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WhHy 1s Duke Nlukem 3D THE BEST?

iR %ﬂ running in super crisp BOOXB00 SVGA it blasts
along faster than every other comparable 3D PC title. It's
not pure speed at the expense of versatility either - it is
possible to look up, down, or sideways at any time, with
the bitmapped scenery undergoing minimal deformation
and no speed loss whatsoever. The engine also caters
for full interaction, sao bullets leave pock marks on walls,
enemy's blood drips down crates and earthquakes cause
huge sections to shift altogether. thereby granting
access to new locations. [t all contributes to the feeling
of being encased within a grim world as opposed to
wandering through impregnable, static corridors. The
effect is hugely rewarding and is surely the direction in
which such games should be heading.

This potential has luckily been exploited too. So often
games fail to capitalize on excellent technologies but
each of Duke Nukem'’s levels are noticeably different,
being packed with huge ramps, drops, lifts, jumps and
cunningly hidden secret areas. None look the same
(indeed there is often a significant variation within a
single building) and there is always a feeling that there is
a new trick round the next corner. — Edge Magazing

= | | EEAI.MS

CIS (GO REALMS) » WorldWideWeb [htep://www.3drealms.com) * ADL (Keyword 3D REALMS)

Mature Players: Violence and Adult themos

Developed by 30 Realms Entertainment. All Rights Reserved. Exclusively distributed by FormGen, Inc.
All other trademarks ara the property of their respective owners.




"Game of
the Year!"

5 — Joystick Magazine




| SComE Crf Sk !

g :_..-Fdr more details, make I':‘i?"acks to your local software retailer!

Cirele Reader Service #70

Complota Version






ENTERTAINMENT




— T
= D e %




“...fast-paced, complex and challenging...”
-Next Generation

ESTRUCTION.

“It gives the same satisfaction that
Crusader: No Remorse did, you basically
lay to waste anything and everything
around you." -Strategy Plus

“If you liked Origin's Crusader: No
Remorse, and wished it had multi-player
support, you're in luck with Total
Mayhem." -PC Entertainment

FREE DEMO at
www.domark.com or
our Forum on AOL,
keyword Domark.

g

tter Today.
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of a coming wave

| of 3-D titles.

| Mindscape’s DAk

| | EARTH is right at the forefront of the 3-
D graphic revolution. Johnny Wilson

| gives you a world exclusive first look at
| this stunning new graphic adventure,
and offers a glimpse at the
17 3D itles he saw at the
European Consumer
Software show in this
month’s READ.ME (page 32).

e are on the verge

% The CRW Premier Awards

espe dlly SIrong. wlih Aclton
not far behind. The trend
toward better graphic
Adventure games continued
this year, and was sadly par-
alleled by the most lackluster
crop of Role-Playing games
in'recent memory. Well, what
are you waiting for? The win-
ners await!

good audio isn't as hard to achieve
as compalibilify with your games.

 Great audio is essential for the
- most immersive gaming experi-

" ence. Unfortunately, too many peo-
* ple-overlook this criti-
cal area and content
“hemselves with FM
synthesis or worse,
Loyd Case examines
Plug & Play sound
cards, wavetable syn-
thesis, and the
“Sound Blaster” syn:
drome, and finds that

CG
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JUST BY I«

COMPUTER

AT THEM AND FI

GAMING

WORLD

RAPID RESPONSE HEAD TRACKING IMMERSIVE BIG SCREEN
SUPPORTED BY MORE PC GAMES THAN ANY OTHER VR PRODUCT
NO INTERNAL CARD NECESSARY WINNER OF EVERY
VIRTUAL REALITY PRODUCT AWARD 3-D STEREO CAPABLE
LIGHTWEIGHT ERGONOMIC DESIGN SPATIALIZED AUDIO

VPC & VR PRO MODELS AVAILABLE STARTING AT $599




JUST BECAUSE
IT'S ONLY A
GAME DOESN'T
MEAN YOUR
HEAD HAS TO
BELIEVE IT.

INTRODUCING THE FIRST VR GLASSES THAT GO TO YOUR HEAD.
VIRTUAL i-glosses! GIVE YOU MEGA BIG SCREEN ACTION AND THE
FREEDOM TO LOOK IN ANY DIRECTION YOUR HEAD CAN DREAM UP

SCREEN SHOTS ARE FROM QCEAN'S EF2000, THE HOTTEST NEW

HEAD TRACKED E‘
2o

.
.
.
.
[3
3

COMBAT FLIGHT SIM.

MIRTUAL i O

SO HURRY UP AND HEAD OUT TO YOUR NEAREST
— .“ x‘- /
'cumpuwnf/{/fé’f / /

OR CONTACT VIRTUAL i-O AT

1-800-646-3759 OR http://www.vio.com.

H viIrRTUAL

glasses!

YOU HAVEN'T SEEN THIS BEFORE"



ANBERSON,

I NEED R VOLUNTEER.

THAT TANK UP THE

ROAR? SOMIEOGNE’S 6OTYA

TAKE I¥ OUT.

I NEED SOMEONE I CAN

COURT ON. SOMEONE WHO’S
MAN ENQUGH TO RUN

'i'ﬂmnm'ﬂ MACHINE-GUN FIRE

TO GET THE JOB DONE.

AND ANBDERSON,
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 crazy. In
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

Anericans vs, Germans:

a weapon. Point and click and boom,

Which side you
gonna take?

the shooting starts the second your

men step off Omaha Beach and it don't Tet up "til they've
taken Saint-Ld. Troops. terrain, situations —if you want to get any
more accurate, you'll have to shave your head.

Wanna go head to head with other military geniuses? All you

need is a TCP/IP connection. And guts. " ume™ vs. Windows® 95!
Which side you
So look alive soldier; D-Day happens this July. gonna take?

Which means you don’t have much time to kill.

Microsoft

I WHERE DO YOU WANT TO GO Tl)!)l\\'f'l




| Dave Salvator comes
to CGW from Ziff-Davis Labs
(ZDL) where he was in
charge of multimedia tech-

ogy development (TMD). In
other words, he found new
and diabolical ways lo break audio and video
hardware (AVH) and helped Ziff magazines
inform the consumer (YOU). Dave reviews
hardware and emerging lechnologies (HET)
and evaluates new support technologies

Dennis McCauley has
been gaming since the Mets
were still considered
“amazin’” He started out

simulations, and made the
jump to compuler gaming
back in the 8-bit days with an Apple lle. Five
PCs later, he's still twisting joysticks and
rolling lrackballs way past bedtime. By nature
a digital warrior drawn to games of stralegy

8l equivalent of the guy who
{ spent endless hours in his

Plymouth. After receiving an

B Chemistry, he ended up in
the t:ompuler biz and never looked back. He

mer submariner, former
DSRV crewman, and former

ly ironic for a man who lives
in the heart of California’s
desert—lovely Fresno, CA.

After a decade of Naval service, Kevin gave up

picking the lint out of his bellybutton to
become a paramedic. (His parents are still

waiting for him to grow up.) A quiet loner who

enjoys stalking, mayhem, and Satan worship,

cG

nology (MMT) test methodol-

Loyd Case is lhe modem

Kevin Turner, is a lor-

Navy diver, which seems fair-

(NSTs) such as Applications Programming
Interfaces (APIs) and powerful new chips
(BFCs) thal make games more compelling. In
addition to being the king of three lelter
acronym (TLAs) speech, Dave has been an
avid musician for 20 years, playing the saxo-
phone (SAX) and keyboards (PNO), and plays

i out regularly on Jazz and R&B (RNB) gigs.
| BTW (By the way), his other interesls include
i sailing, bicycling and finding new projectile

with table-fop sports and war |

applications for rubber chickens.

and conquest, the kinder, gentler Dennis of
Ihese days has undertaken the ultimate of
endurance sports—raising children. Now he's
just as happy sharing an edutainment title or
playing putt-putt golf with his three small chil-

' dren as he is behind the monitor coaching a

garage tinkering with his '49 |

advanced degree in Physical |

basketball sim. Taking over as CGs new
sports-games columnist, McGauley will bring
sports enthusiasts the play-by-play—until the
fat lady sings.

first started playing with Avalon Hill's classic
board game, Blitz-krieg, and is slill an avid

| strategy gamer today. The IBM version of

Zor was his first computer game. In addition
lo being CG's Conlributing Technology Editor,
Case is a reqular guy with a wife, kids and a
job, but he harbors a secrel desire to write
pothoiler novels.

Kevin insists that he is simply, “misunder-

. stood." At times known to suffer delusions of
. grandeur, he insists he was the figure on lhe
| grassy knoll during the Kennedy assassina-

lion, and is now the currenl graphic designer
and webmaster for Cyber Cily. Kevin's CGW
debul was in July of 1991, and since then he
has written several reviews on, you guessed
it, submarine simulations. When not behind a
compuler, Kevin enjoys hockey, reading, and
pholography.
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4 Ultra-realistic
super=-smooth
scrolling pinball
tables from the
award-winning
development teama
Epic MegaGames.

Multi=-level
playfields
filled with
exciting pinball
devices. Up to
b balls in
play at once.

S6I-rendered 3D
animated dot
matrix segquences-
Digital sound
effects and music
that brings each
table to life.

Enjoy 1-4 player '

pinball action
for PC CD=ROM or
Sony Playstation.

“The greatest
pinball game
of all time"
PC Gamer

The “new pinball
wizard... it
rocks!”

Strategy Plus

el

ELECTRONIC ARTS

- lectronic Al

1l

TS Presents

Download the shareware version today
from http://www.epicgames-com

Visit your local software retailer or call
Epic MegaGames at 1-800-972-?434 to order.

47 14600 by Epic MofGomes. Ehietisks A v 2 EA kpo one ogishored sk of Bt vl
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JUST THE FAQS

1A f!hu’s on first? What’s on the silver disc | had to pay extra

|

L
UV for? Why can’t | make enough money to cover my expens-

What's On The CD?

The best games of 1995 are fea-
fured in this month’s CG-ROM. Our
editors present the CGW Premier
Award to outstanding itles in each
of nine genres, with special awards
for Technical Achievement, Artistic
Achievemenl, Hardware, and—the
ullimate award—Game of the Year,
Over 30 companies are represented
and more than 40 titles are fealured
in the CD, several of which have
demos, exclusive walkihroughs and
scenarios created just for the CG
reader.

In addition to our comprehensive
1995 collection of exceptional
games, we have some amazing
interactive demos. Qur Editors’ Hol
Picks this month include the full
shareware version of Duke NUKem
3D by 3D Realms, courtesy of

g

FormGen, ArTeruIFe by LucasArts,
BATTLEGROUND: GETTYSBURG by
Talonsoft, and, Swarr Games
CHALLENGE #1, 2 Mensa-level puzzle
game by newecomer Smarl Games.
And for all those who were disap-
pointed by the removal of Heroes oF
MicHT ano Magic from our March
CG-ROM, well... we've got it this
time.

Our product demos highlights this

JUNE 1996

es? You've got questions, we’ve got answers.

| PRE-AWARD CEREMONY [ [

A ) L (2D 8
month are: Domark’s Big Ren
Racig, Assault Rigs by Sony
Interactive, StriF by Velocity, and
Terra Nova by Looking Glass
Technologies. (The review of TERRA
Nova is on page 130.) Other demos
include Crros OverLoRDS by New
World Compulting, and Bruce
Jenner's WoRLD CLass DecatHLON by
Interactive Magic.

How Do I Use It?
Our CD is a Windows pro-
gram. If you have Windows
95, installation is simple: the
CD is Auloplay enabled. Just
“Lock 'n’ load." Otherwise,
from Windows 3.x, pop the
CD into your drive, select RUN
from the Program Manager's
menu and type D:ARUN-ME
(where D is the letter of your
CD-ROM drive) to run it
straight from the CD. Then
type D:INSTALL to create a
CGW program group on your
Windows desklop. If you have
installed previous versions of the
CG-ROM, this disk will use the pro-
gram group already on your desk-
top. Point and click to navigate
around the CD, just as you would
in any other Windows program. You
can access any of the “Main
Attraction” items (such as Product
Demos or Patches) from within the

e
]

ACTION ﬂl’“,‘.
ADVENTUR b

ROLE PLAYING O]
SIMULATIONS 1 }

SPACE SIMULATIDN

Primary Blunders “Surprise
Attraction.” And you may exit the
*Surprise Attraction” at any time by
first clicking on the “Back” button,
then clicking on the “"Home" but-
ton.

How Do I Access

The Demos?

To view the demos, first click on
EDITORS' HOT PICKS or PRODUCT
DEMOS. Next, click on your favorite
genre: Aclion, Advenlure/Role
Playing or Strategy/Wargames, then
click on the title of your interest.
Each demo has instructions for its
installation,

How Do I Get The
Patch Files?

Click on PATCHES under the CGW
FEATURES and then read the text
window with instructions on copy-
ing the files to your hard drive. You
also may access the palches from
your DOS prompt by typing
D:APATCHES (where D: is the letter
of your CD-ROM drive) and copy
them directly from there lo your
hard drive.

How Do I Get The
CG-ROM?

Newsstand issues come in two vari-
elies: some with and some withoul
the CD. Each lype is clearly



~ “Where has this

Spies like us. ==

“Like breaking into
DANGER ln.\w::,:::,1 a\;:'::.zwt\m\\ CIA headquaﬂers al'ld

TWEW WORLD DRODER

spending the night trying
out all the toys. Grade: A”

—Bob Strauss, Entertainment Weekly

“Ariveting post-
Cold War thriller.”

~ Shane Mooney, PC Entertainment

“One of the most techno-
logically impressive
games of 1996."

—Chris Charla, Next Generation

“SPYCRAFT is like
nothing else you have
tried. | whole-heartedly

recommend it.”
— Steve Bauman.
Computer 6ames Strategy Plus

~ “One of the most
ambitious and riveting
PC games of its genre

ever produced.”
— William Trotter, PC Gamer

“A fascinating espionage

SP“:H A adventure — and fruly
I'T ~ agreatgame.”

THE GREAT GAME = Scott Gehrs, CUMﬁﬂﬁf.&me Review

fmnm S

{’ o | -
L el
T

Master the tools of the trade Identify polential suspects Enter a realistic waorld of spies:
lo track the trajectory of an using authentic 3-0 composile ~ 35mm film, stunning graphics
gssassin’s bullet. imaging technology. and actual CIA footage.

NOW AVAILABLE ON MS-DOS®/WINDOWS® 95 AND MACINTOSH®CD-ROM. ACWON
BEGIN YOUR SPY HUNT AT HTTP://WWW.ACTIVISION.COM - ®
@ @ Activision is a registered trademark and Spycraft: The Breat Bame is a trademark of Activision, Inc. © 1886 Activision. Inc. Allrights reserved, All other trademarks and trade

names are the properties of their respective holders. The Central Intelligence Agency has not approved. endorsed or aulhorized the making of Spycraft: The Ereal Game.

Circle Reader Service #37



Your mission is to unravel the mystery

behind the Majestic’s star-crossed voyage.
Majestic” Part 1: Alien Encounter is now at
vour favorite retailer
or call 1-8co-PIRANHA.

'¢;¢;¢—'

OO
PIRANHA

Piranha Interactive; Publishing, inc.
1539 W Drake, Suite B, Tempe, AZ 85283
Phone: 602.491.0500  Fax:602.401.8000

Available for Windows®
or Macintosh®

TP P Y TN R S

JUST THE FAQS

marked. If you can't find the
version you want in the store
you frequent, encourage your
retailer to carry il (or subscribe
to ensure you get a CD every
manth). To subscribe, simply
call 303-665-8930, and specify
that you want the CD-ROM ver-
sion.

How Do We
Classify Games?

Action/Arcade (AC): The
emphasis is on hand-eye coor-
dination and reflexes, usually
emphasizing fast play over
slory or strategy.

Adventure (AD): Games
wherein you control an alter
ego and move through a slory-
line or sequence of events,
where puzzle-solving takes
precedence over conversation
and combat.

Classics/Puzzies (CP):
Classics are old stand-bys and
parlor games that appeal to
many different types of gamer,
Examples include: backgam-
mon, bridge, chess, MonopoLy,
parchesi, Risk, and SoLiaRe.

Puzzle games are computer
games which emphasize spa:
tial relationships, word games
andlor problem-solving without
requiring gamers to follow a
sloryline. Examples would be:
SHANGHAY, TETRIS and Z16-ZAG.
Role-Playing (RP): RPGs
are a subset of adventure
games, but stress character
development, often through
improving stats or other attrib-
utes. Conversations with non-
player characters (NPCs) and
tactical combat are generally
more important than in
Adventure games. Finally, the
game world tends lo be large,
and the plol less linear, often
with some questsftreks outside
the main storyline,
Simulations (SI): Highly
realistic games from a first-per-
son perspective: you may drive
a realistically simulated race
car, lly @ military aircraft with a
meticulous physics model, or
swoop through a detailed sci-
fi environment. Usually poly-
gon-filled technology is used
to build the simulated world on

the fly.

Sports (SP): The sports
game category is a broad
genre which includes action
(NBA Live) and strategy games
(FRONT PAGE SPORTS FOOTBALL
Pro) based on sports.

Strategy (ST): Problem-
solving, short- and long-range
planning are the keys here.
These games almost always
emphasize resource and risk
management. This genre
includes conflict-based sci-fi
and fantasy games (X-COM,
Ourpost, MOD), as well as
“pure” strategy games and
“software toys" such as
SimCrry.

Wargames (WG): A subset
of strategy games, these recre-
ate historical conflicts from a
command perspective. They
may be factical, operalional, or
sirategic, and stress anything
from logistics and firepoweer lo
morale and leadership. They
may be simple (Panzer
GeneraL, EMPIRE 11) to incredibly
detailed and complex (PaciFic
Wir). %

Dutstanding:
The rare game
that gets it all
right. The graph-
i6s, sound, and

Very Good: A
high-quality game
that succeeds'in
many dreas. May

have minor prob:
gameplay come e
Transcendent worth your fime
Gaming and money, espe-
Experience. Qur cially if you're
strongest buying ! interested in the
recommendation.  subject matter or

qenre.
AN -

Average: A Weak: A game Abysmal: The
mixed bag. Can with'serious prob- } rare game that
be a game that lems. Usually gets it all wrong.
reaches for the buggy, seriously This is reserved
stars, bul falls lacking in play for those products
short in signifi- value, or just a 50 bugay, incom-
cant areas. Can poorly:conceived: 1 plete or valueless
also be a game game design— that you wonder
that does what'it  { and you will want  § why they were
toes well, but to think longand ¥ ever released.
lacks flair or origi- i hard before buy-
nality: ing it,

JUNE 1905



GO TO THE STORE, CALL 1 800 295 0060 OR VIS/IT WWW.BUNGIE.COM TO GET JOME NOW.

IF YOU NEED A CLUE, DIG THIS: mmu 2: DURANDAL If THE MULTI=AWARD WINNING, 3-D, TEXTURE-MAPPED, B-PLAYER NETWORKED, ACTION GAME WITH COOL NETWORK SCENARIOS LIKE
“KILL THE MAN WITH THE BALL® AND "KING OF THE HILL", REAL HIGH-REJOLUTION 16-BIT GRAPHICS, ACTIVE PANNING STERED JOUND AND A STORY.
1996 BUNGIE PRODUCT COK mmtm AND n ARE OF BUNGIEE |
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B weivied TIORT ..

THE AWARD WINNING
JAGGED ALLIANCE CONTINUES

BEST STRATEGY GAME

PC ENTERTAINMENT

“A MUST BUY!”

Computer GamInG WoRtD

BEST TURN-BASED
STRATEGY GAME

STrATEGY PLUS

GAME OF THE YEAR

Power PLay

MULTI-PLAYER
SCENARIO/CAMPAIGN EDITOR
NEW MISSIONS

NEW MERCENARIES

NEW WEAPONS

NEW TERRAIN

OVER 6000 LINES OF SPEECH

AND MORE IN-YOUR-FACE
ATTITUDE THAN EVER!




MULTI OR SINGLE PLAYER ‘
NOW YOU CAN BEAT THE DAYLIGHTS OUT OF  \,
YOUR BUDDIES OVER A NETWORK OR HEAD
T0 HEAD OVER A MODEM CONNECTION.

NEW TERRAIN

BATTLE IT OUT IN THE HEAT OF THE DESERT
OR THE BITTER COLD OF WINTER. TRACK YOUR
ENEMIES mor PRINTS OR BLOOD DROPS.

SCENARIO EDITOR

CREATE FAST AND FURIOUS SCENARIOS AND
UPLOAD THEM TO THE INTERNET OR STRING THEM
TOGETHER INTO FULL LENGTH CAMPAIGNS, YOUR
L"REATI'IE H]’N'D EHSURES IHHH!TE REFHYJBILFTY

NEW WEAPONS
BuyY, SELL AND TRADE A MULTITUDE OF NEW
~ WEAPONS AT THE ARrMS Bmmm.

LOOK FOR THE INTERACTIVE DEMO COMING SOON

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

ol
D

BSLED
PO Box 245, Ogdensburg, NY 13669-0245

Tel: (315) 393-6633 Fax: (315) 393-1525 Check out the latest
E-mail: 76711.33 @COMPUSERVE.COM www.gamespot.com

WWW SIR'TECH COM Jagged Alliance is a registered trademark of Sir-tech Software, Inc.

Circle Reader Service #162




The Source

Of Frustration . .

Why You Can’t Always Find The Game You Want ¥ _&

ver wonder why
your local retailer
carres some
games, but not

others? Ever won-

der what criteria

are used fo

decide what
games reach store shelves? Ever feel
like there is a mad conspiracy al large
to keep you from finding the game
you want? Well, you aren't the only
one. We sometimes ask the same
questions. Better yet, since our van-
tage point gives us a few answers, we
thought we'd try to demystify some of
the voodoo.

First, retailers only want to han-
dle a game for two reasons: 1) it
makes good markeling sense or 2)
they are subsidized enough that it
makes its own kind of markeling
sense. Under the first rationale,
refailers talk in terms of margin and
turns. Margin is their percentage
profil comparing the price the
game costs them versus the price
they will sell it and correlaling this
profit to the amount of square feet
of shelf space they commit to the
product. Turns are the number of
sales they will get on each bit of
shelf space. The term is shorl for

turnover. Obviously, a higher num-

shouldn’t be confused with what are presently considered “3-D

games” like Doom Il and Duke Nukem 3D, where the player navigates
in a first-person environment, seeing through the “eyes” of his on-screen per-
sona. Rather, this 3-D revolution entails new software that renders characters as
true 3-D objects, not just flat, texture-mapped characters common in present-
day titles, and these 3-D games are not limited to the first-person perspective of
conventional “3-D" games (confused yet?). The 3-D revolution also applies to
hardware, particularly graphic accelerators, which help crunch all the data to
paint those 3-D rendered objects quickly on a home computer,

This month's cover story is but a glimpse into the stunning, atmospheric 3-D
games in development. Of course, we'll cover more of the titles as soon as we
can see and play them. But the software is only half of the story.

As computer gamers, you are probably accustomed to the endless onslaught
of technology advances which often necessitate upgrades. And upgrades are
exactly what will be in store for you if you don’t have a fire-breathing Pentium
150 and you want to play these compelling new games.

That's why we're working on a major feature for next month that examines
the technology and explains the issues involved. We'll look at the first wave of
graphic accelerators and accelerator chips which are, in most cases, making
their way to market now. So if you've been confused by all the talk about
*500,000 goraud-shaded, z-buffered, bit mapped, tri-linear filtered polygons per
second,” and you're waiting to see somebody seriously examine what 3-D hard-
ware will do, and who's making the best stuff for your purposes, be sure to
tune in next month for an enlightening article and some real-world answers.

he dynamic world of computer gaming is on the verge of a 3-D revo-
Tluliun unprecedented in the history of the hobby. The 3-D revolution
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i ber of furns equals a higher rate of
profit and success.

In most cases, the profit margin
on computer games is insufficient
to justify shelf space under ratio-
nale #1, so the retailer accepls the
product under rationale #2.
Rationale #2 is called MDF, which

i slands for Marketing Development
| Funds. These are the fees that

| computer game publishers pay lo
| retailers in the form of: 1) costs of

building special shelves; 2) charges
for special signs or shelf lineage; 3)
rates for cooperalive adverlising
(both in the relail chain's own cata-
logs and in coop newspaper adver-
lisements); 4) promotional charges
for end caps (lhe displays at the
ends of the shelves) and POPs
(Point of Purchase displays—those
special boxes and signs near the
cash register); and more.

As a consumer, you need lo real-
ize that many retail stores will not
carry products that are not adver-
lised in their catalogs or are not
part of a promotional program from
which the stores glean extra maney.
The decision {o carry or not {o
carry a product in a given store
may have nothing to do with the
quality of the product.

Second, individual store man-
agers in a retail chain rarely get to
make their own decisions.
Corporate buyers who, at best, may
see a demo of the flash and sizzle
of a game at a trade show and, al
worsl, make their decision over a
sales sheet and an MDF contract,
decide which titles they'll carry, and
managers pretly well have to stick
to that approved list. This makes it



¢+ Avalon HMll D5 c

for-Over-Achievers Only!

1800-999-3222 or FAX: 410-254-0991

http:/users.aol.com.ahgames/avalon.html
The Avalon Hill Game Company, 4517 Harford Road, Baltimore, MD 21214 USA

REICH

SHIPS & IRON MEN®
and take command of
the mighlies! American,
=i British, French, and

* % L4 and Napoleonic Eras.

By means of ADVANCED

Step aboard AH's WOODEN

3 Spanish warships deployed
y during the Revolutionary

4 CIVILIZATION® you slarl al

& the Dawn of Hislory leading
your sociely through the mists

@ of tlime lo Ihe age of the civi-

—_—

0 Thwarl the Fuhrer or enjoin
the THIRD REICH® in this
5 essential. eagerly-awaited
WWII Grand Strategic Level
3 PC version of the classic
mmu’mugiﬂ board game. AVAILABLE
b August '96.

¢ Low on gas, low on ammo,
- and OVER THE REICH™.
You command fighter
squadrons of the Luftwaffe,
| USAAF, and Royal Air
Force in the strategy/role
playing/flight sim of air

‘ % combal over Germany.

' Replele with rare WWII
~ iy film footage for enhanced
? » ' background and playing
- . experience. Available
il PR '-.&—\, Sept.96 .

Wmduws 95 & Macintosh (by Big Time Sollware)...$45.

HANNIBAL™-Clever, fast
playing Iwo-player board
game of the 2nd Punic
* War, fought from 218-201
' BC befween Rome and
Carthage Using an easy-
5 ! to-leamn and eloguent

’ " system of playing cards
. for campaigns and
baltles, every game is
s exciling until an always
uncertain conclusion
540

AIR BARON™ is an ideal
! family game where 210 6
players compele as chair-
men or chairwomen of the
world's most powerful and
profitable commercial
airlines. Build nefworks
¥ of “spokes”, “hubs, and
jumbo fleats, declare fare
1 wars, seize market share,
and have fun as you zoom
to victory!...$35.

o August 13, 1940~
= tagle Day: LONDON'S
BURNING™ as Germany's
_ Luitwatfe opens its main
| air offensive against its
ane remaining enemy,
Britain. You are one of
Churchill's *few™ in
command of RAF. lighters
in this handsome solitaire
. or two-player strategic
board game...$35.

emEbe UDIDOW

As we approach
the second
millenium, it's the
ultimate test for
world dominance.
It's a challenge of
world economics,
geography, and
spinmaslering of
current evenis. It is GLOBAL SURVIVAL™, the board game
where multi-national consortiums rewrite the rules of the
world as we know it.,.$65.
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Vaimmin b Quams
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SOFTWARE GAMES:
Advanced Civilization

PC/CD ROM 345
1830: Railroads & Robber

Barons 3.5° IBM PC

o CD ROM 330
Fifth Fleel 1BM PC $35
Fitth Fleet CD ROM 340

fus

Fifth Fleet Scenario Exp. $20

Flight Commander 2
35" IBM

Flight Commancer
PC/MAC COROM 84

Flight Commander 2
Mission Builder Exp.

535

o

H

PC/MAC 3.5° only 23
Kingmaker 3.5° IBM PC  $30
Operation Crusader

PG/MAC 35" orCD 8§45
Over the Reich

PC/MAC CDROM 845
Stalingrad

PC/MAC 35° or CD 845
Third Reich PC

PC CD ROM $45
Wooden Ships & lron Men

1BM CD ROM $45

Prices include postage
and handling USA only.
Canada/Mexico add $10;
foreign add $10.
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dritiosdgoian:

@  FREE! General Magazine with Every Order!

Avalon Hill’s bi-monthly magazine for Armchair Generals.
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tough for great lilles from new com-
panies to get consideration.

Third, it is now a fad in the retail
chains to stock games in slimmer
quantities. This means that if the
stores expect a game to sell 10 units
per month, they're only ardering five
units at a time and counting on the
reorder in two weeks. On a hot-selling
game, this may mean that they sell
out on the first weekend and the shelf
sits emply for 10 days before the
reorder gets there. The retfailers have
been burned by heavy relurns from a
few bad games and they don't want
the inventory clogging up their chan-
nel. So, they're stocking lighter.

Low inventories in the stores
means that there is less likelihood of
heavy returns and protects the indus-
{ry against another crash like that in
the mid-'80s. The bad news is that
gach title may not sell as many units
as possible before the relailer uses
that space for something else, even if
it is selling out. More importantly for
you, you may not get to buy that
game as soon as you wanted lo. You
might even miss it all logether.

Another factor of bad news is that
most distributors pay (when they pay)
on a net 90 basis (i.e. they have 90
days to pay after accepling delivery,
ostensibly to cover their returns liabil-
ity). How many distributors do you
think pay before that 90 days are up?
Mone. So, if retailers are ordering
smaller quantities and waiting to
reorder, what do you suppose is hap-
pening to orders from distributors?
Right, they're getting smaller. So,
whal happens to the publisher who is
wailing to get revenue o pay for the
development of that product? He's
stuck. The smaller orders mean hal
it takes longer 1o recoup the develop:
ment budget. Where once the distrib-
utor would order large quantities of
product and be liable net 90, now
they order small quantities and
reorder as needed. New game devel-
opment is often the victim.

