and skill to take it.

of everything that made the |
E II Il Iﬂ I] E - original Heroes an all-time "
strategy classic. Scores of new hero and monster types,

alliance formation for team play, enlarged combat maps,-

increased multi-player options, and :
O m AL a [lexible “World Builder” mod'l..llé |
are just a few of the reasons why Heroes Il willbe a

prized addition to your CD-ROM treasure tmve b

o Form dﬂiq-?:l_ces with
[Jriends or the computer.
# Multiplayer action for
2-6 players via Internet,

modem, or netﬁiork'

o Expanded
“interactive” batt!eﬁelds.

# More of everythmg!
Over 60 scenarios, 65
heroes, and 66 ﬁlbnsters :
Dozens of ngw shills,
spells and artifacts.

"b Includes powe;ful s
World Builder” game editor.

o Available fq;
Windows® 95 and DO:

S‘his long-awaited sequel is a feature-by-feature enhancement  #
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SNEAK PREVIEW * G288 ATTACK SUE 2

Deeply Qualified

Jane’s New Sub Sim Is Better Than Mil Spec

NEAK
Eglﬁw
{ELOPIAENT

by Denny Atkin

ubmarines: the silent ser-
vice, Wiapped in secreey
Cold War,
the Navy’s submerged foree

thronghout the

is still one of the most classi-
fied operations this side of
the National Sceurity
Agency. However, as the
Cold War has waned and
the armed services have

begun to feel the need for public support
in an era of budget cuts, they've opened
up a bitaboul the roles of even their more
sceret weapons. Al the same lime, many
private companies that have depended on
the military for their livelihood have
branched out inan effort to make up for
waning defense contracts, And as unlikely
as it scems, together these changes are
leading to the development of one hieck
of a PC simulation.

Jane’s 658 Ariack Sui 2 combines the
knowledge base of the Jane’s information
library, the game-desian experience of
Ileetronic Arts, the simulation-develop-
ment knowledge of an experienced

comparing a ship’s silhouette and masthead height with a stored
database.

I POSITIVE 1.D. The stadimeter lets you identify ship classes by

defense contractor, and the real-world
stbmarine experience of i relired nuclear

subimarine caplain. The resull is very like-

CG JANUARY 199/

ENDGAME A Russian submarine falls victim to an ADCAP (ADvanced
CAPability) torpedo. The 3D view is one of the few unrealistic concessions
to playability.

Iy 1o he the most realistic submarine simu-
lation you can play withoul gelling a secu-

I'i[}'t’l‘.‘illillltt‘.

SOUND FOUNDATIONS

While the project is being helmed by
FAS Paul Grace (whose credits include
the original 688 AITACK SUB, SEAWOLE,
and Jane's AXTT and NATO FiGinees),
the development work is actually being
done by Connecticut-based Sonalysts,
Ine. This company has been doing work
for the military and industry since 1973 on
projects ranging from naval warlare simu-
ations o tactical decision aids dealing
with sonar .':n.1|_\xi\'. In recent yeurs,
Sonalysts has branched oul into a varicty
of other endeavors, ranging from putting
their sonar expertise 1o work in creating
Fish Startle (deviee that scares fish away
from construction sites, power |:f.-|||I\. and
other dangerous areas) 1o running full-
blown film and recording studios. Now
the company has teamed with FA 1o cre-
ate a nuclear attack sub simulation.

Mast of the members of the project
team at Sonalysts have backgrounds in

crealing simulations for the military. We:
were able to look at inclassified builds of
some of these when visiting Sonalysts
headquarters, and the "Targel Motion
Analysis sim used by the Navy looks very
much like TNVA sereen in 658 ek
SUB 2. However, the one in the game
actually looks better than the mono-
chrome, wireframe military sim. "The mili-
lany’s obwiously not as concerned wilh
flash and dazzle as the typical gamer...

Guiding the development team is
Sonalysts” Capt. Terry Junes (USN, Ret.).
Jones has served as caplain of both SSN
(maclear attack) and SSBN (ballistic mis-
sile) subrmarines, and is bringing that
experience to the design of the simula-
tion's scenarios. Although some coneus-
sions are being made in the name of
gameplay—such as the inclusion of exter-
nal 3D views and the lack of uneventiul
eruises — the team’s background should
help 688 ATIACK SUR 2 set new standards
for realisim,

In fact, carly versions were perhaps a
bit foo close to the real thing for the
Navy’s comfort, When the Pentagon was



provided with the first drafl
ol the game’s procedural
help files, they asked
Sonilysts to drop some of
the detail, as there was a hit
more information about sub-
marine operations there then
they wanted available ina
computer game,

BATTLE STATIONS

Tipical of moder subima-
rine games, vou'll be able to
operale cach of the boal’s sta-
tions. These include the sonar,
fire control, navigation,
radio/ESM/comms, and TMA
slations, as well as ship control
and, of course, the periscope,

Five types of sonar are fully
madeled, including narrow-
and broad-band, active inter-
cepl active, and Demon (the
waterfall display). Actual sam-
pled recordings front an SSN
are used for the sonar and
other sounds within the game,

One of the more interesting
systems modeled is just starl-
ing lo go into service now on
actual submarines. ' The
sladimeter uses avideo cam-
cra mounted on the boat's
periscope to grab an image of
apolential target. You input
the masthead height of the
ship. then compare its silhon-
clte with those stored in the
stadimeter, Using this infor-
mation, vou can casily identify
the class of ship vou're target-
mng,

One station you won't find
onaeal submarine, but
which is integral to the game,
is the viewsereen, This
“magic” device has four cam-
craviews that let vou zoom in
onany object in the sim and
geta 30 view. Of coursc, il's
nol a realistic capability, but
who wants to miss the chance
towatch a torpedo home in
onils larget?

The sub modcled is a late-

688 ATTACK SUR 2 « SNEAK PREVIEW

he Navy was kind enough to arrange a visit aboard a real Los
Angeles-class attack sub during my visit to Sonalysts. Trekking over
with a couple of EA staffers and Sonalysts’ subject matter expert
Captain Terry Jones to the nearby submarine base in Groton,
Connecticut, | was to get a first-hand look at the USS Alexandria, SSN 757.

| knew this wasn't going to be a typical tour when | was asked not to photograph the sub's
exterior, because its masts were
visible. It turns out that much is ‘
still classified about the subma-
ring service. Has the 688 class
ever seen combat? Other than
the already publicly acknowl-
edged Tomahawk missile
launches during the Gulf War,
they can't comment on opera-
tions. What are the perfor-
mance specifications? They can
only say that it can go “at least )
800 feet" and “at least 25 FTHE REAL THING The USS Alexandria, SSN 757, pre-

— -

knots.” What kind of counter- pares to submerge.

measures does the sub use in

combat? “A variety of devices..." Not to give the impression that the folks aboard the ship
weren't cooperative—they treat guests very graciously, going out of their way to show off the
ship and answer any unclassified questions. But submariners are definitely still part of a “silent
service," with most of the operational details closely held secrets.

If you've ever visited a cramped World War Il submarine at a museum, you might think the
modern Alexandria spacious. That is, until you remember that there are 138 people sharing the
space on the boat, and that it often goes
over a month—or months—without sur-
facing. The crew's mess is probably
smaller than your grandmother’s dining
room. One small washer and a dryer
handle laundry for the entire ship.

As we toured the ship, | saw that the
Sonalysts team had done their homework
modeling the sonar waterfall displays,
fire-control panels, and control room.
Many control panels are covered up
I BATTLE STATIONS The ship's control room is when visitors are aboard, but what we

laid out just like the real thing. were able to see was an interesting mix
of technology ranging from a modemn

NEC computer monitor displaying an error about a failed SCSI boot device, to dials 1o levers
and dials that would look at home on a 1950s-era submarine. Despite the sophistication of
today’s subs, the dangerous environment they work in makes the use of proven technology
wise. So although “fly 'by wire” technologies could very likely be fairly easily adapted to allow
all a sub’s maneuvering to be conducted from a single station, even today's most modem
subs still alter their speed by signaling crewmembers in the engine room.

We left the submarine with an even greater admiration for the men who protect America's
interest at sea. To spend weeks, even months, cooped up in such close quarlers, working six
hours and taking 12 off, takes amazing dedication, stamina, and patience. If you want to truly
live the submarine experience when playing 688 Attack Sub 2, try cramming about 28 people
in your computer nook while you play.
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SNEAK PREVIEW ¢ G628 ATTACHK SUE 2

LOCAL MOTION The Target Motion Analysis slalion helps you

identify a ship’s bearing, course, and speed.

model Los Angeles—class boal equipped
with four torpedo tubes and 12 vertical
laumely tubes. Atyour disposal vou'll find
MK A4S ADCAP torpedocs, as well as
IHarpoon and Tomahawk missiles,
“Targeting all of these devices is realistical-
Iv complicated, but vou can get an assist
from vour crew if vou like.

You can mn the entire sub single-hand-
celly, but the only station vou really must
operale is fire control. Al erewmembers
canrum cach of the other stations, analyz-

ing somar returns, identifving largets, and

SCOPING IT OUT The periscope is more difficull to use in
1ough seas, when waves will often wash over your view.

plotting solutions on enemy ships. As vour
erew gains experience, they I move
through four levels of Al which allow them
to perform their duties faster and more
accurately Atthe end ol each tour, vou'll
be given the opportunity to “trade in” expe-
rienced erew members. For instance, if
vou're i whiz at sonar but vou stink at
using e TN station, vou might trade in

vour top-level sonar operator fora betler

CC JANUARY 1997

AFTNVA eehmician, Thenin
combat vou can analyze the
sonar returns yoursell and let
the computer handle TVA,
Somalysts has implement-
ed enemy Al based on
routines developed for their
maval training expericnee.
As vou get better, ene ny
Alwill buff up in order to
provide a greater threat
Because the Al adjusts lo
vour level of success, it
should be challenging, bul
never overwhelmingly

impussible to beat.

MISSION ORDERS

I addlition o a number of single
missions and 10 training scenarios, 688
ATIACK SUB 2 features 14 campaign
scenarios. You'll start in the Caribbean,
where vou'll undertake missions near
Cuba and Colombia. Some of these
have i Tom Claney book feel, such as
one where you're tasked with dropping
aseal team near a drug lord’s boat. Your
second tour will be in the Mediter-
ranean/Adriatic, where vou'll conduct

operations off Bosnia and Libya. Irom

thereits off 1o the coast of Iran, and finally

to the North Pacific, where you'll face

your most difficult tasks, battling elements

of a confrontational Russian force,

"The sim includes a mission editor

which uses a NOAA topography database

of all the world’s oceans and scas to let
vou create missions in any region.
Awide variety of ground, sea, and air
units are available. so vou
can build engagements
agiinst subs, task forces,
and land targets,

And you're not limited lo
plaving alone. Multiplaver
scetrios are supported,
williup to cight playersona
network, each captaining a

different sub. You can play
subws, sub, or creale mis-
sions in the mission editor.
You might task one group of
submiarines with escorting a
convoy that another is trying

to destroy, for instanee.

NON-QUAL PUKES

When a submariner first comes aboard,
he Tias to earn his dolphins — the pin that
signifies he's qualified in submarine opera-
tions. Until that point, he’s considered a
“non-qual puke.” 658 Ariack Sug will
inchide extremely detailed online help
covering all aspeets of sub operations (this
was the section that had 1o be toned down
lo please the Pentagon). so vou should be
able to eam your virtual dolphins fuirly

quickh: Of course, the sim will also be

REAR VIEW Checking for targets behind the
ship using the towed array; five sonar
modes are realistically modeled.

packed with reference information from
Jane's Fighting Ships.

I[you played the original 688 Ariack
St or SEAWOLE don’t look for the sqme
kind of gaming experience here, You
won'tfind chases through deep-water
chasms or subs that can do 60 knots here,
The late alpha version | examined indicat-
ed that 655 Ariack Sus 2 will sporl
unprecedented levels of anthenticity.

You should be able to plunge into the

game and see for yoursell sometime

in March%

ARSENAL OF DOOM With 12 vertical and four horizontal
launch lubes, a Los Angeles-class attack sub is a force
to be reckoned with.
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- Deadly Blades

Russia’s Notorious Chopper Proves A Worthy AracHE Adversary

by John Nolan

ou're blitzing along 30
melers above the
Kazakstan turf with the
HUD showing 300 kilo-
melers per hour. The
steady whopping of the
rotor blades is urgently

interrupted by the

Russian-accented voice
of vour Weapons
Systems Officer: “Zed Lss Yew 23 Treeple
Al" Simultancously the gun pipper slews
hand right in the HUD and you bank the
big gunship to followit. Rolling out with
the pipper centered in the HUD, vou see
big, deadlly fireflics arcing up at you from
the rebel ZSU-23, Dumping a handful of
collective lets the tracers pass harmlessly
overhead. Finally in range, a quick three-
second burst from the turret gun solves
the prablem. As you center the waypoint
caret to gel back on course, you drop
down even lower. I hat was a bil close,
Welcome to Hinn, comrade; it's going to
be a long enlistment!

GUNSHIP DEPLOYMENT

"o ercate Hinn, Digital Integration fol-
lowed the successhul blueprint from last
years APACHE flight sim. Theres a
Onickstart option that jumps you right
into action in Arcade or vulnerable
mades. Itsa greal way to gain basic famil-
jarity with the sim, thanks to simplified
controls and unlimiled ammo.

After you tire of blasting everything that
moves, you can progress to the ‘Training
arca. Here you'll learn to handle the Mil
Mi-24V Hind I using a more realistic
flight model. Twenty missions will thor-
oughly indoctrinate you in assault heli-
copler operations and effective weapons
cmployment. If youdesire further flight
experience hefore ]}L‘gil'll'lil g A campaign,
there are sell-contained combat missions.
“There are 10 missions in each of three dil-
ferent theaters of operation: Kazakstan,

Co JANUARY 1997

Mission scenario

Korea, and |
Afghanistan.

The campaign
missions Like
place in these
theaters as well,
Fach of the three
campaigns is 4
multilevel, multi-

where your over-
all success
depends on the
outcome of inter-
linked combat
missions. There
are approximately
20 missions in each campaign. With this
variety depth, it will take you quite a while
to exhaust all the possibilities,

If dueling with the computer becomes
routine, the lure of multiplayer combat
awails. You can link computers via
modem, serial cable, or network, Tvo-
player options include Combat, Single
Mission, and PilotAWVSO. Combat is a
head-to-head duel in Korea. Single
Mission operates as a flight of two Hinds
onasingle mission in any combal zone; it
also allows Hind-versus-Apache combat
in Korea. PilotAVSO pairs you up in both
seals of a Hind to fly any single mission in
any combat area,

FHixp supports play over an [PX net-
work for up to 16 players. There are two
network games available: Death Match
and Capture the Ilag, Death Match can
be played as a free-for-all or with teams,
with simple survival as the goal. Capture
the Flag requires vou to destroy the
enemy HOQ. HinD s designed to casily
couple with Apscre, allowing dissimilar
aircombal in any of the multiplayer
modes, Interactive Magic says that both
helicopler sims will also link with the

company’s upcoming F-16 simulation.

SPECIAL DELIVERY These crack airbome assault troops hate to
walk; sight on the waypoint or they won't get out of the Hind!

HIND SIGHT
HiND’s Preferences memiis a key fac-

tor for getting the most out of the game.
Here you can adjust visual detail o get
the best performance from your system.
Maximum detail includes Gouraud shad-
ing, lexture-mapping, light sourcing, and
maximum visual range. Of course, the
usuble level of detail depends on your
computer.'loo much detail ona slow
computer results in a jerky, non-flyable
presentation, especially in realistic Mlight
mode. Reducing in-flight sound effects
may allow a higher visnal complexity.
"lested on a 486/100 with 16 MB and a
Stealth 2200 video cardl, iz played
smoothly just above midway on the detail
slider, using full in-flight sound. Graphics
still look good al this setting, A P-133 with
16 MB of RAM and a Stealth 3D card had
absolutely no difficulty running maximum
visual complexity. While the graphics look
excellent at this selting, they're somewhat
dated in comparison with other recent
sims. Both Win 95 and DOS executables
arc included; they're essentially identical
in features and performance.

Budding chopper pilots have a choice
of three flight models. Novice is the
arcade mode, and requires minimal skill
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Your favorite games just got tougher to beat. Because
we've added a random, unpredictable, nasty little thing
called opponents. Welcome to Mplayer." The new Internet-based game service
that lets you take on redl, live players from all over the U.S. and Canada, in
the latest, hottest games. We're talking about Quake. Command & Conquer.
Deadlock. And more—with new games added all the fime.

With Mplayer, live opposition is only the beginning. Because you get to
talk to these opponents in real time—using your own voice. You also
get the fastest live action of any online game service, with no delays
between player moves. And Mplayer gives you a place to hang out
between games, where you'll find tournaments, contests,
awards, expert advice, and lots more.

Want to check out Mplayer? Visit our Web site at
www.mplayer.com to download our software. If you'd rather
have a CD, go to our Web site or call 1-888-MPLAYER.

And get ready for the kind of opponents you won't find
in a shrink-wrapped box.
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REVIEW © HIND

lo operate. The Realistic mode is a good
simulation of helicopter handling,

Control cross-coupling is a major part of
this model, requiring you to adjust other
controls if you make a change in any sin-

gle control. Stable mode basically deletes

cross-coupling and a few advanced effecls

IND’s computer Al is fine, but nothing
beats the thrill of tuming your buddy into
-a smoking heap of spare helicopter parts.
Owners of the original DOS version of
Apacre may have been frustrated by that game’s prob-
lems with network and modem play. If you have this
version, you can visit the I-Magic Web site at
hitp:/fwww.imagicgames.com and pick up a patch. Go
‘to the Technical Support section and download APCH-
PCH2.EXE. This will allow your game to link with Hip
or the newer Apachit Win 95 for head-to-head play.
~ Hino and the updated Apacke already have this
improved two-player and network capabilty. The inter- |
face Is quite simple, and worked flawlessly when we :
used it in modem play. Detailed setup and troubleshoot-
ing instructions are included in the manual, but it's i
almost a no-brainer to configure. ;
My old college roommate and |, both ex-USAF fixed-
wing jockeys, spent a few hours tying up the phone
lings with HiNo and Apacte, We tried all the options, fly-
ing as Hind wingmen on single missions, as a
Pilot/WS0 combination, and in head-to-head combat. Of
ceurse the heavy favorite was the combat option. The
ather two choices just don't provide the adrenal rush of ¢
trying to wipe out your human opponent. |
The one drawback of the two-player mode was the i
inability to adjust your gunship’s weapans load-out. The
Apache has a definite advantage over the Hind in agility
and technology. On the other hand, the Hind has heavy
armor and air-to-air missiles. Unfortunately, our Hinds
never had the R60 air-to-air missiles on board.
The two-player capability makes the game. If you
don't already have a dedicated phone line for your com-
puter, it's time to order one. It'll keep your significant
other from trying to strangle you with the phone cord!
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from the Realistic model. Its
not that difficult to fly in
Realistic mode, but landings
will require some practice
and skill due to the cross-
coupling. Realistic is the way
to go; accept the challenge.
inemy intelligence is also
adjustable. When set toa
higher difficulty, the enemy
reacts to your presence carli-
er, becomes highly aggres-
sive, and shoots with much i
greater accuracy. At the low-
est setting, the enemy is a dolt and you'll
triumph easily. At midpoint, you'll have
your hands full staying alive. Al the maxi-
mum rating, you're going to feel like a
fresh "I*bone steak dropped into a pool of
piranhas. Start just below the mid setting
so you don't get discouraged too soon!

APACHE REDUX?

By now veterans of Interactive Magic’s
carlier AraciE sim (just re-released ina
Windows 95 version) are wondering if
they haven't heen here and done this.

[IiND is not a revolution- |
ary new helicopter simu-
lation. Its an evolution-
ary sequel to ApACHr,
albeit one with enongh
distinctive features lo
make it an excellent sim
in ils own right.

‘The game format,
graphies, and maost mis-
sions are similar Lo its
predecessor, although
newly added toop-carry-
ing, reconnaissance, and
bombing missions add
varicly to the mix.

Amcne veterans will find that the lum-
bering Hind flies quite differently from the
nimble Army helicopter. But perhaps the
biggest difference in this game comes
from its use of intelligent ground troops.
Inaddition 1o the usval tanks, bridges, and
other man-made targets, you'll encounter
groups of individual humans —some of
whom tum to point shonlder-launched
SAMs at your helicopler.

Other nice louches include facilities
for reloading weapons during a mission

NIGHT RIDER The FLIR view lets you home in on your
target, even in the dead of night.

(when not deploying or evacualing
troops), and the abilily to issue commands
lo your wingman or the whole formation
in both single and multiplayer modes.
Although HIND feels in some ways like
the 1995 game it’s based on, the addition
of ground toops makes it a simulation
experience that’s unique in today’s markel,
(When he'’s not skinming the mountains
in ex-Soviet harcdhware, John Nolan is a
pilot for a major U.S, airline. Many years
ago, his flving time as pilof broke into the

five-digit mumbers.) &

WINDOW SEAT The WSO cockpit provides an excellent
view, as well as access to the helmel-mounted sight.

FAPPEAL: Sim enthusiasts looking
for a war that's up close and personal;
Aracxe addicts looking for a new fix.

YPROS: Good flight modeliny; ground
troops add needed variety and realism
to the rotary-wing genre. Reliable and
fun modem play.

PCOMS: Many
missions are very
similar to those
found in Apache;
somewhat dated
graphics engine.




Are you ready to be chewed up, spit out and totally
sarisfied? Then brace yoursell because the Diamond
Monster 3D has arrived and its about to blow your PC
away with the ultimate in arcade-quality performance.
Based on the state-of-the-art 3Dfx Voodoo 3D acceleraton
Monster 305 advanced PCl-bus architecture works with
your existing graphics card to transform your ordinary

compuiter into a monstrous gaming machine. All for a

3D Features
* Animated textures
* Anti-aliasing
+» Gouraud shading

Texture modulation

Perspective-correction
texture mapping

'Hlufi'trin_g

sith retall
ter D7 s a

price that'll make your head spin.  Monster 30 sets a
new standard in 3D graphics performance with lightring-
fast, full-screen 30 rendering and outrageous special
effects, giving you gaming so real, it hurts. @ And, it is
the fastest performing Microsoft Windows® 95 Direct3D
accelerator available, with equally high-performance 3D in
MS-DOS and Windows® 3.1x. Plus, Monster 3DXL* comes
bundled with Whiplash™, Hyperblade, VR Soccer™'96,
Descent™ II: Destination Quartzon 3D, MechWarrior® 2,
Tomb Raider, EF 2000, Scorched Planet’ plus Microsofts™
Game Sampler 2 for WIN '95 which contains a variety
of Direct 30 ancl DirectDraw game samples that'll leave
you begging for mercy. @ Better run for cover, because
the Monster 3D is coming to get you. To find out more,
visit our website at http://www.diamondmrm.com or
call 1-800-4-MULTIMEDIA,
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REVIEW ¢ SHATTERE

D STEEL

Bug I.|te

es Mechanized Mercenary Mayhem

SHAT

INTT

ERED STEEL )!H

by Thierry Nguyen
ith the popularity

fare among com-
puler gamers, you
start to wonder
when we'll see
MeehWarrior: The
Movie, or news

that Ceneral

Dynamics is
launching production of the first
M2000AI Here battalion for the U.S.
Army: While its iumlikely we'll ever see
giant robols on the battleficld, they're
invading our PCs in droves. 'The latest
cffort, Interplays SHATTERED STEEL, is
targeted squarcly at the giant robot pilot
recruit who's laoking for a little less simu

lation and a lot more hyper-action,

> CLASH OF THE TITANS Your 27-ton Shiva
(your biggest Runner) must take on this
massive Mantis in the final mission.

EVIL INSECTOID INVASION

I SHATTERED STEEL, you're a merce-
nary conlracled |1}' a corporation to inves-
ligate s routine disturbanee, Landing on
the planet’s surface, vou're greeted by a
swarm l}l.l__[i;il i, wobolic inseets instead of
the tanks and robots vou were expecting,
With the trth revealed, vou embark on a
campaign lo liberate two planets from a
foul alien menace, dubbed the ‘Tergs in
honor of their discaverer,

Its a relief to find aliens as the main
enemy in SHAFTERED STk Instead of

fighting hunmans or maniacal Als piloting

cG JANUARY 1937

of giant-robot war-

» YOU'RE A SCORPIO? Scorpitrons are some of the uglier Tergs, but this ain't a
beauty contest.

variations of the same vehicle you're in,
you have to determine the best ways to
defeat enemies such as giant robotic spi
ders and scorpions. These guys definitely
don't fight the same way vou do. As the
game progresses, you will gradually gain
information about the Tergs, an alien
menace worth developing further in

[uture installments of the game.

VOXEL VIOLENCE

SHATTERED STEELS most striking fea-
ture is its beautiful graphics engine, All the
robots imd buildings are gorgeonsly tex-
ture-mapped and strikingly it. Their
movernent is quite fuid — the game is
much smoother at 6405480 resolution
with texture-mapping enabled than its
competitor, MECHWARRIOR 2:
MERCENARIES.

Aunigue addition to this genre is
Voxel-rendered terrain. The landscape is
filled with tn||i||1; hills and fit'f:p trenches,
and you can use these lerrain features lo
vour advantage, Run behind a hill to mask
vour Runner from enemy fire, or lure an

enemy inlo a ieneh and use your superi-

or position to pummel them from above.
“ermin-utilization tactics take on even
better definition once you find oul you
can alter the terrain via mortars or nukes

“lerrain is also used to advantage in
SUATTERED STEELS multiplayer modes,
In addition to the typical Anarchy (deatli-
malch) and team games, there’s also a full
20-mission campaign designed specifical-
ly for multiplay. “Two opposing teams face
each other, and each side has a specific
goal in each mission. [1s good 1o sce the
mulliplayer scenarios treated as more
than just a chance to blast your friends
mindlessly.

Amiclst the great robotic insecl graph-
ics, rolling terrain, and network play lics an
interface simpler than that found in
SHATTERED STEELS giant robot brethren.
Gameplay seeins to favor the keyboard/
mouse combo, using the kevhoard for
bady movement and the mouse lor head
movement. Joystick input is also available,
but I didn’t find it as effective as the key-
board/imaouse. An unlorunate control
omission is the lack of a variable throttle.

You always move at full speed, and it boils
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The hottest flight simulator game is now torching up your Windows®
95 PC. It's F/A-18 Homnet. With incredible 3-D graphics and realistic

instrumentation, itll push you fo the outer limits then bring you

< streaming back to earth. In fad, F/A-18 Hornet dlosely simulates the

Novy's own attack-fighter circraft. There's 28 different Persian Gulf

"' combat missions to test your skills — where you can blow up 0 A DDA
\Y /A VAl §lA™
everything from ammunition depots using the M61 Vulcan cannon fo SIMULATIONS
MiG fighters with an AIM Sidewinder. So pick up the award winning
wvw.grophsim.com/graphsim

P sasors nJ F/A-18 Hornet today. It's the best way fo get dose fo someone.
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REVIEW ¢ SHATTERED STEEL

major, and rather strange, bug. While
SHATTERED STEEL is a DOS game, the
first version wouldn't mn properly under
MS-DOS, and had to be launched froma
Windows 95 DOS prompt. [f you try to
play under MS-DOS, you will likely get a
CD-ROM read error when you load the

toothpicks, at least there were
trees.) Also, while you do have
wingmen and allies, you have
no control over them. They
just move around and do their
own thing. Perhaps the least
“simulation-like” aspect of the
game is the ability to pick up IHoloprojector for a briefing. 'The problem
and replace
weapons on the
battlefield, just
like the power-
ups in Doowm.

2 T QUIRKS AND
? WHO GOES THERE? In multiplayer missions, your radar and the name

) o QUIBBLES
of the Runner are the signs of whether he is a friend or a foe. =y )
You'll need the

down Lo cither imoving forward or not help of the power-ups,

moving; you can't “cut throltle” to SO per- - though, in some of the

cent, for inslance. game’s lougher missions.
‘The game is of a simpler breed than
the likes of MECHWARRIOR 2 or

FarrmiSiecr: 2. While the terain has hills

Unfortunately, single-player

|* GO YOUR OWN WAY Wingmen and allies have decent

miissions are of very uneven I Al, which is a good thing, since you can't control them.
quality, ranking from ridicu-

and trenches 1o mess aronnd with, that's
all they are: hills and trenches. There are
no trees or bodies of water here. (Iven if
CHOST BEAR'S LEGACYS liees looked like

lously easy to nigh impossible. The impos-
sible ones usually have you defending an
object, which is hard to do when 20 or
more Tergs come swarming at you. You

usually need

lias been traeed to the DOS CD driver,
and a pateh was created to correct it
Even with the patch, though, there are
still some quirks when rnanning under

DOS, so you'd better plan on having

tolcam a
“trick” to

} | n And Heinog Youn ,'jrf"-::'i:]"lj Windows 95 on your system if vou want to

play this game,

he preferred winning a Quirks aside, SHATERED STVFL is a
primary specificmis-  decent first effort with enough unique fea-
weapons are sion. Also, tures to make it worth a look for fans of the
the Gatling while the genre,'The game’s longevily should be
guns. Lasers are fine, but game helped by a mission builder module soon

unless your energy
recharge is on maximum,
those 50 shots run out
fast. The Galling guns are
limited to 750 shots, but if
you follow Corporal Hicks'
advice from Aliens and fire
in short, controlled bursts,
the guns should be ade-

appears lo to be released by Bioware, and there's a

offer braneh- possibility of a mission disc as well —either
ing missions,  of which has the potential to address the
theonlyreal  inaceessibility of some single-player mis-
differenceis  sions. Butif Interplay wants to provide seri-

ous competition for the MECHWARRIOR

difficully or

which new series, the company needs to provide more

TILL THEY GLOW The nuke is a devastating
weapon, creating a large crater filled with fire and
all that other Terg-killing stuff.

weaponsyou  freedom and variety in the overall game %

may gel.
b FAPPEAL: Wannahe giant robhot

quate for the mission. If R Some pllots who care more about action
you-do runiout of ammo, chances are giant pits in the landscape and trap threads are than lore.
you can scrounge for an energy enemies in them. merely FPROS: Beautiful graphics and real-

istic terrain, great multiplayer mis-
sions, creative
alien opponents.

PCOMS; Uneven
mission difficulty,
only runs reliahility
under Windows 95
despite being an
MS-D0S game.

weapon out on the field.

Guided missiles and mortars are the
“best secondary weapons. Guided mis-
siles (IR or Radar) can take care of any
air units, letting you concentrate on the
ground grunts. The mortars are great—
if you aim correctly, you can make

Finally, an effective combat tactic,
when using the keyboard for movement
and the mouse for head control, is to
aim your head fo the side with the
mouse and circle your enemy while fir-
ing inward.

detours, and
+ you quickly
+end up back

Coon the smne
mission track.
‘Ihe initial
release of this

¢ game hada
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K-Gar - Iliull?:paed
Racing Technology!

« Race one of 16 prototype K-Cars. The latest experimental racing vehicles!

« Test drive your prototype and customize every aspect of your car’s
performance using cutiing-edge racing lechnology.

« Experience brilliant high res [SVEA] graphics at sustained frame rates.
X-Gar is the most beauliful and fasies! racing game on the market!

« Includes a library of real racing circuits and faniasy tracks. You can
race Lime Rock, the streets of Seattle or around Mayan temples!

« [eneraie real telemetry data on high speed oval, skid pad or handling
tracks to cusiomize your ear for optimum performance.

« The firs! true hard core racing simulation with an Arcare Mode for those
who just want to experience the pure fun of racing FAST!

o Includes Network and Modem support far multi-piayer racing!

POWERED BY = AT HES | \ Y P

Actual 1BM screens shown { LAULY SUT TWU TN

exas 5 1370 Piccard Drive, Suite 120, Rockville, MD 20850
A P BBS: 301 990-7552 * Fax: 301 926-8010
o Wehsite: htp://www.bethsoft.com

XCar®, XnGine®, Bad Dog logo and Belhesda Softworks™ are trademarks of Media Technology Limited. © 1996 Media Technology Limiled. All Righls Reserved.
All other trademarks, logos or graphics are the property of their respective ownars.
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Game Features:
3D Rendered Cut Scenes

Windows 95 DirectX Game
'Multiplayer modem, network, and Internet play

Full musical score and integrated sound effects [

| 2 Free Demo:
_ ol www.megamed.com

MegametigUsh

=l Tel.: 408-428:9920 Develiidd
Fox: 408-428-9924  Megomedia is u Registered Trademark of Megamedia Corporation. Allother trademarks ora fhose
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by Terry Coleman

1 the early 705, board
wargame sales were quick-
ly building into a multimil-
lion-dollar business.
‘lactical games were all the
rage, with Jim Dunnigan’s
Panzerblit= (one of the
only strategy boardgames
to top a quarter million
unils in sales) spawning
dozens of imitators. In 1974 (the same
eventiul vear that hmught us Dimgeons
& Diragons), there emerged a mosl
unlikely hero, who bucked this trend with
a complex grand strategic game. John
Prados —who now makes his living writ-
ing best-selling books on the CIAS secret
wars — has always been fascinated with
the political and economic aspeets of
maoden warfare, While his games on
Vietnam (Year of the Rat) and the Civil
War (The Campuaigns of Robert I\. Lee)
were filled with great ideas, they were
often so tedious as to cloud any insights
into the conflicts they covered. With Third
Reieh, however, Prados’ eccentricities

were channeled into productive design

from Columbia Games. It's—brace

TERRY COLEMAN °

Greyheard
Goehbels

The Latest THIRD ReicH Conversion Is Hardly Der Reich Stuff

systems by the
Avalon Hill devel-
opment team,
which, led by Don
Creenwood, was
simply the best set
of “game polish-
ers” of their era.
Whether
viewed on card-
board or compulter
screen, 'Third Reich

is @ profoundly

Exchange: Defender Lost All, Auocker Loat 4

o tappill Bz

complex and vel
curiously abstract-
edview of the
Furopean theater
of WWII from
1939 to 1945 —a sort of military/zeopoliti-

callgrand strategic amalgamation that
could keep Clausewitz himself busy for a
long, long time. Yon must spend Basic
Resource Points— BRPs, affectionately
known as “burps” — for everything from
gearing up your cconomy o building
unils to (Iv(-l.'lringw;u' onan enemy. What

little tactical lavor there is comes om

kIf you're  yourself—a card game, but it's the
still look-  fastest-playing Civil War battle

ing fora  game you'll see this year. Dixie is
last- only slightly more involved than
minute playing Magic: THE GATHERING, and
gaming the rules are more internally con-
gift, you sistent. There are cards for creeks,
might ridges, and other dominant terrain,
consider  with special rules for hidden fords,
Dixie enfilade, and morale, The leaders

and units depicted run from the

POLISH KNOCKWURST Poland is a puzzle. To solve it, use your air
units to soften the opposition, then open a path to Warsaw for
your armor to break through. Note how the Soviet units are ready
to move into Poland from the East, just as they did historically.

the superiority of armor, and from the
paratroops, units of such Hereulean
power that you feel they could have taken
Crele—or for that matter, Nonway — vir-
tually unsupported.