CG

Fourlh, there is a new markeling
procedure called Single Source
Marketing. In the computer game
business, it began with GT Interactive.
This company, best-known for pulting
together the marketing and distribu-
tion deal for id's DOOM “shareware
al retail” packages, put together a
deal to go into WalMart. This was the
holy grail for most of the industry. If
they could get into WallViart, they
would be mass market at last. The
catch was that WalMart didn't want to
have lo deal wilh the sales reps of a
lot of different distributors or compa-
nies. They wanted one source for
everything. GT stepped into that void
and opened up Walviart as an exten-
sive source of revenue. Of course,
everyone in WallMart has 1o allow GT
to lake @ piece of the action for being
that single source. Then, Electronic
Arts made the same kind of deal with
Toys-R-Us. If any computer game
publisher wants to be in Toys-R-Us,
they have to allow EA to take a piece
of the action for being that source.

Well, that's extra money for what-
ever company gets lo be lhe single
source serving these large chains,
but it also means that publishers
have fo fund their competitors or get
out of certain markets. If you can'l
find your favorite games from a given
publisher in a retail store, it may be
because the publisher of those
games doesn't want to enter into a
distribution deal with that source.

Why can't you find the games you
want in a given store? There are lols
of reasons from basic markeling
lhrough lazy corporate buyers. What
can you do about it? Voice your feel-
ings. Let your local store know that
you're frustraled with the selection.
Ask them which one of the four prob-
lems listed above is the one keeping
them from having the game in stock.
The bottom line is that informed cus-
tomers can change things. You can
help retailers stock betier games.%
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THIS SUMMER..

HE WON'T BE
THE ONLY SHARK
IN THE WATER!

o =

” COMING SOON FROM IIHH@?E:"

FOR YOUR PC!

The GAME SHARK is the ultimate code buster for PC gamers! You'll be invincible with codes for all your favorite titles!
Infinite lives, infinite ammunition, secret weapons, unlimited cash —you have the power to make your own rules!
With InterActs GAME SHARK, you'll dominate the game and crush the competition!

And that’s not the only new product from InterAct that will
make you a dangerous predator! Also just released...

PC PROGRAM PAD! M FLIGHT FORCE!
Master powerful combination moves A professional flight stick
with this programmable six-button for Mac pilotsl Two pro-
pad! Features 30 pre-programmed  grammable fire buttons,
moves and six slots for advanced memory o
customizing your A for storing control o/
own favorites| e ; seltings and rapid fircew ~ § g1 2
! functions put you

in the thick of the action!

WTERCT

0By RECOTOr

InterAct Accessories, Inc.
. 10945 McCormick Road
Hunt Valley, MD 21031

PC GAMEPAD 6!
Maximize your cantrol in
fighting games with a SIX
button pad with auto-fire and
digital directional movement!

- Game Shark is a tragerrark of
IrdgrAct Accesscries, Inc

www.gameshark.com meassse-
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Microsoft

| WHERE DO YOU WANT TO GO EH1I.-\'|"J

You play games like a natural born gamer.
Enveloped in digital optical technology,

you fire with the accuracy of an eagle

packing high powered binoculars.

Every minuscule move you make is

transmitied quickly down the line ol iire.

Every handle rotation, a new twisted

SidewWinder™3D Pro gamer viewpoint.

Tou and the joystickh are one.

And this is one joystick that never begs for mercy,
as its optical tracking system has no moving parts
to grind or molest.

Bullets curse when they miss, listen.

Tt's a phenomenon known only by those who choose

a joystick that needs no re-calibration

and tracks you at the speed of light.

This is the jel black void oi the gaming experience.
This is the SideWinder 3D Pro joystick, compatible
with all lS-D0S“=based and Windows”95-based games,
the elder of the SideWinder joystick family.

All the dexterity oi a gaming demigod is yours to
call upon, and with one iinger you vent retribution

on every shiny dark destructive heart.

b, 9" 14
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ER OF THE MONTH

WING SCAM-PANDER

Regarding Martin Cinilis” column in the February issue, thank

youon behalf of us all for asking where the docurnentation went.

I've been increasingly annoyed at this latest scam where the
game publishers want to charge us S60 for a game, and then get
an extra $20 for the information we need to play it. A big sinner
von didnt mention: Origin and WiNG COMMANDER IV, They
spent millions on this game, but only gave us minimal informa-
tion on the ships and weapons. ‘The manual tells vou to check
the README.TXT file. The READNIETXT doesn't contain
any information at all about ships or weapons.

Checking Origin’s webssite, I found some minimal informa-
tion on fighters, but none of the other data, When | e-mailed
them, they said they were working on it, and it would be posted

soon. The game was already out, and |
already in print. Obviously, they already had this data, so why did-
n'tthey give it to us?

1e shrategy guide was

-~ This type of tactic is really nothing less than the gouging of the
consumer, and I hope Origin and the others were reading vour

columm. Bravo.

commAnDE

) o i
HE pricE ah

ce

‘Thomas Zadio

Lansdale, PA

As consumers, we feel the same
way. As gamers, we simphy must ask
the question, does the publisher
have the responsibility o give you
enough information to make sure
vou beat the game? There is a big

difference between giving vou
enough information to play the
game and giving you all the
information necessary lo win
the game.

NUKE'M TILL THEY GLOW

Leame Denson's letter in the April
isstie seemed to hit o nene. We were so
intrigued by your letiers that we are
printing a representative sampling of
them here,

IN THIS CORNER ...

In response toaletter, by Lane
Denson inyour April 96 issue about
Doke: Nukean and the nse of strip-
pers in the second level bar, vour
reply touched on a few reasons why
they [the strippers| were put into the

game. | leel the reason behind the

JUNE 1986

whole civilian interaction only adds
to the game,

It takes great markmanship to hit
all the alicus in the bar, and not hit
the dancers, Police officers are
trained in this same manner, Fdon't
think the women are in the game just
for the enjovinent of gamers to kill
women. I is the same as SAWWAL
where vou are trained to hit the tar-
gels but not the eivilan targets. Yo
canalso see Hhis...by the word spoken
by Duke after hitting and killing a
stripper, “Danm!”

Jamie Lang
Coronation, Alberta

| think what Lane lorgot to realize
is that this is purely fantasy, 1 am 33
and have my own computer software
busness. T eonsider nysell 1o be quite
“nomal” according to socielvs stan-
dards. 1 ind that shooting and blow-
ing np allows me to release some
frustiation. We need more ganes like
Duke: 3D, s very well done and is
worthy of “Sollware Came of the
Year”

The fact that there are showgirls
on the second level of the shareware
version just goes o show how far
we've comme incomputer ganes, |
persomally don't shoot “em. Lallow
then o live on to danee forever. It
shonld be the plaver’s decision
wealher l|ll.'} live or die.
Remember...purely fantasy.

No matter what happens in the
world there’s always some group or
individual who has nothing hetter to
dowith their time i o try lo cen-
sor what others say or do. Lels
remermber the constilution, Lels
remeimber our rights! | strongly reee-
ommend DUKE NUket 3D and | say
“LICTTHIEESTRIPPERS LIV

Fehvard Cranford
Vi the Infernet

I have worked in the industry for
the last seven years and have scen
many gaimes come and go, One
common thread among games..is
that the majority of [them] are limit-
ed in their realities. helieve what
hooks a gamer is the gamer’s percep-
tion that the game is its own world,
The moment that a game does
something that defics reason or logic
the gamer is reminded that this is
“unrealistic, and calenlated” thus tak-
ing
the experience, By making every-

away some of the enjoviment of

thing within the game “Live,” the
gamer is immersed in the “world.”
The stvle of the game is very much in
line with the type of cliaracters thal
are init. This is a post-nuclear wasle-
land where evil has taken over. You
can shoot and kick anvthing in the
game and leave some kind of mark-
ing (or destrov it all together). Thisis
something that was lacking in games
of the past (Doox and the elones),

[ completely agree that violence
against humans in real lile is
deplorable and, unfortunately, far loo
frequent. Whether it be against men
orwomen, it should not be con-
doned in society. But Lam unable to
see lhe relation between TV and real
life or computer games and real life.
I someone actually feels that what
happens on 1V or on their computer
sereen is somehow a right or justifica-
tiom for it to happen in real life they
are somewhat off center to begin
with.

Remember when Worress i
3D came oul a similar uproar was
raised abont the killing of Navis. 11
takes an up and coming, uncompro-
mising group of programers and
artists to push the computing enve-
lope, and it looks ke Apogee is tak-
ing the next step. not unlike those
hefore them back in 89 did.

Jemie |eece
vie the Internet
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[ just read the message
from “Lane Denson, MTSU” in the
April issue. W that an April fools

joke? How did this loser discover
that shooting the strippers in DUKE
NUREN 3D Kills them? Thnm?

I expeeted some whining to come
from righl-wing moralists, but the
disdain he shows for parents and
parental responsibility as guardians
of their children is typical knee-jerk

big government liberalism at its best.
What would make him happy? A
Duke Nuken 31 decency law ban-
ning this licentious work?

Every company should do as 3D
Realms has and allow parental con-
trol over content, simply beeause if’s
good business. That docsn't mean
that they should stop producing PC-
incorrect games. The answer in this
information age is not censorship,
but personal and parental choice
and control,

Gary Bringhurst

via the Iiternet

AND IN THIS CORNER ...

While Fagree with vour response
to Lane Denson's letter in COW
1, conceming the very impressive
game phay of DUKE NUkea 30,1
amafraid that this assessment might
have clouded vour judgment about
the issue with the strippers. .. \Vith
the inclusion of the strippers, that
can be shol and killed, the game has
undeniably crossed the line from
senseless to masty violenee,

You argue hat the game wouldn't

Ce

be realistic if the strippers could-

n't be killed. True enough, but

how realistic is it that these very
strippers continue their dance
whilst you shoot it out with a bunch
of alien monsters.
Be that as it may, my beelis with
vour response to Lane’s letler, You
are trving to justify something that is
truly inexcusable in order, | have to
asstime, o make your point about
the exciting game play of DN3D,
Even somebody with a very distort-
ed set of values would at least have
to admit that the inclusion of the
stripper clement is i'l[\l'l‘_\'l|lIL'Nﬁl)Il—
able taste,
Sven Nebelung

New York, NY

I think vouare coneel in saving
that game play is why DUKE NUKi
3D is such a great game. | ave o
bring up a point, though. For most
people, the scenes depicted in DURI
INUREM 3D are just images in a
game. There are two groups that
come to mind where these images
are more than that, Children and the
Mentally unstable,

Children do not understand that
the images of sex & violence thal
vou see on TV or computer games
are not real. T have a 12 vear old step-
daughter and | preview any malerial
she uses on the compulter, but |
think that most people don't take the
time to sec what their children’s
games involve, | lave seen many
kicls in the arcadle finish plaving
MORTAL KOMBAT 3 and] then, pro-
ceed o karate chop cach other into
picces. These kids don’t understand
that these are games. T he rising vio-
lenee level inkids is definitely due to
the amount of violenee that they are
expused to ona daily basis. The
other side is the people who skirt the
fringe of society. Now, these people
would probably strike without amy
external influences, but these inages
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can't help.

I play these games and enjoy
them. I have oohed and aahed al
demons flying apart from a well-
placed rocket, but then again, as
Lane pointed out, demons are fairy-
tales. I don’t want to see a Jessie
Flehns type approach to these
games, but [ think that there has to
be some sell-imposed limits to vio-
lence in general. Goad faste (if any
can be claimed by a shoot-eim-up)
should be used. Violence has a
place, but it should not be as
extreme as Duke.

Fatrick Dugan
Charlotte, NC

NOTABLE QUOTES
Okay, if you're tired of hearing
aboul the Duke debate, heres a
smattering of randon ramblings from
our mailbag,
Where was Steel Panthers when |
was single?
Todd G.
lort Wayne, IN

Whattever happened to “Once
Upon A'Time” (the page in CGW
that showed 5-and 10-vear old
games)?

Ben Esacove
Wimberley, TX

We dumped it five or ten years ago.

(. :f i |[.‘|l|||.'|' gili'i'll_‘h ill]ll L lfl\\'iil'l.'
were stlways a point of interest for
me. But until Computer Geming
Monthly came along, 1 haven’t been
able to getinto itvery much,
Thanks, CGM!

Isrson Saribal
Awrora, CO

U, you're welcome! Now aboul
that eve exam you've been putting

off..

Why haven't you reviewed
Barntcruiser 30007
Jeff Land
Mountain View, CA

Probably because it hasn't come
oul vel.

WHERE IS THENOTABLIE
QUOTES SECTION? I'm (unfor-
tunately) cancelling my subseription
renewal because [ hate the new for-
mat.

Creg

Brookfield, CT

The Publisher asked us to wait
until yawere gone before putting

your quole in.

The people at Orgin (sic) are
damn fools to think they'd profit off
WS alter launching stufl in spuce.

Quinn Henning
Orleando, I1.

You're damn right! They would he
if they thought that, but you better go
back and take another look at that
reference to “The Fool” at the end of
the April news ston. Don't feel badk,
vou're not the only one who was
snookered. Good huck getting that

egg off, though.

o
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WHAT vyoOu

“THIS TRULY IS THE VANGUARD
OF THE NEXT GENERATION OF
ELECTRONIC ENTERTAINMENT.
42 guT OF 5 STARS.” :

— COoOMPUTER GAMING WORLD

“DRIGIN‘S LATEST SCIENCE
FICTION SPECTACULAR IS EVEN
MORE IMPRESSIVE THAN ITS
PREDECESSOR.”

— PC GAMER /



WAITING

“A MOVIE GAME THAT
TAKES CD-ROM
WARFARE INTO THE
NEXT GENERATION.”

— ENTERTAINMENT WEEKLY
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The 3-D Wave In Europe

Huge Emphasis On 3-D At Euro Show Previews U.S. Releases

T n and around ECTS,
i | | Europe’s major exhibi-
~ lion for “lgisure sofl-
; | ware," insiders were
A trealed to a preview of
‘96 and beyond. As in the U.S.,
the watchword was 3-D, but vive
I'differance! Europe’s commit:

An unsightly
entrance to
the Grand
Olympia
Exhihition
Hall belies
the up-to-
date wares
inside.

ment to 3-D is significantly
grealer han that in the LS,
Here, we're still settling for rela-
lively low-res two-and-a-half
dimensional solulions where
the illusion of 3-D is important.
In Europe, developers are work-
ing on authentic 3-D solutions
Lhat combine high-res lextures
and fast performance. Here are
some of the highlights of what
we saw in and around ECTS,
and what you can expecl lo see
at the Electronic Entertainment
Expo in the LS.

Europe has its share of rela-
lively slow, but showy, 3-D titles.
SHanows over R (the third
ReaLms oF Arkania RPG to be
published in the U.S. by Sir-
Tech) opens wilh a traditional,
albeit sometimes gross, 3-D
animation and LORDS OF THE
Reaun I (@ medieval strategy
game from Sierra’s Impressions
subsidiary) opens with a very
fluid scene-selling animation.

GG

Yet, this is not where the 3-D
becomes impressive. The 30
becomes impressive in games
like Psygnosis' Ecstarica 2. The
characters are much more
detailed than in ils cull favorite
predecessor, and the terrain fea-
tures have enough depth that
you can look
aver cliff edges
and caslle
sides, as well as
fall down wells
and out win-
dows. Despite
this enhance-
ment, the game
plays faster than
ever and fea-
fures moves
common lo the
best fighting
games (dodging side-rolls, back
flips, forward rolls, kicks, slash-
es, and special moves).
Mindscape's Dark EArTH (See
cover story) also fealures
impressive fighting sequences.
Add Psygnosis’ Aranion to the

[‘?

' some of ill_e lmttest prnd

stew and you have exciting
polential, ATHANOR requires you
to learn 15 different styles of
fighting in a game where every
frame is high-res 3-D, shadows
are important clues, and the
stereo sound provides impor-
tant cues.

Other 3-D adventures will
include Philips Media’s Down in
THE Dumps, a wild little adven-
ture about characters who live
in a literal dump; as well as
Viacom's JOE's APARTMENT, &
roach-infested adventure based
on the MTV series (this one's
being developed in the U.S.)
and Aeon FLux, based on the
dark, animated heroine of MTV
fame. Viacom Is also developing
Snow CrasH, a mission-based
aclion adventure created
around Lhe cyberpunk novel by
Neal Stephenson.

Psygnosis’ Istanp oF Dr.
Moreau uses amazing technolo-
gy to bring to life the island
from the H. G. Wells novel,
while the company’s Cirv of

arket as well as

LosT CHILDREN i @ marvelous
implementation of the
acclaimed French film by Marc
Cato. Psygnosis is also develop-
ing DiscworLo 3-D, a "97 project
which manages to continue the
artistic feel of the earlier
DiscworLp and the new animat-
ed DiscworLo 2 scheduled for
this year.

In the action realm, 3-D
games run the gamut from
Activision's Bast Cramger to
Philips" Q.A.D. (QuinTESSENTIAL
AT of Destruction). The former
is & fresh multiplayer concept
where four competitors have
lime bombs strapped to them.
They move throughout a 3.0
environment (which can, in
turn, be moved) and chase crys-
fals which can either elongate
the amount of time on their
timer or allenuate the amount
of time on their opponents’
timers. The lalter is a flying
shoot-"em-up with a very “3-0
Stupio” look. Add Teamd7
GoMan and GorHioue lo the ros:

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

ON THE SHELF €
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PSYCHIC DETECTIVE

After enduring an eternity of multi

] :
Pﬂ
media hype masquerading as games,
we finally have an interactive film

¢

{hat—no offense to the excellent Wing
Conanoer IV—isn't based on an action
game. The plot of this sci-fi detective mystery
is carried on in real-ime, and regardless of

_ where
you are in
¥ lhe game
world, the
4 other
(non-play-
er) char-
acters get

on with their fictional lives—making your
quest for clues thal much more challenging.
The concept is fresh and mature, the acting
surprisingly good, and the writing very strong
indeed. There is a cerlain degree of frustra-
lion, as you are likely to fail often before final-
ly winning the game. After you get hooked,
however, you find that there's much more lo
replay than just finding the 14 different end-
ings. Experienced gamers may only get 25 or
50 hours of gameplay out of Psycxic
Detecnive, but they'll find that it's a wild mind-
read, indeed.—A. Dembo

Electronic Arls, (415) 571-7171:

PC CD-ROM
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ter and you have the
action category in hand.
The first is a 3-D action
game based on Japanese

robot movies and the sec-

ond is one based on the
concept of dark, graphic
novels.

Finally, 3-D is also
showing in strategy
games. Philips' Enemy
Nanions, a multiplayer

space-age conquest
game, uses 3-D buildings
with terrain depth.
Germany's FanPro has 3-
D complexes in its Peray
Ruopan stralegy game,
hased on the best-selling
pulp science fiction nov-
els in Germany. Even
Mindscape plans o have
a 3-D strategy game with
its Dank EamtH stralegy

game lo follow the adven-
ture game (see cover
story).

I has been the conven-
tional industry wisdom for
years that Europe has
been five years ahead of
the U.S. in graphics and
five years behind in game
play. Somehow, it looks
like thal may change in
1996.—Johnny Wilson

3-D Audio Standard Promises
New Dimensions In Sound

n our very visual world, it's easy to forget that we do a lot of “seeing” with our
ears, using sounds to determine both location and direction of things we can't
see, or see only peripherally. Studies at MIT's Media Lab compared user's per-
ceptions of a baseline program and a second program with identical graphics,
but better sound. When asked what was different, the users said the graphics
looked better. Sound can add tremendously lo gaming, and using sound cues o

locate abjects in an environment can add a good hit more.

To that end, Microsoft announced its Direct3D Sound API (Application Programming
Interface) at the Computer Game Developers' conference. This newest member of the
DirectX API family integrates tightly with DirectSound, allowing developers to assign posi-
tional infarmation to sound events in a game. Direct3D Sound then applies filters fo those
sounds to make them appear to come from some other place than the speakers,
Microsoft's goal with Direct3D is consistent 3-D audio effects, so that regardless of your
audio hardware, the APl will use your sound card's Digital Signal Processor if it has one,
or use the CPU if it doesn't (check out our sound card feature in this issue).

Version 1.0 of the APl will be available to software developers in August, and litles

using it should come out later this year—Dave Salvalor

"

4

ZLORK NEMESIS

- In case you were wondering what's
% been happening lately in the land of
‘ Frobozz, things aren't going too well.

Apparently some enlity called Nemesis has
brought a curse down upon the Forbidden Lands.
Il's your job to go and see what he's up lo, and
while you're at it, locate four missing VIPs.
Unfortunalely this new chapler in the Zosk saga

plays more like a sequel to Myst. You wander
around beaulifully rendered 3-D environments,
solving puzzles and piecing together the well-
crafted plot, which is based on the science of
alchemy. Bul connections o previous Zonk
games are peripheral; noliceably absent is the
wicked sense of humor that elevated those
games lo something more than just another dun-
geon hack.

By itsell, Zork Nemisis is an arlistic achieve:
ment, and a challenging puzzle adventure
for anyone who enjoys that sorl of thing.
Bul Zork fans in search of a lrip down
memory lane may find there's no way fo
get there.

—K. Hedstrom

Activision, (310) 473-9200;
i PC CD-ROM
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YOU DON'T KNOW

JACK QUESTION PACK
Okay, so by now you do know ,

Jack. You've been the hit of every

parly for the past six months, because

you've dragged along your laplop and Berkeley

Systems/Jellyvision’s You Don't Krow Jack with

you every time. But by now you've got it pretty

well memorized that Scooby Doo and Hamlet

st
=
e

& .

In which case is a .S, president paired
up with a dorky middle name thatis
T his own?

Vierren Harding: Comalial
Calule Cochlge: Wilsneas

{1 Daia Tony

\ +$1,000 4,000

cG

nrﬂahis month, Warcraft Il takes over
i as the most-played game, while
the original X-COM returns for its 17th
month on the chart. Be sure lo send in
your feedback card, so we know what
games you are losing the most sleep over.
Last Months
Manth On Chart
I. Warcraft II (Blizzard) 1 1
2. Steel Panthers (SSI) 1 3
3. Mechwarrior 2 (Activision) 4 5
4. Command & Conquer
(Westwood) 2 4
5. Crusader: No Remorse
(Origin) 3 2
6. Heroes of Might and Magic
(New World Computing) 6 3
7. Stonekeep (nterplay) 5
B _E:;_@jzfer General (SSI) 8 14
9. Anvil of Dawn (New World) — 1
10. X-Com: UFO Defense
L ol
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throuah exhaustive

researc# this game has been
pamstakmgly pro rammed

with the exact thought
of every NHL plellye?
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A BEUEK'A? ,
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Artificial intelligence so advanced, players think and react to you like
o _ real pros. They know if they're winning or losing. And they hate fo lose.

FORECHECKING

PROTCET LEAD PROTECT DEFENSIVE ZORWE
NORMAL FORECHECK ~ PRO: PREVENTS SCORME
AGGRESSIVE FORCHECK | CHANCES
GUARDING ENG " cpy: gPPONENT CONTROLS
PLAY 20NE PLAY

FLAY MAR

INTIMIDATION MODE

“...sports gaming just stepped up to the next level.” COMPUTER GAME REVIEW
“...just like real pro hockey...” GAMEPRO

Take on'{he best teams and players in the NHL: Then, if you live through
that, try itXemational play in our exclusive World Tournament.

Exclusive motion-captured players that move and s
so real, you can almost smell the ice.

Frm—mm—————d

NHIL.
POLJERPLRY 96

NTERACTIVE
nlml inment |

Dl

1696 VERGH INTERACTIVE ENTERTAINMENT, Inc. and RADICAL ENTERTANMENT Lid. Af rights reserved, LD i a regastered trademark
| Powerplay™ i 2 trademark of the Nationa Hochay League. All rights reserved. ULNHL kogos and marks and team logas and marks depict-
herein are the propedy of the NHL and B respactive teams and may no! be reproduced withaul the prier witten consenl of NHL
prpfade, Ine. © 1995 ML Officlaly licensed producd of the Natonal Hockey Leaguo. All NHLPA, National Hockey Lnagun Plapers'
ociaton and e 1ogos of B NHLPA ane regestened tradermarics of tho NHUPA and aro used under cense by Viegin knberactive Entertainment,
Offically licenzed product of the Hations! Hockry League Plapers’ Axsociation. Copyright NHLPA 1996 Visgin is & registeend irdiomark of
jin Enferprises,Lid.

i eredt Al Besia/Alspart. Dvtver phetograghy by J. Glamunda B, Bernot Studos.



NASA Likes The Feel
Of A ThrustMaster

™ 0 ThrustMaster's $500 F-16
FLCS Special Edition was a little
to cheap for your tastes. You

2 want quality and precision and
you're willing to pay for it. How does $5,000

controllers, recently won a contract with
Lockheed Martin fo supply space shuttle
simulator control sticks to NASA. The RHC,
or Rotational Hand Controller, will connect to
UNIX stations and PC laplops 1o enable

sound? astronauls in training to practice maneuver-

If you're NASA, and you're looking for a ing and landing techniques before jumping
joystick good behind the slick of the real thing.

enough to fly zero- According to ThrustMaster's Bob Martin,

the RHC is a "median fidelity" design.
Essentially, it has all the same compo-
nents—the stick and gimbals assembly—as
the real shutlle stick. The only difference is
that it's not flight certified; that is, it doesn't
have the triple redundancy systems required

T Tw
7008 e

G space shultle
simulations, five
grand is a bargain.
ThrustMaster, the
maker of popular
flight sim game

ONE GIANT STICK FOR
MANKIND The ThrustMaster
stick designed for space shut-
tle simulators will be coming [

to a store near you.

were both Greal Danes. What to do?

Why, run out and pick up the You Don't Know
Jaek question pack. This bargain-priced $19.95
expansion disc adds 400 new irrelevant, uh,
ireverent questions, new Jack Attacks, and
more of those infurialing snickerclish testgums
(i.e., gibberish questions). If you don't already
have lhe besl parly game ol 1995, you can pick
up You Don't Kuow Jack XL, which includes the
800 original questions and the 400 Question
Pack additions all on one disc.—D. Alkin

Berkeley Systems, (510) 540-5535;

PCiMac CD-ROM

Reader Service # 303
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and after it was acquired by Sierra. But unlike
Lowns oF THE Reatm or Caesan 11, Rise & RULE oF
ANCIENT EMPIRES [ails to Immerse you in the fla-
vor of the historical period—or the fun. The
game olfers lurn-based accessibility, and the
overall idea seems sound: contrast the far-flung
empire of Persia with the Greek city-state
approach, or with the engineering feats of the

RISE & RULE OF
ANCIENT EMPIRES
ﬁ Impressions has some fine strategy

games lo ils credit, from both before

of flight-certified instruments,
Like your typical PG joystick, the RHC has
a button, a frigger and a hat switch.
However, the stick also has three axes of
movement: a pifch forward, a tilt backward
and a “twist" or yaw, which emulates aircraft
rudder pedals. The latter allows the pilot to
angle into a crosswind without deviating
from his farget course. In addition to these
three axes, the stick has a knuckle pitch—a
small joint in the shat that creates a smaller
movement radius, which in turn provides
more stability in the controller by keeping
the push/pull action restricted to the wrisl.
Major General Joe Engle, former com-
mander of the space shullle Discovery, test:
ed and evaluated the controller. He says the
RHC is, “very similar to the shullle’s. It has
the same close geometry and stick force
gradients.” Maj. Gen. Engle is the only astro-
naut to ever manually land the space shut-
lle, entering the Earth’s atmosphere at
Mach 35.

The ThrustMaster RHC is expected lo
cost NASA about $5,000 per stick—a frac-
tion of the estimated $1 million that NASA
engineer Jim Brock says an original would
cost. But if five grand is still too rich for
your budget, ThrustMaster plans to have a
retail version of the RHC on shelves by fall
of this year for approximately $30.—Jill
Anderson

Egyptians; Chinese, Indians and Cells are
thrown in for even more variety. Yel, Rise &
Rutk strives so hard to be different from

il Civiuizanon in every other way that it

8l becomes loo abstract, leaving out all of the
engaging aspects of Sid Meier's classic
design. The “sliding bars" used by the inter-
face work better in theory than in practice,

[ and the feedback is minimalist in the

| extreme (jusl how do advances help your

"I empire?). Rise & RuLe is pretly and it does
have mulliplayer options, bul these aspecls
alone aren't enough to forge a gaming empire—
especially in a world already populated by Civ
I.—T Coleman

Sierra, (800) 757-7707;

Windows CD-ROM
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[N A DESOLATE CORMNER OF THE UNDERGROUND EMPIiRE,
AN EVIL DEmMOIT TORMENTS THE LAID.

© ALL-NEW ZORK ADVENTURE - SPECTACULAR PRODUCTION VALUES  STUNNING 3-D EXPERIENCE
vs:mcm.v-nmu.&n WORLDS DRAW.YOU INTO A~ DRAMATIC LIVE-ACTION VIDEO, HOLLYWOOD  Z-ViSION. SURROUND TECHNOLOGY: ALLOWS TRUE -
SURREAL STORYLINE WITH OVER 65 INNOVATIVE  ACTORS. HYPNOTIC MUSIC. SPECIAL EFFECTS, AND  360° MOVEMENT WITH STRIKING 16-BIT GRAPHICS
PUZZLES AND 40 HOURS OF IMMERSIVE GAMEPLAY, SOUND BY SOUNDELUX MEOIA LABS CREATE A FOR A DISTURBINGLY REALISTIC 3-D ADVENTURE.
o : i = VIRTUAL REALITY EXPERiENCE.' =

AVAiLABLE n@w en Wmnows 95/DOS CD ROM
AVAILABLE on [TIACII’ITG)SH in ]ums
DARE vrsn' H'ITP //www ACTIVISIG)H COm.

AéI'VF‘ON @-@@

wivon 30dZork are g g o e 4 € i .qf.‘_‘"' I 159 o . v ademrks ndac e s h g e reseciv s, AL il s
e i Circle Reader Service #97 -




iamond was Lhe firsl
major player lo get a
PCl-based 3-D parl
to markel with ils
Edge 3D accelerator card. Based on
nVidia's "Swiss Army knife" NV1
chip, the VRAM-based Edge 3D
delivers good first-generation 3-D
performance, and respectable 2-D

isn't worth the price of entry.

Windows 95 GUI and DOS VGA
acceleration, as well as General
MIDI wavetable synthesis and
Windows 95 wave audio. Despite
having Windows 95 audio functional-
ity, the Edge 3D has no Sound

3

SPEAKERS

| ¢

ON THE SHELF ¢

CRYSTALAKE

RIDING DRAGONBACK Panzen DnacooN, one of
the games bhundled with the card, is a sim
with a unique perspective, but it alone

5 72 Audio often winds up being the
mistreated step-child of computer
gaming, faking a back seat to
graphics. But GrystaLake Multimedia wanls fo

Diond dge 3D Coine

Blaster emulation for DOS titles,
though you can use ils wavetable
synthesizer in games that supporl
General MIDI.

NV1 can accelerate 3-D graphics
elfects like scaleable, perspective-
corrected texture mapping, alpha
blending, gouraud shading and light-
ing effects, but lacks Z-buffering,
anti-aliasing, MIP
mapping or interpo-
lation. We evaluated
the VRAM version of
the Edge and were
rather impressed,
despile our previous
looks al the DRAM
version, which were
fairly disappointing
due lo slow frame
rates, and so-s0 DOS
VGA performance.

The Edge 3D's three bundled
titles, Virrua FigHTer Remix, NASCAR
Racig, and Panzer DraGOON, are
good games and add some value to
Diamond’s 3D card. VF Renmix is a
near-perfect port of the Saturn 3D

mar

udfo

ot

Vfdeo On

e Vpid ) &

On:C

fighter, and is the
best PC fighter avail-
able, with great
gameplay, fast action
and good 3-D graph-
ics. Papyrus' Edge
3D-optimized
NASCAR Racing,
one of 1994's best

racing games, has
some extra graphic
delails, like transpar-
ent smoke, but
graphics and performance are prelty
underwhelming. Frame rate with all
the delail on is still slow, and objects
pop up frequently on the horizon.
Panzer Dracoon, a dragon “simula-
tor" where you lake to the skies on
dragonback on a shooting spree, is
a fun, refreshing change from
spaceships and planes.

Edge 3D has ports for two digital
Sega GamePad controllers, and
ships with one. The conlrollers are
very good overall, and add greatly to
gameplay on the bundled lilles.

VF Remix and Panzer Dragoon are

highs, the lows and everything in between, and

their “depth of field" (sounds in foreground
and background) is excellent. Game audio
takes on a whole new dimension when your
speakers cleanly crank out big sounds like
engine rumble, weapon fire, and explosions,
as well as sounds crisply moving from left to

change all right and vice versa. About the only drawback
| thal. Their lo the 650 is the price: $699 lisl—prelly steep.
new 650 But if you're a gamer who also does
speakers MIDIfaudio production with your rig,
deliver whatis  these units would wear both the killer-
probably the game audio and studio monitor hats
best audio very well.—D. Salvator
we've ever CryslaLake Multimedia, (503) 222
| heardfroma  2603;
PC. The 650's Reader Service # 306
sonic image
covers the
JUNE 19906

A BIG BUNDLE The Edge 3D card offers
respectable graphic acceleration, and
comes bundled with Virtua FiciTer Remix,
NASCAR Racinc and Panzer Dracoon.

Edge 30-exclusive games, and are
fun to play, but an acceptable level of
performance doesn't come cheap.
The 2 MB VRAM version of Edge 3D
is streel-priced al aboul $429, and
the 4 MB VRAM is around $599;
pretly steep prices for products that
will be dated when next-generation
boards based on Rendition and
3DFX chips appear later this year, If
you're really pining to play VF Renix
and Panzer Dracoon, your best bet
would be to buy a Saturn for half the
price, or wail for non-exclusive PC
versions.—D. Salvator & E. Chin

ABUSE p
We've seen this game before, in
various incarnations and over the

cold

past decade or two. ABUSE is simply

a 2-D, side-scrolling platform game, where you
control a liltle Predator-like cyborg through vari-
ous dark and shadowy hallways. Along your lefi-
to-right adventure, you'll be greeted by plenty of




xperience nation building at its best.

_nticed by the lure of exploring the
unknown, you cross treacherous seas in
search of the New World. But be warned!
Europe’s other conquering heroes are in pursuit of the same glory

Conquest of the New World™ is a single or multi-player strategy game where you're
in command of the explorers, settlers, and mercenary soldiers destined to survey the land,
to build new colonies, and to protect your emerging nation. As you search for new rivers
and mountains, you'll come across other colonies and encounter friendly and hostile
native tribes. Your growing nation is constantly at the mercy of world events and the endless
threat of surprise attacks.

Only through a perfect balance of diplomacy, exploration, trade and warfare can you
build the ultimate nation, declare independence, and experience the true power of Conquest.

© — Strategy Plus

:()

Z% Single or Multi-player action for up to 6 over a
o network & head-to-head with a modem

70

240

o | Colonies come to life in stunning SVGA graphics

and exciting 3D animations
Combat explodes with the echoing blasts of
infantry, cavalry & cannons

Chart your course for the Interplay WEB site (http://www.interplay.com) and download the interactive demo.

©1996 Interplay Productions. Conquest of the New World and Interplay are trademarks of Interplay Productions. All rights reserved.
All other frademarks are the pmparty of 1henr respeclive owners. CQP1
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cranky and vicious alien creatures. The graphics
are slandard YGA. And although the darkness
can be adjusted, everything Is particularly dark
and grey, making it a lillle hard to discern
objects, and your main characler is very small.
While playing this game, | couldn’t help but feel
like I'd fallen into a timewarp and was sluck
playing an *80s side-scroller. Asuse has some
distinguishing characteristics, though. It comes
with a scenario editor and also supports net-
work play. There are also quite a few cool
weapons, and the controls are easy to pick up. It
isn't anything new or different, but Asust could
be useful for a few hours of fun.—E. Chin

Origin, (B0D) 245-4525;

PC CD-ROM
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GEARHEADS -
If you met Krush Kringle in a
dark alley, I'm sure you'd lurn and
run the other way. And that's exactly what the
toys do when lhey encounter this muscle-bound
Santa in Philips Media's hilarious and addictive
game, GeArneADs. In a digital version of the
rock-paper-scissors game, clockwork chickens
are pilted against pugilist kangaroos, robols
against roaches and walking timebombs against

androids.

Score points by gelling your toys across the
board before they are punched, zapped or liter-
ally scared to dealh by another toy. The lrick is
to discover each toy's special power, so that you
can select a team able to defeat the opposing
side. But remember o wind up your toys, other-
wise your battleground may start looking like a
toy cemetery.

Three levels of difficulty, plus the ability to select
baltlegrounds and customize your toy box, help
lo sustain players' interest, bul it was the eclec:
tic cast of characters that kept me coming back
for more.—C. Panther

Philips Media, (800) 883-3767;

Windows CD-ROM
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FLASHPOINT LT

A hot SCSI at a cool price. -
Ii you've thinking aboul mov-
ing to a high-performance PCI
SCSI card, but have been unwilling to plunk
down upwards of $300 for the high-priced
spread, there is no need to look any further

I Full review
will be on
the webh.

than the Buslogic FlashPaint LT. Buslogic has
long been the Avis of the SCSI world to
Adaptec's Hertz. The Flashpoint should go a
long way loward erasing that image.

The Flashpoint LT supports true ultra-SGSI
speeds (although you need ultra-capable
peripherals to get top performance). It also
supports standard SCSI-2 devices. Using 2D
Labs Winbench 96 Disk Winmark, the
Flashpoint edged out Adaptec’s 2940UW in
performance on the same hard disk. At a
street price much lower than $200, it's practi-
cally a steal. Check it out.—L. Case

Buslogic, (408) 492-9090;

PC

Reader Service # 312

ADDONIX 6X
CD-ROM

The Addonics 6X CD-ROM ‘
is marketed as a "portable”
drive for notebook computers that don't already
have one. The idea seems allractive, but you
would assume that a portable CD drive would
be lighter and smaller than the notebook com-
puter. The problem is, the Addonics “portable”
CD drive easily weighs more than most note-
book computers, is bigger than some laptops
and is not baltery-powered. It's one concession
1o “portabllity" is the use of the parallel port as
the interface. This is a lousy concession, as il

r

just makes a fast CD-ROM drive perform like a

2X drive. Oh, did we mention that it also has
built-in audio for laptops without sound chips?
Greal idea, except It consistently locked up our
test notebook computer. If you're in the market
for a porlable CD-ROM drive, we suggest look-
ing elsewhere.—L. Case

Addonics Technologies, (510) 438-6530;

PC Laplops

Reader Service # 310

ce JUNE 1996

WHIPLASH
Interplay's WHipLASH is one ; g
of the mosl outwardly impres: ‘
sive automabile racing games
lo blaze down the track in some lime.
Brimming with eye-popping graphics, brain-
rattling stunts and options galore, it's a pack
age ready lo be molded lo any user's prefer-
ence, and il looks fabulous in the process.
WHipLAsH is far from the slandard cartoonish
approach of arcade games of the past.
Although its car handling isn't up to simula-
tion standards, it's still prefty good for the
arcade environment, and acceleration and
braking distances are quite realistic. What's
more, you'll actually have lo come 1o & slop
in the pit area as your crew attempls 1o repair

your progressively damaged car. While
WhipLas certainly isn't the perfect blend of
simulation and arcade, it is another sign that
such a product isn't far off. —Gordon Goble

Interplay, (714) 553-6655;

Windows CD-ROM

Reader Service # 311

HAVOC y

Havoc is a new first-person %
shooter from Reality Bytes, in ‘
the tradition of TermINAL
Vewocity. Bul, where TerminaL VELociTy had
you zooming above 3-D landscapes in fuluris-
tic fighters, Havoc drops you down in the 3-D
landscapes, in one of three armed and
armored vehicles. Havoc sulfers from the
same overall problem as TermmAL VELOCITY;
you're just racing around al lop speed,
destroying everything in sight as quickly as
possible in an effort to make it to the next
level and repeal the process. Instead of being
simple and deep—halimarks of a good com-
puter game—Havoc is fancy and shallow. Or,
as Granny used to say, all sizzle and no
steak.—Mark Clarkson

Reality Bytes, Inc., (616) 621-2550;

PC/ Mac CD-ROM

Reader Service # 30
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SIGHTINGS

%ere’s an early look at the space invaders that will be vying for

room on your hard drive. Some of these games are still months

I'dnnty Fmﬂnn and the llu_u_st lnr_ the Ho

not completely di fferem '
The new pursuit, to be
labefed MonTy Pyiroi AND. | o
THE QUESTFORTHE Hoty
- Graut, will allow you o
 guide King Arthur hlmselt
and his band of merry
‘brigands around Enaland circa 932 AD in search of
the sacred Grail. Along the way, you'll battle black
knights, three headed knights, and knights who say

Callahan’s
Crosstime Saloon
§3. pider Robinson's short

@ story collection Caflahan’s
g Crosstime Saloon,

& released way back in

1977, was a lrue rarily: funny
science fiction. It's been fol-
lowed by a number of print
sequels (the first of which, Time
Traveler's Slriclly Cash, was full
of yucks, but the rest of which
were fairly yucky), and now it

things that make no 'se_nge-vihéisouer. You!ll face much
lation at Castle Anthrax (who can honestly refuse an
;Invitﬂtlnn lo "Spank the 1»ﬂrgin“?). and ynu IT acqulre

B _messengers repnrl that Holy GraiL contains classic
: -sceﬂas from the film produchan more of Terry Gilliam's

| new twisls, S0 in case one

4 the summer solstice. Those

&% Stonehenge in anticipation of
% the game’s release will be

one leg for long periods of time in the sun. (Cue large
foot and stomping sound.)—C. Panther

away, and they aren't even playable yet, but at least you can see
what they look like, and get an idea what their intentions are.

Quest VI) behind it, CALLAHAN'S
CRosSTIME SaLoon promises pun
for the whole family.—D. Atkin

Star General

£ 0 you've crushed the piti
S ful Allied forces in Panzen
General and dished out
some pay back as the
ALLIED GENERAL, and now you're
close lo liberating the Realm of
Aer in Fanmasy Generat. So
when the evil scourge of the
Shadowlord has been wiped
away, what's next? Well, the
folks at Catware, at the behest
of SSI, will bring S1ar GeneraL
to your PC in the Fall of 1996.
And, where Fanasy GENERAL
spirited you away to a magical

original animation and a few

particular area doesn't make
you jolly, we don't expect
you'll be tossing it into the
moat. Watch for THe QUEST FOR
THE HoLy GraiL on or around

]
1
]
]
I
I
]
]
]
1
1

who make camp at

fined and forced to stand on

CD-ROM.

Appropriately produced by
Legend—purveyors of another
rarity, the fully computer game
that really /s funny—the CD-
ROM version of CALLAHAN'S
Crossmive Sawoon is sel for
release this fall. The adventure
drops you into Harry Callahan's
place, a New England bar where
the weekly pun conlest gathers
more altention than the oddly
regular alien visitations.
CaLLatan's promises to lake a

realm, Star GENERAL Deams you
up into space.

So what has the General
brought home this time? Try
seven races to play, both space

bit of its inspiration from that
other famous New England bar,
Cheers. The adventure will be
played in an episodic format,
with six stories,
each of which
can be complet- §
ed in an evening [
or two.

It turns out that
Earth is an ar
exhibit for the ~ §
entertainment of §

makes the hyperspace jump to the Gods. A God |
— named -
Gingranich wants to cut Earth’s
funding (Robinson’s works are
generally a bif more subtle than
this premise). Luckily,
Gingranich's advisor drops info
Callahan’s place, and madcap
adventure ensues. With the
inspiration of Spider Robinson
and the crealive lalents of Josh
Mandel (Freooy PHARKAS, Space

cG JUME 1995

and land combat, innovations to
the Panzer General interface,
network and modem play, and a
campaign with hundreds of
planels lo conquer. As the only
magazine to have seen actual
code, CGW can tell you that this
is one hot wargame that will
continue the excellent tradition
of Panzer and FanTasy GENERAL.



8%, YOU CAN WATCH HIW ON TU. P e N

YOoU CAN READ ABOUT
HIM IN THE SPORTS SECTION.

OR YOU CAN SEND HIM IN TO
PITCH RELIEF IN THE BOTTOM OF THE NINTH.

Fros
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No matter how you slice and dice the Lineup, when you play Front Page Sports: Baseball Pro ‘96
you'll be playing the Big Unit of baseball sims. It's the only game that relies on more than stats
to put the ball in play. It also goes deep to take a Look at wind, humidity, ball spin, and bat speed on
e every single swing. Graphics hit a dinger too, with ultra-realistic motion-captured 3D animation, and
‘fﬁk camera controls that let you watch From anywhere in all 28 big league ballparks. Then there’s the sec- |
e tion where you can slip into the body of any active major leaguer and show your Stuff msmsmn
at pitching, hitting, and Fielding. The coolest thing, though, is that you get lo d
make managerial decisions that are highly guestionable. Or, possibly, pure genius. =

BAS

A ®  Wanna see some amazing screen shots? Log on at hilp://www.sierra.com,




CAME TRACK

One major interface change is
the split screen, which will allow
you to view your unit's informa-

tion specs, recruitment screen
and other information at the
same time you view the

map.You won't have to disen-
gage from combal like the previ-
ous GEMERAL games required.
= STAR GENERAL iS also
bound to have even
more hours of game-
play packed in,
because once you've
decimated a planet's
ships In space com-
bat, you must then
land on the planet and
conduct a full-fledged
land ballle lo claim il.
In effect, STAR GENERAL
will pack two games
into one: an entirely new space
combat model and land com-
bat. But the land combal won't

just be Panzer with a facelift.
The terrain will have an even
greater impact on combat, both
in space (black holes will lear
your ships apart) and on the
planet. In addition, you'll have
to purchase structures before
you can build certain units (in
similar, though turn-based fash-
ion to Commanp & ConouER),
During the campaign game,
you'll basically have lo move
from your tiny seclion of space,
across the huge space map and
eventually conquer the 200+
planets in the sector. You can't
play as any other race than the
humans during the campaign
game, but there will be mini-

campaigns, like an alien civil
war or two, where you can
choose fo be any of the seven
races. There's more; STAR
Generat will be both a Windows
95 and a DOS game, but the
Windows 95 version will have a
larger campaign and maps
twice the size of the DOS ver-
sion. Also, the Windows 95 ver-
sion will support multiplayer
options, bul the DOS version's
multiplay is still "up in the
slars.” Star GeneraL is definitely
a game to watch, and CGWW will
keep you posted on ils develop-
ment in the months to come.

— Elliolt Chin

== hese are the products in development we’ve actually spent
U some time with. They represent some of the most interesting

o.-nat ZORK Nmssss, this sland-alone adventurelrole-
playing hybrid hails from the lands of Sir-Tech, and
appears to be a valiant atiempt fo appease the mass-
es awalting the next Wizaory installment. To call the

Qam_s;?‘-_'I_J.U_zzle-r_ic"h“. 18 somewhat of an understate-

'ment, as you must select various scrolls In a particu:

rder (from the very first screen) before you can even begin to play the

main_po tion of the game. The scrolls represent your familiarity with the var-
ious forces of nature: Eaith, Air, Water and Fire. And it is this concept of

Elem_ani_al,m_agic.:and its inherent secrets, that becomes the driving force in

. the gaine.

" As you strive for knowledge of the arcane arts, you meet various charac-
ters—some assist you, others want you for a dinner entree—and interact
wilh them: lhruugh an 1nler!ace that's hardly as cozy as that of their classic

-Wrmnm stries, yetmore sophisticated than that of Dauip, Sir-Tech's last
game In‘this genre. In fact; as you wander through the splendor of lushly-
rendered forests and dank dungeons, you'll find yourself barred from enter-
ing certain apparently open areas, probably wondering, as | did, “why?"
And worse, "what's it all for?" The first:person combat has been done better
in RPGs (Utrima UNDERWORLD, in particular), and certainly Sir-Tech's own

»Total Pinhall 3D

few years ago,
A PINBALL DREAMS—
21s1 Century’s won-

derful old steel ball simulator

cG JUNE 1296

titles in the Pipeline, and they are complete enough to actually tell

how they’re going to play. Most should be released soon.

NEII‘IESIS

for the Amiga—virtually defined
the computer pinball genre. So
it's shocking fo find the compa-
ny's latest entry, ToraL PinBaLL
3D, to be such a disappoint:

CRUSADERS OF THE DARK SAvNT S far deeper in terms of plot. We won't know,
of course, until the final version is available, but Nemesis looks to be more
like, *anything goes for game-starved fans," than the next big thing in RPGs,
And let's hope they change the name, too.—Terry Coleman

Sir-Tech, (800) 447-1230

PG GD-ROM

ment. The game fealures four
tables, each of which is
playable in either 2-D scrolling
mode, or a 3-D view similar to
what an eight-foot-tall player

would see from the front of the
machine. The 2-D modes can
be run in graphics modes rang-
ing from 320x240 up to
800x600; all but the highes!



For IBME.PC & Compatibles on CD-ROM.

RATIVG HENORE |
1-Boo-B79-PLAY hittp://www.microprose.com
- ._ -r’ k 3 Call 1-Boo-771-3772 far Inl Game Ratings, MicroProse Soltware, Inc, is an official licensee of Magic: The Gathering.
Biwrreana | OF THE COAST Magic: The Gathering Is a registered trademark of Wizards of the Coast, Inc. ©1996 MicroProse Soltware, Inc. All rights reserved.

Circle Reader Service #215
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resolutions scroll as you play.
The 3:D mode is played on a
static 640x480 screen.

The game does sport some
innovative features. Multiball
action allows up to 10 simulta-

you messed up and try to finish
the game from that point. This
would have made VCR mode
useful and fun; as it stands,
walching a five-minute pinball
game replay is tedium exlraor-

neous balls in play, and a VCR
feature lels you save and review
games. Unfortunately, unlike
typical game recorders, there's
no way to pop in right before

P“ﬂ}'ﬂlll' 2

laying
Vaveur 2 is
like watch-
ing a bad
Dynasly re-
run without
the humaor. Interweave
Entertainment and Philips
Media jump on the “Lel's-

make-a-movie-for-the-PC" band-

wagon, hoping lo whet the
appetites of non-gamers by
using a familiar medium to
hook them on “gameplay” if

dinare.

The lables—Tarantula, Jailbreak,
Kickoff (a soccer design), and
Jackpot—are uninspiring and
unlikely, While Jackpol is the

there was any, that is. If you
liked Voveun 1, here’s more of
the same. If you didn'l, there's
nothing new to attract you to
this sequel. The plot is straight-
forvard: Elizabeth Duran dis:
covers her lover's death was no
accident and she wanis o
expose the killer. You, the
voyeur, as her only witness,
need to capture the incriminat-
ing evidence on videotape and
solve the mystery before she,
100, is murdered.

Too much observation and not

JUNE 1996

best of the bunch, the graphics
are slill substandard, especially
in 2-D mode. Ball physics, usu-
ally a 21st-century hallmark—
don't feel right here. The ball
somelimes jumps at amazing
speed, seemingly accelerated
by the same cosmic effect thal
makes European teens play
arcade games at a speed three
times that of their American
counterparts.

There is one nice touch: an
Audit mode, which allows you to
check recenl and cumulative
resulls (scores, special shols,
bonuses, and so on) for each
lable. Overall, ToraL Pieart 3-D
gets high scores for concept,
but the implementation falls
straight between the flippers.
—Denny Atkin

21st Cenlury, (716) 8721200
PC CD-ROM

enough inleraction is immedi-
ately a problem, even though
the video is interesting. But
why not just rent a movie?
There is no save feature: if you
don't solve the mystery, you're
thrown back lo the beginning.
You wouldn'l necessarily want
to watch the same movie over
and over, s0 why do so with
this game? Sadly, even the
characters didn't capture my
interest, and as for trying lo
engage thal “elusive female
audience,” we can gel profound
lines such as “She's obvi-
ously a great piece of ass”
and "I don't want to play
basketball, | want to get
laid,"” from Melrose Place.
—Charlolle Panlher
Philips Media, (800) 883-
3767

Mac/Windows CD-ROM

PIPELINE

9 Tribeca

f0th Planet Bathiesda 9196
1943 European Air War MmmPrase Summer 96
Age of RiflesSSl 7%
Aide De Camp 2 HPS Simulations Summer 96
American Civil War inleractive Magic Summer 95
Azrael's Tear Mindscape 6/96

Battieground: Shiloh Talonsoft =~ 7/96
Betrayal In Antara Sierra 9/96
Blood 3D Realms/FormGen  Summer 96
Callahan's Crosstime Saloon Legend  10/96
Close Combyat Microsoft/Alomic. 7196
Dangerfall Bethesda Summer 96
Dark Earth Mindscape =~ 10198
Diablo Blizzard Summer 96
Dungeon Keeper EAIBullfog~ 6/96°

Grand Prix 2 Spectrum HoloByte Summer 96
Guardians of Destiny Virgin' ~Stiimer 96
Flying Nightmares 20 omark Summer 96

History of the World Avalon Hil”~  8/96”
Leisure Suit Larry 7 S|crr'| Fall 96
Lighthouse Siera =~ 6196
Mauoic of Xanth Legend Fall 96

Master of Orion 2: Antares MicioProse  Summer 96

Monty Python & Hnly Grail 7th Leuel 6/96
MystllBroderbund™ ~ — Fall96
NCAA Foothall Min scap 8/96
Necradome S5 8196 |
Nemesis Sir-Tech 9/96
Noir Cyberdreams 9196
One Must Fall Epic Fall 98
Over the Reich Avalon il Summer 98
Pacific Tide Arsenal Fall 96
Pax Imperia 1 Blizzard 9196
Quake id Software When it's ready
Retum fo Krondor 7th Level” ~ ~ 6/96°
Reverence Cyberdreams Fall 96
Robert E: g 6/96
Shadow Warrlor 30 Realms!FurmGen Fall 96
Shadows of RivaSirTech ~ 8/96
SimGolf Maxis Summer 96

Star Fleet Academy Interplay  Surmmer 96

Star General 55| Fall 96
Star Trader Mindscaps 696
Star Trek: Generations Spectrum HnloBylleQB
SuperHeraes MicioProse:  Sumimier 96
Syndicate Wars FA 9/96
The Shrinking Character Cybeicieams ~ Winler 96
Timelapse GTE Entertainment 8/96
Total Pinball 3D 21st Century ~~ 5/96
Trivial Pursuit Hasbro Interactive 7196

X:Com 3. The Apocaljpse MicroProse Fall 96
Xenophage ApogeetFormGen Summcr 96
VOyeurZrnimps. - 7196
Z Virgin Summer 96
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our idea of home computers is about to change. Or perhaps we
should say, your dreams are about to
come true. All from the comfort of your couch.
The fully integrated computer/family entertain-
ment system has arrived! Direct from Gateway
2000, it’s the Destination Big Screen PC.
Combining the best of consumer
electronics and PC technology,
Gateway 2000 has designed a
computing hub for the family room. The brain of the Destination Big
Screen PC is a fully loaded Intel Pentium® processor-based system
complete with Destination 2MB graphics accelerator with cable-
ready TV tuner and 28.8 fax/modem. Now add a gigantic 31-inch
monitor, wireless keyboard and Field Mouse™ remote and you have
an electronics extravaganza.
Kick back. Watch digitally enhanced television. Surf the Web.
Or attack the hottest new computer games. 1t’s all possible using one

VSR |

?_.

Featuring a wireless keyboard and
mouse for hassle-free computing.

system. And if you hook the Destination Big Screen PC up to your

existing stereo, hang on. You're about to have
an incredible multimedia experience! All this
from the comfort of your couch. The whole
family can join in the computing. No more
ering over shoulders. With the
Destination Big Screen PC, everybody’s
sure to get a good seat.

As with all Gateway 2000 computers the Destination Big
Screen PC can be customized to suit your specific computing needs.
It comes with our Destination Big Sereen PC Gold service and
support program. (Call or write for a free copy of the limited
warranty.) We also have a number of installation options available
for the Destination Big Screen PC.

When it comes to computing, haven't you always wanted to do it
on the couch? Call Gateway 2000 today.




B Intel® 133MHz Pentium® Processor
B [6MB EDO Performance DRAM
B 256K Pipelined Burst Cache
B 1.62GB 9ms EIDE Hard Drive
B Destination 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner
W $X CD-ROM Drive
B 3.5" Diskette Drive
B 16-Bit Hi-Fi Wavetable Audio Card
B TelePath® 28.8 Fax/Modem
B Destination31 VGA Monitor
(31" viewable)
W 7-Bay Charcoal-Colored PC Case
B Wircless Keyboard w/ Integrated
EZ Pad™ Pointing Device
B Wireless Field Mouse™ Remote
w/ Integrated Trackball
B Four-Channel RF Receiver
B Microsolt” Windows® 93
B Destination Software Collection

$3799

B Intel 166MHz Pentium Processor

B 16MB EDO Performance DRAM

M 512K Pipelined Burst Cache

B 2.5GB I lms EIDE Hard Drive

B Destination 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

B X CD-ROM Drive

B 3.5" Diskette Drive

B 16-Bit Hi-Fi Wavetable Audio Card

B TelePath 28.8 Fax/Modem

B Destination31 VGA Monitor
(31" viewable)

B 7-Bay Charcoal-Colored PC Case

B Wireless Keyboard w/ Integrated
Z Pad Pointing Device

B Wircless Field Mouse Remote
w/ Integrated Trackball

B Four-Channel RF Receiver

W MS Windows 95

B Destination Software Collection

$4399

Destination Big Screen PCs are currently available for sale only in the U.S.

Call Toll Free!

58 8

http://www.gw2k.com /destination

© 1996 Gateway 2000, Ine. Gateway 2000, black-and-white spot design, “G" logo, “You've got a friend in the business” stogan, Destination and TelePath are registered trademarks, and Gateway Gold, Field Mouse and
EZ Pad are trademarks of Gateway 2000, Inc. The Intel Inside Logo, Intel, and Pentium are registercd wademarks of Intel Corporation. All other brands and product names are trademarks or registered trademarks of their
respective companies, All prices and configurations are subject to change without notice or obligation. Prices do not include shipping or applicable sales ta,

2000
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“You've got a friend in the business."™

0010

SOFTWARE

Destination Software Collection
Microsoft Encarta™ 96

3D Atlas

Nickelodeon™ Jr. Play Math!™

3D Monopoly™

MS Magic School Bus™: Solar System
The Need For Speed™

The Hive™

Launch™ Magazine, Issue 6

MS Plus Pack

MS Cinemania®™ '96

MS Works 93

Hansel & Gretel and

The Enchanted Castle™

Quicken® SE (U.S. Shipment Only)
Harman Interactive SmartTV,
Programming Guide

OPTIONS

B harman/kardon High-Fidelity
Sound System Seven-picce Dolby Pro
Logic” Surround Sound speaker system
including AVR-10 audio/video receiver
with remote, subwoofer, center channel,
and four satellites for the ultimate home
stereo experience. Speaker stands not
included. $699 (Available at time of system
purchase only.)

Designed for

Microsoft:
Windows 95
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THE COMPUTER GAMING WORLD
he past year has seen a Isss

number of games destined

to follow in the footsteps

of titles like FaLcon 3.0, Sid

Meier's CiviLization, and
M.U.L.E.—these programs, too, will
someday be considered classics. As
computer hardware has reached new
heights of speed and power, and devel-
opers have honed their craftsman’s
tools, today’s simulations edge ever
nearer to the real thing, recent
wargames bring you that much closer
to the battlefront, and adventures may
finally be achieving the Holy Grail status
of true interactive movies. We present
here the best of the past year, in the
Computer Gaming World Premier
Awards.

Each year, the editors of CGW try to
single out the best computer game in
each category, as well as the Best of
the Best—our Premier Game of the
Year. We don't nominate games that
are merely popular, or games which
simply appeal to us. We nominate
games with the realism, brilliance, and
audacity to suspend a cynical gamer's
disbelief and have him or her crawling,
with complete disregard for sleep and
social standing, back for more. In other
words, we nominate the BEST. The
games are judged on a number of lev-
els, including originality and innavation,
playability, contribution to their genre,
popularity among our readership, im=
pact upon the computer gamii
and just plain fun value. In the next few =S8
pages, we invite you to celebrate the fi-
nalists and, winners of these Premier
. awards with us. You'll discover why we .

2>€> IM=ImP

COMPUTER GAMING WORLD
GAME
OF THE YEAR
Gabriel Knight 2: The Beast Within

Sierra On-Line, Inc.