‘The units themselves, however, are
cookie-cutter. Cerman unils are 4-0s,
naval unils are 9s, and so on, with little
variation, the rationale being that techno-

inept Don Carlos Buell to Ulysses
S. Grant and the legendary
Stonewall Brigade. For about $20
(for two decks, one Rebel and one
Union, at $10 apiece) you can be
reenacting Shiloh, Bull Run, or
Gettysburg with a friend in half an
hour. Columbia Games, P.0. Box
3457, Blaine, WA, 98231, (800)
363-3631,
www.columbiagames.com

JANUARY 1397 cG

STRATEGY/WARGAMES

‘ ‘ No one

familiar

with the

happy with

the compr

naricrtirnal
oridaingt
~d

design. ”



(P
Beid
=
=T
o
[~
=X
=
)
-
(-
Rl
-
=L
[~
=
v

TERRY COLEMAN

p Add-on packs are a dime
a dozen these days, but
there are a couple worth
your time this winter sea-
son. WIZone is not Bevonp
THE DARK PoRTAL, but it does
have Blizzard's blessing,
. along with 50 new Wag-
=== CrarT |1 scenarios. Trafalgar
and Island Hop (complete with oil slicks!) are a nice
change of pace, and Constantinople will appeal to any
last-stand enthusiast. Wizardworks, PC-CD, $29.95,
(800) 229-2714, www.wizworks.com
b Si0 Meer's CiviLization || Scenarios, on the other hand,
were designed by MicroProse (specifically Mick Uhl),
and are pretty solid throughout. The ancient scenarios
leave RisE anp RuLE of THE Ancient WoRLD in the dust,
and there are some new items, such as enhanced

spices, for the Renaissance. | could have lived without

the Gulf War scenarios, but that's a minor quibble. If
you don't like all of the historical restrictions, just refer
back to Loyd Case's Civ Il strategy piece in the last
issue of CGW, and hack your way to dominance of new
Civ worlds. MicroProse, PC-CD, $29.95, (510) 522-
1164, www.microprose.com

RISE AND DECLINE

Given what usually passes
for depth in computer strate-
gy games, Third Reich obvi-
ously had the potential to fill a
niche. However, the first
attempt to corral this runaway
car on the compuler—the
Atari ST/Amiga version of
Third Reich (1990) — was a
train wreck. The abvsmal Al
was bad enough, but the
design conldn’t begin to han-
dle even the simplest con-
ceplts of the storied board-
gi]”]l}, oven \\"Ilf.'ll }'l.}ll p[ii)"«.'d
via c-mail against another
human opponent. Dis-
appointed gamers tumed to
other complex fare such as
Paciric Wi but to this day,
there has heen no strategic
game that captured the feel of
WWITin Europe quite the
same as Third Reich.

So, onee again, Avalon Hill

logical improvements were oughly even
on both sides as the war progressed —a bit
of a streteh, even as an abstraction. Land
combat comes in two [lavors: typical hes-
based, compare odds and roll dice; and
attrition, where vou compare combal
strengths and roll one dic to resolve an
entire front. [fyou think this sounds sim-
ple, think again. There are anmor break-
thron 1ghs, naval interceptions, air intercep-
tions and counter-interceptions, srategic
movement, strategic warlare, round after

round of counterattacks, and those sneaky

. paratroops. The sequence of play alone

Price: 544.95
Renuired: 486 or bet-
ter, 8 MB RAM, 10 MB
hard drive space, VGA
graphics, 2x CD-ROM.,
# of Players: 1-2 (hot-

seat & e-mail)

Designers: Jamie Nash
and David Hiller
Original Boardgame
Design: John Prados
Publisher: The Avalon
Hill Game Company
Baltimore, MD

(800) 999-3222
Reatler Service #: 340

would make a good intro for War and
Peace.

Althongh the game had its initial
detractors (including yours truly), there
were few indeed who didn't at least
respect the depth of the design. As newer
editions came oul, some of the sillier
aspeets of gameplay (such as the game
always coming down to a 2-1 odds attack
ateither London or Bedin) were modi-
fied, so that Pracos’ magnum opus was
clevated to all-time classic status.

CG JANUARY 133/

has tried to bring this storied
gamne to the compuler, rea-
sonably thinking that the new technology

available on the

the next umit, much less begin combat. In
agame that requires as much strategic
thinking as THirD Reicit, you don't need
this kind of tedium. "The graphics. quite
frankly, are a big step backward for AL,
after the blue velvel seas of WooODEN
Stips AND IRON MEN; even when they
are compared to the 20-year-old Third
Reich boardgame, it’s hard to see much
improvement.

ORGANIZATIONAL HELL

Anold wargame joke says that in Hell,
lawyers get what they deserve, becanse
they have to interpret Third Reich rules al
the point of a pitchfork—which means
that they invariably get stuck in more ways
than one. The main problem with the
boardgame is that it’s the perfect example
of Prados” kitchen sink design style: since
nearly every idea the designer had made it
into the game, there are exceplions fo
every rule. One nice thing about having
Timno Rizction the computer is thal
your opponent can't tell vou, after 20
hours of play, “Well, you played a nice
game, bul | win because you violated rle
2147C back on tum 3 —somy”

But even with the computer prohibil-

PC could handle
the complexities
of the game sys-
tem, For better
than three vears,
more than 50 peo-
ple worked on
taming this beast,
Al times, vou feel

as thougl it was

worlhit, but you

can't help feeling

this game would
have been much
better received
lwo years ago.

You see, playing
THIRD REICH involves slepping into a
time warp. The interface would have
looked dated next to Crastt or S1EEL,
much less PANZER GENERAL or BAI'T1LE-
GROUND: ARDENNES. After moving the
cardboard counter—like units, you niust
deselect them before you can move on to

FRENCH PASTRY Don't be crazy enough for a two-front war in
1939. Attrition is the way to go until you have conquered Poland
and the Low Countries for their BRPs.

ing any rules violations, learning the ginne
is pure hell, Tn AH's hevday. they used to
publish games with “basic” rules and an
“advanced battle manual™ so that you
could case yourself into the game. With
Trikn Retc, the two-rulebook approach

gives you one lengthy lome that describes
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TERRY COLEMAN

P Unlike the boardgame version, there
are no partisans, which makes it easier
lo win as the Axis player. Unless the
Russians are building paratroops (which
they really can't afford), this means you
have less need to garrison areas in the
rear.

b If the British player is being really
aggressive in the Mediterranean, it
might leave a chink in England's armor.
All British units are eliminated immedi-
ately when Vichy France is created (after
Paris falls), so there's no Dunkirk. And
naval units that intercept from different

ports are lreated as separate batlles. So
if the English are counting on the
Gibraltar fleet to save them from inva-
sion, it might not work, because you
can handle them piecemeal. If you have
even a 1-1 shot at London—take it!

* If you can’t seem to get anywhere in
Third Reich, one of the best ways to
start is the Gamer's Guide to Third
Reich. Although written for the
boardgame version, this has several
excellent articles, including how best to
conduct a “southern strateqy” through
the Mediterranean and North Africa, that
are still applicable to strategic play in
computer Trirp Reich. Unlike today's
often overpriced strategy guides, the

Gamer’s Guide to Third Reich is a steal
at $8, available directly from Avalon Hill.

THIRD REICH |

the complex game rules, and another
lengthy tome that describes the complex
computer game rules,

[f by some miracle you masticate this

incredible amount of pulp and distill it

PASSIVITY IS PASSE The Al too often chooses Attrition,
meaning an earlier Fall of France—and maybe an early
invasion of Britain,

rlana e

into something remotely fathomable,
there is no tutorial built into the game to
help youalong. There is, to be fair, a nice
introdluction to the game’s concepts by
Marcus Watney (a longfime gaming
author). There are also some suggested
setups for units provided by AHL But any-
one who has played the game before will
recognize how mediacre these setups are,
and they won't help newcomers to THIRD
Retcr understand why you might want to
spend 15 Basie Resource Points to make a
Declaration of War on "Turkey, as opposed

CG JANUARY 1997

to Spain. The design team could have
helped you through the process of decid-
ing when to declare an Offensive option,
and when to declare Attrition, with specif-
ic examples; there’s certainly plenty of
oom on the CD to include sereen shots

willt text explanations, if nothing clse.

UNCOMFORTABLY NUMB

Aier figuring out the bizarre bridge-
head rules—it's often better to retreat
through a bridgehead —you tackle strate-
gic warfare, only fo find more absirac-
tions. liveryone bul the Poles seems to
have paratroops; the Germans have no
strategic bombers; the Allies have no sub-
marines; there are no Luflwaffe jets at the
end of the war. And even the cool
chirome, such as Lend-Lease and trans-
theater strategic movement, is more rele-
vanl lo some erudite Pradosian model of
WWII than to the real thing, But there are
lessons to leam here. The rush of the
blitzkrieg comes from only armor unils
having a Zone of Control into adjacent
hexes. After an initial string of Axis victo-
rics, the cconomic might of the United
States comes in on the Allied side, giving
them the initiative with the infamous
“flip-flop” of two Allied tums in a row
(tends 1o help your D-Day preparations).
Despite the near-lotal lack of tactical fla-
vor, this is recognizable as WWII, even to
players who've cul their gaming teeth on
PANZER GENERAL,

But the Al while not the embarrass-
ment of the Atari/Amiga version, will still
offer little ehallenge to any but the most
novice THIRD REICH player. The game is
just too complex for the Al to cover half
the threats posed by a human general.
And while die-hard Tiirp Reici fans
may be able to play the game via e-mail,
they won't like struggling with the inter-
face. And no one familiar with the game
will be happy with the compromises
made to the original design, Where are
the partisans, or the wonderful what-if
variants? In the end, THirD REicis
another unhappy clone that can’t match
up to the original. If you want to see how
a classic boardgame should be converted
to the computer, look no farther than
AHS WooDEN Stirs AND [RON M,
and pass this inhappy conflict by. &

PAPPEAL: For those desiring hard-
core wargaming with some of the
depth, and none of the amenities.

PPROS: Depth of strategy, some
insights into the grand strategies of
WWII in Europe. You can finally finish
a campaign scenario of Third Reich in
a single lifetime.

FCOMNS: Design compromises, a poor
interface, and weak X

graphics combine
with the over-
matched Al to pro-
duce a computer
game much less
than the sum of its

hoardgame parts.
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SNEAK PREVIEW * DARK REIGN

The Future
Of Warfare

Activision’s DArk ReiGn Takes You Beyond Today’s Real- Time Wargame

by Patrick C. Miller

ow that Activision’s DARK
REIGN has provided me
with a glimpse of war in the
future, F'm starting to have
second thoughts about that
cryogenic capsule reserved
under my name. Imagine
fighting enemy troops who
can morph into trees and

pick off your soldiers one
by one, or who can assume the appear-
ance of friendlies 1o steal your lechnology
and sabolage your war machine,

In the future, mneling vehicles enable
the opposition to pop up unexpecledly
anywhere behind your lines. Matler trans-
port devices can insl;lnt|_\-' L‘lldnugcr areas
you thought were safe. Then there’s the
hiceous “hostage taker” vehicle. It scoops
up your soldiers, automatically loboto-
mizes them, straps on cxplusi\'cx, and
hurs them back at your troops.

THE WAR BETWEEN THE PLANETS
A realtime action-strategy game, DARK
REIGN has a premise revolving around an

TEARING UP THE TERRAIN Among Dask Ren's nice fea-
tures are terrain effects; these vehicles will have a slow
time trying to climb out of this gorge.

CG JANUARY 199/
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MORE THAN A CLONE Activision’s Dark Reich has a look similar to Commanp & Conauer,
but offers quite a few enhancements, including increased realism.

intragalactic civil war, centuries into the
future, being waged between the
Imperium, a dictatorial mega-govern-
ment, and the Ireedom Cuard, a band of
revolulionaries that wants to end the
Imperivnm’s tyrannical reign (see sidebar).
The game is currently under develop-
ment and scheduled for release later in
the first quarter ol 1997.

DArK Reten eleardy takes aim at the
market dominated by ConmanD &
CoONOUER and WARCRART 1L Its difficult
not lo compare DARK REIGN to C&C,
but there are several significant differ-
enees, the most notable of which is the
increased level of realism. "1his includes
true line of sight, fog of war, elevaled ter-
rain, and termain effects on both move-
ment and combat.

Unlike C&C, DARK REIGNS missions
are nonlinear, which offers the advantage
of enabling gamers to play more than 30

missions from cither side in any order they
choose. The disadvantage is that although
the game will feature high-quality cut-
scenes similar 1o those in Activision’s
MecHWarIOR 2 series, Borrud says
there will be fewer in comparison to
C&C because of the difficulty of incor-
porating them ina logical manner. Even
50, he notes that gamers will have the
option of playing in a lincar fashion thal
progresses by levels of difficulty.

TERRA FIRMA AND FAUNA

Sombat takes place on moons and
planets scattered throughout the galaxy,
onseven different map types, including
desert, jungle, volcanic, and ice lerrain,
‘lerrain effects are realistically modeled.
Some units, such as hover tanks, can cross
terrain that’s impassable for tracked or
wheeled vehicles. Movemnent slows when
vehicles pass over steep or mgged terrain,




Units cam also hide in forests, in valleys, or
behind hills to conduct ambushes.

“liue line of sight and fog of war will be
implemented in the games final design,
according to Activision, I5ach baltle
begins with an imesplored map, As units
move around the map, their line of
sight —shown as a highlighted circle
around the unit — reveals termin details,
aswell as sighted enemy unils and strie-
tures. However, encmy dispositions disap-
pear from the map unless they're in sight
of a friendly unit. This system also allows

for more realistic indirect fire from ardillery

unils

The game is being designed to mn
under DOS and Windows Y5 using high-
resolution 6406480 SVGA graphics.
Multiplayer eapabilities will include up to
cight players by local arca network (LAN)
and head-to-head play by modem. LAN-
to-LAN connections are also supported,
and up to four players will e able to bat-
tle cach other over the Internet. Activision

plans to make new seenarios available

through its Web site and allow players to

GETTING THE POINT Dark Reign allows
you to set up mulliple way points for
your units and move your units in for-
malions.

MASS ATTACK As armies gel larger, their
reaction time slows, modeling the real-
life difficulty of commanding large
forces, and giving the little guys a
chance.

MULTIPLAY’'S NEXT LEVEL Dark Reign will support
eight-player LAN malches, head-to-head modem play,

and four-player Internet matches.

upload their own scenarios ereated with

the game’s editor.

MULTIPLAYER MAYHEM

“We know the real joy for people in
slrategy gaming is going oul there and
killing their friends, so we wanl o give
them as much opportunily as possible to
do that,” Borrud laughs, “1ts potentially
the most important part of the game, not
just LAN, but also Internet play. We wanl
it 1o be a very exciling multiplaver experi-
ence. Diplomacy will be a huge element
of the multiplayer game.”

At the start of a multiplayer game, play-
ers can choose to be enemics, allies, or
neutral. Alliamees are much more
invalved in Dark Riicn, as allies ean give
cach other units and transler resources
between one another.

One aspeet of current mulliplaver strat-
ey gaming it Borrud hopes o avoid is
alack of variables that lends 1o lock play-
ers into doing the same thing every time
once they've mastered the game. “We're
lrving o keep a ot of variables in the
game that allow people to change their
strategies and try different tactics,” he savs.
“We also wanl to build up the computer
Al to participate in mulliplayer games to
the point where you don'Uicalize a com-

puter is controlling the enemy.”

MANAGED WARFARE

Seenario types range from battles of
altrition to ambushes to Spy missions
behind enemy lines. As with other
games in this genre, resouree manage-
ment plays a erucial role. Players not

only manage personnel and coordinale

DARK REIGHN  SNEAK PREVIEW

campaigns but also st
maintain a water supply and
stockpile Flement 115, the
galaxy’s currencey and prima-
IV CNergy Source.
Command and control is
also madeled by simulating
the difficulty associated
with coordinating a large
force. As players acquire
buildings and expand their
lorces, production slows
and units take more lime to
respond to orders.

“Ihis hielps balanee a huge
army against a small, tight force,” Bormnd
explains, “Alarger anmy will usually over-
whelm asmaller one, but it won't neces-
sarily be casy”

There are 34 combal units, cach
with differing capabilitics. Scoul units
can see lurther than others and morph
into inanimate scenery. Body snalch-

Dark Reign
.~ Construction Kit

he mission construction kit to be included

is one of the most powerful parts of the
will be much easier than current map editors because
missions, vary the computer Al, and set victory condi-
tions to determine how a game is won or lost. We're

giving people the tools to do whatever we did to create

or mulliplayer missions.”

JANUARY 1897 CG

game, Borrud says. "It basically allows you
to draw maps any way you can imagine. It

there will be a lot more control. You can create your own

the game so that they can design their own single-player

TOOLS OF THE TRADE Danx Recn will include an incred-
ibly powerful scenario editor that gives you nearly as
many options for map design as the designers have.
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Introducing DEUS, the 3D
role-playing game that requires
both brains and brawn.

* Your Identity: 22nd century
bounty hunter

* Your Goal: save the scientific
community on the planet
Alcibiade from terrorists

e Your Obstacles: 40 predators;
5 lunatic terrorists;
mind-bending puzzles;
your own life parameters
(health, energy, food)

e Your Strategy: Kill. eat.
Kill. sleep. Kill. tend

wounds. Kill... e ¥ P, Ay (2
- « |

'
* Your Weapons: anything from o ' . \ﬁl i
spears to rocket launchers r 3 ' ; _ =2 X A
¢ Your Bonus: 2 play modes - role ‘ ft " y 5
playing and arcade ) i e | (e

©1996 Silmarils - All rights reserved. DEUS Is a trademark of Société Silmarils.
Distributed by ReadySoft Incorporated.
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DARK REIGN » SNEAK PREVIEW

Dark Reign History 101

he stury fine fnr Dark Reign begins in the year 2250,
when Earth's population has swelled to 30 billion.

the planet's resources and environment are stretched to

the breaking point. As the gap between the “haves and have-nots”
widens, criminal elements seize control of large portions of many
cities. An alliance of major nations is formed in 2314 to bring crime
under control. The solution to send the worst criminals to a penal
colony on lo, Jupiter's moon, is so successful that by 2400, one mil-
lion criminals a year are banished to moan-based space colonies.

The agency running this operation, the Jovian Detention
Administration, amasses the world's largest army, giving it enough
political clout to eventually absorb the government from which it
had been created.

Years later; after the JDA becomes the Imperium and colonizes
the galaxy, it maintains tight control over its galactic domain by

ers sneak into enemy territory and tuke
on the enemy’s appearance to serve as
silent assassins. Units can be assigned
movement way points and be ordered
to perform certain functions at differ-
ent points along their route, Formation  decide,” he notes.
moves will also be possible. Plavers
can adjust the amount of aulonomy
and tenacity that their units display.

Despite advanced technology and scientists' best efforts,

types will be highly detailed and animat-
ed. Asin C&C, buildings can be repaired
and sold, but selling a building will be a
muich slower process. “You're not going to

be able to wait until the last second o

Alter playing with an eary version of
Dark REIGN, Dwas impressed. The list of fea-

imposing strict water rationing. Resentment over the Imperium’s
policies and ruthless tactics leads to widespread civil war. A revolu-
lionary force known as the Freedom Guard emerges to challenge
the Imperium, and a vicious war erupts.

Thrust into the middle of this war is a breakaway faction known
as the Boleans, a highly advanced civilization based on the teach-
ings of Alpheus Bole that fled Earth centuries before. Bole was a
brilliant, charismatic scientist who discovered a method to convert
matter using Element 115. When Bole's ship was damaged by JDA
forces centuries earlier, it was thought that he and his knowledge
were lost forever. However, during the Imperium-Freedom Guard
civil war, a probe returns from that region of space and reveals that
Bole could still be alive. As Dank Reigh begins, you assume com-
mand of a Bolean expedition to return to Earth space and find Bole
and his lost technology, even if you have to battle through both the
Imperium and the Freedom Guard to get them.

tures planmed for Dark REcy, the number
of variables, the level of control, and the
improved realism give strategy gamers hope
for the near future. If Activision can success-
fully pull all these picees logether, the com-
panys first foray into real-time action-strategy
gaming could very well seta new standard in

the genre. %
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lor example, vehicles and infantry

units can be set lo sulfer a cerlain

amount of damage before they auto-

matically retreal to hospitals and repair
shops.

BUILD ‘EM AND BOMB ‘EM

Asin C&C, each side has distinet
strengths and weaknesses. “One side has
amore superior air power and the other
hais & more superior ground foree,”
Borrud explains. Both sides will have
common building types for utilities and
resource gathering. However, there will
also be specialty buildings that are
unique to the Freedom Guard and the
Imperium. These include tunneler and
matler transport facilities and the “black
ops” center that can ercate spies and
saboleurs. Each side will have unique
defensive svstems Lo deal with air power
and land attacks. HHospitals will be avail-
able to heal infantry, and repair bays
have the ability to fix damaged vehicles.
In addition, field medics and mechanics
will be present on the battlefield,

Borrid says that each of the 32 building

Astron Publishing, Inc.’s

Washington, D.C. 20036

Game Of The Month Club°®
1101 17th Street, N.W., Ste. 408,

Tel: 202-331-9789  Fax: 202-872-0286

Toll Free: 800“982‘2578

\ email to dagreene@wbonepub.com

(" o] bratid fieif gati every thorith,
befere Geu gt tired of the eld et I

Here is what happens when you

become a GOMC® member:

e Receive a new game for Windows based
systems on a CD each month
lOIN TODAY e 12 new games each year for less than
NG RAE ADDRE;{SSE:!%’:I? you would normally spend for one game
’ e New games at pre-market prices

g?&%ﬁ%ﬁom@ggmn prior to publication

e MONEY BACK GUARANTEE:
CARD NUMBER WITH EXP: DATE. If not satisfied after receipt of first
AMERICAN EXPRESS AND game, return game within 30 days for
DISCOVER ACCEPTED, OR PHONE . a full refund.
OR FAX YOUR ORDER — WE WILL €= >
BILLYOU! —
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Warcraft defined the past. Command & Conquer
gave you the pr‘e,sent’. Now, DOMINION
challenges you to the future with fiery
real-time strategic Sombat, resolutions up to
1280 X 1024, and "a‘n unprecedented 95,000
ames of real-time 3-D animation,

| It's 2224, Say g'?ud bye to the tactics

campaigns. Your new reality: battle-

ground strategies vacy by planet, and
I 4] the military:based AI anticipates
' your e{rejy'fnmfe. Invent new
s  maneuvers with dog-
Eﬁc i eat-dog Commanders,

\
Sabotage enemy bases

~ g

with computer viruses,
and teleport Men and

Materials across-world.

Isn't technology great?

= ==} .. —
Download the '
interactive demo at:
www.gamespot.com
www.7thlevel.com

R }
Every 10th download
ik can win the
g | complete game.*
o ==

- . o I
) \ *The DOMINION deme may be registered via e-mail. Every 10th registration, of the fifét 100,000 recoived, gets a mail-in rebate coupan for the retail
cost of DOMINION. Limit one reglstration per person, Offer anly valid in North Amgrice. Rebate will be paid in U.S. funds. Void whare prohibited.

©1598 Tih Level, Inc. Tth Level |s a registered trademark of 7th Level, Ing, All other products are andlor regi of their
respective ewners. All ights reserved. Tth Leved, Ine., Richardsan, TX 76081 -
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Price: $54.99
System
Requirements: 1BM-
compatible Pentium
60, Windows 95, 16
MB RAM, 5 MB hard
drive space, SVGA
araphics, 2x CD-ROM
drive; supports
Windows 95 sound
cards.

# of Players: 1-8
Protection: None (CD
must be in drive)
Designers:
DreamForge
Publisher: SSI
Sunnyvale, CA

(800) 245-4525
Reader Service #: 337
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= New Real-Time Battlefields Await In War Winp

o by Martin E. Cirulis

E n this indus- tanscendental Shama'li, are initially dis-

v try, it’s tant from the conflict, but Tha'roon
incvitable: paranoia (as well as their own agenda to
whenever unify the races) draws them in. Each of

the four campaigns reflects the con-

game, a cerns of the respeetive races:'Tha'roon
spate of imi- battle o regain their empire, the Iaggra
tators is sure for freedom, the Obblinox for an cmpire

to follow:

While most
of these are going to
be soulless clones,
designed only to cash
inona gamer’s desire
to get more of what
they like, some will
be valid attempts to reinterpret the form
and come up with something fresher and
more interesting than the “same game,
different graphics.” Luckily, the latter is
what we find in the latest offering from
SSIL War Winp (WW)

ing this real-time wargame owes much of

U There’s no deny-

ils basic design lo the suceess ol
WaRCRART 1, but the designers have
gane that extra step to make WW a game

worth playing in its own right. Though the

game suffers from a little “different for dif-
ferents sake” syndrome, there is a rich sci-
fi texture and enongh depth in gameplay

it imost comparisons to its fumous lore-

bear will be favorable.

WEIRD WAR III

WW takes place on the troubled world
of Yavaun, where four sentient, non-
huanman races are striving for dominance,
Now, your average clone game would just
throw four races onto the planet and
maybe give them some clichéd advan-
tages and disadvantages just lo be fancy.
In WAV, though, the fonr races have an

cc JANUARY 1937

WAR WHAT? Any similarity to WarCrarr helps, of course, but
War Wino has enough strengths to stand on its own merit.

tricale relationship o each other and
the gameworld itsell. There is cnough
detail here for an RPC, and the back-
ground provides enough material for four
campaigns, one for each race. This is one
of the rare cases where the plot for a sci-fi
game hasn't made me wince.

Briefly, the situation on Yavaun is one
of open rebellion. The planet’s dark over-
lards, the 'Tha'roon, are Insing control of
things after thousands of
vears of dominance.
These amoral tech-mas-
ters first suffer the open
revoll of their worker class,
the species of sentient
plants known as the
Ilaggra. Then, as they use
their warrior class, the
hulking Obblinex, more
and more brutally to sup-
press the rebellion, these
indentured soldicrs finally
revoll thenselves. The
fourth power on Yavaun,

the mysterions anl very

of their own, and the Shama'li to see
that precious knowledge is not con-
sumied by the war.

VARIATIONS ON A THEME
Al the most basie level, W can be

looked at as WARCRAFT 2.5, The design-

ers look most people’s comments on the
award-winning Ore-Hunman brawl fest
and implemented the better ones in Wak
WinD. The playing fields are larger, there
are more races Lo play, the large variety of
units are very distinet in both look and
combal values lor each race, magic spells
are more interesting, and there are even
high-tech evbernetic improvements lo
keep in mind. Aside from this, it is still
abont building towns and fighting with lit-

THAT'S IT? Though the combat model has stealth unils
and scouts, War Winb is limited in its vehicles and non-
ground combat, with only a few sea transports.
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2 /\\ ...OR CHUCKLE, chortle or even ¢uffaw as you embark AN
T i on your quest to solue the “Alien Incident”. I you ;\.\ G
ﬁ%m,a:::*% @l enjoy “classic” ¢raphic adventure ¢ames where an e - W
e intuitive interface and a sense of humor are the key Ayt
ingredients to fun, then this is your kind of ¢ame. 4
1#’s Halloween night and you've just witnessed your uncle being abducted by
aliens after his wormhole spawner invention sprun¢ a leak. 1t's up to you, =
Benjamin Richards, to unravel the mystery of where they’ve taken your uncle. R : l o
With simple mouse clicks explore spooky mansions, dark and mysterious B Bl
forests, underwater caverns, creepy cemeteries, a challenging maze and the
aliens’ mothership itself. Hundreds of puzzles and ¢lues provide you with hours [ s &« v A=
of immersive ¢gameplay. Meet interesting people such as
Yodel the tree duweller, plus dozens of other stran¢e and K T D P R B
bizarre characters in a humorous ¢ame that’s easy enough » Eomcn s sl s et e k.
even for adults to play! 2
T e ' & PHILIPS
To order. fee your local I'?tﬂ.llﬂ' ©1996 Housemarque Games, Inc,,Published by Gametek, Inc.

or ¢all 1-800-883-3767. Distrbuted by Phiips Media. Alights reserved
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ARDERSON,

I NEED A VQLUNTEER.

THAT TANK UP THE

BOABR? SOMEOGNIE’S ¢0oTTA

TAKE IT OUY.

I NEED SOMEORNE I CAN

COURT ON. SOMEONE WHG’S
MAN ENOUGH TO RUN
THROUGHE MACHINE GUN FIRE

TO GET THE JOB DONE.

AND ANDERSON,
THERE COULD BE A MEDAL

IN IT FOR YA.




Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta

wife back home. Damn good soldier. You give him an order and he figures
out the best way to get the job done. So what's he doing cowering behind
that bombed-out farmhouse?

Saving his own butt.
That's what you should expect if you order him to do something crézy.ln
Close Combat everything reacts like
it does on the battlefield, from
the ripping canvas hiss of the German
MG42 machine gun to the screams
of the men it hits. It all goes down
right in front of you. In real time.

So there’s no time to thumb through

the manual. You work your mouse like

americans vs. Germans?

Which side you a weapon. Point and click and boom,

gonna take?

the shooting starts the second your

men step off Omaha Beach and it don't let up "til they've

wlndmwlgs; taken Saint-Ld. Troops, terrain, situations —if you want
Which side
jou gonna take? to get any more accurate, you'll have to shave your head.

Wanna go head to head with other military geniuses? A]]Iyou

need is a TCP/IP connection. And guts. ' Zownload the trial
version and start your
To experience Close Combat visit your nearest basic training today.

recruiter or head straight for:the battlefield

at http://www.microsoft.com/games/kickbutt/

Microsoft

Where do you want to go today?"

COMPUTER
GAMES
STHATEGY FLUS
L 5 &

RATED
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REVIEW * WAR WIND

Ulllaun Building ...Yavaun swls

hlle most of us are getting pret-
ty skilled at building bases in
real-time games these days,
War Wino has some subtleties
that are not readily apparent. Knowing about
them can benefit the aware, especially when they
find themselves playing real opponents with pre-
conceptions from other games. The most impor-
tant advantage in WW construction routines is
that a building does not have to be complete in
order to function. Labs only a quarter complete
will still take in units and allow them to research.
Other buildings, such as recruiting centers, will
also begin fo function while mostly incomplete,
50 be aware of this and use it to your benefit.

Also, while the offensive wall is a poor
replacement for cannon towers, they can be
used to funnel enemy units into killing zones for
your defending units. Create a funnel of least
resistance with these electric fences and place a
vicious ranged fighting group at the bottom, and
you can just watch the bodies pile up.

tle SVOA guys, s if that sort of thing

doesnUinterest you, you may as well walk

on by.

Some things are simplified in this
game, Resource gathering has been
reduced to one generie “resouree” that is
collected from forests and crystals. Also
absent is any kind of real naval game (just
Iransports and armed transports) or air
power. Also, fighting units and workers arc
reernited from the basic worker unit, as
opposed to being “buill,” astep | find
more realistic for a fanlasy game and less

|l|'L'(|iL'[i1|llL‘.

[am disappointed
that the designers limit-
ed the game’s air com-
bat anel vehicles, With
the use of trthlltﬂug}
and magic in this
game, there was a real
opportunity to bridge
the gap between
WarCrarr and
COMMAND AND
CONQUER with
unwicldy but powerful
miachines fighting side

by side with killer

MEN AT WORK Unlike in WarCrarT and C&C,
buildings can function before they're finished. The
paint might still be drying, but this Shama'li build-
ing s ready for visitors.

One final tip is that trucks make excellent
escape vehicles in case all else fails. Should your
base look like it is going to fall, load up some
workers and your precious Leader into a couple
of trucks and get the heck out of Dodge. Find a
nice spot out in the boonies and try to get back
on your feet before you are discovered again.

evboras and ninja wizards,
Alleast the simplified infrastructure

allows for a more complex combat mocel.

Instead of the simple division between
melee and rmnged units that we've seen
previonsly, W picees are rated for types

of combal, and players can develop and

tics. Camoullage and disguise capability
for some unils means sneak attacks are
finally possible in a non-cloaking way.
This actually makes a scout a relevant

unit. Another excellent touch is the first

FREEDOM MARCH Happily, each race has ils own unique
campaign with a distinct story line and missions. Here, the
Eagara are fighting to free themselves from Tha'roon slavery.

cG JANMUARY 1997

react to more realistic combined arms tac-

realistic fog-of-war system. Finally some-
body has realized that conmmanders usu-
ally have general maps of any given area
before they go in. WA simulates this by
“graying out” the unexplored regions,
showing major terrain but little detail and
1o enemy units. As vour units explore, the
details are revealed per usual, but at least
vou have a relevant amount of informa-
tion from the start instead of blundering

around in the dark.

ONE TO GROW ON

WA, while not truly original, still has
what it takes to carve aniche for itsell,
especially if SSIsupports it ltwould bea
shame to see the best sci-fi compuler
game milieu in vears go inlo a one-shot
game. Wilh the multiple campaigns there
is plenty of gameplay for the buck here,
and while the “quest” missions are fairly
uninspired, the sheer variety of opponents
and modifiable units keeps things fresh for
along time. The multiplayer suite is for
cight players, and very nice, once you get
past the seemingly imposing multiplayer
game wizardl, At this time there are some
serious hiceups in the modem routines,
but the game is designed for nse with
Mplayer, and | suspeet it will quickly gath-
er fams from the old Ores " Humans lot
once a technical patch is available.

WARWIND miay not be the freshest
breath of air in the industry, but it does
ke avery good show for itsell, and it is
astorm that should be respected. Ifyou
ane al all lovking for some simarl, real-time
gaming, touch down on Yavaun and pick
aside. They're waiting for you. %

PAPPEAL: Fans of WarCrarr Il look-
ing for some more real-time wargam-
ing in a new setting.

PPROS: A cleverly detailed world,
with originality, a hetter-than-usual
combat model, excellent foy-of-war
implementation, great variety of units,
and unigue campaigns.

PCOMNS: Game speed needs to be
turned down to get
the most out of
combat options.
Not very modem-
friendly at the
moment. Cyhoras
should he ahle to
build planes.




incredible WWII armored warfare,
e heenansyered with STEEL PANTHERS 11
i nt W a5 Korean; Sinai, Vietnam and DescrtStorm,

Enact hypotheticallbattleslike NATO,ys Warsaw Pact. Or create your own with ™
the random scenario/ge nd editor, This is SST and Gary Grigshy
tistorical accuracy, Allthe right farks,
. nd missile sites, SYGA graphics. Intense
s ~  animation, Digitized photos
e and sound effects; Modern,

video combat footage,

If war is hell, this is
wargaming heaven.

T qrduf:_ Visil your refailer or
call 1:800-601-PLAY with Visa/MC
~ (North America only).

ks . ] !
TR % vqm)

-_-Ill" il
I
\57‘1-
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STEEL PANTHERS s a tademark o Stafegio Simy
©1996 Strategic Simulations, Inc. All tights tesery:

CIRCLE READER SERVICE #208



v
Bl
-
=T,
(-
ac
=f
=
“
b
2
Bl
[
=z
=4
=
v

S rET———

Price: $59.95

System Requirements:
IBM-compatible 486-
33, 8 MB RAM, 11 MB
hard drive space, SVGA
graphics, 2x CD-ROM
drive, Microsoft-com-
patible mouse; sup-
ports Sound Blaster-
compatible sound
cards.

# of Players: 1-2
{e-mail, hotseat)
Protection: None (CD
must be in drive)
Designer: Stanley
Associates, Joe
Balkoski

Qriginal Boardgame
Design: S. Craig Taylor
Publisher: Avalon Hill
Baltimore, MD

(800) 999-3222
Reader Service #: 338

kX kkj) REVIEW « WOODEN SHIPS & IRON MEN

- Battle Stations!

lake The Helm In The Best Age Of Sail Wargame Yet

by Bob Proctor

valon Hill has numerous
classic board games o its
credil, several of which
have been converted to the
computer. Some of these
conversions have been
medioere (ADVANCED
Cwirizanon), while oth-
ers (1830) have been out-
standing, WooODEN SHips
WD [RON MEN (WSIM), the latest classic
conversion, definitely falls into the latter

category: In this case, Avalon Hill has
taken a proven game system, increased
the realism, and given it a point-and-click
interface that makes it very casy to play.

WSIM provides a rare experience in
gaming. You command only a single ves-
sel, but itis one that las many complex
strengths and weaknesses, giving vou a
gaime that is indeed as intricate as chess,
where maneuvers and lactics ensue. The
computer version preserves Lhis gaming
philosophy, focusing on single-ship
actions in two-thirds of the scenarios.
With one exception, all of the scenarios
are taken from the boardgame, Missing
are the larger battles: Ushant (63 ships),
The Saints (67 ships), and Chesapeake
Bay (43 ships). Trafalgar is the largest sce-
nario present but has been eul down from
60 ships to 23 and represents only half the
action— Nelson’s column against about a
third of the French-Spanish fleet. Though
commanding 30+ ships could be
unwieldy (especially when the Al doesn't
keep the ships in line), WSIM doesn'l
even give you lhe oplion to command
mare if you are up to the lask, since it can
only support up to 25 ships per side per
scenario.

ALL I ASK IS A TALL SHIP
AND A STAR TO STEER HER BY
‘The increase in realism comes from

improving the sailing model, The

CcG JANUARY 1937

ALL HANDS ON DECK From Woooen SHips' main menu, you can play one of the 18
scenarios, lry the 1813 American campaign, or engage in multiplayer battles by hot-
seat or e-mail.

boardgame uses hexagon-based move-
ment, so that there are six directions, with
aship being able to move into any five
(vou can’tsail direetly into the wind), "This
has been inereased to eight directions and
seven possible courses in the compuler
version. Speed is controlled by the
amount of sail you set: either I°ull, Plain,
or Battle. When you combine seven pos-
sible courses with three speeds, you gel
more Uan double the number of move-
ment choices available in the boardgame,
making mancuvering much more inter-
esling,

While this is a big improvement, it is
too bad that WSIM didn't add even more
realism by increasing the directions to 16,
or even trying to offer full 360-degree
movemenl and a model that caleulated
speed through water based on a rating for
the ship and the amount of sail set. "Then
vou would have the ability to distinguish
hetween ships that could “point” well
(truly sail within 45 degrees of the wind)
and more awkward vessels that wonld be

limited to sailing close-hauled at 67
degrees of the wind. Maybe we can hope

for such improvements in a sequel.

THE WHEEL'S KICK, THE WIND'S SONG,
AND THE WHITE SAILS SHAKING

Playing WSIM is a delight. The 3D
perspective and a well-designed interface
make you feel like you really are com-
manding these miniature ships. The key
to everything is the command sidebar,
which reappears over the battle map
when each tum ends. It displays an
incredible wealth of information, includ-
ing your current ship, her state of damage,
wind sirength, and, to the right, the sail
she’s carrying, You can change sail by
clicking on the sails on the command bar,
provided you have erew assigned there,

Using the steering wheel in the center
is fairly

intuitive; you move forward by default, so

of the command sidebar to steer

vou only need to handle the wheel when
vou want to turn. Each spoke of the wheel
represents a different maneuver. When




n ﬁie brink of anarchy.
For centuries, 4 diverse
races have tolerated a
precarious balance of power.

But a new order is in the wind...
one born of blood and fire!

¢

This real-time strategy game

i‘_; lets you carry your 8 favorite
2] units from scenario to scenario.

: ==
include stealth movement and i
bio-mechanically enhanced units.

Play solitaire or choose multi-
player and head-to-head play via " e G
network and modem. 256-COLOR SVGA DISPLAYS. WINDOWS"95 CD-ROM

Online tutorial and pop-
up windows help you
learn the game quickly.

A MINDSCAFE® COMFPANY

Developed by DreamForge Intertainment. WAR WIND is a trademark of Strategic Simulations, Inc., a Mindscape Company.
Windows is a registared trademark of Microsoft Corporation. © 1996 Strategic Simulations, Inc. All rmrlls reserved. www.warwind.com
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A HurLeen Minertaur,
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THE WALL OF STONE,
REVERSE DAMAGE,
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AND SHATTER.
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A SERRA ANGEL,
Howy STRENGTH,
Tsunami.
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This is the next dimension of Magic: The Gathering? Draw- ,f,, R
on a mystic armory of 220 spells to invoke a supernatural " * (%
legion of creatures and powers! In the vortex of'wglrfare every
unique spell reacts differently to every other spell Prepare
yourself for another level of strategy!

Duel rapid-fire, real-time with' up to 4 players over a PC
network or two players on PlayStation™ an\d nga’“ Satum via
split-screen technology! Or wage,a necromantic campalgn

against Battlemage Ravidel and an alliance of wizards in i ? A
the vast uncharted wotld of Corondor. / ,B A T p\:r L 'E m A G 'E
Welcome to the ultlmate War of the Wizards' s )
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REVIEW *« WOODEN SHIPS & IRON MEM

aking fire—shooting at
the end of a ship—
does more damage,
and it may prevent the
enemy from returning fire, since the
cannon all point to the side.

When you have more than one ship,
try to keep them in a line. This gives
every ship an unobstructed field of fire
on both sides and helps to block fire at
the vulnerable:ends of the ship. This Is
called the “line of battle” and is why
major warships of this period were
called “ships of the line.”

Another important tactic from the
Age of Sail—once again aptly demon-
strated in the game—is “weather
‘gauge.” This means being upwind of
your opponent, preventing your foe
from salling directly toward you. You
can sail right at him and with good
speed, This allows you to control the
range at which the action takes place.

you order a move, each (:h;mg(: lo the
ship’s path is highlighted on the waler.
When things look good, just click to make
the tum. After each tum, there is a short

delay before you can tum again. If you

READY CANNON Wooben Swips' combat is detailed, but
also very easy to leamn, thanks to the handy command
sidebar. Here, a 130-gun Spanish ship is about to fire at
HMS Victory, though the latter will return some raking fire.

have 10 pereent or more of the erew
assigned to sails, your can make successive
45-degree lums, 'To avoid collision with
your own ships, vou can sce the projected
paths of other ships that have already

cG JANUARY 1337

The main value of
boat speed Is that it
lets you take the
weather gauge away
from your opponent.

Smaller ships can
be dismasted if they
try to carry Full Sail in
a heavy breeze; larger
ships can suffer the
same fate in a gale.
Check for an increase
in wind strength every
tum if you've got Full Sail set and
reduce sail immediately—unless you're
fleeing for your life or feeling very
lucky!

Battle Sail represents the smallest
amount of sail area. It is preferred in
battle because it minimizes the damage
done to rigging and reduces the ship’s
rolling to produce a more stable gun
platform. You'll never hit

received orders.

WSIM offers 18 different seenarios in
Revolutionary and Napoleonic battle,
with ships from Britain, Ifance, Spain,
and the USA. There is also an interesting
campaign Lhat lets you captain an
American warship on a cruise of several
months during the summer of 1§13, Yon
make no decisions about navigation or
logistics, just combat. Events are reported
ina log hook. When a sail is sighted, you
choose whether to approach or avoid, and
il vou approach and identify the vessel,
you must then decide Lo fight or escape.
Most of your contacts will be small, lightly
armed transports. Since the American
cruisers are generally faster than any
enemy ship their size or larger, this is pret-
ty easy unlil aceumulated damage begins
to hamiper ship’s speed. A typical cam-
paign is 10 to 20 battles, but most engage-
ments will be very quick, and the entire
campaign can be finished in one sitting of
two to four hours, Once vou've finished
the seenarios and campaigns, you can
create vour own battles with the included

scenario editor.

SHIP'S STATUS This status screen for HMS Victory shows
no damage. Check the stalus of your opponents frequently;
if you've created a weakness in the enemy ship, exploit it.

anything—much less do significant
damage—firing from a ship with Full
Sail set in a normal breeze.

Check your opponent’s damage fre-
quently; you can easily get a critical hit
and not know it. For example, a hit on
the steering gear may prevent his
changing course for a tum or more,
allowing you to get a decisive stern
rake.

AND A QUIET SLEEP AND A SWEET
DREAM WHEN THE LONG TRICK'S OVER

WSIM passes my tests for a greal
wargame. Unlike in some other wargaimes,
the realism and complesity of combat
make me want to retum to each historical
battle and play both sides to test different
strategies and tactics. Its rare that you geta
game Lhis good that leaves you wanling
more, bul WOODEN SHirs AND [RON MiN
is exactly that, 115 an almost perfect conver-
sion, capturing all the strengths of the
boardgame while making it easier, accessi-
ble, and even more fun to play. %

PAPPEAL: For any fan of Age of Sail
naval combat.

PPROS: WSIM goes beyond even the
classic boardgame in realism and
depth of gameplay. Great interface
and documentation, with an interest-
ing campaign.

SOMe more scenar-
fos; lacks network
play, doesn’t sup-
port really large
engagements.
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fi Euheﬂunhie‘s
UIimate Fantasy
Come True....

Cross the boundary that separates
dreams from reality. Enter the virtual
world of Net: Zone, an adventure
game with a world full of bizarre
computer programs, artificial life
forms, and floating platforms.
Discover the CYCORP virtual reality
interface linking you to the cyber-
space world of the Genecys Zone.
Attach the neural device to your
head, and let your mind interface
directly with the Zone....the secrets of
CYCORP and the mystery of your
father’s disappearance are waiting...

To order, interface with your local retailer or call
1-000-0663-3767

WebSite: http/fiwww.philipsmedia.com

©1936 Gametek, Inc. All Rights Reserved
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CIRCLE READER SERVICE #351

PATIENT 33-S5: Received multiple
treatments for injuries sustained
while participating in “Rocket War!
Reconstructive surgery corrected most
facial bones destroyed by repeated
encounters with rockets, cement walls
and pylons. Skin grafts from buttocks
region replaced epidermal tissue
burned off by jet exhaust.

PATIENT 4-0: Treated for severe
lacerations received when he was
knocked off his rocket by competitor's

cable while "Rocket Racing! Rhinoplasty
and ear reconstruction were also

necessary, as patient’s face was smashed
repeatedly against the ground and walls
while traveling in excess of 100 mph.

PATIENT 98-B: Treated for massive head
trauma suffered after ramming his
rocket into an exploding ball while playing
“"Rocket Ball! The accident completely
welded his eye sockets shut and tore 90%
of the skin off his face. Needless to
say, this was no ordinary "lifb and. tuck?

Roqkeyo @‘(

ROCKETS AND JOCKEYS.

A BAD C(}HBINATION.

FOR A FREE WINDOWS ‘95 DEMO OR TD ORDER
ROCKET JOCKEY DIRECT, CALL 1.B88, SEGASOFT
WWi . SEGASOFT.COM




w
[ =¥
p-»
=X
L=
(=
=
—
-
L
bad
-
=z
&%
e
v

&k k

Price: $39.95

System
Requiremenis: [BM-
compatible 486/66,
8MB RAM, 42 MB
hard drive space,
SVGA graphics, 2x CD-
ROM drive, MS DOS
5.0 or Windows 95,
mouse; supports most
major sound cards.

# of Players: 1-4
(network)

Protection: None (CD
must be in drive)
Designer: Bullfrog
Publisher: Electronic
Arls

San Mateo, CA

(800) 245-4525
Reatler Service #: 339

REVIEW * GENE WARS

Lost In Space

Bullfrog’s Real-Time "50s-Style Sci-fi Wargame

by Mark Clarkson

long, long time ago, in
galaxy far, far away, lour dis-
tinct alien races were
engaged ina bloody grudge
war of, ahem, stellar pro-
portions: he totally laid-
back and stoney
Bohemians, the cold-fish
Saurians, the sullen

Schnozzoids, and an espe-
cially offensive race called the Farthlings.
Before long, though, a mysterions and
ridiculously powerlul race called the
Ethereals dropped in on the battling fac-
lions to pul astop lo a war thal was rav-
aging the cosmic ecosystem. These Irec-
hugging aliens decided to m all mem-
bers of the warring races into meek and
happy vegetables via their patented
Adami Process.

‘The former enemy races were then
sentenced to work together to reforest,
repopulate, and recolonize this sector’s
war-ravaged planets. lor extra molivation,
the [Ethercals anmounced that the very
best colonization team would be spared
from the Adami Process, So cach race’s
team is now damned determined to be
the best envirommentalist in the
galaxy —even if that means
tmmpling over every tree,
bush, flower, and enemy
camp that gets in the way.

SENE Wars, Bullfrog’s
latest creation, is a real-

@ 1230,

time strategy game that
plays like a hybrid which is
one part Conmann &
CoNOUER and another
part from a Monty Pyvthon
production of Forbidden
Planet. The graphics, fea-
turing cigar-shaped rocket
ships and chrome-plated
flying saucers, are straight
oul of 505 sci-fi movics,

cG JANUARY 1997

"The voice charac-

while the CD
music is a won-
derful knock-off of
Forbidden Planet,
with all the bings,
boings, and war-

bling synthesizers.

lerizations are
great, helping to
give cach different
race a distinl per-
sonality, My
favorile, the
Bohemians, are so
laid-back (and
stoned) that | can
hardly picture them getting off their

couches, let alone taking part in a war.

YOUR AWAY TEAM

You command teams of up o five spe-
cialisls as you attempl to establish
colonies, re-seed planets, and kick oppos-
ing alien butt..when the Ethercals aren't
looking, of course. Iingineers build, repair,
and upgrade vour planctary structures.,
Botanists gather seeds and plant new

forests, Geneticists analyze the DNA of

GENETICS 101 A large part of Gene Wans' gameplay
involves sending your botanist and rangers to survey lhe
land, uncover the map's fog, and research the five ani-
mals so you can cross-breed a powerful mutant army.

THE TRUTH IS OUT THERE Gene WaRs is a wacky real-time game
with a ‘50s sci-fi feel, complete with great aliens with distinct per-
sonalities, classic flying saucers, and cigar-shaped rockets.

newly discovered ereatures, which you
can then synthesize, and can also heal
other members of the team. Rangers exert
influence over creatures, ence nraging
them to breed, eat, or attack. Rangers and
geneticists carry shun guns for nse against
hostile animals,

No C&C clone would be complete
without a resource lo mine, and CENE
Wars has GOOP —a catch-all substance
uscful bath as a building material and as
stock for growing synthetic life-forms,
Fvery new building, upgrade, and crea-
tuie costs GOOP, which you obtain by
extracting minerals from the ground and
by recveling plants and dead animals at
Receyeling Plants.

Bases consist of the usual melange of
specially structures, Pulpers process plant
matter and praduce moldings necessary
for upgrading your structures. Landing
pads let you acquire new team members
or send eurrent team members off the
planel. Technology centers allow you to
build other high-tech structures such as
force fields, stun cannons, and Ethereal
detectors.

‘The single most crucial strueture to
vour eventual suceess is the Cene Pod
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REVIEW ¢ GENE WARS

For The Manual-less

I'M AN ENGINEER, NOT A DOCTOR The engi-
neer, shown building a power plant, is your basic
construction unit. Have him build enough Gene
Pods for you so that you can simultaneously
upgrade and produce mutant creatures.

ever begin an upgrade to your gene pod with-
out first building a backup. Gene pod
upagrades take forever, and you'll be unable to
produce new creatures for base defense if

attacked.

You begin the game with four of each specialist, of which
up to five can be on the planet at a time. The more a spe-
clalist performs his given speclalty, the better he gets at It.
The idea is to rotate your specialists to build up all their
experience levels. | prefer to concentrate on a few favorites,
who consequently gain more experience more quickly. If you
decide to go this route, save often in case you lose a pre-
clous specialist.

With enough experience, Schnozzoids become invisible.
Invisible Schnozzolds are especially adept at sneaking past
generally less-observant human opponents. Hide a Ranger
near his base to intensify your creatures’ attacks.

A botanist can grow any plant from any seed. Gather
seeds from less desirable plants, or from your opponents’
plants, then turn them into whatever crops you desire.

YYou don't have to choose a balanced team. You can drop
four engineers to build a base really quickly, then use the
landing pad to exchange them for other specialists.
Remember that you can still win a level, even if the Ethereals
are fotally infuriated at you. For example, consider dropping
in a team with three engineers and a couple of geneticists.
Run the team to the enemy base and have your engineers
destroy his structures, while the geneticists stun attacking
animals and heal wounds.

There's no reforestation, but if the win is more important
than the points and the approval, go for it.

If you do play dirty, make sure you do it while the
Ethereals are away. If they catch your engineer blowing up
enemy bases, or your botanist chain-sawing forests, they'll
shoot or abduct your specialists.

CcG JANUARY 193/

and its upgrades. Itis here thal
mules, birds, frogs, and hideous
cross-bred genetic mutants will pop

out like so many slices of toast.

TRYING ON A NEW PAIR
OF GENES

Bioengineered animals play a big
part in your planetary rebeautifica-
tion projects, providing labor and
mililary prolection in addition to
planetary biomass. Yon begin with

only the genelic recipe for the mule,

astrong but recalcitrant animal that
can be used to harvest plants and
haul dead comrades to the recyeler.
With their strong kick,
mules are also uscful
for colony defense and
altack,

As you progress, your
geneticist will track
down and rescarch
other animals: crabs,
frogs, birds, and firc-
breathing dinos. [Sach
species has ils particu-
lar specialty, be it speed,
carpentry skill, or pure
botanist-caling, foresi-
buming power.

Given the right
mood and a little coax-
ing lrom your ranger, creatures will
mate ontside of their own specics,
producing hybrids like Dinomules,
Crabobirds, and Birdofrogs. Such
hybrids have genuine value. For
example, while a mule can harvest
plants and a crab can help your
engineer upgrade structures, a
Crabomule can do both.

MISFIRES, GLITCHES, AND
GAPING HOLES

While the Gine Wars interface
is generally delightful, there are
some major oversights, including a
lack of adequate hot keys. You can't
pop directly to selected areas of the
map (as in WaRCrarr 1l or C&C)
or assign a group of ereatures to a

key for easy selection (like in C&C).

Worse, there is no speed control.
While Grine: Wans bogs a little on

my =83 overdrive VLB system, on my P-
133 machine, mnning as a DOS game in
Windows 95, it screams. Specialists and
animals both flit madly across the sereen
like gnats on a crystal meth tweak. That’s a
problem, especially since things move so
fast vou can hardly draw a bead on a mov-
ing target for selection purposes.

Despite the interface oversights, Gt
WaRS has a lot going for it and might be a
subtle, enjovable game were it not for one
huge gaping flaw: a pathetic, skimpy,
wholly inadequate manual, What is the
difference between the Gene Pod and the
Gene Lab? What are the special abilitics
of hvbrid ereatures? What structures are

CASPER THE FRIENDLY ALIEN The tree-hugging Ethereals
are powerful aliens who ensure that you don't do more
damage to the galaxy’s environment; luckily they only stop
by periodically.

available and what is the upgrade path to
get them? Exactly which shade of brown
represents arid ground? Bulllrog isi't
telling. [1s too bad, really, hecause if it
weren't for the Tack of a imanual, gamers
might have had a fighting chance to savor
the humor and originality of Bullfrog's
wacky S0s-style space romp. %

P APPEAL: Real-time war fans look-
ing for a break from WarCrarr and
C&C; those who appreciate humor and
a different style of real-time gaming.

PPROS: Beautiful graphics, great
sound, and a sense of humor

PCOMS: Without a
useful manual,
you're reduced to
fumbling around,
hoping to stumble
onto the right way
to play. Interface
oversights add to
the frustration.

IIATEII
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If You Felt Steer PantHers Was Too
Light Then Ticers 2.0Is Your Game

by James Cobb
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ou say that STEEL
Pantiers whetted vour
appetite for WAWII tacti-

cal games, but you want

{,‘k;ll[l':llL'. the status

of an infantry pla-

toon, Then you can .ggggggggﬁa B
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immediately go to it

more depth in under- on the map by click-

standing how things real-— ing onits menu box,

and issue orders for

...&_

Price: $59.95

+ $4 S&H

System
Requirements: 486 or
better, 4 MB RAM, 10
MB hard drive space,
VGA graphics.

# of Players: 1-2
(e-mail)

Protection: Document
look-up

Designer: Scott
Hamilton

Publisher: HPS
Simulations

P.0. Box 3245

Santa Clara, CA 95056
(408) 554-8381
Reader Service #: 341

lvwere on the Steppes in
1941-19452 Well, you're
in luck. "The second ver-
sion of HPS TiGERS ON

THE PrOWL will give you all the detail you
can handle, as well as a playable nail-biter
of a game. So open up that hateh and find
oul what a detailed war simulation is.
Likeits predecessor, TIGERS 2005 a

squac/platoon simulation of 1939-1945

100 metershex seale, [ handles all possi-
ble combat factors in minule detail: vehi-
cle size, weapons, anmor, and capabililies;
supply; morale; communications; and
training. Play consists of issuing combat
and movement orders through a series of
drop-and-drag menus followed by simul-
lancous resolulion,

The major improvement of TICERS 2.0
over its predecessor is its im]}m\'{‘d inter-
face, Instead of clicking all over the map
to cheek unil status and give orders, there
is a staff menu of eight items: personnel,
intelligence, opshnovement, supply Lir-
geling, comm/delay, fire support, air liai-

son, and engineering. "These menus are

grids where you can instantly see, for

CG JAMUARY 1397

Inastern Front action at a one minute/tum,

i . y 3 HEX ®:Z200B
saidd unit or its enlire L1 Clear
company:'This

* TURN _ 3/76

instant access to
data does away with
wrestling with the
game mechanics
and allows you lo

actually play the game.

MORE THAN A RETREAD

And the game isn'tjust a dry, realistic
exercise—ils ajoylo |)|; Iy Onee you've
cireumvenled the steep leaming cuve, To
win, you must master actual tactics such
as overwatceh fire, use of defilades, [roper
recon lactics, and correct artillery deploy-
ment. The Al knows its stuff and will pun-
ish players who just shove units around.
Although STEEL PANTHERS rewards com-
bined arms tacties to a dr\"_;n_'(‘. the num-
ber ol variables in " TIGERS 2.0 adds more
possibilities for deviations from intelligent
|1|il}' to backfire,

For instance, sending a lank company
dashing forward will not only put it ina
trap, but the ensting communication and

morale difficulties as it moves farther from

NEW CLAWS, SAME FUR Ticers has been upgraded to Panhens
1N THE SHADOWS standards, including graphics. But let's be hon-
est, folks: no one plays HPS games for the way they look.

its headquarters will make extraction dilfi-
cull, precious minutes will pass before
orders are received, and the troops’

morale may not be such that they will fol-

low their leaders when the word o move
oul is received. As a result, you muwst for-
mulate a sound tactical plan and carry it
through to the end. TIGERS 2.0 is an invig-
orating challenge.

‘The enjoyment is only enhanced by
the myriad of new play features in TICERS
2.0 “Shoot and Scoot” allows units to fire
and then move before they can be
acquired by the enemy, assuming they are
Irained in the technique. The chances of
ill-trained troops going to ground is shown
as “Stop Under Fire.” Morale now
includes “Wavering,” a state of function-
ing between degraded performance and
oulright routing, If a unit is under fire and
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VIDEO GAME OF THE MONTH

“...a must play...gaming experience!”
—-Axcess

“...absolutely mind blowing!”

“So great...every PlayStation owner
on God’s earth should buy it!”

~Video Games Magazine

“..features three of the hottest
engines ever to be seen on PlayStation!”

“All the mayhem and action you'’ve
come to expect from the movies!”

—Electronic Gaming Monthly

“...each has enough length and innovation
to be a game in itself.”

—Game Fan

“Three games in one!
What else could you ask for?”
~EGM?

“The best 32-bit movie-themed game of '96!”
—~Miami Herald

THE COMPETITION CAN READ ‘EM AND WEEP!

For DIE HARD TRILOGY Game Hints, Tips and Tricks Presented by FOX INTERACTIVE of Los Angeles, California Call 1-900-CALL4FOX
$.80/min-Touchtone phone-If you are under 18, have your parents permission before making this call.

WINDOWS® ‘95
CD-ROM PlayStation e

CIRCLE READER SERVICE #268
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1i-a,1,2/PERSONNEL OFFICER: PICK A UNIT TO ‘GOTOD* OR AN OPTION. F1/7RMEB TO EXI

is losing morale, it nmay seck better cover

independently, returning to vour control
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HIGHLIGHT RED UMITE ON MAP
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]P%‘(Iqll Pz Ialt CHANGE A UNIT’S QUANTITY

only when it feels safe. Infantry move-

ment is enhanced by “Mid-move Ha's

LAST TURH STATS-SUHHARY

Jump,” where a unit may dismount from
o 1 2

its carrier before the carrier staps. T/
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THE WHOLE EARTH CATALOG
However, the beauty of Ticers 2.0

PROS TALK LOGISTICS Even though it's really tactics that we all love, you'll still appreciate
the very functional, if Spartan, orders interface, where you can group formations, set firing
ranges, and change weapons if applicable.

lies in its wealth of units: 772 kinds rang-
ing from every variation of vehicle to
every grade ofinfantry to the Soviet
“anli-tank dogs” (“No, Rover! Find
CERMAN tanks!”). Aside [rom the major
anlagonists, the Finnish, Polish, Ttalian,

represented, Thus, using the scenario edi- - with any combination of variants can be
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constructed.

tor and the four pre-made maps or HIPS'
AIDE DE CAMP, any kind of engagement

[ungarian, and Rumanian armies are The downside of all this is Ticrrs 2.0'%

 Mechanics 0f A Skimish

his exercise represents a German
mopping-up exercise in 1941. A
company of PzKw IlIf tanks, rein-
forced by a company of panzer
grenadiers in half-tracks, attacks a company of
T-34/76s dugiin on a hill. The Germans have
superior morale and training but their tanks are
very Inferior to the Soviets’ The German 37mm

The first two turns went well for the
Germans; Russian fire was ineffectual and
movement went as ordered. However, the mortar
fired all 12 of its smoke rounds in the second
artillery phase and would have to be moved in

. order to target Russian positions with HE.

The fourth turn signaled disaster. The com-
mand platoon of the PzKw Ill company, having

armor piercing
shells penetrate the
T-34's 4imm side
armor only at 700
meters while the
Russian 76mm can
pierce the German
frontal 32mm
armar at well over
1000 meters.

Because of the
difference In armor
and weapons, the
Russians must be
flanked. |'set the
fire range of a
panzer platoon to 500 meters to ensure no pre-
mature firing. | then moved it hex-by-hex around
the hill, taking advantage of terrain contours so
it could get in a shot during the “Ambush/
Defensive” phase and avoid simultaneous return
fire in the “Direct Fire” phase. The other armor
units were given objective movement orders
straight up the hill to distract the Russians. The
infantry advanced as a company in a line while
the mortar fired smoke.

fall back, and regroup.

advanced with its
outfit, was
destroyed in sight
of the flanking pla-
toon, This pla-
toon’s morale sank
from 89 to 66. The
lack of a company
HQ meant that the
command delay
became 11 turns

Py vig
LIS

SMOKE GETS IN YOUR EYES And hopefully in your oppo-  instead of the nor-
nent's eyes, too. When your morale drops, as the
Germans' did here, don't be stubbom; cover your tracks,

mal six. Other pla-
toons began to
take losses as the
German AP shells
bounced off the Russian armor;

0On the fifth i, the Russians discovered the
flanking platoon and destroyed one of its four
tanks. Having grave morale problems, the
Germans popped smoke automatically and ran.
The moral to this is it takes more than skill and
spirit to overcome thick armor, small silhouettes,
and high muzzle velocity, Once again, HPS
shows that it has some of the best Al in the
business—and the computer doesn’t cheat.

cC JANMUARY 1997

graphics and sound. "The maps are func-
tional, il bland, but the unit icons pale
beside SteEn Pavtiers, The IBM inter-
nal speaker sounds serve mainly 1o assure
the program is still rinning, When a play-
er gels into a battle, these clements are
soon forgotten.

Although the Al is good, there is noth-
ing like playing a human, The PBEM fea-
ture is easy. Indicate an PBEM game al
the beginning and it’s stored as PBM-
FILE.OPS. [f you play several PBEM
games at once, you'll need a *holding”
subdirectory.

Allof HIPS' praducts are “works in
progress.” With \i'r-ainn 203,71 'tz,t:rs' 3 is

d|\\(1_\.‘, [lsluung, lo gamers, |L[|||mg dlld
expanding his work. Campaign disks are
on the way, and a post-1945 add-on to

TiGERS [, BROKEN ALLIANGE has been

released. Sooner or later, all serious WWII
gamers will play TIGERS 2.0; you're better
off doing it sooner. %

PAPPEAL: For anyone needing a
hefty dose of realism, but without the
time to play, say, Paciic Wan.

PPROS: The most realistic WWII tac-
tical game on the market gets even
better with improved Al and interface
Great scenarios, wonderful morale
system.

PCONS: Even with the upgrade,
graphics are work-
manlike at best,
while sound is
poor. The leaming
curve is still very
intimidating, even
for veteran
gamers.




- e
> ) &
» i
L4 \
"i ¥ :l;‘-t—d—‘:l‘a
23 W
. r Rt R i
B B RS
£ e : e iee. |
. R T
i (Y W@ —
> MR A
W i S
: \ ¥
L
t

“BUY TWO TOP TEN ACTIVISION GAMES. GET ONE TOP TEN GAME AND ONE CLASSIC GAME FREE.

ACIIVISION.

..‘ /



Y 2 GAMES, bE

e moim

AcvEon, iy

?!!t'llliv &

MechWarrior® 2:
Mercenaries™

The devastating sequel features
money-making battles, a random
mission generator, and MercNet
multiplayer missions,

MechWarrior® 2
Strap yourselfiinto the #1 best=
selling combat simulator and
wafie 31st cantury ‘Mech vs.
'Mech warfare.

(ZORKY}
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MechWarrior® 2:
Expansion Pack
Immerse yourself in yet another
MechWarrior carear with 12 new
‘Mechs, all-new weapons and 12
new Ghost Bear missions.
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HyperBlade

Leap into the extréme 3-D sport
of the future where hockay and
fighting action collide.

Ao

Time Commando
Action-adventure meets di
time travel - nine time era
seething with over 80 rutk
enemies from the past ans
future.

ACTIViEion o

Zork Nemesis

Explore five fantastically-detalled
3-D realms featuring stunning
graphics that set a new standard
in computer adventure.

Spycraft:

The Great Game
Infiltrate a web of rogue sples
fo stop an assassination in this
authentic spy thriller

*How the Offer

Works:

1) Buy Two Activision

Top Ten Games.

2) Get One Free Activision
Top Ten

3) Get One Free Activision

Game.

Classic Game.

Muppet

Treasure Island™

Set sall on an eplc adventure of
exploration, learning and laughter;
Featuring Tim Curry and your
favorite Muppets from thie movie!

A-10 Cuba!l

Experlence the most realistic 3-D
combat-flight simulation ever —
in the true tradition of Hellcats.

ACTIVISION'S TOP TEN GAMES OF 1946

Shanghai :

Great Moments
It's the classic tile-matchir
fascination featuring four ¢
and over 400 animated tile
aven more addicting games
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Classic Games

i [F R L A R L AL R LR INFIRARTIVEFICTION |'I_‘_1Hm
4 Al T Tl
7Bz £LORIK || COMEDY || FANTASY
ORK i l'll_'l‘l'll._'li.‘('f J‘x‘-‘\’h y B LLECT “
WL . o e, :
3 Pl - = P -
g i rﬁ '\‘\« 5
| \3] ) Mg
T4 / E«_ R i
Return to Zork The Zork Anthology Infocom: The Comedy Infocom: The Fantasy Infocom: The Sci-Fi
The award-winning underground  Five original Zork text adventures:  Collection Collection Collection
adventure features fascinating Zork |, Zork 11, Zork |lI, Beyond Four classic text adventures Featuring five enrapluring Five timeless classics including
puzzies, Hollywaod actors, and Zork and Zork Zero. include Ballyhoo, Bureaucracy classics including Sorcerer, The Hitchhikers Guide to the
a revolutionary interface. and Hollywood Hifinx. Enchanter and Wishbringer. Galaxy and Stationfall.
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Infocom: The Mystery Infocom: The Activision's Activision's

Collection Adventure Collection Atari 2600 Atari 2600 Atari 2600

Five classics include the ever- Six riveting adventures include Action Pack 1 Action Pack 2 Action Pack 3

popular Suspect, Deadlina and Border Zone, Culthroats and Fifteen games for your PC This fifteen-game blast to the past  Volume 3 of Activision favoriles

The Lurking Horror, Plundered Hearts. include Pitfalll, Kaboom! and features Enduro and Megamania.  Includes Breakout , Space Wars
River Raid. and Night Driver.

Rules

Activision games must be purchased and receipt dated betwean November 15, 1896 and January 31, 1987.Offer
valid on MS-DOS/Windows 95 games only; Requests must be postmarked by February 15, 1997, Aliow 2-3 weeks
for defivery. Offer not valid on other products and cannot be combined with any other offers. Only UPCs from quali-
fying Activision titles from Activision's Top Ten Games of 1396 il be accepted. Only the original store receipt(s) will
b accepled. If purchases were mads on twa receipts, both receipts must be enclosed with Activision purchases oir-
tled. UPCs and receipts vill not be retumed. Offer mited fo one per family, address, household, group or organiza-
fion. Offer avallable only fo registered owmers of Activision products purchased. Not responsible for fate, misdirect-
ed, incomplete or ilegible requests. Offer good only inthe LLS. and Ganada. Canadian orders only: Bank checks and
money order funds: must be drawn from a U. S. hank. Void where prohibited, taxed or otherwise restricted.
Redemption of fre2 classic games subject o availability. Activision reserves the right to substitute a classic litle of
equal or greater valug In the event of unavailabilty.

How to Get Your
Two Free Games:

1) Complete the reply card attached and indicate which two free games
you would like to receive, along with your name and address.

2) Include the original dated store receipt(s) for two qualifying games
from Activision’s Top Ten Games of 1996;"

3) The UPC symbols from both games,

4) And a check or money order for $6.00 U.S. for shipping and handling
($14.25 in Canada, Alaska and Hawaii) payable to Activision.

5) Mail to: Activision's Top Ten, P.O. Box 119, Buffalo, NY 14207

ACTIViSION.
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STRATEGY BATTLEGROUHD: WATERLOO

On Napoleonic
Warfare

How Clausewitz Can Help You Win At Waterloo

by Patrick C. Miller

anl von Clausewilz is best
known for writing On War, a
work widely quoted and
studied in military and politi-
cal circles for the stategic
principles of warfare it articu-
lates. He was not only a mili-
tary theorist but also a soldicr
who served as an officer with

the Prussian and Russian

armies throughout much of the
Napoleonic Wars, During (he Hundred
Days Campaign in 1815 that climased
with the battle of Waterloo, Clausewitz
was chicl of staff to General Johann von
‘Thielmann, commander of the Prussian
L1 Corps that fought at Ligny and Wavre,

Unfortunately, the more current trans-
lations of On War deal primarily with the
portions of Clausewitz’s writing that
remain relevant, omitting sections on tac-
tical warfare in the carly 19th century.
Although this information might be of lit-

tle interest to contemporary sirategists, it is

GUNS UP FRONT Ha{e._a[ﬁlle_ly._haneﬂes follow up
'_ success in driving Allied infantry off

e sy e fne
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very useful to war gamers playing
TalonSoft’s BAITLEGROUND: WATERLOO.
Whether you play the French or the Allies

and whether you're up against a comput-
eror human opponent, Clausewitzs
observations on the deplovment and use
of troops provide useful lactical gnide-
lines, Without effective tactics, the most
brilliant strategy won't secure a victory al
Waterloo. Here are some of Clausewitzs
thoughts on Napoleonic tactical combat
and how they can be applied to the game,

ORGANIZATION

“An order of battle, that is, a method
of drawing up the troops before and
during the battle, must be estab-
lished for the whole campaign.”