CG PREMIER AWARDS 1996

CAME OF THE YEAR

g he overall Game of the Year always generales conlroversy.
_@5 The Game of the Year must transcend genre boundaries
"4 and appeal to a wide range of gamers. This year's winner
was a clear-cut choice. THE BeasT WiTHin: GasrieL KNIGHT Il pushes
the envelope in story, technology, and design.
Both GABRIEL KnigHT adventures have been something special.
They are more than games; they are arl. The
original GasrieL KnigHT offered brilliant symbol- =
ism using the visual' metaphor of dream se- L=
quences in the style of a graphic novel. As a s
game, it offered a mix of easy, tough and in- @
decipherable puzzles, but as a story it com- e
municated that we have indissoluble and
mysterious links to our past that need to be integrated
into our personal image of self.
— THE BEasT
WitHiv goes
further, It still
offers brilliant
symbolism,
but it also of-
fers more in
gameplay
than its pre-
decessor. As the litle suggests, Jane Jensen's script addresses hu-
mankind's desire to embrace the primilive and how that base
nature can overpower us. Yel, she doesn't preach to us or even of-

fer a final answer. She merely used wordplay and symbolism to illu- &

minate, rather than to blind.
In terms of game design, Jensen offers a great variety of clue
lypes: audio, text, visual object and cinematic scene. She even inte-

WARGAME OF THE YEAR

wargames relumed Lo their roots this year. All of the final-
' ists were lurn-based, but none quite as staid or pre-
dictable as one might expect. SSI's SteeL PanTHers, this
year's winner, is the most focused game by legendary designer
Gary Grigsby in years. Grognards love the game for its attention to
realistic defail, while others are entranced by the game's beauty.
Within the familiarity of the turn-based structure,
STEEL PanTHeRS keeps things brisk, unpre:
dictable and violent. The smoke, the wreckage
of the balllefield, the distinctive “chink" of
Sherman tank fire bouncing helplessty off
Tiger tanks-all add to the lension and chaos
of battle in this evocative, remendous
achievement of WWII tactical warfare.

BarTLEGROUND: GETTYSBURG Dy Talonsoft is 5o much sheer fun that
it could have captured top honors in many. prior years. As the Bar-
TLEGROUND series continues to mature, it conlinues to blend the best
elements of board games and miniatures with the strengths of com-

B uler wargames.

graled a stralegy game within the climactic puzzle. Nathan and Dar- o8
lou Gams designed a &

game environment with a

rich, textured look,and

Rabert Holmes outdid

his past efforts with an

incredible faux-Wagn-

er piece for the finale.

Ry In terms of technalo-
’ gy, the program-
ming feam
seamlessly inter-
laced the digitized
video, photo-

o Koights
ried ont tea:

LEARDER REPLACED

Leadar 282"
Put Billinas

UnitE Q40 v

Incredible Simulations’ Custer’s LasT Commanp builds on the §
modest success of Derenp THE ALamol with a richer, more hard-
edged historical simulation of the controversial events of the 71
Cavalry’s last ride. It's challenging, fun and
(uite clever-not bad coming from what's
essentially a one-man operation.

Scott Hamilton's PANTHERS IN THE SHAD:

o ows goes beyond even the customary

graphic back- §8 i

drops and the

game interface. Finally, the full:mo: §% o

tion video was used extremely well to reward the player

with additional information rather than punish the player with inter- &

minable cut scenes.

GaBriEL KnigrT I1is the continuation of a brilliant tradi-
tion—the graphic adventure as art. That it combines solid
technology and a marvelous aesthetic with outstanding
gameplay is & testament lo a designer who understands that
“the game is the thing." Long live Gabriel Knight!

Readers’ Choice: WArcRAFT I, BLIzZARD
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HPS Simulations level of detail. PANTHERS
is as complex on 4 lactical level as say,
Paciric Wag is on a stralegic one. Still, if
you can handle the sheer amount of
data thrown at you, you will find a
playable and enjoyable game al its
core.
For those who wonder why all
those old SPI board games never find
their way onto the computer, RAW
Entertainment comes to the rescue
with Rise oF THE WEsT. The game is-
n't much:to look at, but it's old-fashioned in the best
sense: a lough Al, clean interface and challenging scenarios Iet
you attempt to out-do Charlemaane, or die heirless. The sweep of
the Dark Ages takes on a certain grandeur, as does this modest
product, easily RAW's best game in years.
Readers’ Choice: STEEL PANTHERS, SSI
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ADVENTURE GAME ; ROLE-PLAYING GCAME
OF THE YEAR OF THE YEAR

he Adventure Game of the Year is Harlan Ellison’s | Have s is the year of the solitaire role-playing adventure. 3-D
No Moutd Anp | Must Scaean. Though Ellison has won first-person perspective has caused a de-emphasis away
Ll many awards for literary excellence in the past, he shares from adventuring parties and focused on the single hero
this honor with the game's designer, David Sears, the game's de- adventure. Thisyear's Role-Playing Game of
velopers, The Dreamers' Guild, and the game’s publisher, the Year is Anvi. oF Dawn, developed by
MGMICyberdreams. | Have No MoutH is an in- 3 DreamForge Intertainment and published by
novalive game where the interaction enriches a7 ey, MR  New World Computing. It allows the player
the vivid atmosphere of Ellison's awar-win- 4 i B {0 assume the role of any one of five differ-
ning story. Even Ellison's voiceover as the : - S ent heroes and play the game in firstper- %
sadistic uber-computer, AM, adds to the - BN son from that hero's perspective.
game's freshness. With both intense game- The magic sysiem emphasizes seven different magical
play and emotional punch, | Have No MoutH proves B8 disciplines (each with three or four spells) and doesn't overburden
that game licenses don't have to be pale imitations of their literary ~ SS&EE (e player with redundant spells. Instead, like the rest of the game,
predecessors. feel  Lhe focus is upon playabilty. Also, the game is enriched with skil-
The other finalists provided their own degrees of freshness and
strong writing. Capstone and DreamForge Intertainment teamed to
bring the late Roger Zelazny's science fiction visions to life in the
heautiful CHaonoMASTER. The many worlds of the various “pocket
universes” are each unique, featuring clever puzzles and gorgeous

!?"fﬁﬂf’

haspd development. The more you use the talents possessed by
your hero, the more they develap. Playability and balance make {8
Amvit this year's winner in a year where both finalists are Kill Foozle
SVGA scenes. Both the script and the voice talents lift Crronomas:  BSSESS games (where the sole goal is defealing an Ullimate Bad Guy) and |
1er well above the usual standards of the genre. both finalists are 3-D firstperson games. \
Sanctuary Woods took a more classical adventure game ap: (SR8 The other finalist was Interplay's Srangkere, nominated for its )
proach to showcase {ne explorations of Robert Ripley in THE RIDDLE SN beautiful SGI rendered characters and faseinating story de-
OF Master Lu. The end resultiis satisfying ETR - uelopmenl but limited because of
and even charming-an e : the number
“0ld-fashioned” adven-
ture game in the. best
sense, because it de-
pends on strength of
writing and interac:
tion with charac-
ters to.win.
The more than
two years thal
went into Spec:
frum
P« n\ woavlﬁ HoloByte's
STAR  TREK:
THE  NExt
GENERATION: A FiNAL UnrTy, S8
proved worth the wait. Despite incon: of CGW readers who couldn't fight
sistent graphics and disappointing tactical comba, near- ~ a8l &, | past the bugs. Itis a iribute that, even with the bugs, we perceived
impeccable voiceovers from the stellar televison cast made el Stonexeep as a milestone in computer role-playing games.
the game very compelling. Moreover, the game's script was Y Readers’ Choice: STONEKEEP, INTERPLAY
al least as well'wrilten as many. of the series' final episodes.
Readers' Choice: FuLL THROTTLE, LUCASARTS
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The Roswell UFO crash. A package. A serial killer. A government cover-up. A mysterious woman.
A missing man. A terrible secret. And you need to shave. It can't get any worse.

2o

&

Access Software is preparing to unleash the most profound escape into the Virtual World ever produced.
This enormous 6-CD Cinematic Epic engulfs the expert and novice alike for endless hours of adrenaline-
pumping, mind-exploding discovery in the Virtual World of Tex Murphy. Travel three Hollywood-direct-
ed paths to any of seven different endings on your quest to dissect the unnerving mystery surrounding
the Roswell UFO Crash. Tangle with a government conspiracy, a serial killer, a missing scientist and a mys-
terious woman between grease-laden meals and infrequent shaves. Travel from San Francisco to Roswell,
New Mexico to the jungles of South America as you walk the line between the roles of the hunterand oW
the hunted. Starring Barry Corbin, Tanya Roberts, Kevin McCarthy and Chris Jones. Directed by Adrian chams -
Carr. Original music by blues musician Richie Havens, pop artist Nicole Tindall and Third Ear Productions.  1.800.800.4880 WEB: http://www.accesssoftware.com

I8 omln Danmdar Campas OO0
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ACTION GAME
OF THE YEAR

uccessful action games are the ones that send you intoan
%envimnmem so real that you find yourself literally ducking
* around corners, grunting with exertion and living as your on-

screen avatar, Imagine the adrenalin rush that comes with rushing

forward into a dark tunnel, your shotgun dancing

in the bloody light of the wall's red alert signals, o

while you wait for the first mech {o rear its ugly

metallic head so you can destroy it with a

shower of hot fire and cold sleel.

This year's Action Game of the Year,

Origin's CrusAper: No RemoRsg, provides

just such a rush, reeling you into a blood- .

pumping world of explosions, burning bodies and laser:

crossing. As a reformed trooper who's seen the light, you decide to

infiltrate the evil facilities of the government, wreaking havok and

engaging in querilia warfare to destroy the government’s infrastruc:

lure. Beautifully rendered isometric SVGA graphics are backed by
an amazing variety of
weapons to choose
from; automatic pis:
tols, massive energy
beam weapons, grisly
shotguns, three types
of mines, and other
weapons of mass de:
struction. At every ley-
el, you'll find

challenges beyond the visceral combat; such as floor puzzies to de-

cipher and alarms to dismantle. At the heart of the game, though, is

unadulterated, vicious, immersive fun.

Crusaper faced a tough challenge from the other finalists. We
spent many hours playing Dark Forces from LucasArts, which took
Doo to the evil Empire and the Death Star, where we battled Boba
Fett, Darth Vadar and a host of Storm Troopers. What ultimately

_~ crippled this: dark romp g

3 though, was ils lack of a save
7 »  game. Hexen, the sequel to
" Raven's HEReTic, was an-
other Doom bloodfest dis:
tinguished by its Iantasy

setting and the fact that

It let you play.as either [

a fighter, priest or
mage, each with
unique atlributes
and weapons: Fi:
nally, THE NEeo
FOR SpEED, Elec:
fronic Arts" incredibly fast
and enthralling driving game, almost
caught the checkered flag. Multiple courses
with distinctive feels, brilliant SVGA araphics, and some of |
the hottest iron on the road made this 3D0 conversion a
worthy entry into the PC action game arena.
Readers’ Choice: CRusADER: No REMORSE,
ORIGIN
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SPORTS GAME
OF THE YEAR

a or the firsttime in four years, we have a winner other than

%@s Front Page Seoats FooteaLL. While Patrick Cook'’s brainchild
is still the best pigskin simulation available, it received litlle

more than a graphic upgrade this season-leav:

ing the field open for a new champion.

Certainly, this year's winning NBA Live was
every bit as innovative as the original FPS
Footeact, bringing for the first time the true
feel of action-oriented haskethall to the PC.

The licensing fee pald by EA Sports was

well spent, as almost every NBA hoops

hero outside of Michael Jordan was included:

you can duplicate Barkley's low-post moves; take soaring jumpers
as Mitch Richmond; rebound ferociously as Dennis Rodman-com:
plete with the patented carrot-top hairdo.

The real surprise though, is the:accuracy of the statistical infor-
mation. Patrick Ewing
and Hakeem Olaju-
won are always

among the scoring 8

leaders, Rodman gels

his share of re- FEE™

bounds, and John

—= Stockion racks up

Ieague Ieadmg assists. When you add in the gorgeous high-res §
views and the addictive flow of play-nasty fouls, blocked shots, |
quick hands creating steals-NBA L is simply the best blend of

| sports action and simulation currently available.

Another EA Sports game that consistently leads the compelition
ints category is finalist NHL Hockey. But the '96 version, while still |
the best hockey: game, fails to reach the heights of NBA Lwe, despite
the on-rink action and upgraded graphic l0ok.

The other worthy contenders tend toward pure simula-
tion and slrategy PGA Tour GoLr '96, an-
other example of EA
o Sports” dom-
inance in this
category,
echoes the
beauty of Links
386, and adds
competition
= against golf leg-
ends Tom Kite,
Fuzzy Zoeller and
others, with faster CD
Ioadmg times and a better Al than last
year's model. TropHy Bass by Slefra rewards patient gamers with
the best fishing simulation yet. And TiLe FigHT PRo Boxig may be
from a:small company, Comp-U-Sports, but |t boasts a heavyweight
boxing simulation punch, realistically recreating professional
pugilists from Joe Louis to-Iron Mike Tyson. Our congratulations
0. these finalists; and to the winner, NBA Live, for its creativity and
sense of sheer funin a compelitive arena.
Readers’ Choice: NHL Hockey ‘96, ELECTRONIC
ARTS
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SIMULATION OF THE YEAR

amps imulation games are based on the modeling of vehicles in
eal-world environments. Typical sims put you in the cockpit

& f fighter aircraft, behin the wheel of a 230 mph-plus race
car, or at the con of a submarine stalking its prey. The successful
simulation balances a high level of realism with fun, not tedious,
gameplay. ot

In this year's winner, EF2000, develop: -

ers Ocean and DID manage to provide that
winning balance. The Eurofighter 2000's -
systems are modeled in fantastic delail, :
from the AWACS downlink fo the wide - :
variety of available weapons systems. s @
The flight model does a good job of ~ * = *¥. . a~
making vou feel like you really are flying an ad-
vanced, fly-by-wire fighter jel. The ground-breaking terrain and air-
craft graphics don't hurl, either. The innovalive dynamic campaign
engine—especially the fully functional version in the EF2000 2.0
patch—gives this sim lasting play value.

This year's fi-
nalists provided
tough competi-
tion. ADVANCED
TACTICAL FIGHTERS,
from Electronic
Arts’  Jane's
Combat Simula:
tions line, makes
up for its aging

engine by providing the:best multiplayer environment of any mod: B
ern sim. The variety of alrorat available for network play s amazing,  (SESS
FigHTer Duet, from Philips, deserves special note for its superh  SEE
modeling of top World War ll fighters and its sweat-inducing head: [

lo:head play. 1
[noYCag 2, from Papyrus (now a division of Sierra), takes the al- - 58
ready excellent INnvCAR design and adds much-improved driver Al |88
that makes the race to the checkered flag all the more gut:wrench-
ing. We also admired the graphics, which were supercharged {o
SVGA resolution, but we have to admit the remarkable variety of
crashes was part of whal kept us glued'to the screen. Finally, the
Russian-designed Su-27 FLANKER
from SSI should
keep the ultra-real-
ism fans enter-
tained while they
continug the vig-
il for Fatcon 4.
This simulation
of the Rus-
- sfans' hottest PSR
fighter includes an S8
astonishing variely of allies and largels ;

i

in the air and on the ground, as well as extremely 28

challenging computer pilot Al. The outstanding mission editor

built into the game has resulted in a variety of challenging

freely-distributable scenarios, available across the net.
Readers’ Choice: EF2000, Ocean/DID

SPACE SIMULATIONS

. realing a successful space simulation is fough indeed.
Without a convincing back story and a passing nod to sci:
entific theory, an attempt at a Space simulation can quickly

degenerate into a 3-D shoot-em-up action game. The successful
space simulation manages to create a sciencefiction environmenl—
both in the universe.porirayed on the screen and the underlying
back:story—lhat's convincing enough o im-
merse you in the game experience. While the
experience may be pure fantasy, the successful @
space sim simulates its imaginary universe to
a degree that you can suspend dishelief and
be drawn in.

It's this rich, enthralling universe that gl
makes Activision's MecHWARRIOR 2 our Pre- -
mier Space Simulation of the Year. Designers Seal
Vesce and Zachary Norman had the advantage of a pre-existing,
richly documented universe to draw on, as MecsWagriR 2 is based
on FASA's BatmLeTecH universe. But what makes this more than just
a glant robot game is the designers’ superb adaptation of that uni-
verse. A few missions into the game and you'll really feel like you

have a stake in the continued stccess of the Wolf or Falcon clan. 8

The occasional trial by combat as you advance through the ranks is |
a Dbrilliant
touch. Along
with missions
that are far
from routine,
the richly
modeled

physical uni-
verse packed
with working
mines, city
traffic, and other realistic touches draws you in. Aiso notable is §
IMEcHWARRIOR 2's extravagant support for joystick, throtile, and rud-
der configurations—no sim, space or otherwise, has offered this
much control over control. Once you've won for your side, you can
replay as the other clan and iry to rewrite history. And you'll want to

| dojust that.

Wing CoMMANDER
IV was another final-
ist in this nascent
category. While the
basic structure and
in-space gameplay
closely resembles its
predecessor in the SRS A - S 4

LIRS 10w many people It takes to build
WEERIENEIIIIE 3 giant robot: the MecHWARRIOR I
cinematic engine e

where your decisions
aclually affect the outcome of the game. Also factoring in WG IV's
favor are a fine-tuned space combat engine, a tightly crafted story
where allis not what It seems, and some of the best cinematogra-
phy.yetin interactive film.
Readers’ Choice: MECHWARRIOR 2, ACTIVISION




DOWNLOAD YOUR
FREE VR SOCCER™ 96
DEMO NOW!

You've seen the screen shots. You've read
the reviews. Now
experience the
VR Sports differ-
| ence yourself.
Virtual FieldVision™
Get a FREE interactive allows you o play

in real-lime fram

™ any camera pers-
demo of VR Soccer™ pegive, including

first person,
for the PC by visiting our web site
at http://www.vrsports.com or
purchase a copy of the VR Soccer™ '96
PC CD-ROM interactive preview at a partici-

pating retailer near you. The preview even
includes a $5.00 rebate on the purchase of the
full game. VR Soccer™ '96.

Now this is a game you

can get into.

" MONEY BACK
GUARANTEE

We guarantee you'll dig it or
your money back!®

| LEss PAINF“L IHAH 32},’2 mﬁ“
CBLICKNGONE. |

SPORTS

THE DIFFERENCE IS REAL,

Look for other VR Sports titles like VR Golf '96, Pool, Baseball, and more.

* See package for details or visit the VR Sports web site.

© 1995 Gremiin Interactive, Ltd, .:mgrn .rrsrrwd ViR Sparts mo‘ VA Soccer ‘96 are trademarks of Interplay Productions. AN rights reserved. Interplay it the sole publisher and distributor.
Licented from and developed by Gremiin interactive. Led. PlayStation™ and the PlaySta boga are trad kt af Sany Computer Entertainment Inc. Sega and Sega Saturn are trademarks of Sega Enterprises, Lt o, A rights reserved,
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STRATEGY GAME OF THE YEAR

, Uilding an empire to span the globe, raising a civilization to
stand the lest of time, sending an army on a march of destruc:

Ption that would make the areat Khan Genghis jealous—these
are goals strateqgy gamers reach for. To create and manage a world that
reacts and moves to your every command speaks to the control freak in
all of us. Throw a few challenges in, and we're practically foaming at the
mouth to prove our skills as commanders and managers against any
enemy in our way.

ghe challenges in the past year have been
abundant. We could spend weeks playing
any of this year's finalists for the Strateqy
Game of the Year Award. In fact, the field was so
crowded with entertaining games that the award
ended in atie, between Comviano & Canauer and
HERGES 0F MiGHT & MAGIC.
Commano & Conaues, from Westwood Studios and Vir-
gin Interactive Entertainment, is an outstanding descendant of Dune II.
I's real-time combat forces you to work furiously to pick off enemy
forces, pursue them around the globe and grind their armies into dust,
Some gamers will arque that the realtime action degenerates to mob
warfare, but half
[ of the fun is
L watching your
horde throwing
themselves reck:
lessly at the ene-
my.
In_addition,
Westwood de-
signers equipped
the  opposing
forces of the Global Defense Initiative and NOD Brotherhood with differ-
ent types of units, imbuing each with distinct characteristics which add
o the game's depth and replaya-

gl

bility. When you add in the
game’s frenzied: multiplayer
. combat, it's easy to see
why we picked this game
L asawinner.
Of course, sometimes
you want more than
non-stop real-time war-
fare. So for the careful
plotting, and strategy
of global domina:
tion, with @ mix of
fesource manage-
ment and explo-
ration, we furn to
our other Strate-
gy winner,
HEROES 0F MIGHT AND
Magic. A faint descendant of the classic
King's Bounry, also by New World Computing, HEROES is
a game with near-endless gameplay. You play-as one of four
classes: Knight, Barbarlan, Sorceress or Warlock, working to
gxpand from one castie to'rule every.town on the map. Along

cG JUNE 199
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77

lhe way, you explore the vast world, collecting treasures, fighting mon:
sters, capturing towns and mines, and building up your castles so they
can produce the fingst froops and magic. But the game is more than
[ust exploration and town building. There are three other warlords to
contend with, each of whom have built armies

and castles of their own. As you lead your he:

roes and thelr armies against your enemies,

you'll face challenging Al and be forced to take

a variety of different strategies to achieve your

goals. Heroes will challenge you lo think and &

plan, and it will reward you with hours of 4%

sheer pleasure. It is one of the most addictive

games to come along in years.

This was such a good year for strateqy games that there were four
other finalists that could have won had the competition not been so
strong. Cacsan Il'surpassed the original with SVGA graphics and an ac:
{ual combat module. The entire package of three-tiered gaming will take
you from city management to province control to appeasement of Cae-
sar himself at the empire level. FanTasy GengraL is a game that contin-
ues the GeneraL line from SSI, and is addictive and deep enough to be
the true heir to Panzer GeneraL's throne. With five continents to play on,
four heroes, _
smart Al, and
myriad faniasy
{roops, FANTA-
SY  GENERAL
gasily offers |
‘more than 100 &
hours of game:
play.

WARCRAFT I
is another real:
time slrategy .
game with insanely addictive properties, especially when played overa |
network. This sequel to WARcraFT; Orcs vs Humans lels you take the
reigns of Orc or Human leadership to wipe out your adversaries once
and for all. With farger maps, a scenario editor, new sea and air troops

and SVGA graphics, WarcrarT Il will keep you glued

to the computer for

fiours on end.

Finally

WARHAMMER:

SHADOW OF THE

Horneo Rat is a

real-lime slrategy

game with all the

richness of the

Warhammer table-

Versatile jop,
anCaneghepm-
notonly the
designer of
EROES OF Mg
Magic, but alls:;:T :
New Worig
Computing’s
Presiden;.

top game. With a carefully con:
ceived magic system, fantastic menagerie of troops, some role:playing
elements, and branching missions, this early entry in the Windows 95
strategy game stable is likely lo keep you single-tasking on its
SCreen.

Readers’ GChoice:
WESTWOOD/VIRGIN

CoMmaND & CONQUER,
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THE DROME, WHERE ATHLETES ARE RUTHLESS ENGINES OF DESTRUCTION. THE SPORT

IS VIOLENT., THE TACTICS ARE BRUTAL. AND PAIN IS A PART OF THE GAME. BUT THE

OVER-RIDING FACTOR IS SPEED, FOR THIS GAME IS SET AT A RELENTLESS PACE.
HYPERBLADE — THE FUTURE OF SPORTS. ENTER THE DROME...AT YOUR OWN RISK.

T

THE DROME OPENS SUMMER ‘96.
AVAILABLE ON MS-D0S% Winpows®95 CD-ROM.

Circle Reader Service #39 =
W,Z DEVELOPED BY WIZBANG! SOFTWARE PRODUCTIONS =fi ELIE

VISIT THE DROME AT HTTP://ACTIVISION. COM. ~ang 5] 1N COLUABORATION WITH ACTIVISION.

i, 3 1986 ACTIVISION. ING. WIZBANG! 1§ A REGISTERED TRADEMARK OF WiZBANG! Soriwamt Propucilons. Inc.
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CLASSICS/PUZILES
's taken years for Puzzle and Classic parlor and board games (o Another game with a fresh perspective is (he
come into their own. But this year, the category made up for its Discovery Channel's ConnecTions. It's af least as . N,
24 [ack of quantity with some great games. The finest example of this ~ pretly as Mysr, but ConngcTions is a puzzie - £ jﬁck
was the saucy, irreverent You Don't Know Jack by Berkeley Systems. game-and a tough one at that. As in his TV \fﬂk |
This game makes show, James Burke weaves the most seem: ’w
burger patties of ingly disparate facts from history, science y

ta' Bigfool Stole My Pancreas 52,000

those sacred cows of Which of the following headlines and philosophy into a coherent and invari
X could be attached to a factually Bt ; :
pop cullure, TV game correct tabloid story about Hamlet? ably interesting whole. Thal you enjoy yourself so- much
shows. Jack hasa “Daad Mt Dellvers Haby! you hardly realize that you're leaming is a tribute to the design.
surprising level of in- e e The other finalist is a pleasant surprise-MonoroLy, that venerable

teractivity for a trivia “Vim [mprognated by 2n Al board game so abused on the computer. It didn'l seem fair that the
game: it's great fun - world's most well-known classic

A e Craedie Wilbur K
walching people whiff $14;250 -$23,000

board game (except for

on answers at parties, e dead-serious | chess, of course) should be

and (he “Screw your neighbor option throws tough questionsin-— TR GuRuA 'lems on You DON'T treated so shabbily. Virgin

your opponent’s face. While the L perkeley Syst and Westwood Studios ob-

' S0 fone may be too Kniow JACH: ; viously felt the same way,

R 2A  sarcastic and the 5 e, : because they made this the N
S g = innuendo too = 3ch best conversion to the

'. ¢ o, Sl muchforsome, W w compuler yel. W
Thecw - 2~y 8 anyone who's ever ol G Readers’ Choice: \
v;?ew Rt A A\ v, Wanted to See 5 e AT L . g THE INCREDIBLE Ma- \:’
Jelyvision. @R RS pEERNY . T RIS L R ey 3 CHINE 2, SIERRA )
/ ; . skewered will R p -

have  ball with this.
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s
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Into the Voidis a trademark of Smith En?innﬂrln'p and Electric Moo Productions. All rights reserved.
Electric Moo Productions and the Electric Moo 1 Iogo are of Rogue Studios, Inc. All rights reserved.
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SPECIAL ARTISTIC Bhual o
ACHIEVEMENT AWARD L;rought the simplicity of Windows hardware con-
FOR PHYSICAL MODEL hgurlaliun logether wﬂt'ylhel raw DEifUl’l’ﬂ&i:lGE of

DOS. The D Application Programming In:
m N the past, flight simulations have done a terfaces (APIs) allow game developers to write

 good job of making you feel like you're actually . Windows 95:native games without having fo W
12 controlling an aircraft—as long as you stick to SN —=  wite to the specific hardware, while still pro- oy
certain common maneuvers. Looking Glass _ ?  viding performance as good s typical hardware-level
Technologies' FLIGHT UNUMITED extends the ex- IR coding.
perience by dramatically improving the flight AT We haven't seen- many DirectX-aware titles yet, but look for many
model. The model uses “Real-Time Compufa- g8 4 this fall and Christmas season. With the level of support Microsoft
tional Fluid Dynamics" to simulate the flow of . has garnered from software and hardware vendors, the day of the
air across the plane's surfaces, allowing the sim lo recre: o plug-and-play game finally looks to be dawning: And that is most de-
ale nearly any maneuver possible with a real plane. Youcan now ex- serving of an award.

perience engine torque, rudder-induced roll, gyroscopic effects on
yaw and pitch, and even yaw caused by spiral airflow from the pro- SPECIAL AWARD FOR
s il St o OCTIp i TECHNICAL ACHIEVEMENT

peller washing against your vertical stabilizer, Or just enjoy a quiet

soar down the ridge line—a truly Zen experience. Kudos to Looking 4. ctionand sports gamers can finally play
Glass and designer/programmer Seamus Blackley for taking flight 0, the same game on one PC with the Ad-
games higher into the realm of simulation. ~=hvanced Gravis' GriP. With a Multiport, a

SPECIAL AWARD FOR unit with four 9-pin GrlP sockets, and at least two

GrlP controllers, action gamers suddenly have
TECHNICAL ACHIEVEMENT both a high-resolution computer monitor and a
s he dark side of PC gaming has always been gefting the hard- ~ responsive game controller for each player.
ware configured so all games play equally well. Windows 3,1~ Now, four-player games around the same com-
got the hardware configuration down, but performance was puter are not only possible, but preferable. Hats off to
foo Iethargic for most gaming use. Microsoft's “Manhaltan Project” Gravis!
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GAVIBSTILL IN DEVELOPMIENT

0Id World,
New Tech
Dark Future

Mindscape’s DArk EartH Paints Brilliant

£

by Johnny L. Wilson

n Europe,
those who
face the
chal-
lenges of
the pre-
senl are
overbur-
dened by
the glory
of the past. In modern France, this is par-
licularly true. The buildings of the colonial
era with the masquerades (stone faces set
above first-floor windows) and neoclassical
masterpieces of the Second Empire rest as
uncomfortable reminders that the French cul-
ture of today doesn't permeate as far through-
out the world as did that of the colonial era,
Napoleonic conquests. To speak of French cul-
ture conjures visions of turn of the century
Impressionist painlers and musicians or the
early 20th-century Existentialist philosophers, a
& @ cafe society of the past rather than progressive
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.« Visuals of a Dark Future

visionaries of the present. Even in French musicivideo stores, visi-
tors are likely to see more emphasis on the latest lrends from the

U.S. than the modern equivalents of Debussy in music or Cocteau
in film.

Even in, or perhaps especially in, computer games, this is true.
Baltimore's Sid Meier is better known than any of lhe designers at
Ubisoft, Infogrames, Cryo, Delphine, Psygnosis (Paris) or
Mindscape (Bordeaux). This Christmas, that may nol be so lrue. 3-
D technology in France is so advanced and so stunning that the
new French software teams are likely to become known as a new
“school” of artists in much the same way as the Impressionist or
Expressionist schools of the past were known. The spirilual heirs of
Atonie i THE Dark and Qur of This WoRLD are on their way, and they
look marvelous. Further, they not only /ook marvelous, but their
designers want them to play marvelously, as well,

Dark Easti, Mindscape Bordeaux's venture into the 3-D graphic
adventure market, is at the forefront of this new wave of French
artistry. Even if this game universe was not giving birlh to a network
television series, its own line of novels, and a strategy game to fol-
low the adventure, it would be something special. Not only may it
serve as a key product in defining this new wave of French culture,
but it does so by building on the strengths of France's past. The
French understanding of medievalism, the prescient visions of a



ARKHAN ASYLUM The game begins in the bedroom of Arkhan, a
Guardian of Fire. This shot shows the main perspective within the
game.