An essential aspect of Waterloo is
understanding the organization and com-
mand structures of Napoleonic armics.
lanoring these invites disorder, leading to

increased casualtics and morale failures.

"o learn which units a leader conmmands,
select the leader and then, from the pull-
down Display menu, select Show
Organization (or click on the toalbox
icon)."This highlights the bases of all units
under that leader’s conmand. You can
also right click on a selected leader or a
unit lo view information on its organiza-
tional hicrarchy:

MORALE

“...belligerents do not cease to be
men, and individuals can never be
converted into machines having no
will of their own...It is, therefore,
quite impossible to calculate before-
hand all that is to take place.”

Morale is the intangible element of
Waterloo at often leads to unpredictable
resuls. There is no way lo prevent morale
Failures, but vou can reduce the chanees
that they'll oceur by using vour leaders
and paying attention to the conditions




NEXT TIME YOU FIRE UP YOUR PC,
DO IT WITH DEADLY FORGE.

You've just been named Guardian of Virtua City — an urban killing zone overrun by sharpshooting criminals
packing heavy weaponry and holding hostages. The law and a six shooter are on your side. The odds wil
never be. Intraducing Virtua Squad, Sega's brilliant PC version of its smash arcade shooter Virtua Cop.
With non-stop action, it now explodes across your desktop with all the criminal feracity of its arcade
partner in crime. Tweaked with unsurpassed fast twitch response and dynamic 3D environments, the
rapid-fire gameplay will leave you drenched in the unyielding onslaught of
polygon-based thugs. Think fast or prepare to eat lead.

(B88] SEGA-SALES
http:/\wWwww.sega.corm/segapc/

Sega is registered in the U.S. Patent of Trad k Othice. Sega and Virtua Squad
are trademarks of SEGA. ©1906 SEGA, P.0, Box B097, Redwood City, CA 94063, Al rights reserved,
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ENEMY WEAPONS SCREAM DEATH
DOWN THE BLACK CORRIDORS!

HAUNTING LIGHT SOURCING
AND SCALING!

LOCK. DODGE, TURN, FIRE!

TUNNEL SENSORS GUARD
AGAINST SURPRISE ATTACKS!

NUCLEAR TUNNEL EXPLOSIONS GET
REAL DANGEROUS, REAL FAST!
A I

Computar
Saturn are trndomarks of SEGA EN'I'ERPFHSES
L'II:‘H\ nymrmwodmmnad\d istorod
®a ﬂ 1&-&&!-“

of Acclaim
x| Entertainment, Inc. All rights mmwd Smmn alwts shown
ware taken from the PlayStation vorsion of the videegame.

lnmnm trademadms of ¢ Entontainment. Inc. Soga

The llgh'ta at the i
end of the tunnel
is &--" e&i‘ elci




underground.

faster than fear,.

yOouhave become
one vith your war
machine,

flesh sears.
metal warps.

darkness enfolds you.

the tuqnel has
| swallowed you . poie.

it is alive with the
instruments of

death.

even the wq.]i
want to k.l i you.

the speed hurts.

trigger finger
blisters.

no turning back.
welcome to your

tomb.

l

“...packed with unbelievable

special effects and intense,

edge-of-your-seat gameplay.”
PS Extreme

“One of the most visually
stimulating games to come
out for a 32-bit system.”

EGM

playstation-
sega saturn-
dos cd-rom

/ALlaim

enlﬂriuinmenl.-i:nc.
www.acclaimnation.com
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that reduce unil morale, Always try lo
L-cc.p tnits from the same r{‘gimcnls‘
brigades, divisions and corps fogether and
spread leaders among the units imder
their command. Units withoul leaders
stacked in their hexes, that are fatigned or
disordered and that are low on ammmuni-
tion or have been fired into from the Mank,
are maore likely to fail morale checks,

ARTILLERY
“The battle is commenced by
artillery. Artillery is used in large
masses brought together at single
points. Twenty or thirty guns
defend the principle point in one
great battery, or batter the point
in the enemy’s line which it is
intended to attack.”

Adapting Tactics To The Situation

STRATEGY * BATTLEGROUND: WATERLOO

Although artillery’s primary advantage
is its long reach, the closer it is, the more
effective it becomes. Don'tuse your bat-
teries as static weapons and don't waste
precious anmmumnition fring al far-off tar-
gels. Blasting infantry squares and
columns or cavalry from mediom to short
range provides better results, Use the line-
of-sight feature to determine which hexes
offer the best fields of fire and move
arlillery into those hexes. Napoleon once
cleared the streets of Paris “with a whiff of
grapeshot,” and ever after, massed artillery
o defend important objectives. After
bombarding the enemy, always move
some balteries forward to support vour
attack. Timely artillery support is often the
difference between an attack breaking
through or bogging down,

SKIRMISHING

“If we can maintain an equal fight
with...skirmishers, and that there is
no reason for hastening...we should
do wrong to hurry forward other
farces; we should weary out the
enemy with this kind of fight as
much as possible.”

When altacking, use skimnishers to
screen advancing infantry and cavalry for-
mations, o probe enemy defenses and to
soften up enemy formations with harssing
fire prior to launching an attack. On the
defensive, skinnishers serve best as a buffer
between fonmed friendly units and enemy
skimmishers. They are also excellent for
defending wooded areas and buildings.
Rifle-anmed Allied skinnishers have a siv-

WINNING COMBINATION Infantry, cavalry and artilery must
work together to create and exploit opportunities for one another.  infantry moves up quickly in column and then deploys into line.
Note how the cavalry has forced Allied infantry into square, giving  The artillery backs the line while skirmishers keep the French leg-
skirmishers and artillery an excellent target. ere at bay.

1 4 o i s |t

SEPARATION ANXIETY When there's not enough light infantry
available for skirmishing, another option is to detach a company
from a line battalion to fill in. Skirmishers work well for defending

DECIDEDLY RESERVED Near the end of a hard-fought battle in
which both sides are exhausted and disordered, even a small

- reserve of high-quality, relatively fresh troops can accomplish a
great deal. bulldings and wooded areas.

cC JAMUARY 1997
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Be cool and in control as you challenge

car-crushing tourneys and rallies for the checkered flag, repel Microsoft” Monster Truck Madness™: Inside Moves
1-57231-530-X $16.99 ($22.99 Canada)
alien invaders beneath the waves, gain victory "in the hedgerows Close Combat: Inside Moves
1-57231-308-0 $16.95 ($22.95 Canada)
of Hell," taice to the sky in a 737, or face relentless space combat Microsoft® Deadly Tide™: Inside Moves
. . . 1-57231-306-4 $16.95 ($22.95 Canada)
action. The Microsoft Press® Inside Moves series arms you with : ~ - ,
Microsoft” Hellbender™: Inside Moves
hints, strategies, and secrets—some straight from the developers— LH7231.9659 $16.95 ($?2‘95 i
Microsoft” Flight Simulator for Windows™ 95: Inside Moves
that aren't available anywhere else. 1.57231-362'5 $16.95 ($22.95 Canada)

Available in quality bookstores and computer stores worldwide.

Microsoft Press
To locate your nearest source for Microsoft Press” products, reach us at e

1-800-MSPRESS in the US., or WWW.IMICrosoft.com/mspress/

CIRCLE READER SERVICE 112568




Eject from your HAWC, steal another. Bot-jacking Wage war in everything from icy tundra to blistering
_is relatively legal here. desert. We suggest wearing layers.

Storm the enemy guard towers; try to Destroy the enemy's HAWC delivery system ond cut Communicate with wingmen via radio; share
avold being turned into a red sinewy pile. down on the number of missiles headed your way. amusing aneedotes obout globol warfare,

A c T uU A L S C 13 E E N S H o T S

BestBuy » CompUSA » Computer Cily » Software Eic.
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STRATEGY * BATTLEGCROUND: WATERLOO

-, making them useful for picking INFANTRY

[ i i , WS -N; 3 II‘ - 5 * - : aw 2
olfatillery crews, Skinnishers in the open 1 the snemy brings so many traops

are extremely valnerable to cavalry altacks., :
) = into the combat as to overpower our

quickly fatigues your troops, it should be

Don’ladvance skirmishers o far ahead of . = . el anly when you have the upper hane
| cile ki of skifnitehiens, oF if e Giiot used only when you have the upper hand

your formed units. Also remember that delay any longer, we bring forward a

“as a last resorl, Disorder is often your

placing more thian 250 skinmishers ina hex est enemy hecanse it reduces vour

y Sobinis full line of infantry, which deploys

cancels their defensive benefit from fire, itself at 100 or 200 paces from the infantiy’s combat effectiveness, makes il
enemy, and either
opens fire or

advances to the :
attack.” manewver in colimm and fight in line.

more vulnerable and increases morale
[ailures

To avoid disorder, infimtry should

Placing units in colunmm and line forma-
Ofthe two tion in the same hex or moving cavalry

forms of combatin - through an infantry hex will disorder the
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which infmtry can - infantry. Deploy units from column into
line just outside effective musketry rnge
Carclully cheek the terrain
melee. Thie, its dif-  around infantry units in line hefore moy
ficult to force ing them. Hedges and embankiments will
enemyinfantryoul — throw them into disorder. Remember that
WHO'S IN CHARGE? Knowing which leaders command of buildings or Prussian and French infantry receive a
which units is a key part-df keeping troops operating attop woods without bonus for melee in column while British
; .efﬁclehcy Hi hligﬁlﬂd haséé'-shu# the Uﬁfls mFS_'-FﬁaﬂBF ﬂl}ﬂ’l i melee, and its use and British-trained infantry in extended
"man'ds' ' ells ho laea, o on ; line reccive a firing bonus.,

|“i||.'1|i‘\',d{:|1‘l he averawed by the

4

Don't ignt tuturistic creatures with a prefuistoric weapon.

Available at: Aafes, Babbages, CompUSA, Computer City, Fry's Elecironics, Incredible Universe, Software Etc and Tops City.



power of cavalry, Against unsupported
cavalry, forming square is infantrys best
defense, but unils in square can be quick-
Iy decimated by infantry and artillery fire.
Ilyour infantry is supported by cavalry
and ;|.|'1inr|"\. somelimes it’s best to take
your lunmps from enemy cavalry and then
counterattack. A few well-direeted volleys
at close range ean tum a cavalry attack

into a costly venture for vour opponent.

CAVALRY

“...should not be launched boldly to
the attack until disorder prevails in

the enemy’s ranks that we may hope
for success by his hasty retreat.”

Witlvits ability to charge and melee
multiple hexes ina single tum, cavalry
can cut a wide swath of destruetion and
t|1|it'l\|_\ change the course of a battle.
Therefore, it is tempting Lo place cavalry
in the front lines, ready to charge any tar-
acl of opportunity, While this tactic may

meet with some suecess, its more IEL\']}'

BATTLEGROUND: WATERLOO ¢ STRATEGY

(hat you losses will exceed your ains,
leaving vou with no reliable cavalry when
vou need it most. Committing cavalry to
the attack is casy, bul extracting it can be
dilficult. (_:;I\".l|:}' is al its best when used
against disordered and fatigued enciny
wnits, and its far more effective when
used in concerl wilh supporting artillery
and infantry: Before launching a cavalry
charge, make certain that you have clear
terrain all the way 1o the targel hex,
Crossing embankments or hedges will
disorder your cavalry and greatly reduce

their elfectiveness

TERRAIN

“..influences may be felt in the very
smallest feature of the ground, but
it can also dominate enormous

areas,”

The Waterloo battlefield contains o
deceptively wide variety of terrain,
Hedges and woad enbankiments will stow

unit movement and disorder cavalry and

infantry. 1o determine the type of terrain
within a hexand around its edges, hold
down the right mouse button on the ter-
win information box in the lower left cor-
ner of the sercen. Hedges, walls, gales,
woods and |1IIi-]R|iI]‘_"\ ill'{l\'i[it'\'ﬂl'_\iﬂ’_;
degrees of defensive advantages against
fire and melee. Yon can also use hills and
ridges, as Wellington did, to screen vouw
troops from enemy view and proteel them
from artillery bombardment.

[n summary, to follow the “Clausewiiz
Plan,” you should first mass artillery at the
paint of attack to soften the enemy line,
Then advance Skinmishers to deliver fire
and furher weaken enemy units, Follow
upw ith formed i11|'.'ml|'_\', advancing cither
1o contact the enemy in column or
deploving inline to fire. Keep Cavalry
close by to exploit disorder and weakness
in the enenw’s ranks. Finally, maintain a
reserve of fresh troops to seal the victory:
Propery employed, Clausewitz’s tactical
prin |L'i|1|t-. prov ide a sound base on which

{0 build a winning strategy. &
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For PC games like Quake™ there's no con-
troller better. In fact, comparing the new
SpaceO™ 360 Reallife 3D™ gume con-
troller 1o the joystick, keyboard or mouse
is like comparing an arthrific old geezer
to an Olympic athlete. The unique
PowerSensor® ball is the key. It practically
translates your brain waves into on-screen
motion. Push, pull and twist it to get fluid
360° motion in any and every direction
for otherwise impossible combo moves.
Use it also to play Duke Nukem™ Descenf
and Doom™ You will be stunned at what o
technological leap this is. And even more
stunned when you see the leap in your
scores. Check out the SpaceOrb 360 Web
site at www.spacetec.com for awesome
reviews, the lafest news, industry buzz
and what current users are saying about it!

As 3D as your own life.
Maybe more.
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The Slare

i i Cons: Some gamers won't like the neces-
- The 1996 Five-Siar Gaue lndex sary micro-management.

U Other Arlicles: Big Game Hunt, Feature,

Aug. 986, p. 96.

* 1| Reviewed: November 96, p. 284

;¥4 Publisher: 8SI Qe

2] Game Type: Wargame ]

ESw~| Pros: Captures the flair and fun of the
gra withoul compromising the hislory; % Reviewed: September 96, p. 159

over 40 different scenarios; robust editor; M Publisher: Mindscape

wanderful campaigns; excellent Al, A ¢ { Game Type: Chess (Classics)

‘t.hrcugh and through. i Pros: Wonderful tutorials, luscious graphics

me FBEM hugs mereiy adequate manual; stacking CHE&E{\#S] @ and the best array of computer opponents

fif: - L in Ihe business, plus multiplayer support.

Cons: The MIDI music is lackluster. It would be nice to see a

realistic raling system.

Other Articles: Big Game Hunt, Feature, Aug. 96, p. 74 Internet

Attack!, Feature, Oct.96, p. 88; Holiday Hol 100, Dec. 96, p. 144.

Reviewed: July 96, p. 164

| Publisher: Jane's Combat Simulations/EA [ s s o | Reviewed: June 96, p. 174

| Game Type: Simulations Ci,‘.“f'ﬂ‘\.n_(.):\ | Publisher: MicroProse

 Pros: Accurale, aceessible, atlractive, and ) Game Type: Strategy

| dction-packed. The benchmark by which Pros: Highly addictive, makes ariginal Civ
future helicopter sims will be compared. gven beller, scads of replay value, differ-

¢ Cons: Multiptayer fans will have fo wait for ent enough to warrant buying.

it

ari_add on; huge hard-drive footprint; yet another helicopter sim i Cons: No multiplayer mode; no way for

computer to concede if you get way ahead early in the game.
Other Articles: On the Shelf, May 96, p. 32; Strategy, Aug. 96, p.
194.

Reviewed: April 96, p. 157
Publisher: Discovery Channel Multimedia
ime Type :- _ Game Type: Puzzle
10 C?Iallengmg Al, faseinaling seenarios, perfect music, inter- Pros: Perfectly caplures the sense of wonder from the original
g terrain and new gunboals make this the best BG yet. TV series. The multimedia clips and acting are nice, and James

ith o fcliag&
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# INDEX

CcG JANUARY 1997




Article |

Burke is, well, James Burke. A wonderful
challenge—the best pure puzzle game yet
for the computer.

Cons: Even with the hints, there aren't
many obvious solutions to the tough puz-
_ =0 7les. Those wishing for a real adventure
‘game may. be slightly disappointed, but if you accept
‘Gonnections for what it Is, there isn’t much else to dislike.

| FANTASY GENERAL |

R = Reviewed: June 96, p. 178

Publisher: SSI

Game Type: Strategy

Pros: Tons of cool units, great Al, nearly

endless replay value; a strategy game

that will: make your brain work overtime.

Cons: The straightforward magic system

: _ may. disappoint those expecting the
depth of Master of Magic's arcane lore. The lack of scenario

 descriptions is annaying as well.

~ QOther Articles: Hands On, Mar. 96, p.45.

| GABRIEL KNIGHT2 |
Reviewed: February 96, p.50
Publisher: Sierra On-Line
Game Type: Adventure
Pros: Great story, extravagant back:
grounds, exceptional acting, and a near-
perfect soundlrack makes this a graphic
Feacrcem— d\enture benchmark.

‘Cons: Some puzzles may be obscure enough to seem unfair

Other Articles: Scorpia’s Hints & Tips, Mar. 96, p. 102; Premier

- Awards, June 96, p. 56.

| GRAND PRIXII |
J . Reviewed: October 96, p. 246
Publisher: MicroProse
Game Type: Simulation
Pros: Beautiful textured graphics with
fully functional rear-view mirrors, great Al
with a human quality, excellent depiction
of wheel spin, curbs that actually tilt the
car, and many strong features brought up from World Circut.
Cons: Drivers are based on the 1994 season, replay is far too
~ shortand comes wilh a bare minimurm of camera angles, victory
-~ celebration s totally lame. Itll take a truly scorching processor o

INDY CAR RACING II

Reviewed: February 96, p. 74
Publisher: Papyrus

Game Type: Simulation

Pros: Crisp graphics with a betler
frame rate than NASCAR Racing, as
well as cataclysmic collisions. Major
improvements to opponent Al and car
handling from the original IndyCar.
Cons: Road courses are nearly impossible without a wheel-and-
pedal controller unit. Increased authenticity and difficulty may
frustrate rookies. Is it too real?

MONOPOLY CD-ROM

Reviewed: February 96, p. 164
Publisher: Virgin/Westwood

Game Type: Classic

Pros: It really is Monopoly. Cool anima-
_ X ! tion, the ability to build your own Al
S A © 4 | players; networking and Internet play
e, £—5 e abigplus.

Cons: It really is Monopoly...and may not be exciling enough for
those weaned on modern computer games.

Other Articles: Hints & Tips, Ocl. 96, p. 204.

Reviewed: May 96, p. 160

Publisher: 21st Century Entertainment
Game Type: Action

Pros: Everything is done right; this is the
best pinball simulator on the markel.
Cons: No lable-warping, sub-games or
strateqy elements. This is for the pinball
"~ purist.

[N OQUAKESS o)

Reviewed: October 96, p. 174
Publisher: id Software

Game Type: Action

Pros: Pure action shooter; cool 3D
architecture and creatures; outstand-
ingly moody atmosphere; mulliplayer
mayhem second lo none.

Cons: Requires a muscular Pentium; the non-interactive environ-
ment is a letdown after Duke Nukem 3D. The soundtrack is lousy
compared to Doom’s.

Other Articles: Game Track, Feb. 96, p. 44; Cover Story, July p.
46; Action Column, July 96, p. 103; Big Game Hunt, Aug. 96, p.
48; Multiplayer Strategies, Sept. 96, p. 66; Quake Deathmalch
Strateqy, Sept. 96, p. 142.

Also, monthly in The Quake Page: Ocl. 96, p. 178; Nov. 96, p.
212; Dec. 96, p. 314.
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#1 Selling PC Game, Jan-April 1996 PC Data Report + Game of the Year, PC Gamer ¢
Multiplayer Game of the Year, PC Gamer ¢ Golden Triad Award, Computer Game Reviewe
Game of the Year, Computer Gaming World Readers’ Choice * Best On-line Game, C/NET
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8 Players Head to Head Battle over land, sea and air  Custom Map Builder included Rule as Orc or Human



Biggeyr.

Boldey.
Bloodieyr.

ENTERTAINMENT
SR = b LR 25 : 800-953-SNOW
2 New Story Lines! 24 New Scenarios! Over 50 Custom Maps! www.blizzard.com

CIRCLE READER SERVICE #2865



o
s’r%%i U5
FSamne®
ueTie

=

1996
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INDEX

3D Accelerator Cards July

3D Accelerator Cards November
15th Anniversary Feature: The Next 15 Years November
150 Best (and 50 Worst) Games Of All Time  November
Battleground: Gettysburg Strateqy April
Build Your Own Game Net September
Burning Rubber: Racing Sim Round-up February
CGW Premier Awards June
Civiet Review March
Dark Earth Sneak Preview June
Deadlock Sneak Preview May

EF 2000 Review January
F-22 Shootout September
Fall Forecast: 100 New Games August
Flight Sim Round-Up March
Gabriel Knight 2 Reviaw February
Hind Sneak Preview March
Hollday Hot 100 Gift Ideas December
Indy Car Il Review February
Laptop Survey: Road Warriors April
Lucky 7 Strategies for 7 Hot Games January
Modem Blowoul Oclober
Network Gaming Seplember
Online Gaming October
Quake Sneak Preview July

Red Baron |l April
Science Fiction Game Strateagies January
Sound Cards Round-Up June
Sports Spectacular; Sports Games Round-up  July
Starcheat Academy:

Wing Commander IV, Chronomaster,

and MW2: Ghosl Bear's Legacy sirategies  May
Star Trek: Starfleet Academy December
The Best Ways to Die in a PC Game November
The Bradbury Chronicles:

Interview with Ray Bradbury January
The Funniest Games of All Time November
The Greatest Heroes of All Time November
The Grealest PC Game Sleepers November
The Hardest Computer Games of All Time November
The Most Disappointing Endings of All Time  November
The Most Influential Indusltry Leaders November
The Most Innovative Games of All Time November
The Mast Nefarious Villains of All Time November
The Most Rewarding Endings of All Time November
The Most Vaporous Vaporware of All Time November
The Next 15 Years November
The Top 150 Games of All Time November
The Ultimate Game Machine: Part | December
The Ultimate Gaming Machine: Part Il January
The Ultimate Gaming Machine: Part II| February
The Worsl Back-Stories in PC Games November
The Worst Peripherals of All Time November
Wargame Survey: The Grand Age of Warfare  April
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55
147
135
63
72
87
58
59
66
68
58
44
50
47
50
60
62
91
74
78
91
111
66
60
45
52
56
74
Al

63
52
107

83
113
120
116
118
128
110
102
121
127
130
134

64

67
178

82
114
124

58

Game Type
Action
Adventure
ClassicsiPuzzles
Other
Role-Playing
Simulation
Sporls
Strategy
Various
Wargame

Key

AC
AD
cp
ar
RP
St
sp
ST
VA
WG

Article Type

Column

Cheals & Hacks
Department
Fealura

Game Track
Hardware

Hall of Fame
Now Playing

On the Shell

Key
co
CH
DE
FE
GI
HD
HOF
NP
ars

Article Type Key

Premier Awards
Read Me
Review
Scorpia’s Hinls
Scorpia’s Mail
Scorpla Review
Sneak Preview
Slrateqy

Tips and Hints
Mot Applicable

PA
M
RE
SH
SM
SR
SP
ST
TH
NA




Game Name

Issue Page Rating Publisher

Game Arlicle

Type

Type

Game Name

Anvil of Dawn
Anvil of Dawn
Anvil of Dawn
Anvil ol Dawn
Anvil of Dawn
ArchMage: WOTW
Ascendancy
Assaull Rig
ATI 3D PC2TV
Ballleground:
Ardennes

Ballleground:

Gettysburg

Ballleground:

Getlysburg
Batlleground:
Gettysburg
Batlleground:
Shiloh
Ballleground:
Shiloh
Batllaground:
Walerloo

Battleground:

Walerloo
Ballleground:

Waterloo
Back o Baghdad
Back lo Baghdad
Back lo Baghdad

‘Bad Day on Midway

Bad Mojo
Bad Mojo
Baku Baku

~Baseball for Windows  July

Batlla Arena Toshinden Aug.
Ballle Arena Toshinden Ocl.

Ballle Chess
Ballle Isle 2220
Baltleship
Ballleship
Baltles in Time

Baltles of Napoleon
Baltles of Napoleon

Ballletech: Solaris
Battletech: Solaris
Beavis and Bulthead
Betrayal at Antara
Betrayal at Anlara
Betrayal at Krondor

Belrayal al Krondor
‘Big Red Racing
Black Knight

Blood & Magic
Brainstorm
Breach 3
Bruce Jenner's
Decathlon
Bruce Jenner's

ti
Issue Page
Feb. 107
April: 126
Jung 58
June 105
Aug. 116
Oct. 78
Jan. 316
Aug. 150
Nov. 150
Jan. 310
Mar. 214
April 60
April 72
Aug. 96
Oct. 274
May 207
July 34
Aug. 182
Sept. 32
Ocl. 254
Mov. 270
May 125
April. 34
June: 108
Dec. 43
78
40
184
Sept. 232
July 32
Aug. 74
Oct. 88
Mar, 222
April 67
April 183
Aug. 69
Oct. 94
Nov. 222
May 48
Aug. 58
Feb. 256
Sept. 232
July 138
Feb. 200
Aug. 42
Ocl. 204
Jan. 324
July 92

Game Aricle

Rating Publisher  Type Type
NA New World RPG SR
NA New World RPG SM
NA New World RPG PA
NA New World RPG SM
NA New World RPG SM
NA Viacom RPG FE
**1/2  Broderbund ST RE
*112  Psygnosis AC  RE
***1/2 ATI Tech. HD RE
i TalonSoft WG RE
e TalonSoll WG RE
NA TalonSolt WG FE
NA TalonSoft WG ST
NA TalonSoft WG FE
srest TalonSoft WG RE
NA TalonSolt WG CO0
NA TalonSoll WG 0TS
****1/2 TalonSofl WG RE
NA Military Sims.  S1 0TS
pre Military Sims. Sl RE
NA Military Sims. Sl ST
"ttt Inscape AD RE
NA Pulse AD QTS
"trs Pulse AD RE
NA Sega CP 0TS
NA Miller Assoc. SP FE
NA Playmates AC 0TS
“*112 Playmates AC RE
NA Interplay CP HOF
NA Blue Byle WG 0TS
NA Hasbro CP FE
NA Hasbro CP FE
3 Amer, Laser WG RE
NA §51 WG FE
NA SSI WG CO
NA Kesmai Sl FE
NA Kesmai sl FE
Lot Viacom AC RE
NA Sierra RPG GT
NA Slerra RPG FE
NA Dynamix RPG HOF
NA Dynamix RPG HOF
o Domark AG  RE
FormGen Sl RE
NA Interplay ST GT

NA Simon-Schuster CP TH

3 Impressions

NA Interact, Magic SP  FE

WG RE
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including deadly lightning and

= rac émm_e ‘new features such as simulated
‘Hilarious-and-controversial ~“multiplayer games (against up to 7
inematic scenes ~=~ " other Dukes) on a single computer

€ i pout-Dy s 'Oﬂiermke-appmvedstul‘hMQ
philosophy as he cracks dozens =~ Win95 themes, 5 Duke Screen

new microwave cannon friesand - - - :_:[newum-ﬁnarsﬁlmlka Tous) ' ::‘:B' £ Mc 2z ||gisai Iw P
explodes those alien bastards - * Exciting new special effects, g
Developed by

Distributed by

GT Interactive Software
L 16 EAST AOTH ST, NEW YORK. MY 10016
www.3drealms.com www.ten.net www.gtinteractive.com

£1896 30 Realms Entertainment. All Rights Resarved, Distributed exclusively by GT Interactive Software Corp. Total Entertainment
Metwork, TEN and the TEN logo are trademarks of T.E. Network, Inc. All other trademarks are the property of their respactive owners.
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THE TOP-SELLING PC GAME OF 1996

Visit Duke on the Web at www.gtinteractive.com/duke
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Game Arlicle Game Article
Issue Page Rating Publisher Type Type Game Name Issue Page Raling Publisher Typs Type
Sepl. 186 *4/2  Inleract. Magic SP RE  Cyberia 2 July 40 NA Xalrix AC 0TS
Jan: 304 "***  Sierra 510 RE Cyberia 2 Aug. 154 ** Virgin AC  RE
April 200 NA Slerra ST ST Cyber Judas Aug. 34 NA Merit Studios ST 0TS
Cyber Judas Oct. 277 *=**  Merit Studios ST  RE
June 46 NA Legend AD  GT Cyber Mage Mar. 138 ***1/2 Origin AC RE
CyberSpeed Feb. 70 NA Mindscape | FE
Aug. 54 NA Legend AD FE Cylindrix Oetor 190~ ** Goldiree AC  RE
Feb. 222 °***  |Interact, Magic ST RE D Sept. 1305 Acclaim RPG RE
“Mar. 163 NA Qap CP CO Dame Was Loaded, The July 123 * Philips RPG RF
April 183 NA SSG WG C0o Dark Earth June 68 NA Mindscape RPG SP
JAug, 70 NA Slarwave AD  FE Dark Earth Aug. B0 NA Mindscape RPG FE
Feb. 45 NA New World ST -G Dark Eye Apilt 132 ** Inscape AD  RE
July 40 NA New World ST 0TS DarkSeed I April 123 NA Cyberdreams RPG SR
Aug. 188 ***1/2 New World STERE DarkSeed Il June 105 NA Cyberdreams RPG SM
Oct. 312 NA Mindscape CP HOF DarkSeed Il Aug. 116 NA Cyberdreams RPG SM
Aug. 74 NA Mindscape GRANEE Dark Sun Oct. 76 NA SSI AD  FE
Sept. 159 *****  Mindscape CP  RE Day of the Tenlacle ~ Mar. 242 NA LucasArts AD  HOF
‘Ocl, B8 NA Mindscape EP: i FF Day of the Tentacle  Oct. 312 NA LucasArls AD HOF
Aug. 111 NA Psyanosis AD SR Daylona USA Aug. 50 NA Sega AC  FE
April 128 ****{/2 Gapstone ADi RE  D:Day Jan. @322 - Avalon Hill WG RE
May 80 NA  Capstone  AD ST  Deadlock May 58 NA  Accolade ST sp
‘Aug. 540 NA  Psyanosls  AD. FE  Deadlock Nov. 35 NA  Accolade ST 0TS
May 32 NA MicroProse ST 0TS Deadlock Dec. 3892 ****  Accolade ST RE
Juna 174 ***** MicroProse ST RE Deadly Tide Dec. 35 NA Microsoll AC 0TS
Aug, 194 NA MicroProse ST ST Dealh Keep Aug. 34 NA SS| AC 0TS
Novi 277 NA  MicroProse. ST CO  Dealh Keep Oct, 196 - S8l AC  RE
Dec, 4000 NA MicroProse. ST ST Deathkings: Citadal  July 38  NA id AC 0TS
~ April 590 NA  Empire WG FE  Deep Space 9 Aug. 130 "*1/2  Viacom AD  RE
~Feb, 37 NA MicroProse ST RM  Delcon’s April 39 NA Vic Tokai AC 0TS
CAMare 660 ****  MioroProse. ST RE  Descenl |l May 36 NA Interplay AC 07§
Sept. 84 NA MicroProse STESEE Descent |l June 126 ****  Interplay AC  RE
Nov. 48 NA Trilobyte 0T 6T Descent UndermountainOct. 85  NA Interplay AC  FE
Sept: 33 NA Microsoll AC 0TS Descenl UndermountainDec. 318 NA Interplay AC SP
Qo 268 ***1/2 Microsolt AC  RE Destruction Derby Feb. 68 NA Psygnosis AC  FE
e Jan, 104 NA Virgin ST Destruction Derby June 134 ***1/2 Psygnosis AC  RE
. Mar. 44 INA Virgin ST BT  Devo Advenlures Nov. 40 NA  Inscape AD 0TS
er June B4 NA Virgin ST PA Diablo July 42 NA Blizzard RPG OTS
¢ Sepl. 82 NA  Virgin ST FE  Diablo Aug. 60 MA  Blizzard RPG FE
r Ocl. 98 - NA  Virgin ST FE  Diablo Aug. 72 NA  Blizzard RPG  FE
April 34 NA Virgin ST 0TS  Diablo Aug. 118 NA Blizzard RPG SP
June 182 ****  Virgin ST RE  Diablo Oct. 76 MNA  Blizzard RPG FE
Dao. 48 NA Virain ST HO Diamond Mind BaseballJuly 78  NA Diamond Mind SP  FE
'{_J_i_:l_. 93 NA Eidos SINEE Die By the Sword Oct. 186 NA Interplay AC  SP
Mar. 1300 **1/2  Viacom AD RE Dinotopia Aug. 41 NA Turner AD 0TS
April 157 ***** Discovery P RE Dinotopia Sept. 121 NA Turner AD SR
Jan. 40 NA Sierra ST NP Discworld Feb. 112 NA Psygnosis AD SM
\ Conquerer ALD; 1086 Feb, 214 **1/2 Sierra ST RE  Discworld April 126 NA  Psygnosis  AD  SM
I f New WorldJuly 178 =**=1/2 Interplay WG RE Discworld Jupe 105 NA Psygnosis AD SM
Corel Chess Nov. 2300 ***  Corel CP RE  Doom April 220 NA id AC HOF
 Cross World July 143 NA  GameTek  CP  CO
" Grusader: NoRemorse Jan. 144 NA  Origin AC. ST Game Type Key M Article Type  Key JM Article Type  Key
 Crusader: No Remorse June 60 NA  Origin AC  PA :cd!iﬂn ;‘:5 EEIHTn&H P gg Emﬂdvr:r Awards ﬂPﬂ
i b e : venture eals & Hacks ead Me M
____Grusazlnf-__._.ﬂ_o;i_i:a.g;m__t Mg fllige Vit Dr!gfn PRI EE Classics/Puzzies  CP Department DE Review RE
1996 s sadm No ’.‘_FF‘"‘ s‘l"- 1_33 NA Origin pG €0 Other ar Feature FE Scorpia’s Hints SH
Crusader: No-Regrel  Nov. 38 NA  Origin AC 0TS Role-Playing RP Game Track 61 Scopia’sMail  SM
ARTI('.E sader: No Regret.  Dec. 320 ****1/2 Origin AC RE Simulation Sl Hardware HD  Scorpia Review SR
Feb, 45 NA Sierra AC 6T Sporls Sp Hall of Fame HOF  Sneak Preview SP
I . Apiil 84 NA Incredible Sims WG FE i 3; gm'[*hp'as?ri‘“ﬂ (;': ?"ﬂlﬂﬂhﬁp I
Arious n ¢ ips and Hinls
N DEX RN Cameleki s Sl FE | WG : Mot :E;uc:t]:uz NA
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Next time you
crash your PQ,
do it
end over end.

R

; ; ; ; ; . &
You're drafting car 58 down the ultimate adrenaline rush. Juiced with SE G A

front straight when he loses his 4-wheel drifts, powerslides, drafting

rear end under braking. and end over ends, it’ll suck you in, /
oad Foe Pl

Exploding from your

red line your heart and spit

blind spot, cor 64 pitches violently, reducing your you out at 200 mph. Its Daytona USA specially

crumble zone to an accordion and sending you in a enhanced for Windows™ 95 and it’s only from
screaming powerslide Sega Entertainment.

to an up close and Everything else is

r just sucking exhaust.
immovable concrete. Welcome to Driver’s Ed — m'mm http://www.sega.com/segapc/
Daytona style, where unrivaled fast twitch (888) SEGA-SALES
. Sega is registered in the U.S. Patent of Trademark Office. T

™ response, searing frame rates ond 30 USA egaEn enammenz and Sega Spons are trademarks of
nia USA is a reqistered trademark of @

Int{!mﬁllunal S:M d\\. ay Corporation and is used under

license from Daytona Properties. Windows™ 95 s a trade-

polygon graphics leave you soaked in the markof %ﬁmEﬁ;p%ﬁz%gwmgﬁs P00 |

personal with 5 tons of
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Think of the most fun vou've ever had playving a PC game.

A GrlP System
is: MultiPort™
&-player digital
interince

s
T eI LTy T,
B
s s === A

2 sight-buttan

game pads with

thumb pad, & lire

buttons, 2 flippers
———————— =T %
T e s e b
= e

Two filtean

pin connectars
e e =1

Aulomatic calibration
=S e e e
—— T s Si— =
S e S e
e —

Windows*85
Directinput™
compatibility
—— T T e ST T

Easy installation

“Way ahead ol

any other product
entering the market,”
Computer Game
Review

Is

“Multi-player
capabilities that
were onco only
found in video gnma
cansolus.”

PC Gamer

Magazine 596

“Spornts game

lans will have

to own this system.”
PC Entertainmant
Magazine

“Changing

the Ince of

sction goming

on the PC.”

Comr uter Gaming
Waorld 4/36
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the new

presenting

GrIP™is the first digital gaming system to bring
mulliplayer multibulton arcade action to the PC.
So now you can play all of your favorite games
with your friends. Or enemies. You golla gel
GrIP. And start playing games the way they were
meant (o be played. Look for GrIP and the GrIP
game bundles, The Ultimate Team Sports Sel™,
and The Ultimate Fighting Machine™ at your
favorite store. Or call us at 1-800-257-0061.

WA W L e al v b R e o
|
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34

281

206

144
165
60
166
201
112
126
142
168
35
76
254
105
116
44
42
76
51
382
=
52
76
35
68
45
178
162
67
92
284
290
161

A

id
=112, Sir-Tech
NA Apoges
TTTE1/2 Apogee
NA Apogee
NA Eleclronic Atls
NA FTL Soflware
NA Sierra
=112 Slerra
=== Aulivision
WA Sony
NA Psyanosis
NA Psyanosis
=12 Ocean
NA Ocean
NA Ogean
MA Ocean
NA Bethesda

Bethesda
A Bethesda
****1/2 Belhesda
WA Bethesda
**  Agtivision
NA New World
NA Naw World
**112  Time Warner
NA 551
NA SSI
NA 5SSl
NA SS|
**4%  Byron Preiss
NA Sony
NA MicroProsa
NA Electronic Arls
NA S8l
NA SS|
NA Interact. Magic
NA NovaLogic
NA Novalogic
NA ‘NovaLogic
s Novalogic
NA Graphic Sim's.
NA Graphic Sim's.
NA MicroProse
NA Spectrum H.
*=*=112 Falgon NW
NA 551
pzelli oot
oot Sigrra
NA Spectrum H.
A Electronic Arls
NA FPhilips
s=**  Philips
NA Philips.

AC
AD
AC
AG
AC
RRG
RPG
S|
5|
AG
AD
AG
AG
51
8l
S|
S|

RPG
RRG
RPG
RP

RP
RPG
WG
WG
GP
APG
RPG
RPG
RPG
CP
Sp
sl
AC
AD
AD
51
Sl
S|
Sl
Sl
5l
sl
5l
|
HD
WG
WG
5l
WG
SP
|
5l
5l

Game Article
Page Rating Publisher Type Type Game Name

HOF
RE
HO
RE
FE
FE

HOF
Ot
RE
RE

0TS
FE
SF
FE
co
PA
GO

FE

HO

078

Co

aTs

018
FE
HO
HE
RE
FE
FE
Co
RE
GO

Fighter Dual 1l

Issue Page

Rating Publisher

Game Arlicle

Type

Type

Mar. 56 NA Jaeger Soltware 1 FE
Fire Fight Dol G283 Electronic Arts AC  RE
Flight Commander Il April 184 NA Avalon Hill WG CO
Flight Unlimited June 66 NA Looking Glass Sl PA
Fly Fishing July 92 NA Gamelek SP= 'FE
Flying Corps Nov., 264 NA Empire Sl SP
Flying Nightmares 2 Mar. 54  NA Domark Sl FE
Foxhunt May 46 NA Activision AD 0TS
FPS Baseball Pro 96 July 79 NA Sierra SP SP
FPS Baseball Pro 96  Aug. 84 NA Sierra SP FE
FPS Baseball Pro 96 Sepl, 33  NA Slerra SP QTS
FPS Baseball Pro 96 Qet. 220 *1/2  Sierra SP  RE
FPS Football Pro Mar. 242 NA Sierra SP HOF
FPS Football Pro Oct, 80 NA Sierra SP  FE
FPS Football'Pro 96 Mar, 176 ****  Sierra SP G0
FPS Football Pro 96 July 152 NA Sierra SP ST
Frankenstein: Eyes
of the Monster JANERNI02 2k 8 Amazing Media RPG  RE
Frank Thomas Baseball Oct. 232 * Acclaim SP RE
Full Count Baseball  July 76  NA Lance Halfner SP  FE
Full Tiltl Finball Jan. 253 NA Maxis AC  RE
Gabriel Knight 2 Fehisin (e s e Sierra AD RE
Gabriel Knight 2 Mar. 102 NA Slerra AD SM
Gabriel Knight 2 April 126 NA Sierra AD SM
Gabriel Knight 2 June 56 NA Slerra AD  PA
Gabriel Knight 2 June 105 NA Sierra AD  SM
Gabriel Knight 2 Aug. 116 NA Slerra AD  SM
Gabriel Knight 2 Ocl. 142 NA Sierra AD SM
Gadget Uameaess: 1t Synergy Inc.  RPG RE
Galaclic Civ's. Il April 196 * Stardock ST RE
Galapagos Feb. 44  NA Anark AD G
Galeway Destination Dec. 70  **=1/2 Galeway 2000 HD FE
Gearheads Jung 44 NA Philips Media CP  RE
Gender Wars Nov. 207 -=** GT Interactive AC  RE
Genghis Khan |l April 183 NA Koel WG Co
Grand Prix Il July 44 NA MicroProse Sl HO
Grand Prix Il Oct. 246 ***** MicroProse Si RE
Grand Prix Manager Mar. 36 NA Speclrum H. ~ SP OTS
Grand Prix Manager  April 166 *** Spectrum H,  SP RE
Great Naval Ballles Mar. 224 **1/2 &SI WG RE
HiZane May 46 NA Wizard Works AC 0TS
Hardball 5 Jan. 274 ***1/2 Accolade SP RE
Harpoon Ocl. 98 NA Kesmai WG FE
Havoc June 44 NA Realily Bytes AC 0TS
Hellbender Decy 326¢ =** Microsoft AC  RE
Heroes of M&M Jan. 116 NA New World ST 5]
Heroes of M&M May 46 NA New World ST 078
Heroes of M&M June 64 NA New World ST PA
Heroes of M&M 1l Aug. 91 NA New World ST FE
Game Type Key [l Article Type Key Il Article Type Key
Action AC Golumn co Premier Awards PA
Adventure AD Cheals &Hacks CH  Read Me RM
Classics/Puzzles  CP Department DE Review RE
Other or Fealure FE Scorpia's Hints SH
Role-Playing RP Game Track G Scorpia’s Mail SM
Simulation Sl Hardware HD Scorpia Review SR
Sporls SP Hall of Fame HOF Sneak Preview SP
Strategy ST Now Playing NP Strateqy ST
Various VA Onthe Shell 018 Tips and Hinls TH
Wargame WG Nol Applicable NA

i

cG
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Article Il nde x

Game Arlicle Game Arlicle

Game Name Issue Page Rating Publisher Type Type  Game Name Type Type

‘Heroes of M&M 1 Nov. 46 NA NewWorld ST HO The Durandal Mar. 154 ***"1/2 Bungie AC RE
Hexen Jan. 336 NA Raven AD GO Martian Chronicles  Jan. 228 * Byron Preiss RPG RE
Hexen Feb. 151 NA Raven AD €O  Masler of Antares Jan, 298 NA MicroProse ST §P
Hind Mar. 62 NA Interact. Magle SI  SP Masler of Orion April 220 NA MicroProse ST HOF
Hind Dec 34 NA Inferact. Magic SI 0TS  Masler ol Orion Aug. 90 NA MicroProse ST FE
“Hi Ootane Feb. 70 NA Bulifrag AC  FE  Master of Orion Il Oct. 49 NA MicroProse ST HO
Hislory of the World  April. 46 NA Avalon Hill GT Master of Orion Il Oct. 96 NA MicroProse ST FE
The Hive Feb. 144 =***  Trimark AC RE  Maurice Ashlay Chess May 167 NA  Davidson cP CO
Hayle Solitaire Dec. 333 NA Slerra On-Ling CP CO  MDK Aug. 50 NA Shiny AC  FE
" Hyper 3:D:Pinball  Mar, 87 NA  Virgin AC 0TS  MechWarrior 2 Jan, 92 NA  Activision sl ST
|ce Breakar Feb. 40 NA 20th Century  RM MechWarrior 2 Jan. 340 NA Activision s CO
IF<22 Lightning Sepl. 52 NA MicroProse  SI FE MechWarrior 2 May 74 NA Activision Sl 8T
||'Have No:Mouth.,,  Mar. 118 ****1/2 Cyberdreams AD  RE  MechWarrior 2 June 62 NA Activision SI PA
I'Have No'Mouth..  May 111 NA  Cyberdreams AD SM  MechWarrior 2 Aug. 78 NA  Activision  SI  FE
| Have No Mouth...  Junme 58 NA Cyberdreams AD PA MechWarrior 2 Sept. 74 NA Aclivision Sl SP
I Have No'Mouth...  June 105 NA  Cyberdreams AD SM  MechWarrior 2 Oct. 94 NA  Activision Sl FE
| Have No Mouth... Aug. 116 NA Cyberdreams AD SM MW 2 Expansion Pack Feb. 202 ****  Aclivision Sl RE
IM1A2 Abrams Dec. 366 NA Interact. Magic SI 8P MW 2: Mercenaries  Dec. 380 *=~~1/2 Aclivision S| RE
Indiana Janes MW 2: Penlium Edition Mar. 36  NA Activision 51 0TS
Desklop Advenlures Aug. 128 ° LucasArls AD RE MechWarrior 3 Aug. 34 NA Aclivision Sl AM
lndy_{ﬂar‘il Feb: 74  ***** Papyrus sl RE Meridian 59 July 44 NA Archetype RPG GT
Inlo the Shadows July 42 NA GT Interactive AC  GT  Meridian 59 Aug. 68 NA 300 RPG FE
“Into'the Shadows Aug. 49 NA GT Interactive. AC  FE Meridian 59 Ocl. 76 NA 3o RPG FE
Iron & Blood: Ocl. 184 NA Take 2/Acclaim AC  SP Mighl and MagicVl.  Nov. 45 NA New World ST @I
Island!Gasino April 42 NA GT Interactive CP 0TS Mind Grind Dec. 336 ** Microforum  CP RE
_Ja'ck.-ﬂicklaua-.GaIr Oct. 217 NA Accolade SP GO Mission Crilical May 120 **"*1/2 Legend AD RE
Jack the/Ripper June 112t Gametek AD' RE  Mission Critical Sept. 124 NA Legend AD SR
Jagged Alliance: Misslon Force:
Dipadly Games Oct, 98 NA Sir-Tech ST FE Cyberstorm Mar. 44 NA Sierra ST GT
Jagged Alllance: Mission Farce:
Deadly Games Dec, 396 °=°°  Sir-Tech ST RE Cyberstorm May 212 NA Sierra $T  SP
Jagoed Alliance: Misslon Force:
DG Online Nov. 38 NA Sir-Tech 8T 0TS Cyberstorm Sept. 38 NA Sierra ST 0TS
Jedi Knight July 42 NA LucasArls AC GT  Mission Force:
Jed| Knight Oct. 48 NA LucasArts AC  GT Cyberstorm Oct. 284 °*"1/2 Sierra ST RE
Jedi Knight 11: Monopoly Feb, 164 *°**** Westwood CP RE
Dark Forces Aug. 48 NA LucasArls AC  FE  Monopoly Ocl. 204 NA Westwood CP TH
.l'nl':FIquIar 1 Jan. 286 NA Mission Studios 51 €O Monster Truck Mad.  Sepl. 46 NA Microsolt AC  GT
Jet Fighter 1l Mar. 54 NA Mission Sludios 81 FE Monster Truck Mad.  Dec. 43  NA Microsoft AC 0TS
Jat Fighter 111 Sepl. 56 NA Misslon Studios S FE Monty Pythan Aug. 74  NA 7th Level CF FE
\Jahn Madden 97 July 78 NA Electronic Arls 'SP FE  Monly Python Aug. 157 NA 7th Level cP CO
John Madden 87 Aug. 86 NA Electronic Arts SP FE Monty Python's
‘Jurassic Park Dec. 46 NA DreamWorks AD 8P Complete Waste  June 46  NA 7th Level CP 0TS
Knlght Moves Feb. 166 “**  SpectrumH. CGP RE  Morfal Kombat 3 Jan. 138 NA  GTlInteractive AC ST
Lands of Lore Feb. 112 NR Virgin RPG SM  Mortal Kombat 3 Jan, 242 Tt GTInteractive AC  RE
Liands of Lore Oct. 142 NA Virgin RPG SM Mummy Dec. 306 *** Interplay AD RE
Lands ol Lorell Aug. 58 NA  Virgin RPG FE  NASCAR2 Nov. 45 NA Sierra SI HO
Lelsure Suit Lary 7 May 48 NA Sierra ADC BT  NASCAR 2 Dec. 376 NA Sierra Sl Ssp
Leisure Suit Larry 7 Aug. 54  NA Sierra AD  FE NASCAR Racing
‘Lemmings Paintball  Ogt. 210 ****  Psygnosis P RE Leaque Sept. 173 NA Papyrus SP €O
Links LS Oct, 3% NA  Access SP 0TS  Navy Strike Feb. 32 NA  Empire Sl HO
- Links LS Nov. 240 ****1/2 Access SP RE  NBA Full Court Press Aug. 86  NA Microsofl SP FE
Links Pro CD July B8 NA Access SP FE  NBAFull Court Press Sept. 42 NA Microsofl SP HO
Light House Dec 38 NA  Sierra AD OTS  NBA Live 96 Mar. 171 NA  Eleclronic Ails SP CO |996
Lion April 33 NA Sanct. Woods RPG  OT NBA Live 96 June 60 NA Electronic Arts SP CO
April 154 *© GT Interactive AC  RE NBA Live 96 July B1 NA Eleclronic Arls SP SP ARTI(I.E
Aug. 77 NA Inferact. Magic SI  FE NBA Live 87 Ocl. 217 NA Electronic Ats SP - CO
April 46 NA Acclaim RPG GT NCAA Basketball Feb. 46 NA GTE Interactive SP  GT
' NCAA Basketball Aug. 86 NA GTE Interactive SP  FE INDEX
|

JANUARY 1997 [



SO Viuch Action,

©1996 Interactive Magic. All Rights Reserved. M1 Tank Platoon is a registered trademark of MicroProse, Inc. Alr Warrlor is o reglsiered trademark of Kesmai Corp. M1A2 Abrams, Hind, Apache, American
Civil War From Sumiter to Appomattox, and Destiny are trademarks of Interactive Magie. Harpoon is a registered trademark of Larry Bond and Chris Carlson. + *Voted “Best Sim of the Year"—PC Gamer

Interactive Magic, P.O. Box 13491, Research Triangle Park, North Carolina 27709, 800-298-0872




S0 Little Time

Simulation and Strategy Gaming !l\:l'._l__ER__A__[|'|Va

Get all the details at www.imagicgames.com

© 1996 Interactive Magic
CIRCLE READER SERVICE #172 Ll L g



7 The Sky Is No
Longer The Limit.

., .Go whtere no gamer has gnne before
" - BEYOND Panzer General Volume 4 in
" 5SI's awad-winning 5-SR Series,"
_STAR GENERAL" is light-yéars -

ahead of ifs proud ancestarl

enhanted Panzer GENERAL game engine.
A Two-Level Combat Sustem that accomnfodates
space combat AND surface combat. Resource man-
agement - conquer enemy planefs and develop
them for your needs, See the beauty of over
-90 fully rendkred 3D starships, 100+ ground
units and mulliple planet lypes, Command,
8 multi-planefary force as you shuggle fo repel the
advances of six alien races, Endage in 3 variely of.wars a5
any of 7 different races. And be prepared fo put in some lime!
The scope of STAR GENERAL is as vast as space itself - with :
well over 100 hours of game play. The sky is no Iunger- 3
limit. So light'up the heavzns in a cosmic bafie
 for the fighliis)be called STAE GENERAL!' g

Combo €0-ROM www

WiNDOWS® 85 & DD8 murmm mnymmtanm- s
"« orcall 1-800-B01:PLAY. (€S R

ST.HI GENERAL s & trademark of Strategic Simalations, Inc.,
3 a Windscape Company. ©1996 Stralegic Simulations, ln:.
Al rights reserved, Windows is a lrademark ol Microsolt Corp.
I:Imln'll nl:lnrm

MULTI-PLAYER

OPTION FOR

CIRCLE READER SERVICE #236

Feel the power of an incredibly - -



Article Il nde x

Game Arlicle Game Arlicle

Game Name Issue Page Rating Publisher Type Type Game Name Issue Page Rating Publisher Type Type
Feb. 64 NA Electronic Arts AC  FE Prisoner of Ice June 104 NA I-Motion RPG SM

Seplt: 68 NA Electronic Als AC FE  Privaleer 2 Aug. 83 NA Origin 8l FE

Jung 4B NA Sir-Tech AD BT Privatear 2 Ocl. 244 NA Origin SI SP

s Nov. 2000 NA DreamWworks AD  SP Psychic Delective June 32 NA Electronic Arts AD 0TS
‘Dep. 304 t°**  DreamWorks AD RE  Psychic Delestive July 120 ****  Electronic Aris AD  RE

July 74 NA  Accolade SP SP  Psycho Pinball Jan. 251 NA Philips AC  RE
‘Aug. B4 NA  Accolade SP FE  Puzzle Power July 143 NA  Centron CP CO
Jdan. 2800 **t1/2 |BM SP RE  Puzzle Shop Feb. 159 NA Oracle cP CO
July 72 NA 1BM SR FE PYST Nov. 196 NA Parroty AD  SP
Jan, 266 12 Electronic Arls SP RE QIN Mar, 46 NA Time Warner AD  HO
July B85 NA Electronic Arts SP FE QOuake Feb. 44 NA id AC  GT
Aug. 84 NA  Electronic Ans SP FE  Quake July 46 NA id AC  SP
‘Dec. 844 ****1/2 Eleclronic Arls SP° RE  Quake July 103 NA id AC  CO
May 176 NA Virgin ] Quake Aug. 48 NA id AC  FE
July 84 NA Virgin SESSIEE Quake Sepl. 66 NA id AC  FE
Qot. 230 **c*  Virgin SPRE  Quake OEtl 174 *2tas AC  RE
Nov, 227 *t"t1/2 NineDragons CP  RE  Quake Ocl. 178 NA  id AC CH
et 40 NA Interplay AD 0TS Quake Nov. 212 NA id AC CH
Nov. 175 NA  [Interplay AD SR Quake Dec. 3814 NA  id AC TH
Ok 37 NA Mioro Star AC 0TS  Quake DeathMatch  Sepl. 142 NA id AC ST
~Sepl. 41 NA Rockel Science AD  GT Ravenloll Il Feb. 114 NA SSI RPG SM
Ravenlofi Il Ocl. 142 NA ER1 RPG SM

July 92 NA Eidos G RE The Raven Project April 144 *"° Mindscape AGC RE
Feb. 44 NA  Sanct.Woods AD GT  Rayman April 35 NA  UBISoft AC 0TS
Sepl. 41 NA LucasAris AG GT  The Realm Aug. 69 NA Sierra RPG FE
May 48 MNA  AvalonHilll WG GT  TheRealm Oct. 76 NA Sierra RPG FE
Aug. 895 NA Avalon Hill WG FE  Realm of Arkania Aug. 60 NA Sir-Tech RPG FE
Aug, 179 NA Avalon Hill WG CO  Rebel Assault Il Feb. 148 *** LucasArts AC RE

- Mar. 110 NA ‘Access SoltwareRPG ~ SP Red Alert Aug. 91 NA Virgin ST FE
Oot. 137 NA Access SoftwareRPG SR Red Baron Il Mar, 55 NA Sierra 51° FE
‘Nov. 180 NA Access SoftwareRPG SM Red Baron || April - 52 NA Sierra Sl 5P
April 184 NA S8| WG CO0 Red Storm Rising April 184 NA MicroProse WG CO
Nov. 277 NA S8l WG CO  Remember the Alamo  April 64 NA Incredible Sims WG~ FE
Dec, 987 *ttr1(288) W& €O Return Fire Dec. 330 ***1/2 GT Interactive AC  RE
Ot 183 NA ASC Games.  AC. 5P Relurn of the Arcade: May 54 NA Microsoft AC  HO
July  BG  NA Electronic Arls. SP FE Return to Krondor July 43 NA Tth Level RPG GT
Aug. 56 NA Slerra AD  FE Return to Krondor Aug. 58 NA 7th Level RPG FE
Aug. 34 NA Byron Preiss  AD 0TS Return to Zork Feb. 114 NA Aclivision AD  SM

Oct, 152 *** Byron Preiss  AD  RE Riddle of Master Lu  Jan, 218 *"**1/2 Sancl. Woods RPG RE
Jan, 250 NA Digital llusions AC RE Riddle of Master Lu ~ May 136 NA Sanct. Woods RPG TH

May 160 ***** 2istCentury AC RE Ripper April. 47 NA Take 2 RPG HO
Aug. 173 NA [¢]] Sl CO  Ripper June 93 NA Take 2 RPG SR
‘Mar. 188 **°* Mindscape SP  RE Ripper July 108 NA Take 2 RPG SR
April 194 ***1/)2 IBM SIHEERE Ripper Aug. 116 NA Take 2 RPG SM
Feb. 40 NA  Sierra AC RM  Ripper Oct. 142 NA  Take2 RPG SM
 Dec. 334 MNA Tom Warfield CP CO Rise 2: Resurreclion  Ocl. 186 *~ Acclaim AC RE
Jan, 206 NA  |-Motion RPG SR Rise & Rule
Feb. 114 NA I:Motion RPG SM 01 Ancient Empires June 40  NA Sierra ST 0TS
April 126 NA I-Motion RPG SM Rise & Rule
— Of Ancienl Empires July 184 *° Sierra ST RE
Game Type  Key Article Type  Key [ RIS Aug. 74 NA  Hasbro CP FE
Aclion AC Column CO  Premier Awards  PA Risk Oct. B8 NA Hasbro CP FE
Adventure AD  Cheats& Hacks  CH  Read Me M Road Warrior Feb. 72 NA Gamelek AC FE
g:?ssml?umes %1[’ IFJEF;a'lr"ent E:E gwirff-'_f‘ oy SR: Road Warrior May 156 "*1/2 Gametek AC  RE 1996
| alure - i ints | i NG CE
ﬂullé-[f’iaying i GLa(:n“eLTr o 5 sﬁﬁrﬂi:-: Mar sy | RoberlE. Lee April - 59 NA Sfena WG FE
Simulation Sl Hardware HD  ScopiaReview SR | RobertE.lLee Nov. 284 =t2% Sierra WG RE AnTI(lE
Sports 5P Hall of Fame HOF Sneak Preview Sp Rolemaster:
Strategy | Now Playing NP Strategy ST Magestorm Ocl. 76 NA Interworld RPG FE
Various VA Onthe Shelf 0TS Tips and Hinls TH Romance of the IN DEx
Wargame WG Not Applicable A

JANUARY 1997 ce 22



Game Arlicle Game Arlicle

Issue Page Rating Publisher Type Type Game Name Issue Page Raling Publisher Type Type
Three Kingdoms IV Feb. 218 ***  Koal WG RE  Steel Panthers
Sabre Ace Dec. 357 NA Eagle ST Campaign Disc NOVRRESTOIRIE S~ GG WG RE
* Saturday Night Live Stephen Spielberg's
‘Goes Political June 139 NA Berkeley CP €O Director Chair Nov. 48 NA Knowledge Adv. ST  GT
* Scignce Fiction Slonekeep Jan, 41 NA Interplay RPG BB
Encyclopedia Mar. 40 NA Grolier 0T 0TS Stanekeep Feb. 122 ****  |Inlerplay RPG RE
Sl Fi Channel Trivia Nov. 232 ** Byron Preiss CP  RE Slonekeep May 123 NA Interplay RPG ST
Scrabble Aug. 74 NA  Hasbro CP  FE  Stonekeep Aug. 116 NA Interplay RPG SM
Scrawny Sel Marss c168 **= Sel Enterprises CP RE Slonekeep Oct. 142 NA Interplay RPG SM
Screamer Feb. 62 NA Virgin ACH FE ST.0.RM. Nov. 226 **1/2 American Soll. AC  RE
Soreamer Mar. 160 =" Virgin AC  RE  Siral-0-Matic Baseball
Seltlers |l Nov. 314 ****  Blus Byle ST RE CD ROM 1 Nov. 252 """  GShral-0-Matic SP RE
Shadows Over Riva  July 43 NA Sir-Tech RPG HO Strife May 143 NA Velacity AC  CO
Shandoan Oct. 45 NA Interplay AD 0TS  Strife Aug. 146 *°** Velocily AC RE
Shannara Feb. 40 NA Legend AD RM  5U-27 Feb. 186 ****  Mindscape S| RE
Shannara Aug. 116 NA Lagend AD SM Su-27 Mar. 196 NA Mindscape Sl 5T
- Shallered Steel Aug. 42 NA Interplay AC  HOD Su-27 May 200 NA Mindscape Sl co
Shatiered Steel Dec. 40 NA Interplay AC 0TS SubSpace Oct. 83 NA Virgin AC FE
Shell Shock July 127 NA .5, Gold WG GO0 Superheroes April 46 NA MicroProse ST 6T
- Shell Shock Ocl. 40  NA 1.5, Gold WG 0TS Super Street Fighter Il April 152 ** Capcom AC RE
Shell Shock Nov. 218 ***  Eidos WG RE  Sword of Shannara.  Mar. 97  NA Legend AD SR
! Shivers Feb. 36 NA Sierra 0T HO TacOps Aug. 186 “*1/2 Arsenal 8T RE
f "S_fd Meier's Civilization Jan. 34 NA MicroProse ST BB Tang Chi Feb. 33 NA Capcom 0T HO
| Silent Hunter June 158 ****  Sjerra S| RE  TekWar Jan. 239 **  Capstone AC RE
' Silenl Thunder: A-10° Jan. 35 NA Dyamiy 5| BB Ten Pin Alley Oct. 49 NA American Soft, SP HO
. Silent Thunder: A0 June 154 ** Sierra S| RE Terminaor:
SIM Gopler Ocl, 168 NA Maxis AC SP Fulure Shock Feb. 40 NA Bethesda AC  RM
Sim Golf July 86 NA  Maxis SP FE  Terminator:
SkyNet Oct. 161 NA Belhesda AC €O Future Shock Mar. 146 ***1/2 Bethesda AC  RE
Smart Games #1 July. 146 ==**1/2 Smart Games CP RE  Terra Nova Feb. 142 NA  Virgin AC  SP
Smarl Games #1 Oct. 204 NA Smart Games CP TH Terra Nova April - 33 NA Virgin AC 0TS
- Space Bar, The Aug. 56 NA Rockel Science AD ~ FE Terra Nova June 130 ****  Virgin AC RE
| :Sp‘dc’a Bucks May 218 °**1/2 Sierra ST RE Terror T.R.AX. Mar. 40 NA 3 Prong Plug  AD 0TS
Sporis lllustrated TFX Lightning Strike  Aug. 76 NA Ocean Sl FE
Micro. Baseball Aug. 163 HNA Microleague. SP CO TEX Lightning Strike:  Sepl. 56 NA Ocean SI FE
Spyarait July 116 ****1/2 Activision AD RE  The Dig Jan. 40 NA LucasArts AD NP
‘Star Control 3 Ocl. 51  NA Accolade AD  HO  The Dig Feb. 133 ****  LucasArls AD  RE
- StarContral3 Dec. 3000 ****  Accolade AD  RE  Thexder Feb. 36 NA Slerra AC  HO
Slar Crall Aug, 72 NA Blizzard ST FE  Third Reich Mar. 44  NA Avalon Hill WG GT
: "S-la_r_iﬁrall Aug. 90 NA Blizzard STRSNFE Third Reich Aug. 96 NA Avalon Hill WG FE
‘Star Crail Oct. 96 NA Blizzard ST FE This Means War Mar. 40 NA MicroProse WG 0TS
Star General dupe: 46 NA S8l ST GT This Means War April. 180 **1/2  MicroProse WG RE
- Star General Aug. 90 NA S8l ST RE Thunderscape Feb. 114 NA SSI RPG SM
‘Star General Sepl. 197 NA 88| ST CO0  TIE Fighter July 200 NA LucasArts AC HOF
‘Slar Rangers dan. 40 NA Interact. Mapic 51 BB TIE Fighter Collect, CD Mar. 40  NA LucasArls AC 0TS
* Star Raiders Feb. 194 NA Interact: Magic SI  RE Tigers on the Prowl  April 184 NA HPS WG COo
‘Slar Trek: Final Unily Feb. 112 NA Spaclrum H.  RPG SM Time Commando June 123 NA Aclivision AC CO
| Star Trek: Final Unity  April 126 NA Spectrum H.  RPG SM Time Commando Dec. 322 ***1/2 Activision AC RE
Star Trek: Titanic April 46 NA GTE AD  HO
Starfleel Academy Aug. 78  NA Interplay S| FE
Star Trek: E R Key B Article Type Key
| Starfieet Academy Dec. 52 NA Interplay Sl FE Action AG  Column CO  Premier Awards  PA
Steel Panthers Jan. 172 NA 55 WG ST Adventure AD  Cheals&Hacks CH  Read Me RM
: Classics/Puzzles  CP Department DE Review RE
1996 .__Slu! PaviiRe S 236 NA ) WEER Other Or  Feature FE  Scorpia’s Hinls SH
] Steel Fanthers Feb, 228 NA 58I WG ST Role-Playing RP Game Track G Scorpia’s Mail SM
An-lll (I.E | ‘Steel Panthers June 56 NA S5l WG PA Simulation S| Hardware HD  Scorpia Re‘_ljev.- SR
| Steel Panthers I Aug. 95 NA SSi WG FE Sports SP Hall of Fame HOF  Sneak Preview SP
i e | Steel Panthers Straleqy ST Now Playing NP Strategy ST
INDEX 5 CampalgnDisc  Oct. 38 NA S e | A S s BRI o S
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Article | ndex

Game Arlicle Game Arlicle
Type Type  Game Name Issue Page Raling Publisher Type Type

WarGraft Il Sepl. 81 NA  Blizzard ST FE
WarCraft Il

‘ExpansionSel Sept. 205 **"*112 Blizzard ST RE
WarCraft Il

2 . ExpansionSel  Oct. 290 NA  Blizzard ST 8T
- Tony L2 : ~ WarGralt |l

AR _ ' E:;_f.;_a’nsfu_n Sel Nov. 318 NA Blizzard ST S

- Warhammer Mar. 218 ****  Mindscape ST RE

‘War in Russia May 242 NA  SSl WG HOF

Warlords Il April 183 NA SSG WG CO

Warlords Il Deluxe  Jan. 326 “"“1/f2 S$SG WG RE

“War Wind Aug. 91 NA SSI ST FE

War Wind Nov. 48 NA SSI ST HO

- Wasteland May 242 NA  Interplay RPG HOF

Wayne Gretzky Hockey Mar. 186 ** Time Warner  SP RE
Wayne Gretzky Hockey July 85 NA  Time Warner SP  FE
Wellands Jan. 41 NA  NewWorld  AC BB
Welands Feb. 146 **  NewWorld AC RE
Whiplash June 44 NA  Interplay SP 0TS
Wing Commander ~ June 202 NA  Origin Systems AC  PA
- Wing Commander Il June 202 NA Origin Systems AC  PA
Wing Commander IV April 178 ****112 Origin Systems AC  RE
Wing Commander V. May 64 NA  Origin Systems §I ST
: ﬂ)nﬁu_._ﬁp[nmandew Aug. 39 NA Origin Systems AC  RM
-~ Wipeout Feb. 68 NA  Psygnosis  AC  FE
~ Witchhaven |l Aug. 33 NA  Capstone AC 0TS
- Witchhaven Il Sept. 136 ** Capstone AC RE
~ Wolfenstein 3D Aug. 214 NA  id AC HOF
~ Wooden Ships

~ And Iron Men April 64 NA  AvalonHill WG FE
~ World Hockey 95 July 85 NA  MeritStudios SP  FE
~ Wizone Ocl. 34 NA  WizardWorks AC 0TS

M July 200 NA MicroProse ST HOF
XCOM: Apocalypse  Aug. 91 NA  MicroProse ST FE
Xei phage Ocl. 198 **1/2  FormGen AC RE

r.l'g"'_bs..."{IE'Flghler Aug. 78 NA  LucasArls SIFE
Wing Vs. TIE Fighter Sepl. 40 NA  LucasArts sl 6T

Don't Know Jack Jan, 40 NA Berkeley CP NP
fou Don't Know Jack  Feb. 162 ****112 Berkeley CP  RE
You Don't Know Jack June 66  NA Berkeley cP PA
You Don't Know Jack-
‘Question Pack June 37 NA Berkeley CP 0TS
~ You Don'l Know Jack
Sports Aug. 74 NA Berkeley CP FE
~ You Don't Know Jack
7 XL Oct. 203 NA Berkeley tF  ¢n
B T Mar. 45 NA  Virgin ST HO _
P agt Nov. 300 ***1/2 Virgin ST RE JHARRERSE
RE  Zone Raiders Feb. 72 NA  Virgin AC  FE Pt
) Zone Raiders Mar. 152 ***  Virgin AC  RE Iggﬁ
~ Zork Nemesis June 33 NA  Activision 0TS
Zork Nemesis Aug. 124 ***  Aclivision  AD RE A“l(l_!
Zulu War! Oct. 263 **** Incredible Sims WG RE

-.:zu'!p_w'ar'l Nov. 280 NA lIncredible Sims WG CO INDEX
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Article Il nde x