Jules Verne, a sense of science reflecting post-revolutionary France
as a center of reason, and the French artistic traditions related lo
light a/f contribute to the richness of the Dark EARTH universe.

JOURNEY TO THE CENTER OF THE LIGHT

The Dank EartH world is our world three centuries in the future,
after a calaclysmic brush with a comet that nearly duplicates the
meteorite storms posited in modern dinosaur theory. Put far loo
simply, many scientists feel that a series of meteorites impacted
the surface of the earth, causing volcanic eruptions and geological
upheaval. The result was that the atmosphere was thick with
enough ash, dust and gaseous pollutants that the positive effecls
of the sun were blocked, an ice age encroached, and the warm-
blooded species like the dinosaurs were destroyed.

Dark Eantt uses a similar set-up. The meteors hit, geological
calamities are followed by almospheric devastation, photosynthesis
stops, poisonous clouds drift through much of the world, and 98.6
percent of the world's population dies. The remainder of the human
population assembles under rare pockets of light where they build
feudal city-slales called Staflites. Between the Stallites, only mutat:
ed creatures and deadly bands of brigands travel.

With the bulk of human population destroyed, so is the bulk of
scientific and technological knowledge. A civilization analogous lo
those of the Dark Ages develops, where the masters of faith and/or
superstition and the masters of force and/or oppression form a
higrarchy to rule the remainder of humanity. It seems almaost
axiomatic that for a French design team lo place a religious hierar-
chy in both roles. Remember that during the French Revolution, the
assels of the Church were taken from the priests because of the
Church's role in supporting the decadent monarchy. Only with
Mapoleon do we see some of these assels returning to the Church.

Obviously, in a world where much of the planetary surface is
covered by deadly darkness and icy cold, and the most habitable
places for survival are pockels where (he sun peeks through the
cloud layer, the dominant religion is likely to be based on sun wor-
ship. The Sunseers are a priestly caste who lead the worship of the
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Sun God (Great Solaar). They are also he ruling caste through
their Council of the Seven. This group, analogous to priests
throughout history, supervises food distribution, civic sanitation
(through various spiritual cleaning expeditions) and dispense
“divine” justice.

The “Church” of Dark Earth also has ils enforcers, the
Guardians of Fire. These are the securily forces, municipal utilities
(keeping the torches lit fo provide light and the braziers stoked lo
provide heat), firefighters, and communications specialists (via a
series of giant mirrors alop each Slallite dome). They also provide
research and development of each Stallite's primitive technology.

Add to these upper casles the roles of Builders (craftsmen and
the proletariat), Praviders (hunters and farmers against the odds),
and Scavengers (the disenfranchised who sift through the waste
and ruins of the universe in order to eek out survival).

A TRIP TO THE GLOOM

Naturally, the set-up of the universe would lead one lo believe
that existing in this world is the cliche' goal of recognizing the
ongoing ballle between light and darkness as good and evil, and
then aiding the side of light (or good) as it strives fo win the ulti-
male ballle. According lo Guillaume Le Pennec, the design director

FIRE FIGHTERS In addition to keeping the peace, maintaining the fires, and fighting fires

that burn out of control, the Guardians of Fire train to be warriors in the traditional sense.

who is leading the Darx EastH project, that would be an efroneous
assumption. While it is true that there is an ongoing struggle
between light and dark, it is not true that they are equivalent lo
good and evil. The world of Dank EartH is a world of grays and, the
deeper the player gets into it, the more gray it becomes.

Le Pennec prefers to speak of the ongoing struggle within the
land as that of ligh versus shadow. He hints that they may be clos-
er to symbols of life and death, but wisely notes that death is not
always evil. Within the course of the game, the player tries to puzzle
out the meaning of light and shadow through events that point to a
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LAB TEST The remnant of Dark Earth’s lost technology can often
be found In this: laboratory a la Jules Veme.
“secret history"—an exposition of lhe world's story in much the
same vein of the way Umberlo Eco's Foucaull's Pendulum buill a
secrel history around the Templars. Once the player
begins to explore this secret history, the possi-
bility of magic, or at least the supernatur-
al, begins lo unfold.
l The great news for gamers about this
. constant interplay between light and
shadow is that the game
has a very different look
from any adventure game
we've played before. The
monsters aren't the troll
and orc derivatives
of the Tolkienesque, bul
are semi-logical extrapolations of
mulations that could occur to flora and
fauna with which we are
already com-
fortable. The
forces of magic
are not drawn from
the ecleclic aggregale of
primitive western and oriental
| pantheons, they are fresh
§  applications of past human
" superstition with a dash of
extraterrestrial speculalion thrown
. infor spice. As a result, the look of
= e game is neither restricted to
underground tunnels nor medieval
castles. Instead, the machines are a
it cross between Jules Verne and the
French designers of the early indus-
1y lrial age.
“From the beginning,” says Le
Pennec, “we wanted to be able to

o
s
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play with the look between light and shadow. The technology we're
using allows us to have multiple light sources on the 3-D characlers
and, depending on the light sources, somelimes, multiple shad-
ows.” In a world where light is so imporlant, it is important that the
play of light be as prominent in the graphics as il is in the story.
Dark Earth's designers have accomplished this by designing cos-
tumes for the Sunseers that have all sorls of refracting pieces of
glass, jewels and melal upon them so thal you gel to see mar-
velous effects when they hit the light. Of course, the weapons play
off the light sources, as well. Further, there are times when your
character is the bearer of the light source; this is even more vividly
illustrated.

Even if you don’l care for the mythical/philosophical storyline,
you have to be impressed with the visual look of this game. The
perspective is a three-quarler overhead view similar {0 CRUSADER:
Mo Remorse, but the resolution seems higher because the detail on
the characlers is amazing. Rich texture maps define the characlers
s0 that the look is one of incredible realism. The animalion is
superb—light years beyond the crude movements of RELENTLESS
and Ecstatica because the design team uses both traditional and
motion-caplured animalion to make the movement as realistic as
possible. The rooms are detailed environments with beautiful
objects and lighting effects to show off the game’s art.

The game also features location-based and content-hased music
lo enhance the experience. Frederic Molte has been an electronic
musician for quite a while. He already had a reputation as “Moby"
in the worlds of French underground music and software before
coming o Mindscape Bordeaux. He seems determined to add lo
his reputation with the Dark Eari soundtrack.

Unsatisfied with the simple use of location-based themes (where
each room has its own musical theme), he has arranged the
themes of each room so that they can segue inlo each other as
your character moves from room to room. It is extremely effective
and offers the illusion of real space. For instance, the hero's room

MARTIAL HALL This locale Is the assembly area for the Guardians of Fire.
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has a cool jazz theme thal segues into a martial theme as he
moves inlo the military hall of the Guardians of Fire. Further, he has
added fighting themes wilh a heavy percussive feel, and magical
themes to reflect the appropriate moments within the game.

MYSTERIOUS ARKHAN
0f course, all the artistic delail and conceplual brilliance of the
world will come to nothing if the game play isn't right. In Dank
EartH, you control Arkhan, one of the Guardians of Fire. You move
him through the world using the front, left, right, and back keys on
the keyboard much like you controlled the character Twinsen in
ReLenmiess. The difference, besides the game universe, is that you
are not on as linear of a game track with Arkhan as you were with
Twinsen. With Twinsen, you basically had to solve each puzzle in a
sel order so thal you could move on. With Arkhan, you encounter
more friendly characters than Twinsen did, and you have more
oplions in responding. For example, right after you leave Arkhan's
sleeping quarters, you encounter your martial arts frainer. He tells
you that he has time for a lesson, bul you have the
oplion of following him or not. If you follow
him, you receive training that will not only
improve the altributes behind your fight-
ing skill, but will familiarize you with the
combat interface.
At first, your goal is
mere exploration, but
soon you discover that you
have been contaminated by a
black, porous, ice-cold
aoze of parasilical sub-
stance which you will even-
f* tually discover is called Shankr
Archessence (fo reveal more is o spoil
some of the effect). Once contaminated,
you will discover that you
are mutating into one of the
monsters from which you
protect the Stallite. You find
everyone shrinking from you as
though you were a leper. You have to get
to the bottom of the slory before you
| become one of the vampire-like creatures
of lhe dark.
A Jules Verne-esque thermomeler shows
the status of your life force and contamination.
A red line in the cenler symbolizes life force
and two tubes darken around it as your life is
conslricted by the contamination. To reverse
the trend, you'll have to choose posiures and
allitudes as you converse with the supporting
characters you encounter (there are many more
conversations than we've seen in most 3-D
graphic adventures); discover what passes for
magic and for technology within this universe;
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RASTA MAN This cyberbum is'representative of the characters to be

found in the cinematic:sequences vfhich unfold the secret histary of
Dark Earth.

and engage in combat.

Combal is extremely salisfying. The arlificial opponenls are (at
this point in production) extremely tough fo beat and the combat
animation is the fastest we've seen. The basic moves (Parry, Duck,
Kick and Strike) would be challenging enough, but there are some
special moves lo be encountered as you move through the game,
as well. During combat, camera angles change a la ALONE IN THE
Dank, but with a smoother effecl and less disorientation than we
experienced in the earlier game.

Finally, the secret history of Dark EarTH is revealed through 3-D
cinemalic sequences which blend Sornmace animation, motion-
capture, and film techniques. If the rest of the game is stunning,
these cinemalic sequences are brilliant. Olivier Bailly-Maitre, the
team leader on the cinematics, calls himself "Ed Wood" after the
cheap film director of Hollywood's past, but the cinematic effecis
are nothing like Wood's cheap sets and meagre effects. These
sequences serve as both reward and inspiration.

AROUND THE WORLD IN 3-D WAYS

With Dark Eartt, Mindscape Bordeaux appears to be raising the
bar for 3-D entertainment. They are building a world through which
it would be fascinating to adventure in no matter what technology
was used, and they are enhancing it using the 3-D character of the
presentation to help uniold the story as no other technology (FMV,
traditional pixel-based animation, or low-res first-person point of
view) could do. As early as we saw Dark EariH, we can'l know
aboul the one critical part of the game—pacing. If you feel
Arkhan's desperation and ticking biological time bomb as you play
the game in the way we think you're going lo feel it, this will be a
great game. If not, it will merely be great technology. Either way, it
stands to be one of the most lalked about games for this
Christmas. | certainly think Jules Verne would be proud. %
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»SOUND CARDS

= It’s Easy To Find A Sound Card That Sounds
\%| Good, But Compatibility With Games
2 Is The Real Trick

by Loyd Case

ou'll be amazed how much better your games
look with a good sound card and speakers.
Sound like fuzzy logic? Perhaps it's not. Lucasfilm
recently released a new version of Star Wars
remastered for the high-end, Dolby THX sound
system. When people were shown the two ver-
sions of Star Wars, with the original and new soundlracks, they were
asked to rate the image quality of the picture. Even though the only
thing that had changed was the soundirack, people consistently picked
the THX version as having betler picture quality.

For the most immersive gaming experience, great audio is essential. . ' =
For instance, the sounds in MechWargior 2 and Zoak Newesis add enor- S o~ e iz
mously to the atmosphere. Clearly, however, if the sound card (and
speakers) can't deliver a quality signal, then that immersive experience
is diminished.

We took a look at a number of the latest sound cards, including sev- i the reviews.)
eral Plug ann Play (PnP) cards and one General MIDI (GM) daughter- In looking at these sound cards, we look into account the installation
- card. The good news is that these cards sound better than ever; even headache factor, their sampled wave audio and GM sound quality, and
the lower-cost cards sound pretty good. The bad news is that Plug-and-  game compatibility in DOS and Windows 95. In addition to playing a
...... - Play is actually making life more difficult for DOS games (more on this  couple of games for general audio quality, we listened to three GM files:

/| CcG JUNE 1995
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a Mozart solo piano piece, the theme from Star Wars and a generic
fusionfrock piece with lots of eleclric instruments.

So without further ado, let's dive right in, shuifle the deck, and lay
the cards on the table.

CREATIVE LABS AWE32 PLUG-AND-PLAY

The AWE3?2 sound card originally hit the streels over two years ago.
Since then, it's gone thraugh a couple of iterations, the newest being
the PnP model. We checked out the full AWE32, which differs from
the value edition in having a connector for a MIDI daughtercard, plus
some additional software,

The digital audio section, which is usually responsible for speech
and sound effects, sounded pretly clean, certainly cleaner than the old
Sound Blaster 16. We checked out several Windows 95 games, includ-
ing Aclivision's lalest release, Zork Nemesis. Whatever the merits of the
game, the audio in Zork NemEsIS is very demanding, requiring a 16-bit
sound card. The verdict: great speech and sound effecls.

The built-in MIDI wavetable on the AWE was less impressive, howev-
er. With only one megabyte of wavetable ROM, compromises have to
be made. The strings sounded thin and shrill, and the horns sounded
just okay. The trumpet was weak, lacking fullness. The piano was pret-
ty good, befilting the keyboard synthesizer legacy of the wavetable.
However, the snare drum sounded downright awful and the kick drum
was very muddy. GM sound quality can be improved in one of two
ways: adding a GM daughtercard or adding RAM (the AWE has two
memory slots.) There is a shareware, 2 MB GM palch sel for the AWE
available on CompuServe.

Installation was relatively straightforward, although we needed to go
back fo the Windows 95 Device Manager to manually adjust IRQ sel-
tings (but that beats setting jumpers.) Plug-and-play boards automati-
cally select IRQ settings, but unfortunately they're rarely the “stan-
dard” seltings that DOS games expect.

To run DOS games, you need to install a PnP driver, supplied by
Creative Labs on floppy disk. Unfortunately, there's no mention of this
in any of the documentation, only a README file on the disk itself, so
be warned. Once you install the driver (which uses only 2 KB of mem-

ENSONIQ SOUNDSCAPE ELITE

ory), DOS games run just fing, either in Sound Blaster or AWE mode.

The AWE is pricey for what you get: a nice, clean digilal audio sec-
tion, a mediocre MIDI wavetable, a high degree of compatibility with
most games, and lots of room for expansion (which adds o the cost,
of course.)

ORCHID NUSOUND PLUG-AND-PLAY

Like the AWE, the Orchid NuSound is a PnP, wavelable-capable
sound card with a highly compressed, 1 MB wavetable. Although a bit
quirky (some of the instruments seemed very inaccurale), the overall
wavetable sound was one of the best 1 MB sets we've heard. The digi-
lal audio section, based on the Crystal Semiconductor chipset, sound-
ed prefty clean. The board also has buill-in Spatializer 3-D sound
capability, making for some intereslting effects when playing games
like DUKe Nukem 3-D.

The installation was a bit problemalic, though. The Cryslal chipsel
has a problem with some Award PnP BIOS chips, so check for com-
patibility before buying. We tested on systems with both Award and
AMI BIOS's. Running Award BIOS 4.50pg, the system refused {o bool
with the Orchid card. However, the AMI-based system ran just fine.
After talking with several card vendors, it seems that the problem lies
with the Award BIOS rather than the card itself.

Once running, the board installed without any problems. There were
two very odd quirks during installation that could confuse some users,
though. Firsl, when installing the Windows 95 applicalions software (aiter
installing the drivers and getting sound out of the system), the audio dri-
vers were disabled and had to be reinstalled. Second, to run DOS games
outside of Windows 95, you need to load a driver in the CONFIG.SYS file.
This is well documented, but the manual also discusses some DOS utili-
lies that are used lo configure and adjust the card. Several of them are
only available, however, if you install from Windows 3.1. There is no way
to extract them if you anly have Windows 95 (or a DOS-only system, for
thal matier).

One cool option for the NuSound is a front control panel that can be
mounted in an available 3 1/2-inch drive bay. It has a little volume control,
a couple of defeal bullons and all the connectors, right there in front.
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For the cost, the NuSound is a nice little card, but walch out for the
installation quirks.

ENSONIQ SOUNDSCAPE ELITE

This is the one non-PnP card in the roundup (other than the daugh-
terboard). Even so, installation was fairly straightforward. The only
hitch was that the Windows 95 drivers shipped with the card didn'l
support Microsoft's DirectSound for Windows 95 games, but Ensoniq
already has a new version up on various online services (look for build:
44),

True to its high-end synthesizer legacy, the Ensonig Wavelable
sounded very clean, although the solo piano sounded a bit bright. The
horn section was a liltle weak, but sirings were greal. Rock sounds
played with a huge applied reverb, particularly on the kick drum. All in
all, a very nice, 2 MB wavetable.

Digital audio was very clean—when it worked. Like many DSP-
based boards, the Ensonig uses software to download a Sound Blaster
emulation program 1o the board, and that approach doesn't always
work well. We could never get EA's Abvancen TAcTicAL FIGHTERS lo run
with the Ensonig's Sound Blasler emulation—it would lock up solid,
Most other games worked well. Quite a few of the more recent games
ship with native Ensoniq drivers, but even that is no guarantee. While
the Tie FighTer CD ran (and sounded) great, Terra Nova would proper-
Iy autodetect the Ensoniq card, then never play speech or sound
effects. These kinds of problems are really unfortunate, because the
Ensoniq is a greal-sounding card al a reasonable price. Check your
DOS game library for compalibility before buying. Windows 95 games,
however, sounded superb. Another plus is Ensoniq's abave-average
customer support, which is quite refreshing these days.

ADVANCED GRAVIS ULTRASOUND PLUG-AND-PLAY

Like two other boards in this roundup based on the new AMD
Interwave chipsel, the Gravis board had problems with the Award
BIOS. Even when we used an AMI-based system, the board was frus-
trating to sel up and annoying lo use. Ullrasound's installation and
setup was by far the most complex of any board in our survey. Even

GRAVIS
ULTRASOUND
LI’I.U(:' & PLAy

P tound Cord

I ADVANCED GRAVIS ULTRASOUND PLUG-AND-PLAY
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irectSound is the audio part of Microsoft’s DirectX soft-

ware toolkit for Windows 95 game developers. It's of con-

cem to those of us playing Windows 95 games since you

need to have the right driver to get DirectSound support.
To the programmer, DirectSound appears fo have the features of a
rich, high-end sound card, The core of the DirectSound AP (applica-
tion programming interface) is the hardware abstraction layer (HAL),
|which can use whatever dedicated audio hardware a sound card has
to offer, and off-loads the rest of the audio duties to the CPU.

There are two ways of supporting digital sound in Windows 95. One
is through the normal multimedia audio mechanism (known as the
Wave AP, which first appeared in Windows 3.1), and the other is
through DirectSound. The neat thing about DirectSound is its support
for hardware acceleration, which is particularly crilical for mixing
sounds. As game audio gets mare complex, fitles will be mixing many
discrete channels of sound in order to achieve a more immersive
effect. Mixing audio, however, is CPU-intensive, and has lo happen
quickly (known as fow-atency), and good sounds card will have an
anboard hardware mixer that game programmers can directly access
using DirectSound.

An interesting aspect of DirectSound is what it'll mean for Creative
Labs, which has enjoyed market dominance thanks in large part to
their Sound Blaster specification. Many legacy titles will still need
Sound Blaster compatibility for audio, but DirectSound titles won’t
care if there's Sound Blaster-aware hardware in your PC. Creative
makes good hardware, and has the lion's share of the sound card
market, but now the playing field may level somewhat.

Additionally, future versions of DirectSound will support audio com-
pression, allowing more digital sound to be stored in less space, and a
3-D sound API (see other sidebar).

The key to the best game experience under Windows 95 is to check
with your sound card vendor to make sure their audio drivers support
DirectSound.

when following directions explicitly, we never got MIDI to work in
Windows 95, and had to resort to Windows 3.1 to run our MIDI tests.

Unlike past Ultrasound cards, the Ultrasound PnP has a built-in
wavetable. The built-in wavetable was rather mediocre, with a thin
piano seclion, flat-sounding horns and an unimpressive drumset,
Since we had the Pro version, which ships with additional RAM, we
also tried it in “Gravis" mode. The sound quality here was consider-
ably betler.

Running with DOS games was, to put it bluntly, a nightmare. There
are twa different Sound Blaster emulation modes (one of which also
supports GM), the Interwave mode (which has little or no support from
DOS games currently) and the Ultrasound mode (available on only the
Pro version). On lop of thal, you have to run a program called
Prepgame for most DOS games, which would add drivers and update
DOS extenders. While it sounds fairly good (when il works), this is no
card for the lechnically faint-of-heart. We'd recommend avoiding this
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You'll have to search the galaxy
to find a more realistic multimedia
experience than this.

Theres not much doubt that intelligent life formis exist somewhere else
in the universe. The question is: Are their multimedia systems as -
advanced as ours?

The new Sound Blaster Sx Kits

make your cun‘ent multlmedla system

seem like something out of a history
book. They give youa brain-
blistering 8x CD-ROM drive

 that makes all your CD-ROM 4

software perform at
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[t delivers the brilliant realism of 32-note polyphonyand
wave-table synthesis, adding new detail and richness 1o both sound

effects:and music. It also features

Creatives 3D Stereo Enhancement Technology
to make your whole system sound better

1 Since the search for bargains is universal, a fat collection of the
hottest new games and software comes with every kit Sound Blaster
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Perfonnance 8x is designed for the multimedia fanatic:

- Sound Blaster Discovery €D 8x takes the whole family
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to the cutting edge. Both come with a pair of Sound Xy
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So the next tme you see aliens [rom your window, just

 point them to the nearest Creative Labs dealer, Think ofitasa

“§ way to promote harmony in the universe.
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? CRYSTALAKE SERIES 140

»SOUND CARDS

card unless you need some of Gravis' unique features.

CRYSTALAKE SERIES 140

CrystaLake is a fairly new company, and currently offers ils cards
via direct mail order. You can email your order or contact them on
their non-toll free telephone number. Their high-end card, the 140, is
very compelling, but has some quirks. Like two other cards in this
roundup, the CrystaLake 140 doesn't work with the Award PnP BIOS.
However, you can order it without PnP support, which works fine with
lhe Award BIOS,

There are some problems with the software installation—one DOS
selup file was missing. The README files on disk are quite technical,
and require some careful interpr‘etation The manual is complete and
clear, coming close to the AWE32 in thoroughness. The card has a
vihopping 4 MB of wavelable sounds and built-in SRS 3-D audio. The
card uses the Crystal Semiconductor 4232 chip for digital sound.
Overall, the digital audio was the cleanest of the bunch, even belter
than the AWE.

The GM sounds were superb. The piano was quite realistic, even

.

better than the Yamaha daughterboard to our ears. The horn section
was lerrific, as were the strings. The drum section was very tight and
solid, and the electric bass was stunning. We'd give the Yamaha
daughterboard an overall edge, but this is a very good wavetable card.

Once we installed the DOS driver, every game we threw at it ran
quite well. Doom 2, ATF, Tersa Nova and WarcrarT 2 all sounded great.
Under Windows 95, Civilization 2 and Zork Nemesis yielded some of
the most impressive sound we've ever heard out of a standalone card.

One other interesting feature for recording enthusiasts is the dual
microphone inputs—very handy for true, digital stereo recording.

If you're willing to overlook some of the installation quirks and are
willing to buy direct from a young but friendly company direct, this
card bears investigation.

YAMAHA WAVEFORCE DBG50XG MIDI DAUGHTERCARD/

WAVEFORCE SW60XG WAVETABLE SOUND UPGRADE CARD
Unlike the other cards in this roundup, the Waveforce is not a
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standalone card—the DBGS50 is a general MIDI daughtercard that
requires a Waveblaster-siyle conneclor on a standard sound card.
Yamaha's other offering is the SWE0XG, an ISA board that fulfills the
same rale as its daughtercard causin. The only difference is that the
SWE0 uses its own 18-bit digital-to-analog converter for its output,
rather than going through a host sound card. The SWE0's 18-bit reso-
lution output makes for improved patch sound quality.

3-DAudio: Sound All Around

-D isn't just for graphics anymare. There's been lots of buzz

about 3:D technologies coming to a PC near you, and audio

may very well be the next big thing. Some litles out there

already implement crude versions of *2.5-D" audio, relying on
volume and panning (left/right) to place sounds. While this method is a
cheap way fo apply some positioning to sounds in a game, the overall
effect is less than convincing.

On the hardware side, some “3-D" fechnologies have already reached
the market, including SRS, Spatializer, and QSound, amang others. But
none of these technologies have become a de facto standard, and few title
developers write to any one of them. SRS and Spatializer have found their
way into multimedia speakers, but the problem with speaker-based imple-
mentations is that the entire audio signal is processed, rather than specific
parts.

The term “3-D audio™ has been the subject of much confusion and
markeling spin, so let's clarify the different types of audio enhancement
technologies out there.

First, there are stereo field extension or “spalializing” technologies,
which el you perceive sounds anywhere in a 180-degree semicircle in
front of you. This method can be applied in the speakers themselves, or a
sound card can apply the effect before sending the signal on. Though rela-
tively inexpensive, stereo field extension is basically a “non-positional” 3-D
audio technology, and can't convincingly place sounds behind you.

Next are mullispeaker array technologies like Dolby's AC-3, which cur-
rently requires five speakers and a sub-woofer. Rather than apply algo-
rithms to approximate how we localize sound, multispeaker technologies
direct sounds lo specilic speakers so that those sounds are physically
located where we'd expect them to be. While this is a positional 3-D audio
technology, it's a good deal more expensive than your garden variely pair
of mullimedia speakers.

The newest enlry in the 3-D audio game on the PC is binaural render-
ing, championed by Crystal River Engineering (CRE). Humans use a num-
ber of cues to localize sounds, and binaural rendering applies effects to
simulate these cues. While this positional 3-D audio technology can be
very convincing, it can also be very CPU-intensive, and often requires a
digilal signal processor (DSP) to be on a sound card. Also, binaural ren-
dering tends to be far mare convincing when played through headphones
rather than speakers.

Microsoft announced the Direct3-D Sound API at the recent Computer
Game Developers’ Conference, and while this API has posilioning algo-
rithms hard-coded into it, @Sound, Spalializer, and CRE have their own
APIs that can talk to DirectSound. These three players along with SRS all
have processor chips that sound card vendors can add for posilional pro-
cessing, and Dolby is working on a two-speaker version of its AC-3 tech-
nology. It's rumored that Microsoft will be licensing CRE's positioning algo-
rithms for the Direct3-D Sound AP, though they declined to comment. It
remains fo be seen which of these technologies developers will embrace,
but hopefully, game fitles will be able to take advantage of whatever 3-D
audio acceleralor hardware Is out there.—Dave Salvalor
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ACeRr “ Everything You Aspire To.

Designed for

Microsoft®
Windows 95

le to Boston
seconds.

I got an offer to run a satellite sales office.

Aspire. To Do More.

But there was a catch — a 3,000 mile catch.
I couldn’t bear the thought of leaving home.
Fortunately, my company liked the idea of

telecommuting. And that’s

me from home to headquarters in seconds. It

has online software and a powerful fax modem

A few more things

that lets me e-mail my executive summaries to

I can Aspire to do:

corporate on time. Plus, a large hard drive, a

Order dinner from a local restaurant.

high-speed CD-ROM drive and stereo speakers

Negotiate contracts online.

that really jazz up my multimedia presentations.

Manage nty company stock options.

And because my Aspire 2550 Minitower has an

Keep up with my business journals.

Intel’ Pentium® processor, I have just as much

Comparison shop for designer clothes.

computing power as my colleagues at the office.

And eruise the Internet.

Now I can have my latté at work just the way

I like it—while working from home.

For the location of the Acer dealer nearest you,
call 1-800-529-ACER. Or visit us on the World Wide
Web at hitp:/lwune.acer.com/aacl
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The DBGS0 card can plug info a Sound Blaster 16 (not all models)
or AWE32 (not the value edition), the NuSound card and any other
card supporting a wavetable connector.

Al a slreet price of about $160, il's a serious investment for an add-
on. However, the Yamaha had the overall best MIDI sound of the lot.
While the piano seemed a touch less realistic than the Cryslalake
piano sound, it was full-bodied and rich. The only problem was the
chording, which sounded more like bagpipes han piano. The clarinel
and horns sounded quite good.

Yamaha has extended the GM slandard with its proprietary XG
(Extended General MIDI) specification. XG allows for additional simul-
laneous real-lime effecls beyond the slock chorus and reverb, like a
screaming wah-wah pedal on an electric guilar. XG also increases
exlends the number of patch banks available to the synth engine, mak-
ing for more available patches. While the demos for XG sound impres-
sive, the only game we were able lo find thal supports XG is TerRA
Nova. GM music sounded great, but the XG demos were really stun-
ning. It remains lo be seen, however, whether or not Yamaha's XG will
become a prevalent standard.

If you're in the market for a MIDI daughtercard, the XG definitely
bears checking out. The price is slightly less on the street than the
Roland SCD-15, our benchmark for GM, and the sound qualily is just
about as good.

BIG PICTURE...

Gaming audio is currently in a state of flux, with various 3-D sound
schemes vying for attention (see sidebar) and even one game, WinG
Commanpen 1V, thal supports Dolby ProLogic surround sound.
Multimedia speaker qualily has also made dramatic strides (see the

March issue, and the CrystaLake speakers in this month's
“READ.ME"), and is a key piece in the audio puzzle lo delivering killer
soun.

There seems to be a gradual shift away from GM lo digital audio—
in the form of Audio-CD tracks—as multiple CD games become more
prevalenl, game designers now have the real eslate to offer full digital
music. The advantage here is guaranteed consistency in soundirack
quality rather than having to depend on varying quality wavelable
synths or even poorer-sounding FM synthesis. Nonetheless, there's
slill a lot of GM suppart in current and fulure games, so having a solid
wavetable adds to the overall gaming experience.

0f the cards we checked oul, each seems to have its place. If you
want guaranteed compalibility, Creative Labs’ AWE32 is a good, albeit
expensive choice. The Soundscape Elite comes from a company with
a highly musical legacy, but it does have some drawbacks in the area
of DOS game compalibility. The CrystaLake 140 is an impressive card
from a young company that has its idiosyncrasies, but it's one of the
better all-in-one solutions we've seen. The Orchid NuSound seems to
be a solid card for those on a light budgel. About the only card we'd
avoid is the Gravis Ullrasound PnP—it just requires tao much work to
become operational. The AWE32 with the Yamaha Waveforce daugh
lercard makes a nearly unbeatable combination—if you have an unlim-
ited budget.