Product Name Issue Page Manufaclurer Rating Section Product Name Issue Page Manufacturer  Rating Section
a‘- r d w a r e I n d e x NEC Power Player Aug. 66 NEC NA FE
S et NEC PowerPlayer 2020 Dec. 78  NEC i FE
| Mar. 80 Crealive Labs **{l2  RE  Number Nine Realily
Jily 64 AT NA FE J32FX 3D Card Mov. 148 Number Nine ]2 RE
Ocl. 116 Hayes NA FE NuRegality Vivid 3D
“‘Mar. 76  Altec:Lansing NA co Speakers Mar. 7B  NuRealily NA co
CJune 44 Addonics NA 0718 NuSound Plug & Play June 76  Orchid NA FE
Ma.r.' 76 Interacl Accessories NA co Orchid Righteous 30 Nov, 157  Orchid giet12 RE
Oat. 189 Creative Lahs NA FE P 166 Mach V July 102 Faleon NA FE
Aprll B2 MPC NA FE PGI'3D Blaster Aug. 111 Creative Labs NA SP
May 42  CH Producls NA 0TS Permedia July 63 3D Labs NA FE
67  Gompag =seq2  FE Pinball Wizard May 162 Thrustmaster NA RE
PlayStation May 182 Sony NA FE
June. 42  Cryslalake NA 0TS PowerVR July 63  NEC/Videologic NA FE
‘June. 80  Grystalake NA FE Pro Play Golf Mar. 86  Thrustmaster Tk RE
Jan, 185 Dell NA FE RPA 2 July B3  Yamaha NA FE
] _.royer Gun Feb. 37  Tao Systems NA RM  Salellite PRO 410 CDT April 86  Toshiba NA FE
Dnsunarian Syslem April 34 Gateway NA RM  Sidewinder Ocl. 189 Microsoll NA FE
Aug. 104 Gateway saaqinl R Solo S5:120XL April 89 Galeway NA FE
. Nov. 157 Diamond RE Sound Blaster AWE32
May 52 Diamond NA GT Plug & Play June 74 Crealive Labs NA FE
Nov. 148 Diamond Ataqin. RF Sound Force Speakers Nov. 170  QuickShot i RE
Aug. 64 Thrustmaster NA FE Saundworks Mar. 77  Cambridge NA co
~ Aug. 39 Hercules Computer NA ors  sSpaceOrb Aug. 66  Spacetec NA FE
June 42 Diamond NA RM SpaceOrb Ocl. 127  Spacelec NA FE
Sportster VI Ocl. 121  U.S. Robolics NA FE
Jan. 342 Diamond NA co 551 Cineplex System  Mar, 78 551 Products NA co
April - 80 Texas Insttuments NA FE STB Lightspeed 128 Nov. 152 STB EEAR RE
Feb, 40  CH Products NA AM Sleallh 3D Aug. 106 Diamond e RE
' I'Ed. June 40  ThrusiMaster NA qM  SupraSonic 336V+  0cl, 121 Diamond NA FE
“Falcon NwW' Mach YV Jan, 190 Falcon NA FE Terminator 64/3D Aug. 106 Hercules a2 RE
F]asngg__im LT June 44  Buslogic NA or1s TidalWave 32 Ocl. 129 Crystal Computer  ***1/2  RE
| FIX Aug. 64  CH Producls NA FE Toshiba 3701 Mar. 40 Toshiba NA 078
X Nov. 257 CH Producls NA co Toshiba Infinia 7200 Dec. 80  Toshiba i FE
Gamgcam || ﬁﬁﬁ;'" ‘86 JC Design NA FE UltraSound PNP June 78  Advanced Gravis  NA FE
NG Aug: 64 FPG NA FE Verbal Commander  Nov. 170 K2 Interaclive ***112 RE
Jan, 179 Galeway NA FE Verite July 63  Rendilion NA FE
July 33 Gateway NA 0TS Videologic Grafixstar
April - 112 Advanoed Gravis  ****112 RE 600 Nov. 152 Videologic iedl2 - AE
June 67  Advanced Gravis  NA pa  Vige July 63 &3 NA FE
Ocl. 188 Advanced Gravis  NA Fe  \Virge Feb. 32 83 NA RM
Mar. 33  Eiger Labs NA 07S Voodoo July 62 3DFX NA FE
Apiil 114 Eiger Labs 442 RE WaveForce June B0  Yamaha NA FE
‘0at. 116 FEiger Labs NA FE  WaveForce XG Jan. 30 Yamaha NA RM
Wing Man Warrior July. 92 Logilech NA FE
Nov. 150 Hercules sare g Zephyr 166 Mar. 37  Zephyr NA RM
Zephyr Onyx April. 1100 Zephyr ik RE
Nov. 148 Hercules ixs RE  Zephyr Onyx
Irlrlnva Bnnk 350CD  April B0 Canon NA FE Speed Demon Dec. 82  Zephyr A FE
Inlerwa'.ra Sound Chip. Feb. 36 Interwave NA AM
S Mar. 77  Lablech NA co -
Micron Home MPC~ Dec. 74 Micron SRR Rl G2me Tvpe __Key
. . , Action AC Column co Premier Awards PA
Muﬂnm.!!ia_s[a: 288, ::]T: ffd g::::::s t:g: ﬁ: ﬂ:; Admlum AD Cheals & Hacks  CH Rua..d Me RM
St bl A2 ClassicsfPuzzles  CP Deparimenl DE  Review RE
1996 - Malrox Mystique July. 63 Malrox NA FE Olher Or  Fealure FE  ScompiasHins  SH
-M_air_hk-M_irsitque Oct. 128 Matrox AT RE Role-Playing RP Game Track G Scorpia’s Mail M
AnTlCLE rox My Nov. 147 Matrox Assiin. RE Simulation ?1 Hardvare HD  Scorpia Re\:lie.'.‘ SR
N o v o o e o
. e [d
I N D Ex JM:; ?.:9 ﬁgg 0 ’F‘E Various VA Onthe S);m.lt oS Tips u?:J Hinls  TH
ALLLR Wargame WG Not Applicable NA
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IT'S AS EASY AS 1,2,3

FREE PRODUCT INFORMATION

1. Fill in your name and address and check off
your answers to the seven research quastions.

2 Circle the numbers on the card thal correspond to
the ads or arlicles you'd like more information aboul

3. The literature will be mailed to you from
the advertiser freg of charge.

|

CIRCLE FOR FREE INFORMATION

002
027
052
077
102
127
152
177
202
227
252
277
302
327
352
377

1. Whal s the highes! level of education that
you completed? (Check ane only)

01.C] Some high schoo! or less

02. 1] Graduated High School

03, [J Some College or Technical schoal

04. ) Graduated Coliege

05. ) Post Graduate school

2. Compuler l:urnmII!I ownad is:
(Chegk all that apply)

01, 0 18M compatible (Infel standard)

02. 1 Macintosh

03.C Amiga

04. [ Dedicated game mathine

05. [ None

3. I Intel, whal level? (Check one only)
01, ] Pewer PC

(2. [ Pentium (386)
03. L1466
. 0386
05.[] 286

4. Do you own %ur plan to buy In next 6 months)
a CD-ROM? (Check one only)

01,01 0wn

0217 Plan 1o buy (8 months)

007
032
057
082
107
132
157
182
207

009
034
059
084
109
134
159
184

386

3. How often do 10-.| usually buy computer games?
(Check ane only)

01,07 Once a week

02 [ Once every two to three weeks

03. ] Once a month

04. O Once every two to hree manths

05, ) Once every four to six months

06, 0 Once a year

6. Where are Ftu mas! likely lo purchase games?
(Check all that apply)

01. 7 Independent computer store D4. [] Computer store chain

02. ] Consumer alectronic store 05, J Direct from vendor

03 Mass merchandising store 06, T Mail orger

7. What is your (and others in hausehold) lzvorile bype
ol game? (Check one in each column)
Yourseit Other 1 Other 2
01. Strateqy
02. Waribiltary
03 Role: Playing
04, Brain Teasers
05, Card
06. Sport
07. Action/Arcade
(8. Educational
088 Aventire

013

016
041
066
091
116
141
166
191
216
241
266
291
316
34
366
391

018
043
068
093
118
143
168
193
218
243
268
293
318
343
368
393

020
045
070
0935
120
145
170
195
220
245
270
295
320
345
370
395

Vold after April 30, 1997

025
050

CGW 1/97-4

Telephone

Company Name

Address

Gity

State

Zip

4,11 Please send me a one-year (12-issug) subscription to Computer Gaming World for $27.94
(LS. price); all other countries add $16.00 for additional postage.

In a Hurry? Fax This Card To; 609-829-0692
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268
120
12
248
152
233
292
290
42
360
191
08
PL|
371
366
96
367
41
38
245
350
352

298

106
372
18
353
359
265
171
139
75
60
256
221
333
97
68
78
121
258
385
23
276
361
127
257
93

PFREE

20th Century Fox Home Enl.
Tth Level, Ine.

7th Level, Ine.

Access Software

Accliim

Acelaim

Accolnde

Accolade

Accolade

Accolide

ACT Laboratory Lid.

Activision
Activision
Activision
Aclivision
ActSoft, Ine.
Adlv
Advanced Gravis
Apple Computer
Astron Publishing
AT&T

AT Teehnologies

ATl '|'t:t'i||||ﬂ|l:_.'.il:.-&
Berkeley Systenms
Bethesda Softworks
Bethesda Softworks
Blizzard Entertainment
Blue Byte Systems
Bullfrog Productions
Bungie Software

CH Products

Chips & Bits

Chips & Bils

Clliph & Bits

Chips & Bits

Chips & Bits
Columbia House
Creative Labs, Inc.
Crystal Dynamics
Cyberdreams
Digmond Multimedia
Dreamworks Interaclive
EarthLink

Iidos

empire Interactive Entertainment

linteractive
Faleon Norihwest
Gamer's Gold

sateway 2000
Crraphic Simulations Corp.
Graphic Simulations Corp.
GT Interactive Software
G Interactive Software
G Interactive Software
GT Interactive Software
CT Interaclive Software
GT Interactive Software
GT Interactive Software
GT Interactive Software
GT Interactive Software
CTE Enterlainment
GTE Entertainment
GTE Entertainment
GTE Entertaimment
IBM
Interactive Magic
Interactive Magic
Intergraph Computer Systems
Intermark Corp.
Interplay Productions, Inc.
Interplity Productions, Ine.
Interplay Productions, Inc.
Interplay Productions, Ine.
Interplay Productions, Inc.
Interplay Productions, Ine.
Interplay Productions, lnc.
Interplay Productions, Ine.

ADVERTISER INDEX

PFREE
R.S.# COMPANY PRODUCT PAGE JR.S.# COMPANY PRODUCT PAGE

Die Hard 300,301
G-NOMIE 312,313
Dominion 27R.279
Links LS 237
Magic: The Gathering 258,259
Tunnel Bl 308,309
Deadlock 7
Jack Nicklius 0507
Star Control 3 21
Test Drive 23
101 1 Programmable Contrallers o4
A0 Cuba 245
Blast Chamber 195
Buy 2 Get 2 303305
Dark Reign 89
Hyperblade 122,123
Interstate 76 37
MeehWarrior Mercenaries 159
Time Commando 144
Mail Order Products 342
Firehind 2 69
Grip 376,327
MacFlay Games 118,119

Computer Game of the Month Club -~ 277

WorldNet Service 160,161
30 Proturbo 1829
31D Xpression + 13
beerk 4
Daggerfall 59
X-Car 265
Warcralt 11 318319
Archimedean Dynasty 72
Syndicate Wars 340,341
Marathon 2 15
Family Ad 199
Board Cames 343
Budget Software 347
Mail Order Adult 349
Rale Playing Games 345
www.cdmag.com/chips.html 24275
CD-ROM 200,201
Family Ad 150
Pandamonium 170
NOIR B4
Monster 313 261
The Neverhoad 77
Arena 269
Tomb Raider 34,35
Flying Carps 192A-D
Sacred Mirror of Kofun 86
Faleon MACH Y 134,135
Mail Order Products 344
Destination 209-212
Amber Joumeys Beyond 148
FIA-15 Hornet 2.0 263
Duke Nukem 3D 322323
id Anthology 240,241
2 for | Promotion H2143
Amok 230,251
NBA Hanglime 233
Nine 165
Cluake CLC4l
Scorcher 172,173
SPOR 139
CTE 173
NCAA Basketball 150
Timelapse 176,177
Titanic 178,179
Emergency Room 146
Family Ad 330,331
Harpoon Classic 97 238
The Reactor 133
Touchdown 202
Blood & Magic 141
Conguest Deluxe 47
Descent to Undermountain 154,153
Dragon Dice 163
Fallout Win "0 37
Fragile Allegiance 139
Interplay Advertorial 220227
MAX 9293

58
269
198
6l
50
03
Ot
262
242
65
119
259
255
173
76
7l
I
i
192

132
358
362
260
142
137
34

116
23

21
278
219
260
134
232
287
288
112

379
388

174
207
351
234
42

202
122
250
236
208
237
118

304
124
107
281
165
161

10

354
369
"7

226
86

167
238
153
376
239

135

Interplay Productions, Inc.
Interplay Productions, Ine
|1|Iu:p|.'l_\' Productions, Ine.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Ine.
Interplay Productions, Inc.
Labtee Interprises, Ine.
Live Enterlainment
Looking Glass Teehnologies
LueasArts Enterlainment Ci
Matrox Graphies, Ine,
Maxis

Maxis

Maxis

Megamedia Corporation
Microforum

Microforum

Microprose

Microsoll

Microsoft

Microsoft

Micrasall

Micrasoft

Microsoft

Mim!sc:i;lc

Mission Control Software
MPath Interactive

NEG

New World Computing
New World Computing
QRIGIN Syslems, Ine.
ORIGIN Systems. Inc.
ORIGIN Systems, Inc.
Philips Media

Philips Media

Philips Media

Philips Media

Playmates Interactive Entertainment
Playmates Interactive Entertainment

Psygnosis, Inc.

I'svgnosis, Inc.

R & G Games
RandomSoft/Smart Games,
ReadySoft, Inc.

53, Inc.

Segaof America

ch.‘ifiufl

SegaSoft

sierra On-Line

Sierra On-Line

Sierra On-Line

Sir-Tech

Spacetec IMC Corp.

Spot Media

Strategic Simulations, Ine,
Strategic Simulations, Inc.
Strategic Simulations, Inc,
Syquest

Take 2 Interactive Software
The 3DO Company

The: 3D0 Company

The Avalon Hill Game Company
The Avalon Hill Came Company

Thunderseat Technologies
United CD ROM
V Communicaling

III'.'-

Virgin Interactive Entertainment
Virgin Interactive Enlertainment
Virgin Interactive Entertainment

v

Virgin Interactive Entertainment
firgin Interactive Enlertainment

Virgin Interactive Entertainment

Virgin Interaclive Enlertaing
Virgin Interactive Entert:
Virgin Interaclive Folertain
VREX, Inc

Yamaha Corp. of Americn

JANUARY 1997

nenl
nent
nenl

Pro Pinball 197
Realms of the Haunling 166,167
Reloaded 3
Sandwarriors 129
Shattered Steel 37
Starfleet Academy §3.85,87
Virtual Pool 205
Quick Sound 217
The Arrival 52
British Open Golf 218
Star Wars Archives 9
Matrox Mystique 115
Sim City 2000 89
Sim Copter 243
SimGolf 215
Admiral Sea Battles 266
Huyeen's Disclosure 79
X-Decathlon 216
Civilization 11 295
Close Combat 252,283
IFlight Simulator 10,11
Monster Truck Madness 39
Sidewinder Gamepad 185
Sidewinder Joystick 253
Inside Moves Series 3l
Deathware 271
Mail Order Products 348
MPlayer 258,259
Power Player 4,5
Heroes of Might & Magic 11 246,247
Wages of War 99
Crusader (6]
Wing Commander IV 299
Privateer 2 95,97
Alien Incident 251
Net Zone 291
Surface Tension 127
The Art of Flyfishing 229
MK 1|
Powerslive 55
Destruction Derby 2 80
Diseworld 2 234,235
l ].'il'.ll (.:il[]ll' sl}"\\'i"c 3"'}
Smart Games EE ]
Deus 276
S3D Accelleration Chip. 147,149,151,153
Daytona 325
Obsidian 254,255,257
Rocket Jockey 213
Nascar 2 230,231
Power Chess 78.219
Sierra Holiday 101-112
Shadows over Riva 24.25
SpaceOrh 360 314,315
Game Spot 297
Star General 332
Steel Panthers 11 285
Warwind 287
2, Drive 230 125
Mission Studios Jet Fighter 11 Z72A-B
Killing Time 15,19
Meridian 59 157
Cave Wars 3
Over the Reich 27
Thunderseat 135
M. O Products 346
System Commander 63
Agile Warrior 187
Circle of Blood 169
Command & Conquer: Win Y5 131,131
Command & Conguer:Red Alert 52,53

Lands of Lore: Guardians of Destiny 66,67

Neo Hunter 183

NHL Powerplay '96 206,207

Scorched Planet 191

Tomnstruck 71,72,73

VR Surfer 140

YST Multimedia Speakers 16
cC



Play either side in over Over 20 slick, high-tech Fully destructible
b0 missions weapons 3-D worlds




&

MULTIPLAYER

s -~ THIS IS A
e HOSTILE TAKEOVER

J

Real-time rotating map
during gameplay

Kill your competitors, steal their secrets,
headhunt their best men, and mow down everyone
who stands in your way-

Ruthless Assassination ... Expert Espionage ...
Aggressive Expansion --- Corporate Sabotage ...

So, what's your definition of a business plan? HU[[[HUH

~ PRODUCTIONS LTD |
www.bullfrog.co.uk
CIRCLE READER SERVICE #139
® 1996, Bullfrog Products, Lid, Syndieate Wars is o frademark and the Bullfrog logo is a registered trademark of Bullirog Productions, Uid.
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Visit our NEW 800-699-426 10812
Online Catalog! POB 234 Dept 10812 Rochester, VT 05767
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oard Games
HIPS & BITS inc.

'NAPOLEON ON T — % , \ ] I:NESIR This
THE DANUBE' An i \ \ ocuse
exciting,  fast-
game
umils of
fought on the ®. . | | i
Marchfeld. Use ‘a B Ly I / . full’ color maps;
the  traditional 3 i & o 53 g LA A : major battia of the
move/combat W b S 3 1 e T - vl vars, nules of
Napoleonic-type "WARHAMMER 40,000" You huﬁm;ﬂ. uturistic con- d / 2 - | forleited camps,
system, while pre- : sential glemants including detated tiny of the .T1 i X % combined
senving the easy anmiss, the heroi Imperial has been attacked. Wake Igmd isin J:im:k‘.se hands s v tactics and much
ofply.  $19 Spac el the Brutal $ ; 550 and Rommel has 1w British on the run! $33 EE motE. $38
4 "WAR OF 1812’ "DECISION N Rebiels ¢ coats 1 3 ‘APRIL'S HAR-
Simulating  the FAANCE® gives A . VEST: THE BAT-
war, this game g players e 45 I ll s har a7 s TLE OF SHILOH
shes bght on the chance to - i Specialized - sce-
problems facing == gxplore the 5 i ‘ ‘ | i narios  Allo
| bolly sides, deal- T J stralegles of the . plavers. to
ing with all the . : ranipaigns.  In | " L i late the
essential elements I ; Normandy and s o e Tl : of the sec
of that confiict : b &4 Northemn France ) \ .‘. Y [ and  the
Inchucding the mili- - DL, S in a game of ; N on of the
moderate com- 'REBELS & REDCOATS I This game cove £rics | 2y =08 sl justin lime
bt ! ¢ structured War of Independence batlles and accur: : : St lhe
dramalic q 3 | with. simpie and battlefield concktions with & move-Tight-rally plry simir- Nest
! battles i ’ = elegant rules., $15 fatfon of grand tactics of the American Revolution. §26 Action.  §24
| "1630 THE GAME e 'ROB0  RALLY' ‘EMPIRES IN
OF RAILROADS | Lahe ) On a distant plan- = ARMS' is a
AND  ROBBER sk : el that serves as game covering
BARONS' (" a Ty the Em-pire's grid | DL Lo W the major ele-
Recreate (e ’ i widget  factory, f % T ments of d
development  of ;i ™ d the various cone W W | macy and wa
the railroad sys- b Ly lrol  compulars ) fare during the
tem. Bulld an went about their %] Napoleonic
emplre, managing . d Bf-  daily routine. 2 > Wars of 1805-
your company for These  sophisti- ; ; o 1815, You are
‘CRUSADES 1I' covers a wide variety of batlles L " the long term. or cated computers were Tully equipped with stan- - ; the  absolute
trom the 12th and 15th centuries. Each battle is a — loot - companies dard intelligence modules 1o handle any silua- e M| monarch of a
complete game itsell taking from 1-1/2 to 3 : . for  maximum tion, but when the computers gel bored you'll see S 7. | major European
hours to play. $28 S~ (uick profits. $20 what happens, $33 . power.  $27
BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES
ANCIENT FANTASY MEDIEVAL NAPOLEONIG SGIENGE FICTION STRATEGY WORLD WAR Il WORLD WAR Il
1 Battles Anc. World 521 Challenge Lion Lord  $25 Age of Chivalry 2 27 Bartie Dresden 1813 $25 2038 £34 Advanced Civilization 325 1844 Second Front 529 Pacitic War 37
Mexanders Generals  $33 Dark Blades 25 Crossbws & Cannons 2 $33 Eagle Empire Borodino $29 Alpha Omega £19 Air Baron 527 ASL Mod Jatkosota 310 Panzerbitz 519
Anclant Emplres 29 Deag Diee Feeal %6 Crusades 1l 28 Fagles Empire Friedin - £26 Awtul Green Things ~ $17 Blackbeard 27 ASL Mod Kamplgpe 2 527 Piercing the Reich $29
Ancients %25 Dragn Dice Mage Strm $12 (Gry Havoo 25 Emperors of Europe. 833 Batllespace 519 Britannia 319 ASL Mod Leatherneck  $9 Raid on St. Nazaire  $19
Jarbarians £33 DragonMasters s42 Cry Havoe: Castle 83 Empires in Arms 827 Battletach $19 Civilization $29 ASL Solo Rules §29 Rise of Lufrwatfe 19
Aanles of Alexander  $33 Dungenn 816 Cry Havoe: Village L% Field Command £30 Blood Berets 520 Colonial Diplomacy  $42 Advanced Squad Ldr  $38 Rommel at Bay §22
Savsar Civil Wars $38 Houbit Adveniure 29 Cry HavocFortld City  $12 Jena 28 Car Wars Deluxo 2 Deluxe Diplomacy 42 Advanced Third Reich  $38 nommel in the Desent 527
Emperors First Battls  $25 Leviathan 8516 Gry Havok: Holy Land 83 LLa Bata Mnt 51 Jn Dlx 562 Citytech 325 Diplomacy $19 Afrika Korps 518 Aun Silent, Run Deep 524
Hannibal a2 Magic Realm £23 Henry V 528 La Bata d'Albuera 57 Critter Tek s12 Enemy in Sight $12 Alr Beidge to Vietory  $17 Squad Leader ]
Slepe of Jorusalem  £27 Titan $23 Ironsides 528 La Bata de QuatreBras $31 Fed & Empr Spec Ops §9 Foudol S8 Anzlo §19 Third Relch $19
Tahitl $22 Warhamimer Fantasy 350 Richard the Lionheart 330 Nagoleon Waterloo Cmp327 Federation & Empre Dix $38 History of tho World ~ $27 Army Group Genter 5§24 Up Front 519
CVIL WAR Warhammer Quest 850 Samural $37  Mapoleon at Austeritz $18  Furyof Clansmen  $20  Kingmaker §19 Awalanche: Invsn ity $27  Victory in Europe 814
1854 Year of Decision $20 Wizards Quest $17 Samurai Blades s22 Napoteon on Danube  $19 Gateway to the Stars  $22 Lods of Sierra Madre $34 fods & Allles 833 Victory in Normandy ~ $11
Acrass § Aprils 523 Yanih 521 Sigge s22 Napoleon's Batlies  $23 Hatker 2 $16 Mew World 817 Auis & Allies Cotrl Pwrs 830 Victory in West Fince  $26
Aprils Harvest s24 LEISURE / FAMILY Viking Raiders $25 Napaleon's First Banle $24 Intersteliar Wars $19 Pax Britannica s18 Ao & Allies Max Adv $10 War at Sea 2 Kit §13
Armiy Heartland 836 Albi 59 MODERN Napolson's Last Battle §25  Kill Zone 821 Republic of Rome  $20  Axis & Allies Mid st §16  World in Flames Dix  $90
Blue & Gray 525 Assassin 515 2nd Fleal 524 Napoleons ltal Camp  §22 Merchant of Yenus ~ §25 Stocks & Bonds 519 Axis & Ally WWZ Exp 514 GENERAL WAR
Campaigns Civil War  §19 Blind Justice 519 Ird Fieet s27 Tha Emperor Returns $28 Muore Cosmic Encntrs $26 Tousnament Tersace 529 Balkan Front 526 Air Superionity 39
Gl War 519 Candidate 519 Gih Fleet §23 Viclory at Waterloo 821 Necromunda 44 Wi the People §29 Battle over Brtain s21 Alamo $15
Gettysburg $15 Escape Irom Colditr  $35 Across the Suez 13 War & Peace 1 Ogre Miniatures 513 VIETNAM / KOREA Blitzkrieg in South 529 Battle of Alma 326
Gettysburg 3 Days July 539 Facts in Five $16 Aegean Strike §19 RAILROAD Roadkill 519 Battles Forgotten War 536 Pritain Stands Alone . $23 Black Death L]
Hallowed Ground 542 Gangland $16 Central America 519 1856 £ar Star Fleet Baltles $25 Platoon 515 Campaign to Stalingrd 529 Blood & Iron 25
Hera Come the Rebels $23 Gangsters §23 Crisis Korea 1995 ] Australian Rails 520 SFB Star Ft Missions  $11 Holling Thunder S22 Carrier War £25 Camp Fredrick tha Grear $24
n Their Quiet Fields 22 Grand Prix $19 Crisis Sinai 1973 §25 British Rails $20  SFB Tactics Manual S Silver Bayonatte $15 Command Sea Plyrs HB 85 Geronima a2
n Their Quist Fids 2 $25  Greed $13  Firepower 523 Colorado Rails $17  SilemiDeath Dix &2 WORLD WAR | Command Sea Referee §9  High Ground L)
ronctads $32  Hexagony 59 Flaghpoint: Golan 59 Emplre Bullder $5  SiemiDeath Rulsbook  $15 Aces High s24 D-Day 516 Kolin Fredek Defeat 834
e Takes Command  §22 Power Lunch $13 Flight Leader s2 Eutorails $25  SilentDeath Sunnunners $10 Aces High Amar. Aces 524 Decision In France  $15 Lion of tha Nurth 529
NoBeter Place De 524 Restaurant $22  Harpoon Box Set 41 Express 11 Space Hulk gsp  AcesolheesPwmse $19 poapontzndEd $49 Ouebec 1759 s22
Aaid on Richmond 521 Robo Ratly £33 Harpoon Data Annex  $18 Freight Train 7 Space Maring 550 Fight Far Skies s21 Empire of Rising Sun  $41 Roarks Drift sa7
Roads 1o Gettysburg  §24 Robarly Armd & Dagrs $25 Marpoon Aulghook  §16 Great Western Raitway $36 Starorce Terra I30] Great WaratSea 1 532 EuroFront §29 FRussia At War $25
Sam Gran $42 Sattlers of Catan 30 Light Division 24 India Ralls 520 Starship Captain $26 Knights of the Air 19 Fire in the East £58 Texas Revolition §18
Stewall's Lst Bitle £25 Sherick H Adv Gasight $18 Main Battle Tank 24 Iron Dragon 525 Starship Troopers £29 Landships s For Whom Bell Tolls 354 The 45 £25
Stonewall Jackson Way $27 Sherlock H Westend 520 Mid-Eas! Peace $16 Rocky Mntn Rails 513 Stellar Conquest £19 March to Victory 0 Los! Victory 523 The Kings War $30
Stonewallin Valley 528 Sharlock Holmes $20  NATO $13 TrackstoTelluride  $42 Wi 40K Battles g1 Pichtolen's War $19 Lunwatte s23  Thinty Years War Quad 527
Three Days Gettysburg $49  Sherlock M Card Game $16 Speed of Heat $36  Tainspon Austia  $17  WH 40K Epic HiveWar 529 WINOS 80 mystangs $17 Thundnin Guns $18
War of the Rebelion  §28  Spicesof theWorld  $18  Tac Air $19 U5 Rails $13  Warhammer 40K gso  World War One )] Duer the Reich s30  Zomdor
Visa, MU and Discover accepted, Checks held 4 weaks. MONEY ORDERS LINDER $200 SAME AS CASH. [HED Pricefavailability may change. Hardware orders may require addi- Stindard  Prioisy  Federal  Federal  MailTo
tional shipping and handling charges. Defectives replaced with same product. All sales final. Call for detalts o US N Emes Panet i
Shipping and handiing charges calculated on a per order, per shipment, and per item basis. Tha “per ordar” charge is charged once per order wlaced and the “per item” charge is ﬁ:: E,'fl';,".\rm 25 ?g gf % 5 g g:g giw
charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make 1o youl. Per lem 5075 $1.00 £2.00 $2.00 £3 00
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THE MARKETPLACE

L
R&G GAMES 2
PO BOX 5008 Glendale His, IL 60139 .

We Buy & Sell New & Used IBM Games & Hintbooks
Top Dollar paid for newer games. Check or 10% more for
credit usualy processed in just 1-2 days. Cal lor prices
before sending games. More games in stock call for prices.
*Used Games™ Rebel Assauk 2 CD s
T Guesl CD $19 Shivers CD $26
11" Hour CD $29 Sierd Hunter CD §29
AHB4D Longbow CD $28 Silent Thunder CD 29
Angel Deveid CD $21 Space Quost 6 CD §28
Anwil of Dawn CD §21 Spycraft CO §27
Apache CD $22 SU 27 Flanker CD $29
Bad Mojo CD $32 Star Trok Final Uny CD  §22
Caesar 2CD §29 Stonckeep CD $26
Command&Conquer CO $29 Toema Nova CD §22
Conqueror 1086 CD §22 Time Commando CD s
Crusader no Regret CD $32 TopGunCD 526
Crusader No Remorse GO §22  Torin Passage CD 5§26
Dark Forces CD §28 Under A KiingMoon D §22
DCD §26 US Navy Fighlers CD s18
Deadiock CD §29 Warcrak 2CD 29
Doom 2 CD $28 Wchaven2CD $18
EF2000CD §24 Wing Commander 3 CD $19
Earthsiege €D $18 Wing Commander 4CD 529
Earthsiege 2 CD §26 Weardry Gold CD §26
Fit Pg Sp Foolbal 96 CD §22 X-Wing Col CD §26
Full Throttie CD $22 Zork Nemesis CD §27

Fuy3CD S0 **“New Games™
Gabricl Knight 2 €D §29 Aferifo CD 53
Hexen CO §26 Chviization 2 CD §41
The Hive CD §19 Command & Conquer D §39
Hyper 30 Pinbal CD §29 Crusader no Regret CD - 580
Need for Speed CD $24 Final Doom CD $35
NHL 96 CD $27 Lighthouse CD §39
Pandora's Directive CD §32 Timo Commando CD $39
Poice Quest 5 CD §29 Warcraft 2CD §39
Cal 1-800-525-GAME Ganada 630-880-5995 Fax 630-980-5056
Free UPS Shipping with purchase of $75 or more
VﬁMDscmfm Express, Cashier Check Munny Order Accopled
GST Mon-Fri Slmprlgéjl"s 5, Alrbome $11
Mnm:m original boxes, disks or GO & manuals (N0 GOPIES) in good
| ing, Scratch & virus free, Any unacceplable wmnilheulumd
ul mwnuuﬂwspumnmsmmnm availabilty.

CIRCLE READER SERVICE #112

WE PAY CASH FOR USED GAMES

To Sell Us Games or Make Inquiries Call:

1-800-514-2637 .,

12-5 Mon-Fri CST
In Canada, call 605-339-2060

call for authorization before shipping or
FAX list for current quotes fo 605-334-8766

(include your refurn address & FAX no.)

WE SELL USED IBM GAMES
Call for current fitle availibilit

1-800-377-8578

10-9 Mon-Sat, 12-5 Sun CST

Most items shipped same day. S5 Reg./$9 2nd Day Air
VISA/MasterCard/Discover/Money Orders/Cashiers Check

CALL TO
SUBSCRIBE TODAY!

Every month COMPUTER LIFE is
\packed with' answers, claar-out

) is call to subscribe.

gy
to wrlng more power and ples-
sure from your machine.

Tostayontopo!ﬂall youvesot
to subscribe to it.

So call today. It's a better deal at
g better prlca — FREE softwars,
too — when you subscribe to
COMPUTER LIFE!

FREE BONUS SOFTWARE
'WHEN YOU CALL!

DO DON’

MISS THE NEXT

CALL 1-800-926-

DONT miss the FREE so

WE HAVE OVER 2,000 rm:s.'

111h Hour-CD §25
Tth Guest-CD 19
Al0Ta nk Killer2-CD 29
Alterlife-CD 34
AH-G40 Longbow-CD 34
Allied General-CD 27
American Civil War-CD
Anvil of Dawn-CD
Apache-CD
Ascendancy-CD
ATF-CD

BN o
altleground: 1]
Breath 3-CD ”
Caesar 2-CD

Civ Net-CD
Civilizallon 2-CD
Clase Combat-CD
Commnd & Cnguer-CD
Conguest Hew Worl
Conqueror AD 1086-CD
Crusader No Rmrse-CD
Cyberia 2-CD
Cybermage-CD

Dark Forces-CD
Deadiock-CD
Descenl-CD

Descent 2-C0

Duke Nukem 30-C0

Elder Serolls 2-CD
F22Lighining 11C0 32

8 RipperCO 3
ﬂnhen E.Lee Civil War
Hi 27 CURRENTLY IN STOCK!

Fade lo Black-CD
Fanlasy General-CD
Fila Soccer '96-CD
Front Page Footbll ‘96
Full Throttle-CD

FX Fighler-CD

Eahnel Knight 2-CD

19 Hardball 5-C0
27 Heroes of Might & Mgic

Hexen-CD
Hint Books-Call

4 Indy Car Reing 2-CD

Jagged Alllance: Ddly

6 Links 386-CD

Lords o! Midnight-CD

9 Mechwarrior 2-CD

Mission Force: Cynr Sto
Mortal Kombat 3
Myst-CD

7 Niy“al Racing-CO

Need for Speed-CO
NFL numl':lr[;::k Club

Pandnm Directive-CD
Panic In the Park-CD
Panzer General-CD
Perfect General 2-CD
PGA Tour Goll '96-CD
Phanlasmagoria-CD

H!hcl Assaull 2-CD

Shannara-

§19

27
5
25
2
1
35
2

26

Shivers-CD
Silen! Hunler-CD

2 Space Bucks-CD
5 Space Quest6-CD

Spycraft-CD

7 Star Contral 3-CD

Star Trek Final Unity

2 Steel Panthers-CD

$4 & up

Stonekeep-CD

34 SU-27 Flanker-CD

30
17
10
2

Terminator: Futre Shek 2
Terra Nova-CD
The Dig-CD

i
9 Tie Fghter Coll Ed.-CD

Time Commando-C0

22 Tony LaRussa BB 3-CD

Top Gun-CO

Torin's Passage-CD
Treasure Quest-CD
Trophy Bass-CD
Virtual Karts-CD
Virtual Pool-CD
Warcralt 2-CD
Warhammer-CD

Wing Commnder 3-C0

7 Wing Commnder 4-CD

2 Police Quest 5 Swal-CD 2

Wooden Ships, Im Men 30
X-Com 2: Trror of Deep
Z-Ch

5 Zork Nemesis-CD

CALL FOR MORE TITLES

1008 W. 415t Street ® Sioux Falls @ South Dakota ® 57105




Role Playing Games  800-699-4263

POB 234 Dept 10827 Rochester, VT 05767
HIPS &BITS inc
L] www.cdmag. com/chips.itmi Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.nel

~“odt © 'CONSPIRACY X' ‘CTHULHU RI3- = (" AF ™ ‘CALL OF e ‘MAGIC  THE
4 In a world of \ s (‘TBLL Ol v  CTHULHW® Find [z GATHERING
dark  secrets, e CIH“LHL} an expanded H. = Dol HOMELANDS'

the only certain- 7 as i e b kg BDESSLOVECTalt | -‘;Ei\\q I Hidden away for

ty is nothing i 4 <! + ] \ backaground. A B The Gathering] generations, the

it S s N ! | ! See new lllus- | forgoten vworkd of

focatio X with expanded
carrying  para- - ] 5 3 \weapons data ; 0 : cultures, and crea-
noid on the street | . the leg- ¥ L unlocked from Ay a2ty 12 realim of

e P ; ol starler  decks. tratlons  and TL il Homelands
may not : & | You will find i gnin new skills _L \ avaalts discovery
human. Tha sign 1 sy focati ‘1 e A any people

ranting  mind -2 d a8 endary  Rlyeh i i all three super- T e
control  satellites > and  Gthulhy . natural chaotic L EERTET Ui d sinis-

may be right.$20 himsell. $2.50 : 3 Eras. $18

'RUNEQUEST’ : - 'STAR WARS' ‘SHADOWRUN'
Players create ] This  raleplaying 2 2 In the world of
system adventurers game phinges you ) ; 2053,

You can e who are unique e - y into the breakneck Ein ; corporatio
adventure in_any ey S belonging fo a thrills and pulse~ A | i van! sol )
world  you ¢an b : distinet culture pounding excite~ B E done, but they

ging. All fules B, | s y he ’ A o Mentof the great- - et | don't
careluly  orga- . . trades v est space fantasy _‘ - dlirty their hands.
nized and inded i skills: of - g of all time! Face . | Your existenca is
and  cross-refer- : 1 their  parents, overwhetming ; not listed in any
neced. You can 2y hile exploring otds. impossible ; databasa  and
create exacty the an ancienl 3 , challenges. May - i tha demand for
character  you - &5 world rich in ariecyry the Force be with D B+DBelrteleBs [ Services is
vantto play. 520 : : .\l magic 519 A yoIL s $20

“ADVANCED r e — | 'HEAVY GEAR' A Mg ‘VAMPIRE: THE &1 'ROBOTECH" The
‘“““(.::j'&nrm;cm_‘ DUNGEONS & g 5 ; T DARK AGES’ . lech RPG
s DRAGONS-MON- : 3 - ., Takes you 1o the Bl se Il go
STROUS MANU- 7 =3 /i - /' nights vhen kine - eyond  simply
AL contains . = - vl g . truly had reason N smiating tha TV,
more. than six N A § : o 10 be afraid of the S show.  You will
hundred  mon- - ( dark, The § be able to create
sters, Including 2 - s Complate E - 4 Kindred of this the intervening 9
several new T 7 tactical.  system ’ hyaone age ride years between
creatures  lrom e that. can gither be / the dark i p the destruction
the  Monstious ) o 1 played.on fis ow y \ _lords & 13 > % of the SDF-1
Compendium . o Interact smo- © O A e { g and 2 and the
SO0ME never seen b Sy | othly with the role- - with the he e *launching of the
before 520 L e Wf | plaving game. $25 ol Europe.  $24 : . SDF-3 1
Fantasy RPG [ FANTASY RPG [l FANTASY RPG [l FANTASY RPG [l HORROR RPG HorROR PG [ sciFiRPG [ SCIFIRPG |
AD&D 2ND EDITION RULES AD&D DARK SUN AD&D PLANESCAPE FENDRAGON CALL OF CTHULHU NEPHILIM CONSPIRACY X ROBOTECH
AD&D Core Rules CD 554 Dark Sun Cmpgn 525 Campaign Setting £25 Beyond Wall Pendragon$10 Arkham Unvedded 516 Character Dossier %8 Aegis Hanabook 17 Invid Ivasion M
Combat & Tactics 17 Delilers & Preservers  §14 Guide Astral Plane $13 Biond & Lust s Call of Cthulhu $18 Chronicles Awaken  §14 Black Book S14 Robotech 81
DM Guide 516 Mind Lotds Last Sea 517 Harbinger House in Land of Giants f18 Creatutes Dreamlands $14 Gamemasters Vell 12 Conspiracy X 20 Sentinels 514
DM High Lyl Campgn $17 Pslonic Artifacts 517 Hellbound £ Pendragon 4th Ed.  §18 Cthulhy Live 515 Hephilim 18 Forsaken Rites 514 Zentaedi 57
Monstrous Manual 520 Thri-kreen of Athas 5§13 Ptanewalker's Handbonk$17 Penlous Forest 3L Dark Designs $16 Secral Societies 514 GM Sereen $13 SHADDWRUN
Players Handbook 520 Windndrs Jagged Clits 513 AD&D RAVENLOFT Savage Mountain 514 Fatal Experiments $16 VAMPIRE CYBERPUNEK 2020 Awakenings 313
Shills & Powers 17 ADA&D FORGOTTEN RLMS Guido to Transylvania  §11 ROLEMASTER Sacraments of Ewl - $16 Book of Kindred ] Chromebook 4 59 Companion $13
Spells & Magic 519 City of Splendors 20 Nightmare Lands 17 Arms Law 515 Utattl Aster 518 Book of Nod =} Cyberpunk 2020 17 Shadowrun 2nd Ed,  $20
AD&D ACCESSORIES Drow of Underdack  $13 Ravenlolt Box Set 310 Character Cmpgn Law 513 Walker in Wastes £17 Glan Books 510 Listen Up Prim Screwhd 59 Shadowtech $13
Complete Ebves 815 Eiminster Ecology £20 Ravenlolt Coopgn Set - 525 Companion 7 $13 Ye Book Monstres 11 510 Dice 55 Rache B's Gde to Net 514 Virual Reaities 20 $15
Den of Thigves S Falths & Avatars 518 Requlem; Grim Harvest 525 Elemental Companion  $14 CHANGELING Hunters Hunted 510 GURPS STAR WARS
Dungeons Mystery 818 Forgotten Rims Cmpgn 525 ARS MAGICA Rotemaster 3-in-1 54 Autumn Peapla £ Play Guide Sabbat 313 Auteduel £15 Allianca Int Reprt 13
Encyciopedia Maglcas  $20 Heroes Larebook 317 Adventure Value Pack  $16 Sea Law S16 Ghangeling =? The Dark Ages 524 Compendium $18 Classie Adv 3 $15
Player Packs 516 Menzoberranzan 525 Ars Magica Jrd Ed 520 Spell Law 513 Chanpeling Screen 815 Vampire Znd Ed. 524 Gobling 18 Galaxy Gulde 12 $13
1, Tyrant 515 Netheril Empire Magic 525 Medleval Handbook  $16 War Law Mass Gomhat §22 Immartal Eyes $13 Vampire Player Guide $19 Robots $14 Heros & Rogues s16
Monst Comp Annual 3 518 Night Below Cmpgn 525 Mythic Eurape §15 RUNEQUEST Kithbook: Trolts n WEREWOLF Vahicles 516 Live-Action Ady §15
Prist Spell Cards $17 Pages from Mages  $13 Wirard's Grimaira $15 Dorastor §18 Nobles Shining Host  $12 Aods Mundi Bk Spirts §15 HEAVY GEAR Mini Battles Start 3at 528
Sages & Specalists 517 Ruins Undermntn 2 $21 DICE POLY MEGATLIRES Ginrantha si8 Player's Guide $18 Tribe Books s10 Badlands Sourcebook  $17 StariWars Revised §25
Shaman s Ruing Zhentl Keep  $21 Opague S £ Gloranthan Bestiary 9 CHILL Dice 45 GM Staner Kit 825 TRAVELLER
Tome of Magic 517 Ruing Undermntn a Pearlescent Set L1 Lords of Terror s12 Accessory Pack 512 Freak Leglons 12 Heavy Gear £25 Mligns Aschives 518
Wizard Spefi Cmp 1§21 Spelibound in Realms  §21 Transparent Set (13 AuneCuest dth Ed.  §19 Chill 519 GM Screen $10 Technical Manual $15 Central Supply Catalog 518
World Bldr Guide 517 The North 21 Twinkle St 56 Shadows on Borderland§14 Companion 515 Players Guide 515 Woodlands Map Pack  $9 First Survey 518
AD&D ADVENTURES Undermin Trilogy £6 DRAGONLANCE FIFTH AGE Troll Gods $16 Voodoo Sourcebook  $12 Storytellers Handbook  $15 MACROSS 2 Mitieu O: Third Imprium$15
Diragon Mountain 825 Vilhon Reach 514 Dragonlance Sth Age  S21 Trofl Riealms £10 MAGE Umbra Velvet Shadow $13 Macross 2 m Starships S8
Eye to Eye i Volo Guide Dalelands  §13 Heroes of Steel £15 SKYREALMS OF JORLIKE Boak of Madness §13 Wergwoll 524 Sourcebook 1 £a
Gates Firestorm Peak 517 Volo Guide North 59 Last Tower Ratsttin~ SA7 G of Sillipus g2 Bouk ol Shadows 515 WORLD OF DARKNESS Spacecralt Decks 3] CARD GﬂMEs
Rod of Seven Parts $27 Volo Guide Sward Coast $9 EARTHDAWN Innocents of Gauss  §10 Chantiy Book 515 Dark Destiny $13 MECHWARRIOR
ihe Sitver Key 57 Warriors & Priests ~ $18 Fanhdawn 25 Jorune Frgin Ramian ~ $10 Chaos Factor 513 Midnight Circus $13 Living Legends £10 Batetech
AD&D BIRTHRIGHT Wirards & Rogues $13 Earthdawn Companion $15 Scholasi Pack 514 Halls o Arcanum m World of Darkness 516 Mechwarrior Companion$12 Dr Who
Domain Sourcebooks  §7 ADAD MONSTROUS COMP Gamemasters Pack — §11 Skyrealms Jorune 17 Widden Lote 2nd Ed. $13 WRAITH Mechwarrior 513 Greal Dalmuti
Baak of Magecratt 817 Annual 84 515 Hurrors 315 Sobayid Atlas 515 Loam of Fate 10 Dark Relect Specire $10 RIFTS Nlyminati
Havens Great Bay 517 Annual'85 $15 Magic 515 WARHAMMER FANTASY Mage 2nd Ed. £21 Dice 55 Mercenaries 514 Magic the Gathering
Legemids Herokings 817 Greyhawk Creatures 59 Shattered Pattern 59 Apocrypha Now! 811 Storytellers Screen 8 Haunts $13 Hilts $21 Monty Python Holy
Haval Battle Syst 510 Mystara Manst Comp 515 Sky Paint Vivane Camp $21 Doamstangs 1 s18 Techno New Wild Ordr 510 Player's Gulde $10 Rifts Harabound s2a Mythos Limited Ed.
Rjurik Highlands 517 Pianescape Mon Cmp 2515 Terror in Skies &9 Enemy Within 1 M Techno Progentors 510 The Risen in Sourcetk 4 Manhunter $17 Star Trek The Neat Gen
' Warlock Stonecrowns 9 Ravenloft Comp 152 §17 Tha Adept's Way £15 Wahammer Fantasy 519 Technocracy Meratn X $10 Wraith £24 Wrid Bk 11 Coatitn War $18 Star Wars
Visa, MC and Discover accepled. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. ;OD §8. Price/availability may change. Hardware orders may requirg adi- EI%":H::II UFg!a'rE.jl frg:‘ul {tﬂfql‘ IL
tional shipping and handling charges. Defectives reptaced with sama product. All sales final. Cal for details. Fii0ms PADss 208 iy x
Shipping and handiing charges calculated on A per order, per shipment, and per fem basis. The “per order” charge is charged once per order placed and the "per item” charge is g&?g E:% 2; 3 55': g,g 20 _':
| charged unce for each item ordered and the "per shipment” chargs is ¢ harged once for each shipment we make 1o you $3.75 §1.00 §200 5200 S5 00 g
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Cotmanp & Conauer Rep ALERT: In this CAC aliemafive
history of WWII, the Nozis never come to power & WWII
is o battle between the Allied & Soviet forcas.
TOONSTRUCK: Starring Christopher Uoyd. Your bass has it
in for you & you've lost all sellrespect doing work even o
halfwited monkey would baolk of.

Death DROME: Eight players ride special runners, batle
in giganlic arenas & shoot & kill opponents to move fo the
next level. Reach your kill goal in all eight arenos & goin
your freedom,

CIRCLE OF BLOOD: You must discover the idenfity of o smil.

9: Joumey to the world of Thutston Last. You must rebuild the Muse Machine, 9
harness the power of the Muses & restore the resort to ils originol grondeur. 50538

46|

ing assassin, recover o monuscript written by the leg-
endary Knights Templar & uncaver its mystical secrets.
4 New Great Games

AMOK: Wih the best grophics, fostest gomeplay & most diverse reployability  Amok
in ifs genre, this 30 shooter puts you in control of a hitech batile mech. 51304
SCORCHER: Screaming through a whiteknuckled world of shadows & dongey,

Scorcher

46|

New Vord Rasgers

Toansiruck

45118

Daoth Drome

53126

‘46
39

47 oo
40

Circle of Blood
Virgin

only one will survive,

53137
spread through the base.

MonTREAL CANADIENS: Relive every exciting moment thot made you o fan
of one of the most successhul franchises in hockey history. Celebrote
= 2ach one of the 24 Stanlay Cup wins.
@ New York RANGERS: As you relive 69 years of Ranger
history, you'll find the anly thing missing lrom this CD
ROM are the insanely loud & loyal fans,
CHICAGO BLACKHAWKS: Calebrote oll 3 Stanley Cup Wins,
inclucling the 1938 team thot won with 9 Americonbom
players. Incredible hockey moments for the fue fon.

Montreal
Canadiens

Great ;:5)0

Teams!
Chicago
Your Blockhowks

Choice %7
$

25

SACRED MirrOR OF KOTUN: Set in exatic Micronesia, you must
y guther cleverly woven clues in on intiiguing mystery. Experience .

>acied
Mirror

54122

Toronlo
Mapleleals
54512

d thiee fully explorable 3.0 virtuol environments.

. PIC1URE PERFECT GOLF SUGARLOAF: Experience the thil of

photographs. The most realisic golfing experience availoble, 34397
3--1 Gotr BUNDLE: Includes Picture Perfect Golf Harbour -

Jn-1 Gol

Town Golt links, Picture Perfect Galf The Coswr d'Alene &0 54451

you must pit your skills agoinst @ pack of high-peed rivals where ullimately,

AREA 51: As o soldier in the elite S.TA.AR. forces, you must peneliate olien
forces af Avea 51 & eliminate the threot of the deadly alien infection that has

:‘J ow .I'u: 5‘
Rangers

54514

Detrait
Redwings

54511

Boston
Bruins
54513

Golf & More |
33

playing the world's finest courses. Features housands of real  Sugerloal $2 7’

35

video enfited 10 Fundamentals of the Modem Galf Swing. Lyrig Interactive)

51974

s44)|
‘46|

Area 51
49652

FinaL DooM: The last of
the legendary DOOM
products features 2 new
32 level episodes-The
End of the Undead & The Acid Drenched Hallwoys.

X

51305

Tha hottost *

I

; lownse prieos at g &

Unitad CD ROM!
%w GI Iateraciive Seftware

Aovea e Iesipe Srory 97 |
by A.D.AM.

Some great inbo wih of

new features = yor onlne

doctor answers ol of your

heath quesfions or connedt

1o he ADAM. Medid

o 33

53102

The Music In
by Readysoft
Save Julio, this century’s j

Loowy Liwimy/
Crrstar Cauguri Bunpte

Quickssor MasTeR Pitor: A
light game console that will

Absolute
Control
turn your PC info o virtual cock- Guickshot

hottest pop star. Masler

ments & tavel thiough
Altco, lapan, Chicago Ji}
& the SoftRack Cofo.

b[y Starplay
Chompionship playfield
design, expert Mlipper f§
control, full nudge & il
thee Mippers & thiee
multiballs,

pit, Designed after the mubidunction 549464 49

displays in in many of today's high
parformonce lighters

WARRIOR 5: Features ergonomic new design,

Watrior 5

23484 s9

culo-centering operoting mode, Biogrip, 2 positive
response fire butions, x- & y- tims & more.

54558 § 2 7

ORDER As LATE As DEC..23" FOR CHRISTMAS-DELIVERY
Special Holiday Hours: MF 8am-Midnight; Sat 8am-5pm; Sun 1 1am-6pm.

CoNTACT US!
Fax back 1-217-352-8123

53202 $36 k

* While supplies last. Shipping tharges apply to free offers.
*Orders received os late a5 %:30 pm (CST) for 2nd doy oir.
Coll for other deadline times.

Special offers, item avellabillty and prices may vary
accarding 1o format ond ore subjedt to change withaut nlice,

Al prices in U.S. doliors. Hot responsible for inadvertent ervors. CompuServe: 76043,]605
= Al Misor Crepir Carns America On-line: UNITEDCD = Fax orders 1-217:352-9749
Eﬁ?ﬂ~ BBS 1-217-352-9654 Int'l orders 1-217-352-8737

CODE W01  Accwm 800 United CD ROM Drive, Urbana, IL 61802 USA

Quickshot

SIMULEYES
by Stereographics |
Tronsforms your com- |
puler into a stunningly
environment for 30
game and mullimedia
soltware. True slereo
3D system brings ifelike depth and clarity to your

compuler screen. $ 9 9

54053
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DAWN PATROL

Immerse yourseltin the age of aeral combat, when pilot
skill and intuitive aenal taclics meant the difference:
between victory and defeat. Climb/into the cockpit and
transport yourself back to the time when the death defy-

Ing Aces were masters of the skies.

$12

Shop our Online Catalog at www.cdmag.com/chips.html

POB 234 DEPT 10810 ROGHESTER, VT 05767

STAR TREK:JUDGEMENT RITES

Caplain's logo slardate 6238.4. You have no doubt that
you ara being watched. By whom or what is not deter-
mined. How can your sensors suddenly report lifa forms
on a dead planet? Beam down to mysterious warlds
and encounter stranga adversaries that are netlogical, $14

INT’L 802-767-3033 FAX 802-767-3382

Drders/Questions: chisales@sover.net Customer Service: chiserv@sover.net

SOFTWARE
CLEARANCE!

BATTLES OF DESTINY

Conaquer the world. Seek out and destroy up to three
opponents in this state-of-the-art global conquest simu-
lation. Unleash you awesome power against the com-
puter or other players. It's simple to play but only a true

master will reign.

$12

Insane Closeout Reductions!

IBM ARCADE IBM REFERENCE IBM SIMULATION IBM WARGAMES

Backlash $10 Fatox ESPN Intor Soccer £19 Renegade 310 Conquered Kingdoms 519 Dafend tha Alamo 219
Captain Quazar W35 319 Soccer Kid 59 Evarywhera USA Gda 6 Soa Waell $15 Detroit $15 Fifth Eskadea 519
Cybarkage $15 Vaxine 36 Flying Warbirds $19 Seal Team $12 Empirn Dix Scenario 1 $6 Fifth Fit Scen Mod 1 $19
Fada to Black $15 Wild Streots 36 Lel's Draw Caricalure s12 Star Crusader MD $16 Fon Apache S18 Fleet Med §19
Magic Carpet Gold 515 NFL Yearbook s12 Strike Commander 515 Grandest Flaat 514 Flight Cmmd 2 MB 519
Operation Camage $10 IBM BUNDLES Nina Worlds $12 Tank $14 Jutland $19 Gary Grigsby PW Update  $15
Quake Shareware £10 Print Artist 4.0 512 Tank Commandar Nat 19 Koshan Conspiracy 59 Gry Grgsby's Wr Hussia $10
System Shock $15 20 Wargama Classics £20 World Atlas 56 Ultrabots 2 Machiavelli tha Princa $18 Harpoon 2 $19
Tak War $15 Ecstatica Bundla £19 Wing Comm 2 Deluxe §15 Mastar of Orion s19 Harpeon Classic s18
Terra Nova 520 Five Ft Ten Pk 1 319 Wipo Owt £19 Perlect Gengral 512 Harpoan DS 2 S8
Tatal Ruin Il 0 Five Ft Ten Pk 2 319 Woll Pack $15 Pirates Gold $19 High Command $19
Jat Pack $19 Champions of Krynn 316 World Circuit £16 Railroad Tycoon s18 lron Cruss $19
|BM ADVENTURE Might & Magie Trilogy $19 Curse of Azure Bonds 516 Zone Raldors 519 Realms 516 Line in the Sand 59
Myslery Collaction 519 Cybarludas £19 Rules of Engagemant $12 Marianas Turkay Shoot 10
Tih Gst 2;111h Hour Dema §4 Pinball Gold Pak 519 Dark Cueen of Kryan $1a Sabre Team 512 Pacitic Storm Saloman 519
Alona in the Dark 512 Panzer Gon Strt Gd Bndl $19 Dark Sun 2 $19 Saorf City 510 Fanzer General 319
Biotorge £15 PoworHits Batihch 516 Dark Sun Onling W95 515 APBA Sideling Spons $19 SimCity 2000 SD1 s12 Panzer General Onling 515
Blackihorme $2 Prince Parsia Collact $19 Disciples of Steel $15 Avalanche Interactive 39 Star Legions $9 Aebel Chrg Chicamagua  $15
Chaos Continuum 39 Sierra Family Pack 510 Dragon Lora £19 Blood Bowl $10 Syndicate Plus 515 Aad Sky Maming 519
Day of Tenlacle $14 Sierra Gamer Pack 510 Knights Xent NR18 UG 85 Brott Hull Hockey 85 $19 Theme Park 515 Task Forca 1942 59
Entombod $16 Sierra Kids Pack 310 MegaTraveller Zhodanl 59 ESPN Sports Shonts 59 This Means War 518 Tigars Prowl Camp 2 $15
Fortrss D¢ Radiaki 2] Star Control Collection £18 Might & Magic 3 $15 Hardball 3 Play Disk $6 Unnatural Salaction 818 Typhoon of Steel 515
Fourplay Win 59 Take Ten 518 Pools of Darkness £10 Internatl Sports Chal 56 Warlords £9 UMS 2 Planot Editor $4
Gabriel Knight 1 514 Top 50 Games 316 Secrel Siver Blades £19 Jack Nicklaus 33 Warlords 2 $19 V Victory Market Grdn 515
Inca 2 $16 Treasures Pack $15 Sentinel Worlds 39 Jack Nicklaus ClipAn £3 X-Com UFO Defense 519 V Victery Utah Beh s
Knights Xent NR18 UG 57 Shadow Sorcerer $9 Jack Nicklaus SE C1 $3 V Vigtory Vel Lki $12
Los! Fis Shrik Hims 512 Star Trek TNG: A Final Unity  $3 Jack Nicklaus SE C2 53 IBM TRADITIONAL Wargame C52 8D13 $15
Marph Man 59 Talas Magie Prop Shad $9 Jack Nicklaus Tour Col 510 Wargame CS2 SD4 515
MNervos of Stosl 518 Dostination Mars $19 Thundarscapa 19 Links Pro Coursos 1-14 pa $19 an $6 Wargame CS2 SD5 $15
Noetropalis $15 Dinosolt Typing Tutor 39 Ullima 7 Series $15 Links Pro 8 Castio Pines ~ $19 Arcado Action Kit $12 Wargame C352 SD7 $15
Nomad 516 Dyno-Quost 9 Ultima 8 Pagan 15 Links Pra 10 Praire 19 Bridge Olympiad 516 Walterloo 59
Prophocy $16 Eager To Learn $12 Ultima Underwarld 2 £0 Links Pro 11 Daovils Is! $19 CD Aomix 2 Prme $6
Psychalron 17 EcoQuost %9 Unlimited Adventures 519 Links Pro 13 Troon North $10 Casino Gambler Kit 59 IBM HINT BOOKS
Relontloss 515 EcoQuest 59 Links Pro 386 Golt $16 Chessmastr Online W5 515
Aeturn of the Phamam $16 Mario's Fundamentals $12 1BM SIMULATION Live Action FB $a Dr, Tharpa Mini BJ &6 Adventures Wilkie Boamish ~ $6
Rex Nabular $12 Parsonal SAT Tralnar £9 Micialeage Personal Golf 59 Elemanis %9 Alano in thao Dark 12
Riddle Master Lu 519 Quarky Quaysoo Turbo 59 Aces of the Deap $14 NFL Coaches Club 30 GamePack 2 %9 Blackthrne Qfficlal Srar Guide £9
Savage Warriors $10 Siera Schi Hse Englsh 512 Air Cmbt Pacitic 1942 $16 NFL Video Football 59 Mind Grind 5§12 Champions of Krynn 59
Simon the Sorcarar 516 Sierra Schi Hso Math $12 Air Warrior $19 PGA Tour Golt Gold $19 On Target 86 Civilization Network $10
Spalicasting 101 %9 Siarra Sehl Hsa Seiancn £12 Alrpower 518 Power Hit Spors 36 Origama $14 Conquest of Robin Hood %6
Star Trek 25th Anniv s12 Supersoviers 59 Asgignmant Miami $9 Pro Foatball Analyst 36 Paparazzi $19 Curse Azure Bands £9
Star Trek Judgmont Ats $14 Toonworks $9 Assault Rigs $19 Sarious Soccer $0 Poal Master $12 EcoQuest 56
Swap 6 Ward Attack Plus 30 CyberRace 38 Sideline Sports $9 Powar Pokar £15 Empire Doluxe 39
Tom & Jerry %9 Dawn Patrol 812 Sport Accolade Gt 2 39 Prot Zany Giveaways %6 Gold Rush 56
Under Killing Moon $19 Dalta V £9 Spaorting Triangle $3 Prol Zanys Jokes $6 Inca 2 £6
Watlands 510 Evasiva Action 512 Tia Braak Tennis £6 Puzzle Gallery 36 Indy Jonas Graphic Adv, 53
Whara's Waldo £10 |E Ep 10 wiPerfect General 59 Falcon 3 SD1 Fght Tgr $12 Tom Landry Football $19 Puzzlos of Tribyts Was 519 In thi First Degree $16
Woll Hunt Ba Hunted $12 IE Ep 11 wWalls ol Rome  £8 Falcon 3 SD2 Mig 29 59 Tony LaRsa BB2 TD 93 $3 SHL 20th Anniversary ] Inherit the Earth 36
IE Ep 12 wiHeirs to Throna 59 Faleon 3.0 £16 Tony LaRussa BB 53 Solitaires Journay 516 Loda Runnar $12
IEM ARCADE IE Ep 13wMagic Candle3 59 Fighter Wing £19 Unnecoss Roughness 85 §12 TV Guide Crossword 512 Lords of Rings €5
|E Ep 14 wiOrigamo 39 Flight Sim ToclKit 516 Unnecassary Roughnoss £9 Take Break Crosswords 39 Manhunter San Francisco £5
&1h Dimension $14 IE Ep 15 w/Baitles S Pacific 39 Fly the Grand Canyon 59 Wayna Gratzky Hock 3 512 Take Your Best ShotCD 514 Matrix Cubed 52
Alrborna Ranger £3 IE Ep 16 w/Conguerd Kngdms 59 Great Nav Ball Scene 59 Warld Hockay 95 s12 Uttima Trivia 516 Microsott Gott 59
Astro Rock 519 IE Ep 17 w/Grandost Floot ~ $6 Great Naval Baltles 3 §19 Universal Navariack 519 Mizroscll Space Simulater  $12
Beavs Biihd Lt Thgs $19 IE Ep 18 wiLost Admiral £a Groy Woll £10 IBM SCREEN SAVERS Vegas Games 95 W55 £19 Paower Manger 39
Bvs & Bithd Wnr Takes $19 IEEp19 59 Gunship $0 Video Game Solut 2 s9 Realms of Arkania £16
Creapars £8 IE Ep 2 wiBloodsione 59 Hi Octane $15 LawnMower Man Scroon Svr 89 Virtual Reality Studio 2 $6 Rebel Azsault Insiders Guide $12
Crime Patrol $19 IEEp20 39 Indy Car Racing 514 ScroanToyz Latring 59 Virtual Snooker 519 Return to Zork $12
Drug Wars $16 IEEp 21 $9 Lawn Mower Man $19 ScreenToyz Stitch $9 Vinual Vegas 813 Roleplywrs Game Coempanion$13
Gorg 59 IEEp22 $9 Lightspeed $8 ScreenToyz TNT Tad 59 Sacret Sitver Blades 39
Lodo Runnar $14 |E Ep 3 wiStar Legions ] Maximum Civerkill MD2 4] IBM WARGAMES Sherlack Holmes Consting Det. sg
Metal & Lace NR18 UG £5 IE Ep 4 wMorcenaries 39 Mechwarrior 2 NetMech £15 SimEarth
Mictocosm £0 IE Ep 5 wiMagic Candle 2~ 30 MetalTech:ES Speech $19 Aegis 519 Sky Realms of Jorune 5'3
Navar Mind 56 |E Ep 6 wiStriko Squad £9 Precision Approach $12 Battlos of Dostiny 12 Banzal 59 Spaceward Ho! $10
Royal Flush Pinball 519 IE Ep 7 wiSlaga $9 Privatear 315 Civilization $19 Batt Napoleon SD& £9 Star Crusader sz
Sink or Swim $16 IE Ep B wil.ost Admiral 59 Real Weather Pilot 59 Conguor Windows $19 Charga Light Brigade 816 Star ReachvMastor of Orion 512
Sloopwalkar §9 IE Ep 9 wiConquered Kingdms $9 Red Baron/A10 Tnk Kir $14 Conguered King SD1 59 DDay Begin of End 3 H Swike Commander 59
Visa, MG and Discover accephed. Checks held 4 weeks, MONEY ORDERS UNDER $200 SAME AS CASH. COD 8. Price/availability may change, Hardware orders miy requite addi- El%rﬁ '1 Pmml\ Edigls [',‘iﬁi" l!;fu'l;f I:f‘eail\r:ﬁld
tinnal shipping and bandling charges, Defectives replaced with same product, All sales final, Gall for detalls. 710 Days ,_, ,-‘,3,g I, Tty 470ws  T-140am
Shipping and handling charges calculated on a per order, per shipment, and per llem basis. The “per order™ charge is charged once per order placed and the “per item” charge I 5:", s{fﬂnm‘ a?g ﬁ %) gg DI; am 23;3‘, 200
charged once for each iem ordered and the "per shipment” charge is charged once for each shipmant we make o you. [Par lte .75 $1.00 5200 200 5200

CIRCLE READER SERVICE #221

CGWISTBUDGET!



FRE
AD U
CD-RO
DIGIZINE

Experience digital erotica. World's first inter-

| active adult magazine puts hours of fascinat-
ing erotic exploration at your fingertips.

Packed with “show and te?l( " reviews, erotic
demos of new adult games, sexy photos.

TRY ONE FOR FREE!

Just call 800.999.7995 or mail coupon
below to get yours now. Shipping & handling §7.95

|
|
:
| '] YES! send my FREE
:
|
1

M
g-lo-

copy of 1Q Digizine NOW!

Hame

Daylime phane (intluding nrea code)

Gty Stale Tlip

Mot indllude 57.95 shipping & hondling ~ Payment (] check/maney order
[ Mostercord [ Ve [ Discover

| Cord #:
| 600 C100/0000

Signature (Required)
| 1 cenify | am 21 years of oge or older) Dote of Birth (Required)

Mail to: 1Q, Dept. CGW1296, 551
Valley Road, Montclair, NJ 07043

www.igmag.com

Mission Control
HOT ADULT SOFTWARE

WWW.MISSIONCD.COM

Starring Virtual Victor
You control Victor's
every move. Satisfy the
Sirens,..or die trying!

A ony 49
Duke Screw ‘em-38DD

He's everything Duke Nuke'Em
always wanted to be.