We've certainly come a long way since the days of the original Adlib
Music Card, and the choices available to the gamer are betier than
ever. With any luck, the next time you play your favorite game, maybe,
just maybe, the game will look a little bit better. The difference, though,
will likely be in your ears%

Model AWE32 PnP NuSound PnP 140 Ultrasound PnP Soundscape Elite  Waveforce DBS0XG
SoundBlaster Compatiility Rating 4.5 4 45 1 25 nfa
Overall Sound Quality Rating 4 3 5 3 4 5
Plug-and-Play? Yes Yes Yes (optional) Yes No No
Sound Blaster Emulation Yes, hardware Yes, hardware Yes, hardware Yes, s, DSP No
+ DOS driver -+ DOS driver software only download only
| Wavetable ROM Size | Type 1 MB / EMUBOOD 1 MB/Crystal 4 MB / Crystal 1 MB + disk-based 2 MB / Ensonig 4 MB / Yamaha
RAM download on
Pro models

Chipset Creative Labs Crystal Semiconductor  Crystal Semiconductor  AMD Interwave Ensonig + DSPs  Yamaha
CD-ROM Interface(s) IDE IDE and Panasonic IDE IDE IDE, Panasonic, WA

e S I SRS ) sl S (SR

| Expansion MIDI daughtercard  MIDI daughtercard No RAM expansion No NIA

In some models, In Pro model
RAM expansion
Price $249 $139 $299 $169 $159 $160
Website URL www.creal.com www.orchid.com www,crystalake WWW.gravis.com yaww.ensonig.com  www.yamaha.com
.com:80/~verystal/
Phone (408) 428-6600 (800) 70RCHID (503) 222-2603 (604) 431-5020 (800) 257-1439 (408) 467-2300
RS# 321 322 323 324 325 326
cG JUNE 1996
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iINTRopUcINeg ZLEterlife) THE LAST WORD IN sims.

Welcome 1o Afierlife. The first world-building
simulation that lets you manage two prime planes of
“unreal estate”™—heaven and hell —simultaneously.
Possessed of an unearthly sense of humor, it all begins
ill il (;i n I‘kll(‘\\'.‘“&-\\'llf‘?l‘l! i_".'l].'lx_\'_ ‘].I etree, I]illi()}]h l){ ! Il'.i Hll-l("]

souls hunger for you to give them what they deserve.

SLEU'L with the Pearly Gates of Heaven

a ISASTERS oF piviNE
PROPORTION INCLUDE Disco INFERNO
Sins or ALR T I{”_\' Virtues and build some roads. (picTuREpR), HELL IN A HANDBASKET
AND Heaven NoOsE.

or the Fiery Gales of Hell. zone in blocks of deadly

¢D-ROM Soon, the dearly departed arvive in droves,

I(ﬂ(“,p them happy and you flourish.
Lose too many along the way and it’s a visit [rom
the Four Surfers ol the Apocalypso (not a good time).
IFactor in a hall-dozen or so disasters (not including
total annihilation). money problems, lost souls.
headaches on the planet below, and things

get complicated in a hurry.

1 With over 200 artistically rendered rewards, 7

(B UILD AND MANAGE TWO PLANES, : . . 1.4 .-KEEP $SOULS HAPPY BY PROVIDING
nearly 300 detailed tiles and buildings, more maps,

HEAVEN AND HELL, SIMULTANEOQUSLY. ’ THEM WITH THE REWARDS AND

graphs and charts than you can shake a pitehfork at, PUNISHMENTS THEY EXPECT, INCLUDING
ETERNAL AFTERNOON, TOOTH OR

slus the most sophisticaled engine of any sim game
! ! = 5 ¢ Danre AND DREAMADISE (PICTURED).

beginning with the letter “A™ you've gol

inlinite hours of game-play.

Afi (:_‘,'l'lil.(:?: Reach the end or die trying.

N }_I..:{

ngSPER WORMSWORTH AND ARLA JJ:OLLOW THE HIGHS AND LOWS
GOODHALO HELP YOU KEEP TRACK OF http://wwww.lucasarts.com OF INDIVIDUAL SOULS THROUGH
YOUR SUCCESSES AND FAILURES. THE SOULVIEW FEATURE.
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DOS Boot Ti
For Win 95

Killer Configs For Running DOS Games Under Win'95_ | |

ve been answering a lot of

c-mail questions lately
about how to run DOS
games under Windows 95,

There seems to be a lot of

confusion over the best way

to run DOS games, how to

sct up the various configu-

ration files and how to get

the most out of low DOS
memary. | thought I'd take some time to
discuss how my system is set up—and why
I dowhat I do.

First, a philosophical point: [ run
my DOS games from the DOS
prompt, not from the Windows Y5
desktop. 1 don't even want the slight
performanee hit incurred when mun-
ning in DOS exclusive mode, and |
certainly don’t want the performance
hit that oceurs when running a DOS
game as a Windows 95 app. ['ve
always been pretty comlortable with
the DOS command line, so T don'l
mind changing to the right directory
and running a game. Even so, L don't
like: mucking around with my config-
uration files or creating a boot disk,
juist to get a game to mn. So 've got
my svsten running in i way I‘]mi obvi-
ales the need for a boot disk.

Lets lake a look at the files used to
configure Win 95 as it’s booting up.

I'll explain each of them, and show
the tweaks Ive made to my system.

“Ihe first file of interest is
MSDOSSYS. In older versions of
DOS, this was a binary file that was
part of the DOS core, and was a hid-
den file that was loaded during the
boot process, In Windows Y5, it’s still
a hiddden file, but now its just a simple

text file that containg various picees of
information that Win 95 needs when
it boots. I ere’s my MSDOS.SYS file:
[Paths]
WinDir=C:\WIN35
WinBootDir=C:\WIN35
HostWinBootDrv=0C

[Options]

BootMulti=1

BootGUI=0

Network=1

BootDelay=10
BootWin=1

DrvSpace=0
DblSpace=0
;(MSDOS.SYS needs to be
>1024 bytes).

< Bunch of XXX's... DON'T
DELETE THEM!! >

‘The important stuff is under the
[Options] heading,

BootMulti=1 gives me the ability
to boot back to DOS 6,22 if [ want by
pressing the 14 key at the “Starting
Windows 95" message. Note that this
line is meaningless if vour syslem
camne pre-installed with Windows Y5,
BootGUI=0is a key parameler: it
tells the system o boot to the DOS
prompt! The DOS prompt you gel is
the Win 95 DOS prompt; the
Windows environment never loads,
I'll explain why later. Networke=1 tums
on Win 95 networking,

BootDelay= 10 means that Win 95
will pause 10 seconds at the "Starting
Windows 95" message. The defaultis
two sceonds, which isn't enough time
lo decide between old DOS or Win
95. Boot\Win - means that the
detault is to hoot to Win 93; Thave to
tuke some action (press the 14 or I'S
function keys) to do something differ-

ns‘} o

"

fh i

this setup, I
do have to
reboot occa-
sionally, but
I've never had
to use a boot

disk. ’ ’

ent. Finally, DnSpace=0and
DbiSpece=1) makes sure that the disk
compression drivers do NOT load. 1
don’t use disk compression, but I've
noliced on some systems the drivers
load anyway; often taking up precious

low memory.

GO CONFIGURE...

The nest important file is CON-
FIG.SYS. Yes, it still exists, and it
behaves much the same way as the
old version did. CONFIC.SYS is
where alot of operating system para-
meters and DOS drivers are loaded,
Win Y5 supports multiple configura-
tions, just like DOS 6, I've taken
advantage of that feature in my own
CONFICG.SYS file:

[common]

SET
LOADHIDATA=C:\QEMM\LOADHI. RF

[MENU]

MENUITEM=WIN9I5,WIN APPS
MENUITEM=D0S7, FUNSTUFF
MENUITEM=NOMEM,No MemMar
MENUDEFAULT =WIN95,20

[WIN95]
[DOS7)
device=c:\qemmigemma386.sys

ram be:n x=a000-c7ff
st:m s=ef(0-efff s=F{00-ffff rf
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aram=d080-d1ff

DOS=HIGH
SHELL=C:\COMMAND.COM C:\
JE;1500 /P

BUFFERS=20

FILES=560

device=c:\qemm\loadhi.sys /rf
C:\SCSI\ASPI8DOS.SYS /D
device=c:\qemm\loadhi.sys /rf
C:\SCSI\ASPICD.SYS /D:MSCDO001
device=c:\qemm\loadhi.sys /rf
C:AWIN9S\FSHLR.SYS
device=c:\qemm\loadhi.sys /il
C:AWINIS\SETVER.EXE

[NOMEM]
DEVICE=C:\WIN95\HIMEM.SYS

DOS=HIGH
huffers=20
files=50

device=C:\SCSINASPIBDOS.SYS /D
device=C:\SCSI\ASPICD.SYS
/D:MSCD001

There are thiee different conligu-
rations here, One is called WINYS5,
the second is DOST and the third is
NOMUENL The default one (vou can
tell from the menudefault entry under
the [MENU] heading) is Win9s, The
[MENU] heading is very important.
1 this is present, amenu appears lor
about 20 seconds, and lets me select
which boot configuration  want 1o
use by moving a cursor with the
arrow kevs and pressing ENTIR.

There are no special drivers loaded
under the Win93 entry. This is my
normal Win 95 hoot confliguration,
and I don't want aury DOS drivers
loaded. They actually slow down
Windows 95 slightly, and the few
DOS games may run from the
Windows desktop will i under
Windows, and not need to mnander
MS-DOS exclusive mode.

The seeond entry, [DOST| is what
I hoot to primarily for older DOS
games, Luse QEMM 8.0, but what-
ever memory manager enfries can go
here. This is where [ oad my DOS
SCSI drivers, Lalso load some of the
neeessary Win 95 stuff, so | can still
run Windows il need it.

‘I third entry, [NONEND, isan
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interesting one. My OFMM sctup is

very aggressive, reeing up over 600

KB of low DOS memory. Most of my

older DO games ran great, buta
few of the newer games that use
DOS extenders don’t run well inder
OENMML, However, they also don't
require much lower DOS memory.
So I iave aconfiguration that loads
all my DOS drivers low, and [don'l
run the Win 95 desktop with this boot
setup. This gives me 515 KB of lower
DOS memony, more an enough lor

most DOS extender games.

UND NOW VE BOOT...

By now, vou've probably guessed
that there’s a corresponding
AUTOREXEC BAT file. You're right,
and here it is:

@ECHO Off

SET SOUND=C:\SB16

SET BLASTER=A220 |5 D1 H5
P330 E620 T6

SET MIDI=SYNTH:2 MAP:G
MODE:0

C:\SB1B\DIAGNOSE /S
C:\SB1B\AWEUTIL /5
C:\SB16\SB16SET /P /Q

PATH G:\WINSS; CAWINIS\CO
MAND;CADOS:CAQEMM; C:ANO R
TON

SET TEMP=C:ATEMP

SET LMOUSE=C:\LMOUSE
PROMPT SPSG

SET MGA=C:\MGA\SETUP\
call matrox.bat

GOTO %CONFIG%

\WINGS

win

GOTO END

:D0S7

c:\gemm\oadhi /rf C:\WIN9S\CO
MAND\msedex.exe /d:mscd001
fm:8 /t:h v

SET MOUSE=C:\LMOUSE
c:\gemm\loadhi /rf
C:ALMOUSE\mouse.exe
goto END

NOMEM
c:\win95\commandimscdex. exe
[d:mscd001 /m:8 /I:h /v

set mouse=c:\Imouse

c:\lmouse\mouse.exe

:END

"The first part sels up the sound
cardl (an AW1-32) and calls a batch
file, MATROXBAT, which sets up
the refresh rate for the Matrox
Millennium graphics card. The rest of
the file is pretiy much what you'd
expect, bt look at the single entry
under AWINOS, s the win com-
man. If you boot 1o the Win 95
DOS prompt (as Fspecilied in the
MSDOSSYS file), vou can still rin
the Win 95 desklop by typing win, just
like prior versions of DOS. This is
how 1 still manage to boot to the
DOS prompl for my games, but run
the Win Y5 desktop by default.

“Ihere’s one more important file
that resides in the defanlt Win9s
directory called DOSSTARTBATL
This s a eritical file for mnning an
MS-DOS exclusive game. The
DOSSTAREBAL lile containg com-
mands that normally runin the
AUTOEXECBAT file, but are only
required for MS-1DOS mode.

Typically, they would include the
MSCDEXNEFXE driver Tor GD-
ROM aceess and the DOS miouse
driver. The problem with running
NMSCDENLXE from this file is that
it assumes that the CD-ROM deviee
driver ASPICD.SYS inmy case) has
been exceuted in the CONFIGC.SYS
file. Also, Win 95 sometimes RIEMs
the command lines for the CD-
ROM controller drivers when it
installs. Thankfully, there's a simple
salution: ook in vour
CONFICG.SYS file and make sure
that your CD-RONI controller dri-
vers are loading. I vou're booting Win
95, it will ignore these DOS drivers
and use ils own. If you're booting into
exelusive DOS mode, these drivers
will be there for MSCDEX 1o call,

Thatsitina nutshell. With this
setup, I do have 1o reboot occasional-
Iv, but I've never had 1o use a bool
disk. Althongh I've experimented
with numerous setups, Lalways come
back to this one
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GAME DESIGN

Client vs. Host

“Picturo and Idsrﬂrﬁa

Processing

Design Issues To Prevent Cheating In An Online Game

by Alan Lenton

¢re nowinto the
third month of
development on
our online game,
EXPLORER, and so
far we haven't pro-
grammed any of
the actual play

mechanics.

Instead, our pro-
gramimer is working on the software lools
we need to sel up the game’s databases.
These tools give us a kind of “designer’s
workbench” which is essential to set up
the game. Eventually they will be avail-
able to higher level players to add their
Own guesls.

Sowhen are we going Lo starl program-
ming the game? Who are you, the pro-
ducer? (Don’tanswer that.) Its a good
question, but the truthis that if we starl
I)I'l }‘_;l'ill l]IIIiHL; Loo soon, \\'L"H wisle a Il | (Ij
lime reprogramming large chunks of the

C.mr in comer

<< The key
question is,
‘How much
intelligence do
we put into the
player’s
software?’ 7

game, becanse the design isn't complete.
Meanwhile, 1 have been doing some
design work on the terminal program
(sometimes called front-end or elient soft-
ware). The key question is, “How much
intelligence do we putinto the player’s
software?” A thomy question. The tempta-
lion is o off-load most of the work onto
the client front-end, generat-
ing less network traffic and
distributing the processing.
This would give us more flex-
ibility with sophisticated

SIuI!s *lml._,.,_. e ! ST
Unaimad combal’ :

- Location ——— e S R
Setrange of locations:  Lowast Location D l-ﬁghest Location !:i 3 game mechanics.
| Specify indiidual locations: |_Ll s e ____:| The downside of this

appioachiis twofold. One,
- network delays play havoe

wilh ssnchronizing players’
client soltware —leading lo
more nelwork packet resynes

and cansing moving objects

to “warp” (move position and

. present false visual reports).

VIEW TO A SKILL Additional skill parameters mean more CPU work all around,

and more network traffic.
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"lwo, sooner or later someone
will hack the client software
and publish a cheat version.

No matter how well we pro-

teet this code, someone will eventually
hack it.

There are ways around this problem,
For example, we can check key parame-

ters, [T this was a maval simulation, we

might determine whether the ship is tum-
ing through a right angle in one yard as
apposed to accomplishing the same
maneuver inone mile. Perhaps the host
can act as referee so that if two front-ends
disagree, the host will decide which posi-
tion is correct.

We could also keep statistics. 15 casy to
spot the statistical changes hackers tend to
make. Rarely do they change the stats for
a9mmirifle to a 10mmrifle; more likely
theyll change it to an §8mum anti-tank
gun! These kinds of results are going 1o
stand out like a sore thumb in a supposed-
ly normal distiibution curve.

The point is, though, that they all
involve extra work in the host. 'This raises
the question whether it’s necessary for the
client software to do this work if it must be
duplicated in the host. The alternative,
which we've adopted for EXPLORER, is to
miake the terminal just an intelligent dis-
play unit. The processing takes place in
the hostand the resulis are passed to the
terminal for display. In this way, the pro-
cessing power available in the player’s
computer will be used only to provide a
display that can be customized to the
players requirements, This design trade-
offl imposes some constraints, since there
will be additional network traffic and
some problems with packel re-synchro-
nization. But since know about them at an
carly stage, the game can be designed so
that these limitations do not affeet it %
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Eiger's HeadOn DSVD Fax/Modem is the

ultimate on-line interactive game experience.
Now you can simultaneously talk and play games via your HeadOn
modem on a single phone line. Yell, scream, taunt or lie - all while

playing your favorite game, all via your fax/modem, all at one time.
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You've got a CD-ROM drive,
a wavetahle sound card
and you've got computer
speakers with the

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 (hal’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 smoolh, crisp, clean sound. And you'd have plenty of power-with ratings from 5 watts per speaker to 45 watts of total amplifier power.

l’ Active Servo  Thanks to Yamaha active servo technology the speakers, amplifier, and enclosure aclually interact o deliver deep, light, salisfying bass.

Technology e kind of bass that brings energy and excitement to music and computer games. And for the ultimale in bass power and performance

you've got to have a subwoofer. For a complete satellite/subwooler system choose the System 35 or System 45. Or add the MSW-10 subwooier to your existing
speakers lo bring them lo life.

And if you look at the bottom of this page, you'll find a computer retailer who's gol Yamaha multimedia YAMAHA

; Tre Way Your CompuTeR
speakers. You've got to go get them. SHOULD SOUND.
—_—

MSW-10 Sub-woalter YST-System 45 Multimedia Speakers
Yamaha multimedia speakers MSRP from $59.95 - $249.95 at these fine retailers.

B d ik
B . compusn e Tir e

To receive product literalure, call (800) 823-6414 Ex\.503. ©1996 Yamaha Corporalion of America, Computer Related Products, 6600 Orangelhorpe Avenue, Buena Park, CA 90620,
All rights reserved, Yamaha, YST, and the Yamaha logo are registered lrademarks of Yamaha Corporation of America.

B



The Computer Game Developer’s Conference: H/gh BrOW

PAUL SCHUYTEMA °*

The Gameste

Content And Low-Brow Schmoozmg

by Paul Schuytema

s | sit here
in the air-
port mus-
ing onmy
time spent
at the 10th
annual
Computer
Game

s Conference (CGDC), T ean't help from
thinking how lucky you, as game plavers,
really are,

Sure, the conference was over-crowded
and full of too much schmoozing to really
ereale a blistering signal-to-noise ratio, but
it showed one clear indication about the
people who make the games vou play:
they love to dlo it and they take their art
and craft very, very seriously. Game devel-

apers spend incredible amounts of energy

on the problems of design, interactivity,
graphics, sound, everything. Not one per-
son | talked with at the conference was
anything but a dedicated (almost mania-
cal) game creator.

HIGH CONTENT

The point of the conference, more
than anything else, was communication.
It was a lime for developers (thal's every-
body who helps create games, from artists
Lo musicians, programmers o writers) lo
come together and share the experience.
Conference session subjects ranged from
the value of violence in computer games
to creating “modern Al” genetic and
neural network algorithms.

Developer’

Sitting in one session after another, |
couldn’t escape the sense of dedication
and commitment. The attendees seemed
lo care deeply about the quality of the
game expericnce. Al programimers wiestle
with the most effective methods to craft
cunning wargame or NPC intelligence.
Graphics programmers struggle with
incredibly complex teehniques to cke the
most realism out of our machines. For

GAME DESIGN

exchange ideas, from wargame design to ‘ ‘ Most of

the problems with WiNDows 95. [t is
interesting to note that the “WiNDOwWs 95
Debate” roundtable was far less of a
debate than |
expected. Almost
universally, all
attendees had
already acquiesced
to the reality of
WIND5 becoming
tf}]ﬂ[}m]\\"s gﬂmc
platform,

HAVE YOUR
PEOPLE CALL MY

chips.

“code hacks,” the talk is of algorithims and
“CPU budgets” (the percentage of CPU
processing power used for Al and painting
images on the sereen).

"The vast majority of a CGDC day was
filled with learning sessions. Some were
non-technical in nature, while others
were nuts-and-holts examinations of a
specilic topic. Round tables (often the fis!
to fill up) allowed participants to

HAVE 3-D, WILL TRAVEL Technology was displayed in three
dimensions at the CGDC expo—almost every booth focused on
some type of 3-D tool, from modeling packages to accelerator

PEOPLE...

Most of the
action at the
CGDC went on

“behind the scenes”

in a near orgy-level
of professional schmoozing, Companies
held suites in the hotel for impromptu
interviews, book publishers stalked the
bars, looking for the nest great title for a
strategy guide. On Sunday night, many of
the companies that held suites opened up
their doors for a “suite crawl.” For hours,
the glassy-eved developers could
schimooze and slurp over great games and
imported beer.

JUME 15486 CcG

the action
went on
behind the
scenes in a
near-orgy
level of
professional

sh moozing., ’



SELF-ADMITTED HAIRSHIF
Chris Crawford says that
computer games industry
creatively dead. His déy?!pn
conference, preceding CG
explored the future of inte
entertainment (not games :

PAUL SCHUYTEMA

The schmoozing, while frowned upon
by some in the industry as some sort of
incestual fertility dance, served the pur-
pose that the CGDC ilsell once served. 1t

was he lime for evervone Lo interact and

(rawfond (onference

hris Crawford, the founder of the Computer
(Game Developer's Conference, has a problem
with its huge growth and success. When the
CGDC first came into being, it was held in
Crawford’s living room—an informal jam session of ideas
and predictions. Over the past few years, the CGDC has
become a large and successful conference, drawing in
developers from all aspects of the game industry. For him,
the deep level of interaction has become too diluted by the
masses of attendees. This year, he decided to do some-
thing about it, so he created his own one-day conference.
“The predicating assumption behind this conference," said
Crawford in the program, “is my belief the conventional
computer games and video games have reached a creative
dead end, yet there remains so much potential to interac-
tive entertainment.”
Hand-picking the 43 attendees, Crawford foot the bill for
everything, asking only a few things from the attendees.
Each of us attending had to submit a workshop idea.

Crawford then picked 24 ideas for
the one-hour workshops. You didn't
know if you were running a work-
shop until you actually arrived.

The day's topic was the “future of
interactive entertainment” and the
lively discussions ranged all over
the spectrum. One workshop wres-
tled with the weighty subject of try-
ing to quantify the moment of
epiphany so often found in other art
and so rarely found in computer
games. Crawford explored the con-
tinuum between depiction (showing
something on the screen as realisti-
cally as possible) and representation
(providing visual information
through more abstract graphics,
such as in comic books). This
workshop was the most heated of
the day, ofien erupting into declara-
tions of wildly opposing viewpoints.
Essentially, the group fell into two
schools: those who preferred snazz-
ier, more realistic graphics with less
interaction and those who were will-

ing to have less "superrealism” in the graphics but much
mare interaction.

| suspect that the "high content” of the Crawford
Conference was a litlle [oftier than those early days in
Crawford’s living room—not because we have all grown
smarter, but because we have all logged many years in the
game industry, and we now have the wisdom of hindsight.
Also, it certainly helps that technological limitations are
falling away like dead skin, allowing for more pragmatic
musings and explorations.
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Loss around ideas — it dido’Cmatter who
you warked for or how long you'd been in
the industry —veterans and newbies alike
gathered to unwind and share tales and

aneudotes and yes, even trade seerets.

PROGRAMMER FOR HIRE, ANYBODY?

While community and dedication to
computer games was the comerstone of
this vears CGDC, another facel was
equally important: the job search
CGDC is the place for an up-and-com-
ing game developer to find the first job, or
for a hol-shot progrmmer 1o knd in the
company with the largest colfers. In the
long line to get into the opening recep-
tion, a gangly man stood, like a ticket
scalper ata Grateful Dead show, with a
hastily serawled sign in blue magic mark-
er: “wanted, hot programimer,
SI00KAear.”

Ajob fair was the lirst stop for those
with resume in hand, Dozens of compa-
nics, from Accolade to\ irgin Interactive,
all hung out their shingles and free pens
and gawked at the parade of wannabe
programimers, artists and producers,
While the joly fair was the most visible of
meal markets, most of e action lell
between the eracks, with wandering head
hunters, company exees and hundreds of
“job opening” fliers plastered everywhere,
I spent not more than 15 seconds perusing
the job bulletin board before | was accost-
ed by two head-hunting search agencies,
cach desiring to help me find my niche,
When | tumed to show them my CGW
badge, they faltered for a moment, but

contintied their pitches.

TECHNOLOGY OF TOMORROW

Inaddition to the job fair, a siall
“expo-like” show was set up for the devel-
opers lo peruse the latest development
technology. The lion’s share of the booths
were dedicated to “things 3-D." Many
booths displayed their 3-D development
warres, suelas MARTIN HATCH'S spline-
based 3-1D modeling and animation pro-
gran. Aulodesk, makers of the ubiguitous
3D Srumo showed off 30 Max, their
Windows N'T upgrace of the defacto 3-D
game standard.

On the other side of the development

process, many hardware companics like
Creative Labs, Intel and others, displayed
the latest in 3-D aceeleration lechnology.
None of the chips that | saw were pol-
ished 1o perfection, but the time is soon
when 3-D aceelerators will be as essential
as Sound Blaster compatible cards.
(Watch for our first major feature on 3-D
graphic accelerators in next month’s

isste, — el.)

While some developers haven't yet
jumped on the 3-D bandwagon, many are
closely watching the field, trving to pre-
dictwhich, if any. will leap to the fore and
hecome the de facto standard.

Apple Compulter was also there in
foree, heralding the launch of *Game
Sprockels,” its new game ll.'chnuln,r_;_\
SDK (software development kit), featur-
ing 3-1 sound, 3-D acceleration and
speech recognition. It remains to be seen
if this is too little, too late for the
Macintosh gaming community. On an
expo Noor crowded with e ||1||:, the |ui'gL‘

Apple bootliwas often barren,

ABRASH TALKS QUAKE

Perhaps the most erowded session was
Michael Abrash’s techmical talk on how
the QUAKE: graphics engine works.
Abrash, along with id legend John
Carmack, have worked over the past vear
creating the most visibly stunning 3-1
cnvironment on the PC,

Abrash deseribed the many dead-ends
hie and Carmiack encountered as they
cobbled together the technigues that
allow QUAKE 1o be both beautiful and fast.
He saiel that they wanted the Quak:
engine to achieve the same level ol a
technological leap as DOOM was over
Worrnstem 3D, To do that, they had to
struggle with the most abstract image pro-
cessing problems, finally arriving at a
hybrid engine which does the job,

In the most fitting reflection of the spir-
it of the conference, Abrash ended his talk
with the simple idea: “We're just tryving to
make the world alittle better. How much
better wounld vou have been if John and |
patented these ideas instead of me com-
ing up here and telling vou how we did
i7" The erowd responded with a long

thundler of applanse.%
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Visit our NEW Online Catalog! www.cdmag.com/chips.html
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Fax 802-767-3382 Int’l 802-767-3033
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'STRIFE' is a fast paced 3D action game with a
riveling RPG storyline, Here medieval and high
technologies combine to form a world where war-
fare and oppression are a way of life.

‘THRUSTMAS-
TERF-16 FLCS' A
versalile stick with
virtually unlimiled
programmability. It
looks and feels like
it was ripped oul
of the jel. The ulli-
mate edge for any
flight sim. Offers a
grip modeled after
the F-16 Fighting
Falcon, four 8-way
hat swilches & a
dual stage Irig-
ger. 5108

CD s42
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88 Crysial Caliburn

‘WITCHAVEN 2'
Maore pawer,
excitment and
gruesome, bloody
encounters with
vile creatures and
vicious warriors. A
greally enhanced
“Build" engine will
take you deeper
into this 1st per-
son adventure
with non stop
aclion and
aggressive game-
play. CDs3s

‘CRYSTAL CAL-
IBURN'" A truly
great pinball game
is more than great
graphics and spec-
tacular sounds,
more than the lat-
est ancade leatures
like 30 ramps and
three multi-ball
play, more than
fast ball movement
and precise flipper
conirol, il's one that
keeps you coming
back for more, $27

BUY ANY 2 E.A. SPORT TITLES LISTED, AND GET
1 FREE! WITH MAIL IN COUPON. NHL 96, NBA Live
96, PGA TOUR Golf 96, Spanish Bay Course Disk,
FIFA Soccer 96 & Triple Play 97! Call for details.