More levels than any other
adult gamel

Check These Out!
2069; SexOdyssey

The Black Book

Buttman's BBBabes

Crystal Fantasy
CyberPhotographer
CyberXperience 4CDs
Dream Machine 2

Diva X Rebecca

Girlie Game Virtual Sex Shoot
Hollywood Bdy Dbl Virtual Valerie 2

ORDER TODAV! CALL TOLL FREE

800-999-1995

OR 201-183-3600 = FAX 201-183-3686
Send Orders To: MISSION CONTROL 7 Oak Place,
CGW1296, Montclalr, NJ 07042 « Mastercard, Visa,
Discover, Checks & Money Orders. Shipping: $7

Must be 21+ to order.  C|RCLE READER SERVICE {358

on 49

OutPost 69
Rodney Rubber
Samurai Pervert
Seymore Butts 2
Space Sirens 2
Sushi Bar Girls
Tabloid Beauties
Virtual Sex 2

Computer




ADULTS

0 BOX 14 DEPT 10811 HANCOCK, VT 05748 INT'

‘ULTRA  VIXEN'
Journey through
space and time.
with the hyper-
sexy super hero-
ine of the 21st
century. As her
time-warped
lover, you direct |
her in each time |
portal. This is critical to harnessing her ultimate
weapon, her devastating super climax. USe it to
destroy the portals and save the earth.  $48

‘Hollywood  Body
Double’ You will be
in total control over
Shelty Michelial and
her beautiful co- |
stars in a dozen full- |
streen erofic loca-
tions where your
imagination can run
wild. You choose the
camera angle, close-up lenses, and be escorted o
Shelly Michelle's private penthouse where the steamy
action really begins. CD $44

‘ALL NIGHT
LONG' Over a
thousand all origi-
nal never belore
published images. |
Al full screen, all
full cotor, all dif-
ferent  images.
Beautiful women
and couples engaging in explicit sex captured
on the sets of over 50 adult motion pictures,
Viewer with thumbnall menu & slide show fea-
lure! CD $16

'VCA INTERAC-
TIVE 6 PACK
contains ‘Sorority
Sex Kittens,'
‘Outrageous
Orgies’  where
there is. power in
V. numbers, ‘Bush

= Lo Pllots,'
‘Technorotica,” 'True Legends-Only the Very
Best,” and John Leslie's ‘Chameleons. All 6
cd's come with Hybrid PC-MAC Motion Picture
Sound. $45

‘CYBER PHOTOG-
RAPHER® Alter
entering  the
MacDaddy cyber-
studio  choose
from 3 different
mnd?Is. Choose
lighting, camera |

= l’ ‘ lens, music and |
start on your photographic adventure snapping
a roll of 36 exposure film: When you finish
choosing your favorite pictures print out a cal-
endar, birthday card or Christmas card! CD $34

'VIRTUAL LAS
VEGAS NIGHT II'
where everything
is Just getting bet-
fer: 30 hotel casi- |
no, sexier show |
girls, more games l
(Black Jack,

Machine Poker,
Hol Slots, and Wheel of Fantasies and a whole
Iot more of surprises), we are talking FUN!
Double FUN! Triple FUN! Search for Ultimale
Sexual Fantasies. §39

Visa, MC and Discovor accepted. Checks held 4 weeks, MONEY ORDERS UNDER $200 SAME AG CASH. COD 38, Price/avallability may change. Hardware orders may require addi-
tional shipping and handling charges. Deteclives replaced with same product. All sales final. Cal for detalls

Shipwing and handiing charges calculated on a per order, per shipment, and per ttem basis. The "per order” charge is charged once per order placed and the “per item” charge is

INTERACTIVE
2069 Orlental Sax Odys $58
Alleyeats $39
Anal Rom 2 $42
Asians in Wanderland  $46
AssTrolds o
Buster Cherry 845
Circus 39
Club 21 §35
Crystal Fantasy $29
Cyber Photographer 534
Cyberstrip Poker 536
CyberXparience 49
Diva X Ariana $38
Diva X Rebecea $38
Dream Maching 2 #a
Dream Machine $36
Eros 2 4
Eros 3 §24
Fantasy After Dark 535
Fun House $30
Glrifriend Donna e
Girlfriend Tracy $39
Heidi's House 536
Hol Slots §37
Interact Seymore B2 549
Interactive Sex Thipy  $46
Imternatl Strip Poker  $22
Japan Inferactive 4
Latax 44
Love Pyramid §29
Mint Teazzer 2 §3z
Mystik Mistress 836
Het Eratique 24
Neurodancer i)
Nightwatch nt 2 £30
Nightwatch Int 3 $46
Oriental Ecst Exposed  $39
Ouipost 60 $40
Fandora's Poker Palace $35
Panglration $19
Penthouse 1A S 9
Penthouse |A 6 §52
Power Party $45
Parn Mania $29
Pamo Paker S44
Parmiris 524
Private Investigator ~~ $40
Private Pisr Park 2~ 848
Private Prison 4
Rodney Rubber Show  $40
Samural Pervart 2 §64
Scissors N' Stones 524
Sax Castle $29
SexTV2 $35
Sotority Sex Kittn $42
Space Sirens 2 £29
Spy Glub 32
Strip Fightor £40
Strip Poker Pro 24
Strip Poker Pro 2 £36
Texas Table Dance 24
Time Warp 845
Ultra Slats s28
Uttra Vixen 9
VCA B-Pack $45
VCA's Sex §29
Vampire's Kiss $36
Venus Playhousa $35
Virll Las Vegas Nite 2 $39
Virtual Golden Eye 44
Vinual Sex 2 $39
Virtual Sex Shoot 544
Virtual Valeria 2 $36
Virtual Victor e
Virtual Vixens 524
Virtually Yours 2 $39
Winner Takes All $39
Zoom $36

MOTION
101 Oriznt Delts 2 §10
101 Sex Positions 2 8§24
Adult Superstars 326
Adventure Kid sz
Amateur Models 4 528
Amorous Asia Giiz ~ $19
Anal Asian 2 $25
Asia X $27
Asian Heat 24
Asian Imvasion $19
Astan Paradise 538
Babes lustrand 2 §25
Baby's Got Burt 4
Bazchus Six Pack 8§45
Bad Girls 2 $18
Best of Vivid 824
Black Book 84
Blond Justice 3 816
Bonniz and Clyde 516
Borderling $24
Buttmns Bub Butt Bbes $45
Casting Call 2 $36
Cat House §24
Centerfols CwiGids 524
(Gheating 524
Christy Inthe Wila  S14
Cinesex 824
Gieque du Sex £19
Colinga Glris 2 24
Gyberpeep Lisa £40
Deep Throat Gels 4~ 828
Deep Tht Grls 4Pk 552
Demon School Conel 520
Dirty Debutantes 524
Dirty Debutnt 6 Pk 544
Dirty Western 2 525
Erotic Dreams 2 §26
Extreme Gail $16
Fantascones Anal §49
Flame §23
Geisha's Secrols Si6
Ghosily Desires S44
Girls on Girls s
Glamar Girls 3 s20
Hawall 318
Heldi's Girls Exposed  $18
Hist Of Blue Movie  $13
Hot Dog Girls Flonda  $14
In Defense of Savanah $16
Jade Palace §29
La Blue Girl 4 §22
Mystiqua Qrient 2 4
Now Machina 6 Pk 2§44
Oriental X-Press 2
Pink Lady Detective 824
Platinum Six Pack $42
Racquelle in Wild 524
Romsoft Six Pack 339
Romsoft Sbx Pk 2 539
Samurai Parvert 549
Secret Garden 2 $19
Seduction of Sukl $19
Sehecta Pet 2 $29
Sex 2 524
Sexual Healing S16
Sexual Instinet £26
Sexy Nurses 2 835
Sexy Six Pack s
Seymare Butls Swings $18
Seymore Six Pack 539
Saymr Bis Rides Again 518
Silent Strangers 524
Southern Beauties 2 332
Syperstr Japan Porn 2 $39
Tokyo Nightlits £48
Tokyo Rymphs 816
Virgins Vol 3 $0
Woman to Woman ~ £26

STILLS

Adult Image Library ~ $19
Adult Piet Libr 4 s19
Amareur Models 822
Asian Pearls 3 825
Bankok Beauties 319
Baautiful Nudes §19
Blond Brunts Redhd 525

Busty Babes 4 538
Calebrity Nudes 25
Domin-A-Trix 2 24
Elite American Models 1519

Elte College Girls 2 524
Erolic Playground 522
Japanese Pearls 528
Latin Lust $29
Legs Lace & Lingeria  $24
Ropes & Chaing $19
Secrer Treas Japan  $17
Tablold Beauties 526
Thal Bondage £26
Tokyo Glamour Girls 529
Treasures of Spice 59

GAY
Beel 1 §25
Blke Bang 20
Boylriends 520
Buys Next Door 520
Buoys of Paris 517
Chi Chi TV Hunks 536
David $20
Manhunt $18
Manpower s24
Men In Motion £32
Mea In Unitorm 536
VHS ANIME
Advanture Kid 1 524
Angel of Darkness 3 $24
Countdown £24
Daman Beast Invasion $24
Dragon Knight £
Dragon Pink 24
Elven Bride $24
End Of Summer 524
F3 524
First Loves 24
La Blue Girl 5 s24

La Blua Grl Gift B $98
Mapical Twilight £24

New Angel 4
Rel Ral £29
Twin Dotls 827

Urotshdyl 4 Ep 2 24
Weather Report Girl 1 320

VHS MOTION
Rad Glrls $18
Bionde Next Door L1
Casting Couch 515
E-Three Extra Testicle  $15
F.and Lots of It 315
First Time Lesbians 515
Hanky Panky $15
Innocence Lost $15

Lesbian Nymphos $15
Max the Naughty Dog  §22

MNew Babysitter 515
Once Upon a Secretry  $15
Pink Lagoon 815
Sexin Publc Pices  §15
Valley Vinens 5§12
World Bigst Gng Bng 2 $35
Yaung Lust 515

Buy 2 Adult Titles From the List Below and
get the One of Equal or Lesser Value FREE!
Amateur Photo Gallery, Crystal Fantasies, Tabloid
Beauties, Phone Sex, Net Erotique, Swingers Worldwide,
Sexy Sports Trivia, Glamor Girls & Eruption.
Request must be made at lime of purchase. Quantities limited. Offer sab-
Ject to change or cancellalion at any time. Effective Dec 15 - Jan 30 1397.

'‘ROOM FOR
RENT' Enter the
realm of neuro-
space.Visit these
lovely girls while
you attempt to
rent @ room from
them. Watch them
lounge around the
pool.You will never |
look at renting @ |
room the same vay
again.  CD$32

2. Senstious Girls in 3D, Massive Melons, Touch Me,
Feel Me and Private Screenings are what you'll getin
this sexy 6 pack! 6€D'S $39

| o 'P ‘FANTASCENES'
@ !
b :

|
*ROMSOFT 6 PACK’ Double Dovm, Doors of Passion |
|

Create countless |
personal visual |
fantasies  with
five of the most
beauliful women
in the world!
You control the
capabilities  in
this disc of
explicit,  pas-
sionate  erotl-
cism.  CD $39

vy -~ 'HEIDI'S HOUSE'

is the most |
stimulating CD
gama ever

played and is
automatically
designed to
change  each
time you play it,
offering dozens |
of combinations |
for hours of |
fun, CDS§36 |

‘NET EROTIQUE
The future of sex
Is here! Hitch a
ride on the infor-
mation  super
highway to
Europe with ona |
| goal in  mind. |
] Video dialing for
| new Sexcapades with the most gorgeous
| women ever to travel over the hot wire. Logon |

and experience the lust and pusslhllity this
medium can provida. CD $24

all for the chance to |

charped once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you.

Per Order
Per Shipment
Per ligm
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HALL OF FAME

welcome to the Cooperstown of Computer Games. Here,
raised upon pedestals, you’ll find the games that broke

the records, established the benchmarks, and held gamers in
delighted trances for untold hours.

EARL WEAVER BASEBALL
Electronic Arts, 1986

he original EArL WEAvER BasesaLL slands

out as the quintessential sports game,

surpassed by only Front Pace Sporrs

FooreaLL, and many fans would arque
even that comparison. The Amiga version broughl L ——
digitized sounds, graphics that would not be surpassed on the
IBM for many years to come, and animation that mirrored real
kinesiology—years before other games turned to rotoscoping lechniques for
modeling players' on-field movements.

Because Earl Weaver was involved in the design, the compuler managers
aclually have a clue of when to bring in that pinch hitter, when to bunt, and
when to walk your best hitters. The first baseball game to use a physical
model for resolving plays—a system less robust but much more successful
than the later FronT Page Sporrs BaseeaLL—EarL Weaver BasesaLL managed
to offer reasonable slatistical accuracy without resorting to traditional stat:
based mathemalical models. In fact, the game played equally well in both
action and management-only modes, a feat never repeated despite today's
much better technology.

EARL WeaveR also had incredible flexibility in drafting and editing players,
and it was the first game to allow customization of stadiums and team uni-
forms. Unfortunately, the long-awaited sequel to the original game was a
disappointment. But whatever the failings of its descendants, the original
EarL Weaver BasesaLL will forever be remembered as a watershed design in
sports simulations that raised the g
entire genre with its tide.

]
]
I
|
1
I
1
|
1
1
i
]
]
1
1
1
!
il
|
1
1
1
1
L]
i
[
]
I
I
]
I
I
I
I
I
1
1
1
[
1
1
]
]
]
t
I
]
I
|
I
I
!
I
|
|
1
]
1
i
]
I
]
!
I
I
I
I
'

Avowe v THE DARK
(I-Motion, 1992)

BernavaL ar KronooR
(Dynamix, 1993)

DAY OF THE TENTACLE
(LucasArts, 1993)

’Inductees Prior To 1989

Barrie Chess (Interplay Productions, 1988)
Cxessmaster (The Software Toolworks, 1986)
DuNceoN Master (FTL Sorrware, 1987)

EanL Weaven BasesaLL (Electronic Arts, 1986) Doom
EmriRe (Interstel, 1978) (id Software, 1993)
F-19 Stemun Fignter (MicroProse, 1988) Fatcon 3.0

GerTYsauAG: THe TuNING Poinr (SSI, 1986)
‘KaMpraRUPPE (Strategic Simulations, 1985)

'Mech Bricae (Strategic Simulations, 1985) (Dynamix, 1993)

Micht & Magic (New World Gomputing, 1986) GuNsHIP
'M.U.L.E. (Electronic Arts, 1983) (MicroProse, 1989)
‘Pinargs (MicroProse, 1987) HarpooN

Simenry (Maxis, 1987)
Smnriah (Electronic Arts, 1986)
tronic Arts, 1985)

King’s Quesr V

! Systems, 1983) LEMMINGS
1985) (Psygnosis, 1991)
gic Simulations, 1984) Links 386 Pro

Productions, 1986)
M-1 Tank Puatoon
(MicroProse, 1989)

e i D —— |

cc
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(Spectrum HoloByte, 1991)
Front Page Sports Footeatt Pro

(Three-Sixty Pacific, 1989)

(Sierra On-Line, 1990)

(Access Software, 1992)

EMPIRE
Interstel, 1978

ack before the dawn of modern comput-
er civilization, Waller Bright's original
version of this grand strategic con-
quest game mixed exploration and
strategy with a simple economic system for unit . !
construction. But this simple diversion held the Most Addictive Game
crown almost unchallenged before the advent of Sio Meer's CiviLization,
because of its simple yel elegant mechanics, deceptive depth of play, and
unending replayability. After proliferating on college and corporate main-
frames all through the 1970s, EmpiRe found new life on the personal com-
puter when ex-NASA programmer Mark Baldwin was approached by
Interstel to creale an Atari ST version.

Ostensibly a game of planetary conquest, complete with a scii wrapping
in the documentation, Emeire was really a delightful multiplayer version of
strategic-level WWil-era warfare. The production level determined economic
level, which, in turn, determined the potential number of military units avail-
able. Sure, it was a simple idea, bul it worked brilliantly. As a mulliplayer
game, it could be played by “hol seat” (CGW deadlines were constantly in
danger due lo office games) and by PBEM. Not a direct port of the main-
frame game, Baldwin's version added greater roles for destroyers and new
intelligence algorithms, among other additions. Bob Rakosky joined Baldwin
in the early "90s to recreate the system as Envpine DeLXe, which offered
improved graphics, interface mechanics, and multiplayer options.

Modern inductees
Master oF ORion
(MicroProse, 1993)

RaiLroap Tycoon
(MicroProse, 1990)

Reo Baron

(Dynamix, 1990)

Sio Meier's Civiizarion
(MicroProse, 1991)

THem Finest Hour
(LucasArts, 1989)

Tue Secrer oF Monkey IsLann
(LucasArts, 1990)

Tie Fighter

(LucasArts, 1994)

Utrima VI

(Origin Systems, 1990)
Uirima UNDERWORLD

(Origin Systems, 1992)
Wing Commanoer | & Il
(Origin Systems, 1990-91)
Worrenstem 3-D

(id Software, 1992)

X-Com
(MicroProse, 1994)




E-_;-',ii,_aumputer game programs have grown so massive and the
¥ number of hardware configurations has hecome so huge that

incompatihilities and glitches are frustratingly common. Software

Advanced Tactical Fighters
V1.14: Many additions and
changes give belter weapons per-
formance, enhance radar, and
improve joyslick support.

AH-64D Longbow V.1.08F:
Updated flight dynamics, easier
hovering and auto-rotation come to
the hot helicopter simulation, along
with new rotor/enaine sounds.

Battleground: Waterloo
V1.02: This new baltle plan cor-
rects errant PBEM replies and
solves other random crashes.

Civilization II V2.41 Update:
It prevents crashes with aulo-set-
tiers, help, and Civilopedia screens,
in addition to many other tweaks.
This patch will reporiedly work with
and supersede all previous palches.

sick too often? Take a pit stop with
this latest patch.

Heroes of Might and Magic
for Win 95 V1.1: Anomalies
with the cursor and in the Map
Editor are magically cleaned up.

Jagged Alliance Deadly
Games V1.12 Update: Mercs
now speak up when they are spo-
ken to. The F9 key will update the
number of enemies in “sector”
view, and modem dialing has been
fixed to include asterisks and long
phone numbers.

Jane's Longbow Patch: Your
Longbow will now crash less due to
DOS/4GW video hardware and
memory settings conflicts. Combat
is smoother, now that the shift +/-
no longer gets stuck.

Madden Football 97 1.1:

Command & Conquer V1.22:
Updales versions 1.07, 1.18, 1.19,
and 1.20 to current version, adding
Windows 95 modem play, USR
14,400/28,800 UART speed, and
fixing Diamond Viper palette/color
problem.

Conquest of the New World
V1.1 Update: This international
patch contains the latest fixes for

the German and French versions,

as well as English.

EF2000 V2.4: A new execulable
for the Premier Award-winning sim
that doesn't add any new features,
just fixes bugs.

Descent II Video Upgrade:
Here you'll find new drivers for the
S3 Virge 3D Accelerator Video Chip
only.

Fighter Duel V1.92: In addition
to new aircraft in your hangar, you
receive some minor fixes and addi-
tional joystick support.

Grand Prix Manager V1.02:
Tired of cars that jump from under
the bridge at the crossover in
Suzuka, or drivers that get hurt or

Fixes the QB/RBITE freezing or run:
ning in place after the snap, and
will enable you to update rosters.
Doesn't help the Al or poor
gamepad support, though.

Panthers in the Shadows
Map List Utility: Allows you fo
print out a list of maps, with the
map description linked to the actual
file name.

Quake V1.01: The fragfest
extravaganza now sports new multi-
player code for modem play.

Star Trek Judgment Rites V
1.01 Update (Mac only):
Mac users with 32 MB of real
RAM or Macs with two monitors
will find this patch mare helpful
than Mr. Scott during a Klingon
atlack.

Steel Panthers V.1.2: This
armor upgrade cleans up the map
editar, squashes a few bugs and
polishes the Al.

SVGA Air Warrior V1.16b:
Dismisses a bug in the macro
engine.

PATCHES

fixes, or “patches,” for buggy programs have hecome a necessary
evil, and will he until we reach the golden age of standardized
platforms and bug-free programs. New patches are in red.

Tigers on the Prowl V2.02:
Fixes many minor problems plus
the involuntary dismount bug.

Warcraft 2 V1.2: Orcs and
Humans alike will appreciate the
new mulliplayer options, including
the shareware version of Kali and
IPX network code optimized for bet:
ter performance. The Exorcism
spell problem is cast out, and you
may now have more than 255 PUD
files in the WAR2 directory. A good
palch {o have before trying any of
the add-on packs.

Wizardry Gold V1.1a:
Problems with saves in the earlier
palch? This lakes care of that as
well as difficulties with level increas-
es when skills reach 100. Finally, it
also allows you lo set combat and
non-combat text speeds separately.

» Check for new
palches o this
month's disk.

rA)Net

These patches can usually be
downloaded from the major on-
line networks (CompuServe, AOL,
ZDNet) and Compuler Gaming
World's Web site (http:iiwww

.Zdnet.com/gaming) but can also
be obtained from individual soft-
ware publishers' Web sites or
direct from the publisher with
proof of purchase.

Publisher Web Sites

Many patches are available directly from the publishers,
at the following sites:

Accolade: hitp:/lwww.accolade.com

Activision: hilp://wwwaclivision.com

Apogee/3D Realms: hitp://www.apogeel.com
Atomic Games: hitp:/fatomic.com

Bethesda: hitp:/fwww.bethsofl.com

Blizzard: hitp:/flwwwblizzard.com

Bullfrog: hitp:/lwww.ea.com/bullirog.html

Domark: hilp:/www.domark.com

EA: hlp:/lwww.ea.com

EA Sports: hitp:/fwww.easports.com

Epic MegaGames; hitp:/[www.epicgames.com

Id Software: hitp:/fwww.idsoftware.com
Interactive Magic: hilp:/lwwwimagicgames.com
Interplay: hitp:www.interplay.com

LucasArts: hiip:/iwww.ucasarts.com
MicroProse/Spectrum HoloByte: hitp:/fwww.microprose.com
Microsoft: hitp:/fwww.microsoft.com

Mindscape: htip:/fwww mindscape.com

New World Computing: http://www.nwcomputing.com

Ocean: http://www.ef2000.com

Origin: hitp:/fwww.ea.com/origin
Papyrus: hitp:llwwwisierra.com/papyrus

Philips: hitp:/lwwwaimla.com/games

Sierra On-Line: hitp:/iwwwsierra.com
Spectrum HoloByte: hiip://wwwmicroprose.com
SSI: hitp:/www.ssionline.com

Take 2: hitp:/lwww.ake2games.com/main.html
Virgin: hitp:/iwwwyie.com
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THE COMPUTER GAMING POLL ® A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random o rate 100 computer games. The results of that poll are combined with the results of pre:
vious months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ratings so that other gamers
and game publishers can benefit from your experience.

TOP ACTION GAMES ~ .\ TOP ADVENTURE GAMES

1 Duke Nukem 3D Apogee i 1 Gahriel Knight 2 Sierra
2 Crusader: No Remorse EA/Origin 8.26 2 Pandora Directive Access 8.30
3 Crusader: No Regret EA/Drigin B.17 3 Spycraft Activision 7.80
4 The Need for Speed SE EA 8.14 4 Full Throttle LucasArts 7.56
5 Quake id Software 7.95 5  Zork Nemesis Activision 7.44
6  Dark Forces LucasArts 7.81 &  StarControl 3 Accolade 7.39
7  Doom Il id Software 7.78 7 Under a Killing Moon Access 7.37
8  The Need for Speed EA 7.66 8  Phantasmagoria Sierra 7.27
9  Descent Il Interplay 7.53 9  The Dig LucasArts 712
10 EWJ 1&2: Whole Can 0' Worms  Playmates 7.47 10 Relentless EA 7.08

E COMBAT GAMES

COMPANY

_ TOP CLASSIC/PUZZLE GAMES

COMPANY

You Don't Know Jack Berkeley System =1 Wing Commander IV EA/Qrigin

2 Incredible Toons Sierra 7.28 o2 GrandPrix2 MicroProse 8.49
3 Incredible Machine 2 Sierra 7.11 3 MechWarrior 2 Activision 8.37
4 Monopoly Westwood/Virgin 6.84 ‘4. RH-64 Longhow EA 8.28
5 Lemmings Painthall Psygnosis 5.98 5 Wing Commander 3 EA/Origin 8.27
6 Gearheads Philips 5.72 6 Silent Hunter S8l 8.00
7 EF2000 Ocean 8.00

8 .8 U.S. Marine Fighters EA 7.97
9 9  Advanced Tactical Fighters EA 7.85
10 10 NASCAR Racing Papyrus 7.76

TOP SPORTS GAMES _TOP STRATEGY GAMES

COMPANY

1 Links LS Access 1 Warcraft Il Expansion Blizard i
2 NHL Hockey 96 EA Sports 7.85 2 Warcraft it Blizzard 8.98
3 Tripleplay 97 EA Sports 7.79 3 Civilization Il MicroProse 8.85
4 FPS Football Pro 96 Sierra 7.74 4 C&C: Covert Operations Westwood/Virgin 8.56
5 NBA Live 96 EA Sporls 7.70 5  Command & Conquer Westwood/Virgin 8.47
. 6 NBA Live 95 EA Sports 7.62 6  Heroes of Might & Magic New World Computing  8.08

7  PGA Tour Golf 486 EA Sports 7.47 7 Master of Magic MicroProse 8.0

8 Madden 97 EA Sports 7.46 8 Jagged Alliance: Deadly Games Sir-Tech 7.87

9  Tony Larussa 3 96 Stormiront Studios 7.44 9 Jagged Alliance Sir-Tech 7.85

10 NHL Powerplay Virgin 7.43 0  Warlords Il Deluxe S5G 7.75

__TOP ROLE-PLAYING GAMES

COMPANY

TOP WARGAMES

COMPANY

1 Daggerfall Bethesda 7.95 1 Steel Panthers Campaign Disk  SSI
"2 Might & Magic: Clouds of Xeen New World Compuling  7.65 2 Steel Panthers ssi 8.52
3 Anvil of Dawn New World Computing  7.35 3 Panzer General 5§l 8.38
-4 Stonckeep Interplay 7.06 4  Battleground: Shiloh TalonSoft 8.07
5 Ravenloft: Stone Prophet S8l 6.85 5 Battleground: Waterloo TalonSoft 7.70
6 Walf Sanctuary Woods 6.21 6  Battleground: Gettyshurg TalonSoft 7.44
7 - 7  Age of Rifles s8I 7.14
8 8  Flight Commander 2 Avalon Hill 7.07
9 8  Perfect General Il QaP 7.04
10 10 Allied General SSl 6.83
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TOP 100 GAMES

GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE

ﬁ 1 Warcraft ll Expansion Blizzard ST 907 51  CivNet MicroProse ST 7.5
2 Wamftll Blizzard ST 898 Descent Ii Interplay AL 753
3 Civilization Il MicroProse ST 8.85 53  PGA Tour Golf 486 EA Sports SP 747
# 4 Linksls Access SP 867 EWJ 182: Whole Can 0 Worms ~ Playmates AC 747
ﬁ 5  Steel Panthers Campaign Disk  SSI WG 865 55 Madden 97 EA Sports 5P 7.46
# 5 Duke Nukem3D . Apogee AC 864 56 Zork Nemesis Activision AD  7.44
Wing Commander IV EA/Origin sl 8.57 Tony Larussa 3 96 Starmfront Studios SP 7.44

C&C: Covert Operations Virgin/Westwood ST 856 Battleground: Gettyshurg TalonSoft We 7.4

‘ 9  Steel Panthers Ssl WG  8.52 59  NHL Powerplay Virgin SP 7.43
i * MicroFrose sl 849 60 Time Commando Activision AC 742

[ 11 Command & Contuer Virgin/Westwood ST 8.47 | 61 FPS Foothall 95 Sierra SP 7.41
112 Panter General ssi WG 838 62 StarControl 3 Accolade AD  7.39

| 13 MechWarrior 2 Activision S 8.37 63  X-Com: Terror from the Deep MicroProse ST 7.38

~ Gabriel Knight 2 Siera AD 837 4  Undera Killing Moon Access AD  7.37

|15  Pandora Directive Access AD 8.30 65 Mapgic Carpet 2 Bullfrag AC 7.35
(16 AH-64 Longhow EA Sl 8.28 Anvil of Dawn New World Computing  RP 7.35

| 17 Wing Commander 3 EA/Origin Sl 8.27 67  Hexen id/Raven AC 734
18 Crusader: No Remorse EA/Origin AC 826 68 Sim City. CD-ROM Maxis ST 7.31

19 Crusader: No Regret EA/Origin AC B.A7 Virtua Fighter PC Sega AC 7.31
20 The Need for Speed SE EA AC 8.4 70 Incredible Toons Sierra P 7.8

| 21 Heroes of Might & Magic New World Computing ST 8.08 T Phantasmagoria Sierra AD 7.27
22  Battleground: Shiloh TalonSoft: WG 807 72  Terra Nova: Strike Farce Centauri Looking Glass AC 7.25
¥r23  You Don't Know Jack Berkeley Systems CP 805 73 Virtual Pool Interplay SP 7.23
24  Master of Magic MicroProse ST B0 74  Wings of Glory Qrigin Sl 7.22

25 Silent Hunter S5l Sl 8.00 15 Flight Unlimited Looking Glass Sl 7.20
EF2000 Ocean Sl 8.00 76 Hyper 3D Pinball Virgin AC 717

| 27 1.5, Marine Fighters EA Sl 7.97 Hardball 5 Accolade SP 77
Y28 © Daggerfall Bethesda AP 7.95 78 Age of Rifles ssl We 7.4
Quake id Software AC 7.95 79  The Dig LucasArts AD 7.12

30 Jagged Alliance: Deadly Games  Sir-Tech ST 7.87 80 Incredible Machine 2 Sierra CP 7.1

31  Jagged Alliance Sir-Tech S T2 0 81  Caesarll Sierra ST 7.10
Advanced Tactical Fighters EA Sl 7.85 82  System Shock EA/Qrigin AC 7.08

NHL Hockey 96 EA Sports SP 7.85 Relentless EA AD 7.08

34  Dark Forces LucasAris AC 7.81 Star Trek: TNG, Final Unity Spectrum HoloByte AD 7.08

35  Spycraft Activision AD  7.80 85 1942 Pacific Air War Gold MicroProse Sl 7.07

36 Tripleplay 97 EA Sporis SP 7.79 Flight Commander 2 Avalon Hill WG 7.07

37  Doomll id Software AC 7.78 87  Stonekeep Interplay RP 7.06

38  NASCAR Racing Papyrus Sl 7.76 88  Perfect General Il aar WG 7.04

39  Warlords Il Deluxe $58G ST 7.75 Warhammer Mindscape ST 7.04

40 FPS Football Pro 96 Sierra SP 7.74 90 Aces of the Deep Sierra Sl 7.03
Warcraft Blizzard ST 1.74 91 Heretic id/Raven AC 7.02

42  Battleground: Waterloo TalonSoft We 7.7 92 <X Virgin ST 7.01
NBA Live 96 EA Sporls SP T 93  Settlers Il Blue Byte ST 7.00

44  Fantasy General 88l ST 7.68 94 Deadlock Accolade ST 6.94

45  The Need for Speed EA AC 7.66 95  Legends of Kyrandia 3 Westwood/Virgin AD 6.93

46 Might & Magic: Clouds of Xeen New World Compuling RP  7.65 96  Earthsiege 2 Sierra Sl 6.92

47  NBA Live 95 EA Sports SP 762 97  Apache Interactive Magic Sl 6.90

48  Missionforce Cyberstorm Sierra ST 7.58 98 Ravenloft: Stone Prophet Ss1 RP 6.85

49  Full Throttle LucasArts AD  7.56 99  Monopoly Westwood/Virgin CP  6.84
U.S. Navy Fighters EA Sl 7.56 100 Allied General S8l WG 6.83

_#

Games on unnumbered lines have scores equal to the line above. k: Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat,
ST = Strateqy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzle. Games are retired after two years and become eligible for the Hall of Fame.

#
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MARTIN CIRULIS

What'’s The

Deal With...
Design Hype?

ne thing that has
always bugged me
are lhe guys who
plan to save the
world without real-
ly knowing how
things work.
Specifically, in our
case, designers who pop up and claim
Ihey are going lo “revolutionize gam-
ing"—when what they really should
say s, “1 am so out of touch wilh the
markel thal | have no idea | am churn-
ing oul derivative crap.”

Now, granted, & lot of the blame for
these claims lies with writers and edi-
tors who know as litlle about games
as the designers they are writing
aboul. If you doubt this, see Wired's
Web site for the back issue where they
went on and on about the incredibly
hip Rocket Science, failing to reveal
that they knew squat about design or
the computer game industry. If the
reporter had a clue, one look at
Capiacs & Dinosaurs or that awful
space trucking game LoapsTar should
have been enough to raise suspicion
aboul the company's design direclion.

Of course, you have to expect that
kind of thing in the “mainstream”
magazines, even ones supposedly on
the culting edge of all things comput-
er-ish, because thelr interest in and
knowledge of gaming begins and
ends wilh breakoul lilles like Mvst or

Computer Gaming World (ISSN 0744-6667) is published monthly by
scription (12 issues). Canada and all other countries add $11.00 for
Canadian GST registration number is 89371 0442 RI. Periodicals po

Zitl-Davis Publishing Company, One Park Avenue, New York, NY 10016. Subscription rate is $27.97 for a one year sub-
postage. Postmasler: Send address changes to Computer Gaming World, RO, Box 57167, Boulder CO 80322-7167.
stage paid at New York, NY 10016 and additional mailing offices. Permit #672-910. Printed in the U.S.A.
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Doom. They are far more interested in
lhe sales numbers, or how cute it is
that the designers still dine on beer
and peanut butter when they can
afford caviar. Rarely is anything wrillen
aboul what makes {he cash cow a
good game. But even in our hallowed
halls of CGW. our desire to see some-
thing new often blinds us to the fact
you have to master the form before
you can fool with it.

How many times has the phrase
“It's not JUST a game!” gone by with-
out a note of challenge? As if the word
“JUST" wasn't a slap in Ihe face lo
every decent designer. "Not JUST a
game” annoys me the same way thal
Saturn commercials do: for all the
endless posturing, your damn car bet-
ter have six wheels and nuclear
engines. In the relatively short history
of computer gaming, there have only
been a handful of games that offered
“more,” notably Chris Crawford's
Bavance oF Power and the Sim-
EartH/Sivi-Lire pairings from Maxis.
Apart from the exceptions, “not just a
game," when paired with a new com-
pany, franslates to me as: “We can'l be
bothered to actually understand the
industry and we really think games are
kind of stupid, but we looked at the
profit margin on Myst and decided
that it shouldn't be too hard to impress
the geeks.” | realize that might sound a
bit harsh, but how else does one

JANUARY 1597

explain such gems as Mode from
Corel? Or many of the other FMV dis-
asters from various start-up compa:
nies? Games (excepl for those that fill
gambling coffers, that is) are so often
associated only with children, in this
culture, that the assumption must be
that creating them is child's play.

I know that many times this take on
game crealion is due to geniuses in

» ¢C Claims of
‘Not JUST a
game! annoy
me the same
way that
Saturn com-
mercials

do. D)

markeling, as opposed to the guys
aclually doing the work. | find it hard
to believe that Ihe designers of
HunmerfHUNTED and CyBERGLADIATORS
really think they are parl of the rebel
underground al Sierra (see Sierra’s
Fall '96 InterAcTion magazine). | mean,
if you want to strut around like ground-

breaking designers, fine—bul you're
not qoing lo gel a lot of acknowledg:
ment when your first offerings are a
side-scroller with 30 effects and a 3D
fighting robot game. C'mon, a fighting
robot game? One Must Fact 2 ring any
bells, boys? Rist oF THE Rosors? Rise 2:
ResunrecTion? There must have been
some project closer to your heart, beg:
ging to be made long before Ihat.

[ quess wha | am lrying lo say is
that game design isn't easy. Game the:
ory is its own small, respected branch
of Mathemalics. Hell, | still have night-
mares about my Stats 305 final. And
even apart from the science of balanc-
ing probabilities, it is a fine art to com-
bine various elements into something
that is: a) even remolely original, and
b) actually entertaining/interesting/rele-
vanl. The second requirement is not
quile so noble, but it's one that design-
ers like Derek Smart and even a real
lalent like Crawford seem to have for-
golten while pursuing loftier goals. The
whole VGA Puaners saga shows, if
nothing else, that if you build a goad
game, they will come. And all the pret-
ty graphics and marketing bumbling in
the world will not distract them.

So for those who want lo surpass
the field without mastering it, | have
but one response.

“Nol JUST a game!"?

You should be so bloady lucky %



This is the Course Designer that created all
5 Nicklaus-designed courses in the game!

Challenge golfing legend Jack Nicklaus -
The Golfer of the Century — on ane of his
own signature courses!

Use the Designer to re-create your favorite
coursel Import, modify, and play courses

irom previous Nicklaus games| Play with friends across the room or

around the world via serial, modem, LAN,
and the Internet!

introducid

Jack Nicklaus 4

Featuring Colleton River Plantation,
Country Club of the South, Muirfield Village,
Cabo del Sol, and Winding Springs.
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The Course Designer _

Input the basic details

| of a course from a real

~ scorecard-the "Wizard”
automatically routes

‘ each hole.

‘Choose from a vari
of templates, or cr

“Is it live ar
Course Desig

Choose from over 100 different types of
trees, bushes, rocks, and other objects!



The Approach Shot

New “Intensity Caontrol™”

reproduces the dynamics
th . - that shape the shot. “Club

Pop-up dis- i kel > 1 up and swing easy” for

plays are ; 5 : el control or a low trajectory;

optional- : “swing hard” when you

: want spin and distance.

Every shot flies, bounces, and |
rolls true to the game, with
 the best ball physics model
in exlstancs Courses are
2  within 6 inchesl

Multiplayer play is fully
supported, including
recorded rounds, shared
keyboard, serial, modem,
LAN and Internet play.

Weather can
change in the
middle of the
| round, and
natural wind
variations and
every possible
turf condition
add to the
challenge!

|m i With beautiful, high-speed graphics,
B S -_ i a true physics model, more realistic

: =l swing meters, better putting, and
unlimited camera positions, Jack
Nicklaus 4 is truly the game every
golfer has anticipated!

Call 1-800-245-7744
to order direct

8 Look for the Jack Nicklaus 4
owrnew  Playable demos in select
. ur new Y e
& | approach  magazines or online at
| makes putting b ttp://www.accolade.com
Mow lines on

For hints and tips on Accolade products,
call Accolade Direct 1-900-454-HINT.
30.99/minute. If you are under 18,
please gel your parents’ permission
before making this call.

ced gameplay. this optional
‘down and drapes itself

nd ’;eufg.pl.;ltesarly showing all & U ar ] Bh Y nr_
A (S W e S .

; aiur.le, and the Solo Plus logos are trademaorks of Accolade, Inc. ©1996 Accolade, Inc. All rights reserved. All other trademarks are of their
owners. Sl:memlmls from pre-Alpha version of the game. Actual screen shots may vary.
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~Ihe most brutal

and addictive
gameplay
around.”

_Q%n..._n::n wegpons — meum m_..i_nn
| broil, qu_no..__nm o:n_ incinerale your an_.z__.un:mm

- PG Gamer
: e v e =
multi-leveled environmi
* * * * * incredible detail, death n:ﬂ.ﬁ&mﬂ“&g
[out of 5]
- Tomputer Gaming World

™

The explosive sequel to Crusader: No Remorse

1996 Action Game
of the Year

- Ho._.__uc__mw Games Strategy Plus,: .no_.:?__o_. Gaming World, PC Enteriainment

‘Download the demo at
www.ea.com/origin

Bt Ovigin s a reghered bmdemerkof |
S| ORIGIN Systems, lnc. Al rights reserved. ORIG _,
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