‘AH-64D LONG-
BOW' combines
recent history with
a near fulure sce-
nario to create a
hard core heli-
copter simulation
with an unlimited
number of encoun-
lers. Two CD’s,
action video and 4
different mission
sels will pump
adrenaling into any
diehard pilot's
blood, CDs51

IBM HARDWARE IBM ACTION IBM ADVENTURE IBM ADVENTURE

AUDIO HARDWARE
Ad Gravis Ultra/Doom $168
Audiophile Ret 30 A 5189
Audiophile SW20A 5139
Jazz J-351 Speakers  §43
Jazz J-511 Speakers 5§58
Jazz J-818 Speakers $129
Lablec CS-1400 Spkrs 399
Lablec C5-150 Spkrs  $14

Labtec CS-600 524
Lablec CS-700 534
PC Symphony 329

Pro Audio Spectrm Plus$89
5815250 Srnd Sound$179
S5 C-1500 Srrnd Snd $269
Sound Blaster 16 Val  $95
Sound Blaster 32 IDE $152
Sound Glxy BX2 wSpkr 529
Sound Glxy NX2 wSpkr $49
Snd Glxy NXPRO 16 $139
Snd Glxy NXPRO MM $49
SScape 16 Bit Wutbla §149
SndDrive 16 EZISA 5109
SoundDrive 16 SCSI §139
Vivid 3D Sound 539
Yamha SBS 300 Spkrs $88
CD ROM HARDWARE
Diamond Ullra 8Xi CD $509
Plextor 4 Plex 4x CD  $279
Snd Blstr 3%i Omni CD 578
Sound Blaster CD 16 5299
TEAC Sup Quad CD  §220
CONTROLLERS
American Laser Gun  $43
Batter Up: Virtual Bsball$52
CH F-16 Combaltstick S58
CH F-16 Fighterstick $96
CH F-16 Flighistick  $36
CH Flight Stick S28
CH Flight Stick Pro S48
CH Mach 3 Joyslick 325

CONTROLLERS
CH Paedals 546
CH Pro Pedals $74
CH Pro Throttle 598
CH Throtlle s62

CH Virtual Pilot Pro  $69
Dolphin Vidual Holm  $138
Gravis Anlg Pro Dscent $36
Gravis Eliminatr Geard $19
Gravis Firebird S58
Gravis GriP Controler S84
Gravis PC Game Pad  $19
Gravis Phoenix Descnt §83
Joystick Extension Cble 39
Joystick Y-Cable %9
Joyswitch 38
Logitech WingMan 526
Logitach WingMn Extr $45
Maxx Cobra Flightstick 319
Maxx Control Yoke 44
Microsoft Natural Kybrd $91
Micrasolt Sidewindr 3D 529
MS Sidewindr 3D Pro $56
Spaceball Avengar $99
Suncom F15 Eagle 5118
Suncom F15 Hawk $39
Suncom F15 Raptor 350
Suncom F15 Talon $75
Thrustmaster

Driving System T2 $108
Fi6 TGS s108
FCS Pro 599
FLC System F16 5108
FLCS Limited Ed 5489

FCS Mark 2 wFit Dindr $52
Pro Play Golf Systom $569
Rudder Contrl Systm 598
WCS Mark 2 s88
Wizard Pinball Systm 332
XL Action Controller ~ $24
XLC Joyslick Bundle 544

VIDEO HARDWARE
Diamond Edge:

3d 2120 XL sa72
3d 2200 XL $329
3d 3240 XL 3428
3d 3400 XL $508
Diamaond Ulira 8Xi CD $509
Game View $99
Game Zapper 47
GamoWave:

32 Plus 1SA 5139
32 Pro ISA 5199
32 Pro+SCSI ISA $239
32 Sludio ISA S319

Reel Magic Vid Uparde $99
Steallh

64 1 MB D-Ram PCI $199
64 2 MB D Ram VLB 5201
B84 2 MB D-Ram PCI 5201
64 2 MB V-RAM VLB $299

IBM ACTION

Amok CD 546
Chaos Overlords W95  $29
Crusader: No Remors 548
Crusader.Mo Regrt CD $52
CyberMage $44
Dark Forces CD ROM 845
Die Hard Trilogy CD ~ $46
Doom 2 WIN 95 CD 45
Duke Nukem 3D CD 548
Fade 1o Black CD $29
Final Doom CD 346
Fortress Dr Radiaki CD $15
Horatic: Serpent Riders 837

Hexan COD 549
Hexen: Dealh Kings 825
HyperBlade CD $45
Magic Carpet 2 £2n

Masler Levels Doom 2 $25

L I Y J

Mayhem CD $46
Powerslave W35 CD 8542
Rise of Tnad Extreme 527
Ruins CD 544
Shadow Warrior CD 348
Space Hulk 2 540
Star Trek Gen W95 CD §41
Slrife CD 342
Sublerrane WIN 95 CD $29
System Shock CD S15
Terminator: Futre Shck $44
Terra Nova $42
The Montilicator W95~ §44
Ullimate Doom W85 837

Virtua Cop CD 42
Warhammer 40K 839
Witchaven 2 CD S35
Witchaven CD s25
X8 CD 537
IBM ADVENTURE
10th Planet CD 544

7ih Guest 2: 11th Hour 843
7th Guest CD ROM §29

Abuse CD 537
Alien Odyssay CD 334
Alien Trilogy CD $46
Alions CD 843
Alone in the Dark sz

Alone in the Dark GO §28
Alone in the Dark 2 CD $40
Alone in the Dark 3 CD $44
Atripolis 2097 CD $44
Azrael's Tear CD $39
Babylon 5§ WIN 85 CD 828
Bad Day Midway CO  $40
Bad Mojo WIN 95 CD S48
Beavis & Butthead  $33
BioHazard Five CD 847
Black Diamond CD 344

-

P,

Bloodwings
BrainDead 13 CD
Bum Cycle CD
Calin 2095 CD

524
538
$34
847

Chewy Esc from F5 CD $44

Chronicles ot Sword
Chronomaster CD
Circle of Blood CD
Congo CD
Conspiracy CD
Creation CD
Creature Shock CD
Curse ol Dragor CD

Cybena 2: Resurrecin

Cyberia CD
Daedalus Encounter

Daedals Encountr W95

Dark Eye CD
Darkseed 2 CD

sa8
519
Sa4
$39
s24
$52
$25
41
5468
$37
$29
$29
839
545

Day of the Tentacle CD $14
Death Trap Dungeon  $42
Druid: Daemons Mind  $39

Dune CD
Ecslatica CD

Elk Moon Murder W95

Entombed CD
Entomarph
Extractors CD
Fighting Fantasy CD
Flashback CD

Frankenstein WIN CD

Full Throttle CD
G-Nome CD
Gabriel Knight 2
Gabriel Knight
Gadget CD
Hand of Fate CD
HardJack CD
Harvester CD

Heart ol Darkness GD

Hell CD

$29
335
s27
829
535
534
540
535
832
$45
543
§55
519
$45
525
S48
$46
356
545

Hellraiser CD 552
Homicide CD 340
No Mouth & Must Scrm $45
In the First Degree CD  $46
Indestructibles CD S44
Indy Jones Daskip Adv 18
Jewel of the Oracle CD $39
Johnny Bazookatone  $34
Journoyman Project 2 846

Jumanji CD S42
Karma Curse 12 Caves $40
King's Quest 7 825

Kingdom O' Magic CD 39
Knights Chase CD 542
Kronolog: Nazi Paradx S16
Lawnmower Man 2 S44
Legend of Kyrandia 3 825
Legend of Kyrandia CD $25
Legends of Don Huang $44
Leisure Suil Larry 6 CD 844

Lighthouse CD S44
Lion CD 542
Lost Eden CD §39

Lost Files Shrik Hims 2 544
Lost Mind Dr Brain CD 536
Martian Chronicles CD 540

FREE
SHIPPING

Place an order for an

out of stock software
Item and receive
FREE overnight ship-
ping when the prod-
uct becomes avail-
ahle. Handling $2 per
shipment.

Pl sl



POB 234 DEPT 10697 ROCHESTER, VT 05767

INT’L 802-767-3033 FAX 802-767-3382
Orders/Questions: chisales@sover.net

Customer Service: chiserv@sover.net
Hardwaro orders may require additional shipping charges. Visa, MC and Discover accepted,

CHIPS &BITSmc.

OVERHIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, AP0, FPO $4 per order. Worldwide alrmail 56 per item. Handling $2 per shipment.

I'.‘henkshal“nuh Money Orders under $200 same as cash. COD $8. Defectives replaced with sams product. Most {lems shipped same day. Shipping limes may vary.

‘DESTINY' puts
players in charge,
controlling the
development of

Players determine
the fate of the uni-

allows players to
walk among sub-
jects in a 3-D
world.  CD $46

came a new brand
of  corruption,

‘WORLD CIRCUIT RACING: GRAND PRIX 2' Fend off
challengers at Monaco or blast down the siraightaway at
Monzal Real tracks, real teams, real cars, real spon-

sors all in breathtaking, lifelike graphics.

CD 541

this bleak, frozen
wasteland and put

'THE LAST
BLITZKRIEG' will
put you in the
heat of Hitler's

mankind, from the last chance at vic-
Slone Age 1o the tory in the West.
Space Age. Delailed battles,

new land combat
system, opera-

varse, but unlike tional artificial
any god game ever intelligence, six
daveloped, Destiny scenarios, replay

feature for reliving
battles network
and  modem
playl  CDS$41

‘CHAOS OVER- '‘AD&D DEATH- ‘DUKE NUKEM
LORDS’ Alll gov- KEEP' An evil 3D'Ass stompin’
ernments  have necromancer has aliens have
merged under ona escaped from his ice landed, and the
corporation and prison and is wreak- humans sud-
world peace has ing havoc on the denly find them-
been achieved. But surmounding lands. selves atop the
along with thal You must joumey o endangered

species list. The
odds are a mil-

Former cimelords an end to his regn of lion to one, but
and nefarious cor- lerror. 25 ominous Duke Nukem
porate heads are dungeons, 27 mon- knows whal's
seeking to destroy sters and dozens of gol o be
the tranquility. mind boggfing puz- done. Kick
WINSS CDS29 dos. WINGS CD S39 alien butt! CD $48

IBM ADVENTURE IBM ARCADE

Max Naughty Dog CD  $49
Mission 8 CD S44

Space Quest 8 CD S45
Spycraft: Great Game $47

Cannon Fodder CD
Chaos Engine CD 31a

IBM ARCADE IBM ROLEPLAYING IBM SIMULATION

Pinball Classics CD 831
Pinball Fntsies Dix CDS29

Cyberjudas
Dark Queen of Krynn

837
s19

1943: Europn Air War 849
A-10 Tank Killer 1| CD $48

Mission Code: Millenm 534 Star Trek: 25th Anniv =~ §24 Clayfighter 2 CD $35 Pinball lllusions CD  §29 Dark Sun 2: Wake Rvg $18 A.T.F.CD Was S48
Mission Critical CD £39 STrek: Judge Rites Ed 838 Corpse Killer CD 535 Pinball Mania WIN CD 29 Dark Sun: Shattrd Lnds 310 AH 64D Lngbow W35 S48
Mummy CD 542 STrek: Star Fleet Acad 546 Creepers $19 Pinball World CD $35 Death Keep WIN 95 539 Absolute Zero CD 542
Myst CD 348 Star Trek: Voyager CD $48 Crime Patrol CD $19 Pitfall WIN 95 CD 543 Diablo CD 546 Aces Over Europe D §25
Necrodrome W95 CD $45 Synnergist CD 40 Crystal Caliburn WIN ~ $27 Prize Fighter CD 847 Dungeon Hack s18 Aces of lhe Pacitic CD  $25
Might Trap CD 528 Terror of the Deep CD 536 Crystal Skulls CD 540 Pro Pinball: Web CD 528 Dungeon Master 2 CD 538 Across the Rhine CD $45
Noctropolis CD 527 The Dame Was Load 534 Dco 544 Psycho Pinball CD $25 Elder Scrolls2CD  $49 Air Combat Pac 1942 $16
Normality CD S48 The Dig CD 247 Daggers Rage WIN 85 529 RayMan CD 843 Eye of the Behalder 3 815 ACS Navy Fightr Gold S48
Odyssey CD S44 The QOrion Conspiracy $36 Double Swilch CO 544 Rebel Assaull CD 525 Hunters of Ralk CD ~ $48 ACS US Navy Fighters $47
Offensive CD $39 The Trial CD S44 Dragons Lair 2 $39 Rebel Assault Il CD - 847 Knights Xentar: PG13  §34 AGS Navy Exp Disk CD$25
Pandora Directive CD §54 Thrashold W85 CD $34 Earthworm Jim 1&2 CD 334 Revolution X CD $44 Lands of Lore 525 Air Havoc Controller 324
Panic In the Park WCD $35 Time Commando CD  $45 Earthworm Jim W95 $44 Rise 2: Resurrecin CD  §39 Lands of Lore 2 549 Alr Warrior 2 CD ROM 540
Phamtasmagoria CD  $53 Time Lapse S44 EndorFun WIN 85 CD  $25 Road Rash WIN 95 CD $40 Lords of Midnight CD 843 Air Warrior SVGA 324
Police Quest 5: SWAT $50 Tommy WIN CD $34 Eurit CD $35 Royal Flush Pinball CD $22 Menzoberranzan CD  $19 Airpower CD $35
Power DollsCD 530 Treasure Quest CD 546 Exo Squad CD W95 528 Space Runner CD S42 Might & Magic 4 519 Alien Alliance CD 548
Prince of Persia Collect $19 Under a Killing Moon  §19 Expect No Mercy W95 §48 Slriker CD 346 Might & Magic 5 18 Apache CD 344

Prisoner of lce CD 242

Urban Decay CD $39

Exireme Pinball CD  $29

Super Street Fighter 2 $36

Might & Magic Trilogy $19

Archimedean Dynasty $44

Promised Land CD $41 Virtuoso CD £39 FX Fighter CD $44 Supreme Warrior CD  $44 Pool of Radiance $19 Armored Fist CD ROM 528
Psychic Detoctive GO $44 Voyeur 2 CD 842 Fasl Draw Showdown §37 Tetris Gold CD 525 Ravenlofl 2: Sine Prphl 348 Assault Rigs CD 838
Redjack's Revenge CD $46 Voyeur CD $46 Full Tilt Pinball W95 $24 Thexder 2WIN 25 CD  $40 Ravenloft S41 Battlecrulser 3000 CD S45
Relentless: Twnsn Adv $18 Waterworld CD 8§22 Gear Heads CD 837 Thunderstrike CD 544 Realms of Arkania3 S48 Big Red Racing W35 835
Relurn lo Zork $35 Welcome to Future CD $44 Gobliiins 3 316 Time Pockets CD 346 Riftwar Legacy CD §23 Black Kright FA-18 CD 346
Rex Nebulr Cos Gen  $16 Watlands CD $19 Hammer Slammers CD $46 Toh Shin Den CD 544 Secret Silver Blades ~ $19 Combat Air Patrol CD 25
Riddle ol Mastor Lu CD 835 Woll: Hunt Be Hunted  S14 Hive CD WIN 95 §35 Tr-Tryst WIN S5 CD 524 Shadow Caster CD 315 Commnd Aces of Deep 347
Riftwar Legacy 523 Woodrull & Schnibble  $32 Hodj & Pod| CD $25 Vector Man CO $39 Star Trall CD 536 Confirmed Kill CD $42
Ripper CD $50 XenoPhage CD 546 Hyper 3D Pinball CD 534 Virlua Fighter CD 539 Slar Trek Deep Space 9341 Cyber Race 58
Rivers of Dawn CD 50 Zeddas: Servant Sheol $39 Lobo CD $34 WWF Arcade CD $45 STrek TNG:Finl Unity 546 Cyberbykes CD §3
Robot Club CD 29 Zoram; Ultimate Alicn  $34 Lode Runner Network  §40 Worms CD 834 Star Trek THNG Clict Ed 874 Cyclemania CD ROM 834
Sam Max Hil Road CD §16 Zork: Nemesis CD  $53 Looney Lbyrinth Pnbl $28 Zoop $26 Stonekeep CD ROM 8§50 D-Day: Operatn Ovrird 525
Sato City CD 540 Mario's Gama Gallery §25 Terracide S42 Dawn Patrol 2 542
Scruting CD 837 Maximum Surge CD  $35 Thunderscape CD S44 Dawn Patrol CD 319
Sea Legends CD 536 Mega Man X CD S44 Ultima 7 SeriesCD  $15 Daytona USA CD $40
Sentient CD 838 30 Ullra Pinball CD  $40 Metal & Lace: NR13 827 ADD Three Worlds CD 526 Ultima 8: Pagan CD  S$18 Death Race CD $34
Shadoan CD $38 Arcade America CD  $25 Metal&Lace NR18 Upgd $5 Anvil of Dawn CD 524 Ultima Trilogy 2 19 Delta V CD 525
Sham Shpade CD §35 BC Racor CD 525 Mnty Pythn Wste Time 836 Arena: Eldr Scroll Dix 547 Ultima Undrwld 152 CD$15 Demon Driver CD 539
Shannara CD ROM 342 Batman Forever CD 536 Mortal Kombat2CD  $28 Belrayal al Antara CD 548 Ultima Underworld 2~ 518 Descent 2.0 S48
Shivers CD 837 Baitle Beast: Dead On  $44 Morial Kombat 3 W5 546 Champions of Krynn 519 Ultimate Fantasy CD  $19 Descent Anniv Bndl 526
Simon the Sorcerer CD $33 Blades of Rage CD $34 MatoX CD §35 Cobra Mission s28 Wizrdry Gld W95 CD 835 Destruclion Drby CD 40
Simon Sorcerer 2 CD 534 Bug' CD §39 Panzer Dragoon CD  §39 Curse of Azure Bonds  $15 World of Xeen CD 24 EarthSiege 2: Skyforc 548
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Call NOW to Order! Source 10697

800-699-4263

IBEM SIMULATION

Evasive Action $19
F-16 Fighting Falcon  $44
FA 18 Homel CD S54
Falcon 3.0 $16
Falcon 3.0 CD $24
Falcon Gold CD 52
Fast Attack CD $d4

Flghtr Duel 2 W95 CD §39
Fighter Duel Pro CD 534
Fighter Wing CD $32
Fighting Falcon 369
Flight Unlimited CD 540
Flight Unlimited W95 548
Fury Cubed WIN 95 839
Great Naval Batlles 5 544
GMB Scenario Builder 59
Grey Wall WIN CD s19
Gunship 2000 CD 14
Hi-Octane CD $29
Hind Helicopter CD 546
Indy Car Racing 2 W95 548
Indy Car Racing2.0  $48
Indy Car Racing Cmptn 525
Interactive Sailing CD  $45

Jet Fighter 3 CD s47
Jet Ski Rage CD $39
Manic Karts CD §29

Max Overkill Bundle  $40
Mex Overkill MultiPlayr $48
Mech Commander CD $40
MechWarrior 2 Exp Pck $26
MechWarr 2: 8 Ply Pck $15
MechWarrior 2 W85 344
MechWarr 273151 Cent $46
MetalTech: Batlledrme 321
MetalTech: EanthSiege 547
Microsolt Flight Sim 5.1 853
MS Fight Sim Flgl Shp S42
Mig Alley CD $46
Nascar Racing CO 547
Mascar Race Track Pck 524

A AAR FLUEDE R BITE B

‘A-10 2:SILENT
THUNDER"'
Swoop down like
Silent Thunder in
the mast indestruc-
lible close attack
plane ever buill, the
A-10 Thunderbolt
11, I this sequel to
the highly success-
ful A-10 Tank Killer,
you'll dive into 3
lasl paced cam-
paigns with 24
action packed mis-
sions! CDs48

‘ADVANCED
TACTICAL
FIGHTERS'
Speed and agili-
ty will dominate
the next era of
air combal. B-2's
will roam invisi-
bly behind
enemy lines and
F-22 Rapiers will
engage in super-
cruising capabili-
ties to ambush
unsuspecting
bogies. CD S48

Need For Speed Gold 548
MNet Racer CD S44
Phoenix Fighter CD 5489
Precision Approach 512

Privateer CD $15
Rally CD 538
Red Baron 2 CD $49
Red Baron A10 Tnk Kill $22
Red Ghost CD 338
Renegade 2: Jacob Sir $26
Renegade CD 812
Retribution CD 319
SU-27 Flanker W95 39
Sail ‘a5 CD 343
Sail Simulator 540

Salling Sim 3 East Cst $29
Sailing Simulator 3 52
Sea Woll CD $15
Seal Team CD $15
Sensory Overload CD 842
Shock Wave Assit W95 $44
Silencer WIN9S CD  $44
Silent Hunter CD 346
Silent Service 2 516
Silent Steel CD 345
Slipstream 5000 CD  $35
Space Academy CD - 847
Star Rangers CD $22
Starfighter 3000 D §42
Strike Commander CD $15
Stunt Driver CD $14
Sub Battle Simulator ~ §12
Sub War 2050 Plus CD 514
Super Tank Commandr $40

SuperKarts CD 524
TFX EF2000 CD 545
Tank CD s14

Tank Commndr Netwrk 546
Task Force Admirl Pck $29
Terminal Velocity CD - $34
The Darkening CD 554

ASTAT WAR
i

iAo AR 1

The Need for Spead
Tie Fighter Colleclrs Sri?
Top Gun: Fire ALWill 44

Tower CD 244
Trophy Bass CD 348
U-Boat 2 WIN 336
Ultrabots CD §15
Urban Runner W95 $33
Virtual Kans CD sS4
Werewol! V Comanche S48
Whiplash CD 546

Wing Commandr 1 DIx $19
Wing Commandr 2 Dix 15
Wing Commandr 3 $33
Wing Commandr4  $54
Wings ol Glory CD 318

Wipe Out CD $40
Wolf Pack CD 815
World Circuit CD 525

World Circuil GP2 Mgr $41
World Circuit Racing 2 $41
Wonld Circuil Trok Allk 342
X-Car Exp Racing CD 544
X-Wing 823
X-Wing Collector's CD $24
X-Wing MD 2 B-Wing 18
Yeager Air Combat CD $15

IBM SPORTS

3-Decathlon CD 842
30 Table Sports CD 526
APBA Baseball 3 537

Aaron Vs. Rulh W85 544
All Star Baseball W95 $33
Avalanche Inleractive 19
Bralt Hull Hockey 95 §14

City Golf CD $39
College Slam Basketbll 544
Deocathlon CD S48

ESPN Sports Shorls S9

‘DIABLO' As a young boy, you retum to your village
to find it razed and your family dead. Exploration of
the countryside reveals thal a similar fate has befallen
all tha neighbaring towns, except for one.

IBM SIMULATION IBM SIMULATION IBM STRATEGY

‘THE COMPLETE
CARRIERS AT
WAR' provides a
total picture of car-
rier combat no
other simulation
has matched for
both excitement
and historical
accuracy. It con-
tains C.AW. 1
C.AW. 2, the
Construction Kit,
the war scenarios
as well as new
scenarios, CD $42

CD $46

EuroGoll CD S44
FIFA Intern'l Soccer '96 $40
Falrways to Heaven  $29
Frank Thomas Bball ~ $44
Frnt Pge Spris Bball 96 $48
Front Page Fball Pro 96548
Goll's Grealest 18 CD 525

Gone Fishin' CD 525
Hardball 3 Collection  $36
Hardball 5 CD 340

Hooves of Thunder $35
Jordan In Flight CD 13

Links LS CD 549
Links Pro 386 CD s19
Links Pro 386 Goll 516

Links Crse Dsk 1-15 ea 519
Live Action Football CD $12
ML Personal Pro Goll  $19
Madden Football 97 540
NBA Jam TE CD Sa4
NBA Live 86 CD 40
NCAA Champion Bball $44
NFL Qrierback Club 96 $45
NFL SuperBowl CD 539
NHL Hockey 96 CD  $44
MHL Power Play CD 544
Old Time Baseball 548
PBA Bowling CD s3z2
PGA Tour Goll 96 CD 538
PGA Tour Golf Add-Cn §19
Pro Goll CD s42
Skins Game at B Horn  §37
Tery Brdshw Fnly Fhall 28
TNN Bass Trnmnt '96  $48
Tee Time CD §19
Title Fight Pro Boxing  $38
T LRAussa Bball 2 V2.0 $39
T LaRussa Bball 3°'96 533
T LaRussa B ball 3 CD 533
Triple Ply 97 W85 CD 343
Unness Roughnss 96 $42

Circle Reader Service #6R

www.cdmag.com

You'll find the latest and greatest gaming Info on the weh at
Computer Games Online. Brought to you by the knowledge-
able folks at Computer Games Strategy Plus and Interactive
Entertalnment, each day features a NEW article covering all
categories from Sims to Sports. Link up to Computer Games
Onling today, you'll be glad you did!

‘EARTHSIEGE
2! Cybrid
HERC's crealed
by man turned
on their creators
and initiated a 20
year guerrilla
battle for control
of the earth & its
distant colonies.
Mow they have
assembled in mas-
sive  numbers
preparing for a final
assault on earth,
WINS5 CD 548

1830 $34
GWIN3.1CD $46
Adv Civilization CD $39
Afterlite CD 547
Alexander WIN 95 3.1 $39
Allagiance CD 334
Ancienl Empires W85 544
Ares CD $a2
Ascondancy CD 44
Battle Bugs 537
Batle Isle 2200 CD $19
Ballles of Desliny s12
Blood & Magic CD 546
C.ED.CD 843
Caesar2CD 547
Caesar CD §15
Capitalism CD 842
Celtic Tales 534

Citizens: Backwir Afir  $42
Civilization Niwrk WIN 847
Civilization WIN CD 524
Civilization 2 W95 CD $42
ClockWerx WIN CD 824
Colonization CD $19
Commnd & Congur 2 852
Command & Conguer $47
Cmmnd&Cngr M Dsk  §22
Comnd & Congr W95 348
Commnd & Conqr CD $48
Cmplle Carriers War 842
Conquerd Kingdm2  $38
Conquer A.D. 1086 CD S44
Conguest New World $46
Corporate Colonies CD $35
Critic Choice Sirat Clicl 825
Deadlock CD 544
Destiny CD 846
Dune 2; Buildng Dynsty $28
Dungeon Keeper W95 S48
Empire 2 WIN 95 S34
Empira 2: At WarCD 529

GAME OFFER

Spend the specified amount
on any In stock software and
choose a free IBM game from
the corresponding list below.,
Request must be made at
time of order,

SPEND S60
Baltles of Destiny 3.5, ESPN
Sports Shorts CD, Precision
Approach 3.5, Alrborne
Ranger 5.25, Gunshlp 5.25,
F15 Strike Eagle 2 3.5,
Silent Service 2 3.5, Ruoles
of Engagoment 5.285,
Conguered Kingdoms Scen.
Disk 3.5, Origamo 3.5,
Bridge Dlympiad 3.5

SPEND $100
Allied Forces 3.5, Flight Sim
Taolkit 3.5, Return of the
Phantom 3.5, Line in the Sand
5.25, MacArthurs War 3.5,
Shadow Sorceror 3,5, Storm
Across  Ewrope  5.25,
Spellcasting 101 5.25,
Rallroad Tyooon 3.§

SPEND $160

Air Combat Paciiic 1842 3.5,
Alone in the Dark 3.5, Blood
Bowl CD, Elements 3.5,
Simon the Sorceror 3.5, Star
Trek Judgment Rites 3.5,
Uitlma Underworld 2 3.5,
Warlords 2 3.5

SPEND $200
Casino Gambier Kit 3.5, Falcon
3.0 3.5, Harpoon Classic CO or
Win, Harpoon 2 3.5, Jutland
€0, Under a Killing Moon CD,
Links Pro 388 CD, Maxx Cobra
Flight Stick, Universal
Heverlock

Cowosar



CHIPS &BITS inc.

Visit our NEW Online Catalog! www.cdmag.com/chips.html

oPIGRAFT

THE GHEAT GarMi

ACRVTion

‘SPYCRAFT’
The Cold War is
over. In ils
wake, lhe New
World  Order
takes precarious
shape. As CIA
operative, code
name: Thorn,
you're senl to
“the farm™ to
acquire the skills
lo infiltrate a
newly formed
web ol spies.
WIN 95 CD $47

‘THRUSTMASTER WIZZARD PINBALL CON-
TROLLER' Two dual stage fipper buttons with nudge &
tilt sensors attach to your keyboard for the uttimate in pin-
ball action! Comes w/Royal Flush Pinball game! 532

‘THRUSTMAS-
TER F-16 TQS'
You've got one
of the bes! fight
sims on the mar-
ket and the soft-
ware is more
sophisticated
than the best the
military had just
a few years ago,
but you're still

using your keyboard to fly it? With the “TQS" you'l be fiying
that bird from an F-16 Cockpi! User configurable, thumb
trackball, fore and aft throttle movernent, dogfight switch

and throltie tension adjustment wheel,

5108

‘RENEGADE 2:
RETURN TO
JACOB'S STAR'
Sends you back to
this troubled star
systemtoface anal
new and even more
mysterious TOG
threatl More than
just spectacular
graphics, cnemaltics
and sound effects,
youll fiy 60 new mes-
sions and face an al
new Legali class
TOGship. CDS26

800-699-4263

POB 234 Dept 10697 Rochester, VT 05767
Fax 802-767-3382 Int’| 802-767-3033

Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.nel

Source
10697

'‘CONQUEST OF
THE NEW
WORLD' 500

years ago, Eu-
ope’s conquering
heroes set out lo
pursue the dream
of a New World.
Designed lor play-
ers of all skill levels
with limilless
replayability this is
ruly a strategy
game where you
control the fale of a
nation.  CD$46

‘COMMAND
AND CON-
QUER' In a real
time world where
avery move
could trigger a
fast and violent
countermove,
you must choose
whather to fight
for a secure
future for all
mankind or a
dictatorship
run by a brutal
few. CD S22

IBM STRATEGY IBM WAR GAMES IBM WAR GAMES HINT BOOKS

Empire Builder CD $39
Empire Dix Mslr Ed CD 822
Escalation CD §29
Exploration CD 40
Fantasy Gnrl W85 CD 543
Flight Commandr 2 CD $39

Front Lines CD £39
Gender Wars CD 2416
Genghis Khan 2 534

Grandest Fleet CD 829
Hro Might&Magic W95534
Heroes Might & Magic  $34
High Seas Trader CD 825
History of the World ~ $40
Incrdible Machine 2 CD §39
Jagged Alliance CD 825
Jaggd Allnce Ddly Gms 539
Jutland CD $19
Kingmaker 534
Lemmings 3D CD 40
Lemmings Chmcls CD §35
Lost Admiral 2 CD $39
Machiavelli The Prince $19
Master of Magic CD  $40
Master of Orion 2 CD $42
Master of Orion CD 825
Millenia: Alterd Destny  $31
Mission Force W95 GO 548

Mavy Strike CD 41
New Horizons CD 534
QrionBurger CD §39
Qutpost 2 CD $49

Outpost WIN 85 CD S48
Pax Impria 2 CD W95 $46
Parfect General s21
Pirates Gold WINCD 319
Power House WIN CD §26
Qin: Tomb Mid Kingdm $33
Rallroad Tycoon CD - $14
Relurn Fire WIN 95 CD 539
namance 3 Kingdm 4 $34

I ]

Settlers 2 CD
Shadow of Emperor
Sim City 2000 Clicin
Sim City 2000 W95
Sim Town CD
Simlsle CD

SimTower WIN CD
Space Bucks WIN CD
Space Marines CD
Spaceward Ho! 4 Wab
Star Control 3 CD
Star Legions

Star Reach CD

Star Trader CD
Syndicate Plus CD
Syndicate Wars W95
The Complete UMS
The Rogarian Agenda
Theme Park CD

This Means War WIN
Tiny Troops CD

Total Mayhem CD

Transpit Tycoon Dix
Vikings CD

Visions of Glory WIN
Warcratt CD

Wreralt 2 Add-On CD
Warcralt 2 Shware CD
Warcraft 2 CD
Warhammer WA5 CD
Warlords

Warlords 2

Warlords 2 DIx CD
Warlords 2 Scen Editor
Warlords 3 CD

Wood Ship & Iron Mn
Worlds ol War CD
X-Com; Terror Deep
X-Com: Apocolypse
X-Com: UFQ Dinse
2cD

535
852
851
533
$35
531
544
544
324
S47
10
536
545
815
548
544
539
519
§24
344
$42
542
$37
539
529
529
510
546
43

S6
£19
541
524
342
539
S48
$39
§42
s24
S48

Avatar: Principl Conllict 538
Avery Cardoza Casino 524
Avery Cardoza Poker  §24
Bridge Dix 2 W95 CD  §32
Chessmaster 4000 534
Chessmaster 5000 $35
Connections CD 539
Dragon Dice WINCD  $44
Incrdible Machine 3 CD $36
Klik & Play WIN CD 534
Lodoss War 4 CD $18
Magic the Gathring 341
Monopoly CD 540
Qrigamo §19
Pinball Arcade CD 28
Pool Champion CD $33
Shanghal WIN 95 CD  §23
Solitaire Dix 85 CD $25
Tang Chi WIN 85 CD 525
USCF Chess CD 540
Universal Meverlock  $19
Virtual Chess CD 534
Virual Pool CD 540
Virtual Snocker CD $35
Wheel of Fortune CD - 831
You Don't Know Jack  $30

IBM WAR GAMES

Aegis: Guardian Fleet  §19
Afrika Korps CD $42
Aide da Camp 45
Allled General W85 CD $43
American Civil War CD §45
Banzai 38
Battle Tank Kursk §29
Batlle of Leyte Gull 524
Battleground Ardenns  $35
Batleground Gelysbrg §42
Batleground Waterloo $42
Battleground Shiloh  §42

Batlles in Time CD 235
Carriers at War 2 $39
CincPac: Midway £29
Civil War: 1861-64 CD 338
Close Combt W95 CD $39
Conflict: Korea S15
Custer Last Command 332
D-Day: America Invde $39
D-Day: Begining of End $15
Delend the Alamo 519
Drumbeat WIN CD 542
Fields of Glory CD 314

Fifth Eskadra $29
Fifth Fleet CD $39
Gary Grigsby Pac War §19
Gene Wars CD 544

Harpoon 2 Dix CD $39
Harpoon Classic WIN - 818
High Command $19
Iron Gross 2 GD $39
Last Blitzkrieg CD 541
Operation Crusader 539
Qver the Reich CD $39
RFTO2CD $34
Panthers in Shadows 842
Panzer General 2CD  $42
Panzer General CD $39
Panzerblitz CD 342
Perfect General 2CD 536
Prict Gen 2 Sen/Cmgn 830
Point of Attack 524
Road Sumir Appmitx 2 529
Robert E Lee CD S44
Stalingrad GO 539
Stalingrad Campaign 329
Star General W95 CD S44
Sleel Panthr 2 W35 CD
S44

Steel Panthers CD 8§39
TACOPS WIN 3.1 $44
The Civil War CD S42

Cirele Roarlor Qorvien S80

The Pure Wargame CD 529
Third Reich CD $39
Tigers on the Prowl 542
Tigers Prowl Cmpgn 1 $23
Tigers Prowl Mp Buildr $23
USS Ticonderoga W95 $33
V Victory Markt Garden $12
V Victory Velikye Luki  $12
V for Viclory Bundle 824
War College CD 3
Wargame Constn Set 2 $39
Wargame Constn Set 3 539

HINT BOOKS

7h Guest 2 516
ATF. 518
AHB4-D Longbow $18
Aces of the Deap 516

Across tha Rhine 516
Advent Willie Beamish ~ $6

Aircombat Pacific 518
Al-Qadim: Genie Curse 512
Alien Leqgacy 516
Aliens 316

Alone in the Dark 1 & 2 $16
Along in the Dark 3 S16

Alone in the Dark S8
Anvil of Dawn 514
Ascendancy 316
Ascendancy 2 516
Blood & Magic 316
Caesar 2 518
Civilization 2 516

Command & Conquer 316
Conquest New World 516

Cyberia 2 316
Descent 2.0 318
Diablo 516
Duke Nukem 30 Book $13
Dungeon Keeper 518

EarthSiege 2 $18
Elder Scrolls 2 Daggriall$13
Fantasy General 816
Gabrnel Knight 2 S16

Heart of Darkness $16
Heroes Might & Magic  $16

Jat Fighter 3 16
King's Quest 7 $16
Might&Magic Cmpndm S18
Normality 516
Pandora Directive $16
Quake S$16
Red Baron 2 $18
Star Contral 3 S16
Stonekeep 516
Syndicate Wars $18
Terma Nova £16
The Darkening S18
Ulima 8: Pagan 516
Warcrall 2 $16

Warlords 2 Deluxe 516
Wing Commander 4 S18
Zork Nemesis 513

IBM BUNDLES

Aces Collect'n CD S48
Acas over Europe, Aces
over Pacific, Red Baron,
Tank Klller, A-10 Tnk Killer
Attack Stack CD s20
Jmoy Proj Turb, Novastrm,
Doom, Chaos Cont, Spctre
VR, Lamming Chran, Sirt
Fighter 2, Crystal Caliburn
ID Anthology CD $64
Masterpiece Collction 528
Power Hits:Btiletech CD319
Btech 142, MechWarrior
Take Ten CD s19
Ultima Trilogy 2 519
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IPPER is a1
post-ma-
em detec-
tive story,
selin the
year 2040,
wherca
mysterious
killer is
S { cullinga
bloody swath through the population of
New York City: Three victims have been
claimed by the beginning of the adven-
ture, with more to come,
As Jake Quinlan, ace
reporter for a great metro-
politan tabloid, you follow
up the clues, uncover the
evidence, and face the
Ripper in eyberspace lor
the final showdown. This
is not quite so casy as it
souncls, While the sus-
pects are identified early
on, the evidenee ug:iins!
them is so finely balanced
that it won't be until Act
11 that you can deter-
mine the guilly person. Even then, you
have lo consider everything carefully to
make the right choice at the final
moment,

The game’s format is a combination of

31 view and movies. The 3-D is used for

The Riprer Slices Into The 215 Century

SCORPIA ¢

walking around within different loca-
tions=the newsroom, hospital, police sta-
tion, ete.~while the movies represent the
conversations Jake has with various peo-
ple, using live actors.

During the conversations, a still shot is
onscreen, with a list of topics at the bot-
tom. Clicking on one starts the movie
rolling. Depending on the situation, the
conversation may be an extended one,
with Jake asking additional questions on

his own. I someone has no information at

the time, he or she simply makes a non-

Rk aboul the i,
K 11 Magnotla has aiv (it 3

POLICE LINE-DO NOT CROSS Christopher Walken Is
excellent as the sleazy, profane Deleclive Magnotta. As
you elicit information from him, don't push this cop too

far-he has a mean streak.

committal remark when you try lo talk 1o
them.

Actions generally are performed with a
mousc-controlled cursor in the form ol a
knife. The blade twirling in place means

there are no actions o be taken in that

 ADVENTURE/RPG

-

spot. A pointing blade indicates a dirce- “ For all
tion to move, while the magnifying glass is its flaws,
Take 2's
RiPPER is one
of the better
adventures
I've played

in a while. ’ ’

used to see a close-up of some item. The
skullis the conversation starter, and the
simall hand comes up when an item can
be manipulated in some fashion.

On some occasions, a small icon
appears, indicating an object that may be
scanned by Quinlan’s tiny portable com-
puter=the WAC, While there are some
physical abjects to be picked up and car-
ried, many items are documentary, and
copied into the WAC database. Most of
them are permanent through the game,
and can be reviewed at any time. The
WAC also houses Quinlan’s personal
diary, which vou may use to enter notes
on what you've learned. In addition, cer-
fain information will be placed in the
diary for you automatically when you

(Runequest). The adventure will
feature over 25 space missions,
with ship animation at over 30
frames/second under Win 95.
Our mole in the Federation High
Council passed on that Patrick
Stewart, William Shatner, and
Malcolm MacDowell are in the
pracess of doing voice-overs for
Spectrum HoloByte's upcoming
S7aR TREK: GEnERATIONS, that evi-

Star Fleet Academy from Interplay
will feature equipment representa-
tive of starships between the fifth
and sixth Trek films. It will also
feature new ship designs by Jim
Martin, creator of Deep Space

| dently will follow closely in the
|
|
Nine’s Cardassian look. The story |
|
I

galactic footsteps of the film on
which the game is based.
Interplay continues to mine rich
role-playing veins with their
upcoming GURPS: Post NUCLEAR
game, based on the popular paper
RPG from Steve Jackson Games.
The design will be turn-based,
with a third-person isometric view
of the various characters.

CRYSTAL BALL ¢

is being done by veteran paper
RPG designers Dan Greenberg,
Scott Bennie (STar TRex 25™
Anniversary) and Steve Perrin

JUME 19490 CcG 4



L You're an intelligent,

You're a crazy, disturbed individunal

well-adjusted,

- who wowld rather play

interesting, fun- Iovmg

childish games against real people

- game-playing adult

than nse yowr time produnctively.

who loves making

Youn're sick. You know i4.

new friends.

And you're just like ns.

Introducing

Wanna Playe™

THE FIRST ON-LINE CLUB WHERE YOU CAN PLAY FAST-ACTION,
MULTIPLAYER PC GAMES OVER THE INTERNET.

For a free Mplayer Games (D, v151t

www.mplayer.com
(secret password compete)

Tel: 888-mplayer E-mail: info@mplayer
Mpath Interactive 10455-A Bandley Drive, Cupe rt 0, CA 95014

. ©1996 Mpath, Mpath, Mplayer and Wanna Play are trademarks of Mpath Interactive, . ... . i




learn it, mainly passwords into “cyber-
space” locations.

In this era, most people have personal
work areas in cyberspace called Wells.
Being private, they tend to have pass-
words on them, and [CE to keep out the

unauthorized who get by the passwords.

WEB RUNNER WELL If you lack the proper password,

the defending ICE can be intimidating.

ICE comes in two flavors, hostile and
puzzling. Hostile ICL has to be destroved
in combat. You control a set of crosshairs,
shooting with the left mouse button and
protecting yourself (raising a shicld) with
the right mouse button, A set of indicators
on the right side of the sereen keeps track
of your damage, the ICLs damagg, shickl
power, and “weapon” power. lortunately,
sinee this is all virtual, you don't die if you
lose; you just get kicked out of the Well.
"Then, of course, you have to go back in
and try again,

Puzzling ICI is just that: a puzzle you
have to solve to get into the Well. It can
take any form, from a sliding block puzzle
to translating hicroglyphics. In this case,
there is no penalty for a wrong answer;
you can keep working on a puzzle until
vou have the solution, or decide o leave
and retumn o it later.

Cyberspace itself is circular, and move-
ment is mostly automatic. Upon “decking
in” you can choose to go left or right.
After that, you just keep moving along,
bypassing Wells for which you don't have
the password. Moving between locations
in the real world is fast and simple. You
bring up the world map, which displays all
the places you can travel to at that time,
and click on the place you want to visit,
Some areas, such as the newsroom and
the hospital, are always available. Others
open only after vou've learned about

them, either from reading about them

somewhere, or fiom conversations with
people in the game.

Rirpeiallows for a good deal of cus-
tomization, both for combat and puzzle
difficulty:. In addition, you can change the
video settings, including tint and bright-
ness, size of screen, ete., thereby giving
vou a display that looks best
on your particular system,
Scparate controls for sound
let you adjust the volume of
nuisic and voice Lo your sal-
isfaction.

WHODUNIT?

Much of RIPPERS interest
comes not only from track-
ing down the criminal, but
by watching the story
unfold and the interplay among three of
the main suspects. The murders aren't
random: there are connections between
the victims, and between the victims and
the suspects.

Christopher Walken, in the wole of

Delective Magnolta, sleals

the show. He is the very arche-
type of the brutal, dirty cop,
who has no qualms about beat-
ing suspects, or suppressing,
destroying, or forging evidence to
get a conviction, His very aspect is
menacing, and his appearance in a
scene immediately moves the ten-
sion up several notches, even before
anything happens.

Creditable perfonmances are also
given by Karen Allen as the noted
Cybersurgeon, Clare Burton (what
secrels is that cool, professional
exterior hiding?) and David Patrick
Kelly, as Joey Falconetti, ace decker
and obsessed with the original Jack
the Ripper. Joey even has an exten-
sive knile collection.

"Take 2 has managed an interest-
ing synthesis of both game and
movie genres that actually works
well. Once you get started, you find
yourself wanting to get on with it to

SCORPIA

Price: $69.95

System Requirements:
IBM compatible 486-50
or better, 8 MB RAM,
10 MB hard drive
space. VESA compati-
ble graphics, 2x CD-
ROM, mouse; supports
Sound Blaster, Gravis
Ultrasound and Media
Vision sound cards.
Protection: None (CD
must be in drive)
Designer: John
Antinori, F.J. Lennaon,
Dennis Johnson, et al
Lead Programmer:
Greg Brown

Publisher: Take 2
Interactive

New York, NY

(412) 539-6407
Reader Service #: 330
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BECOME THE WORLD’S GREATEST DE

_.'/-l\_

4 The only authorized

i
A
A multi-layered gaming gxperience with more animation than a v oL EY interactive murder
,! Y

feature film! Staté:t}i‘:the-art 3D graphics combined with rich '

: mystery based on
1940's-style cel animation! An intuitive interface with functional "‘1.~ '_: ; Raymond Chandler’s
map, radio, telephone, and a dynamic casebook. \ ? wﬁ% '_ . legendary detective.

To order, call 1 '800'910'0099 visit your local software dealer or mail coupon
and check or money order for $§39.95 and $4.95 shipping / handling plus applicable

> sales tax to:
Telephone:

Visn/MastarCard/Amox poct #: Expires Simon & Schuster Interactive

Windows —__ x 53985 + 4855 0+ sales tox c/o Starpak

e PO. Box 1230 _
1006 Simah B Schuster Intemctive, o duision of Siman [ Schustes, o Greele / CO 80631 h ttp: [/ www, byro ﬂprﬁlss-cp'm
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walch the story play out. Just when you
think it has to be the nearly-psychotic
Magnotta, you come across something
that makes you wonder il maybe it's
Burton after all. But then what about Joey

and his Ripper obsession?

NICKS IN THE BLADE

Of course, no game is perfect, and
Rirper has its shave of faults. At the start of
play, one person is chosen for the Ripper.
When that game concludes, the software
is supposed to remember who it was, and
pick another person if you start a new
game from scratch, Sometimes, it docsn'l
remember this, and you won't know until
you get to Act I, and play through all or
most of it.

Issentially, il everything is looking and
sonnding exactly the same as the first time
Urough, very likely the bug las struck.
Happily, Take 2 hasa patch for this prob-
lem, You can find it online, or call Take 2
and ask for it.

While you can try for all the Rippers,
the game’s replayability is actually not that
greal. Acts 1&! 1 are always exactly the
same in all the seenarios. You have the
same conversations, solve the same puz-
zles, visit the same locations. Even Act 11
isn't all that different; the changes per
Ripper, while signilicant, tend to be mini-
mal. It best to put this one aside after fin-
ishing, and retum to it sometime later, if
you want a new culprit.

"Ihe puzzles vary from the obscure to
the obvious. "The password (obtained in
Act 1) to decrypt Catherine’s journal, for
instance, is buricd inavery unlikely spot,
which has, al best, only a minimal con-
nection to her (asking her is nolan option;
she’s an almost-vietim and spends the
game ina coma). Lmention this one
heeause reacing the jonrnal is the only
way o open up certain things in Act 11
You can easily become lrustrated there
when nothing new is happening or avail-
able, I this case, the password should
have had a more visible relation to her.

Mystery fans may not be happy with
the motivation for the Ripper. In only one
case is there really a sufficient motive: in
the other three, its rather glossed over.

The emphasis is definitely on the “who”

rather than the “why,” and some loose
ends do nol gel wrapped up at the finish,

Strangely, the game world seemed
amazingly empty. Walk into any real hos-
pital, any police station, any newsroom,
and you'll see people, regardless of the
time of day, especially in New York. Not
here, though. Aside from the story charac-
ters, there's just no one around. "This
empliness did nothing for a sense of reali-
ty, or being in a big city:

"The worst part, though, is the interior
movement system, which is cumbersome
and tedious. You can never go anywhere
dircetly; you always have to make infer-
mediate steps. Just getting across the hos-
pital lab to the ICU unit requires six
moves (not to mention all the others just
to get o the lab). That's far too much. It
woutld have heen better had they handled
this from the world map, which shows
what rooms are available in each location.
You should have been able to click on the
individual room and go right there,

instead of being foreed to take the “scenic

SCORPIA

SPATTERED EVIDENCE Fortunately, despile the subject
matter, there’s little gore in the game, other than the two
murder siles.

route” all the time.

For all that, RiPPER is an interesling
game to play, and one of the better adven-
tures I've played inawhile, Take 2 as
managed to get this to work as an adven-
tue, a movie, and i myslery, which is Say-
ing a lot. Inspite of the Maws, and if vou
canstand the strong language (particular-
v of the “f” and “s” variety), you may well
find this one worth ]1|;t}'i|:g;."-b
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Welcome to the Battle You'll tackle a
of the Century. Gearheads: variety of different

A fast-paced, wacked-out, environments, each with increas-
wind-up toybox full of fun. ing levels of difficulty, You'd
Say hello to Disasteroid, better have a strategy and
Zaphot, Deadhead, think fast. 'Cause the one who
Kangaruffian and company. ends up with the most toys wins.

» You'll pick a team for Gearheads. For grownups
speed, power and who still like to fight over toys.

¥ maneuverability. Then For Windows and Mac CD-ROM.
launch them against

arn opponent or
your computer.

a furious war of wind-up toys

&  PHILIPS

To order call : 1-800-883-3767. Visit our Web Site at http://www.philif di fmedial ©1996 Philips Media, Inc,
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hiis is something of a momen-
tous accasion—the SOt Mail
column (Eek! It can't e that
many, can it?). That’s a lot of
columns and a lot of
mail-and a lot of ycars, but
let’s not count those (wink).
Loven after all this time, 1 still
enjoy helping out gamers
where [ can. [ getakick ont of
hearing that someone was able to com-
plete a game thanks to a hint I gave, But
let’s not get maudlin here (1 have a reputa-
tion to maintain, after all!). Besides, the
mail sacks are waiting..

Anvir, OF Dawn: Most of the puzzles
aren't too tough, but many adventurers
tend to have trouble in the Barrier,
Specifically, they're having a hard time get-
ting out the other door, This requires sev-
eral steps. The first one is geling to the
floor plates in the extreme four comers of
the level, All of those have to be weighed
down. Then there are some switches that

have to be pulled, including along the exit

ReachScorplaat:

PAOL (new!): Scorpia’s Lair (key-
word: Scorpia).

PDelphi: GameSIG (Groups and
Clubs menu).

PGEnie; Games RoundTable (type:
Scorpia)

Minternet: scorpia@aol.com

PU.S. Mail (with a self-addressed,
stamped envelope if you live in the
us)

Scorpia, PO Box 338,

Gracie Station,

New York, NY 10028

corridor. After you've done all that, you'll
be able to go on to bigger and better dun-
geons.

Dark Seen 1: One of the tricky situa-
tions in this game is determining who is [k
and who is Uk. "This is easy lo do, once you
have all the necessary information. You
need fo speak Lo them first o start off.
“Then you have a little chat with the officer
in the jail near the Hall of Justice, and fol-
low that up with a conversation with the
guard outside the house, That will give you
everything vou need to know to tell the
twins apart correctly.

Discwortn: Rincewind's adventure
continues o give gamers fits (well, itis one
of the harder games around these days).
One seetion causing premature gray is gel-
ting the broomstick back from
Windlepoons in Act 1, For this, you need
something slinky, something stiffening,
and a fertile imagination. Put them all
together, and you'll be able to muke the
switch,

Eve Or'Tie Benotoer 1 Aftera
long hiatus, this one appears to be popular
again (must have something Lo do with
those shovelware multipacks, Heh). There
are several tricky instances in the game,
and one of them is the place with the sign
that reads “You must leave iany things
behind.” Well, “many” doesn't mean “all,”
and you don't need Lo put something on
every lloor plale, just on some of them,
Think of it as marking the spat.

Gasriet, KNicirr 2: The end game in
the basement can scem harder than it
actually is if you don't realize that Cabe
can shut the doors down there, Just trving
to chase the werewoll around won't wark:
lie'H get away every lime. You must close
off access to all the bolt holes before you
ga after him. Then, you have to work ont

SCORPIA'S MAIL » SCORPIA
s A

The Queen Of Crustaceans Comes To The Rescue For The 50th Time

the one right path to foree him into the

rlirll.'I(.'l' oo,

I Have No Mouni: Teds scenario isin't
loo difficult, except perhaps for discover-
ing the location of the mirror. The devils
hint s a trifle on the obscure side, and he
isn't referring o the evil chapel (which

would seem the
likely spot). In this
case, you'll proba-
bly want to catch
up on your read-
ing; theres some
hot stuff to check
oul.

PrisoNer Or
1cE: Some folks
have found the
office sale tobe a
bit difficult to open
up. They have half
the combination,
but the other part
cludes them, That
hallis not casy lo
find, and vou could
use the brute force
methad (rying all
the numbers on
the dials) as a last
tesort. Butits
much casier o just
gel the second sel
of numbers, You'll
want to cheek out

the reading material
in Mclaglen’s room

very carefully, and
very slowly,

Until next time,

happy adventuring! %

JUNE 1396
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THE ORIGINAL SCORPION'S MAIL Scorpion's
first Mail column appeared in the March, 1988
issue of CGW (#45). It had hints for Bevoup
ZoRK, Baro's TaLe |, Ulnima IV, MigHT & Magic,
as well as other games even more obscure.
Hints historians can find her first column online
at www.zd.com/gaming. The old arachnid’s
aged rather well, wouldn't you say?
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Price: 554.95
Minimum
Requirements: 486-66
or betier processor
(Pentium recommend-
ed), Windows 3.1 or
Windows 95, 8 MB
RAM, 20 MB hard drive
space, SVGA graphics,
2x CD-ROM, mouse;
supports most major
sound cards.
Designer. Pulse
Entertainment
Publisher: Acclaim
Entertainment

Glen Cove, NY

(800) 264-0325
Reader Service #: 331

REVIEW * BAD MOJO

* Twilight of the

GCockroach

Biap MoJo Evokes Kafka So Well It'll Tum Your Stomach

by Arinn Dembo

I never forget the first sentence of
The Meiamorphosis. Its one of the
best opening lines in Western lit:
“When Gregor Samsa woke up
one moming from unsettling
dreams, he found himsell
changed in his bed into a mon-
strous venmin,” | don't think
there’s ever heen a less apologetic
beginning lor a weird story; I've
always loved it Of course I never
dreamed that the effect ranz Kalka
achieved in The Metamomphosis—trans-
forming the human reader into a cock-
roach—could be successhully translated
into any other medium than the printed
page. After all, no movie could really con-
vey the same misture of fascination, dis-
may, disgust, and vertigo; itisn't casy lo
eaplure the bugs-eye perspective. But is il
impossible? Luckily, Pulse Entertainment
shows that the modem computer game is
asuperior medium Lo filin, insome
respeels. Their latest game, Bab Mojo,

takes the same premise that Kafka started

PORCELAIN DREAMS Crossing the sink brings you closer fo
eventual transformation, but don’t slfip on the soap, or you'll
be "out on the tiles” in more ways than one.

CcG JUNE 1336

A REAL HEAD SLAPPER It doesn't get much more up close and personal than this-if
you can't handle roaches, don't check into Bap MoJo's virtual motel.

willy, and takes itone step further, What if
CGregor Samsa had awakened as a mon-
strous vermin, and then decided to do
something abont it?

Alascinating thing about Bap Mojois
the overhead view of
yvoursell as the cock-
roach scurrving aboul
as vou move using Ihe
four arrow kevs. The
animation of the seul-
ting roacliis renurk-
able. lts movements
ane extremely life-like,
especially when it
seuffles and struggles
twougl a barrier, or
whenits legs are
caught in something
sticky: You aren't the
only bug around;
there are plenty ol

other animated roaches scuttling around
the screen to keep vou company. They
don'tinteract with vou, but provide an
excellent atmosphere. Passing their bro-

ken bodies scattered all over the building

gives areal sense of foreboding as you
navigate tough pest strips and wach
motels.

“The main strength ol this game is the
environment. The visuals are by far the
game’s most eve-catching feature; land-
scapes of spine-tingling horror and star-
tling heauty pop up often. Unlike Gregor
Samsa, the player is not really a “mon-
strous vermin”; you're just a good-sized
roach. Accordingly, the world around vou
is huge and filled with wonderfully
unpleasant things, which yvou see in
lechnicolor and in frightening detail. You
miay crawl over the ghastly carcass of a ral
broken ina trap, or traipse over a sleeping
man’s face. The lookout from the top of a
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REVIEW * BAD MOJO

wrinal is like a seenic view into the Grand

Canyon, IUreally is amazing,

KAFKA THIS

Ban Mojo centers around exploration
and discovery, rather than action. There
are puzzles, of conrse, but most of them
aren't lethal. Some puzzles test vour sur-
vival skills like navigating around a roach
molel or killing a spider. Other puzzles are
barricr problems; how do you get from the
paper lowel dispenser to the floor, when
wel paint covers the walls? The rest just
advance the plot and move vou through
vour quest of finding a way fo clange
vourself back into a human heing, Since
vou have no hands, you can't manipulate
objects in the nsual way, but as a cock-
roach equipped with human intelligence,
vouaren't exactly helpless. Its amazing
how many puzzles can be solved by push-
ing objects with vour head.

Bul there’s more to this game than
greal graphics and puzzles. I1s also a story
about discovery and enlightenment. As
our hero seurries from room Lo room, he
quile practically gels a new perspective of
himsell, of his environment and of the

THE RAZOR'S EDGE If it looks like a trap, smells like a trap.. well, use
your head and assume that nothing is dead-or you might be.

irascible old Tandlord that hie has always
found so casy to hate.

When vou erawl into an old rattan suit-
case tnder the landlord's bed, vou find
poignant evidence of the man he must
onee have been. A photograph of the bat-

CG JUNE 1936

tleship he served
aboard in World War
1, a Purple Heart, a
picture of three smil-
ing voung sailors with
their arms around
each other’s shoulders
lay inside. On top of it
all is a death certifi-
cate, dated 1955, for
his wife who died in
childbirth. The lonely
cot he sleeps in, the
uneaten IV=dinner,
the picture of a dark-
eved bride which
hangs on the painted
cinder block wall are
all images that speak volumes about this
man’s loneliness and despair,

I thought that this was a beautiful
moment and a truly inspired direction to
tuke the premise of The Metamorphosis.
Crawling throngh the filth and dark, our
hero is gaining insight by being led from
one vista of human feeling to another. His
guide in this journey is a female entity
who speaks to him through fellow roach-
es, rats, shugs, silverfish and other
pests. She also appears when you
touch her symbal, a kind of flaming
eve sometimes found pressed into
the concrete, x!.-unpm:l ona coin, or
traced in condensation on a window
pane. The enyplic visions and elnes in
verse she gives are important hints for
the game and the identity of the spirit
guide, (Is she the ghost of Angelina
Battito? Our hero's mother?) is one of
the more interestii 1% questions of the
game.

GOT MY M0JO WORKIN'
Allinall, Bap Mojo is just the
thing for gamers who traly lnnger for
something unique and totally off the
beaten track. If anyone does crave a
comparison, oddly enough, I'd say that
Ban Mojo resembles Myst: Despite the
difference in sensibilities, both games
involve puzzles and exploration against
stunning visual backdrops. In fact, the
backdrops, or more specifically, the sheer

S0 MUCH MATTRESS STUFFING All that green avails you little
in your present state-a good example of how the game works
on more than one level, without cramming morals down your
thorax.

number of them represent the only game-
play snag that sometimes distracted me.
Since vou are a roach traveling in human-
sized rooms, there are a lol of sereens

where there is nothing to do exeept cross

them. Luckily, most of these backdrops
are interesting enough to keep tedium
from setting in too quickly.

Bab Mojo also gets a nod for its excel-
lent technical performance and top-notch
presentation. The game ran from
Windows 95 on my 486x60 without a
hiteh and its music and sound were
unustially good. I'had no problem with
slow-downs, crashes, lock-ups or any ol
the other goofiness that is conmmon in
today's multimedia. In short, 1 recom-
mend it highly, especially for those of us
who aren't easily spooked by a little exis-
tential nausea.

PAPPEAL: Much wider than you'd
expect: even Franz Kafka might have
enjoyed this original and clever game.

PPROS: Stunning visuals, interesting
theme, good animation and music and
cute puzzles.

PCOMS: The incredible detail of the
roach’s world is not recommended for
those with weaker =
stomachs. Original
as the concept is,
really experienced
gamers will still
probably find the
game too easy.
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Price: 549.95

System Requirements:
IBM compatible 386-33
or better, 4 MB RAM, 5
MB hard drive space,
SVGA graphics, 2x CD-
ROM, mouse; supports
AdLib Sound Blaster,
Gravis and Roland
sound cards,
Protection: None (CD
must be in drive)
Designer: Inlergalactic
Development, Inc
Publisher: Gametek,
Inc.

MNorth Miami Beach, FL
(305) 935-3995
Reader Service f: 332

REVIEVW ¢ JACK THE RIPPER

 Reason & Rage

JAck THE RiIPPer's Gentury-Old Tale Still Serves Up A Saucy Mystery

by Arinn Dembo

|1i|L’L'lM|]1:_'|, |858:
putling together
that name and date
still gives us a shiv-
et This poor sub-
wh of London, in
the vear 1888, was
the epitome of
everything that

could go wrong in
an industrial ity and a modem age; if
there has ever been a blacker hogs wallow
of filth, addiction, prostitution and pover-
ty, I haven't heard of it."The life blood of
the city was cheap ging in allevs full of
garbage and running sewage, women sold
their bodies for the price of a drink. The
streets were lined with vermin-infested
dormitories for the poor, work-houses for
men and shabby eribs for women still
voung enough to cam the price of a oom,
Violenee was so common that the ery of
“Rape!” or “Murder!” wouldi't lift an eye-
brow-the residents of Whitechapel were
so wretched, that death no longer con-
cemed them. Butin the antumn of 1888,
they rediscovered the value of human lite.
From the moming of August 3lst to the
night of November 9th, the borough was
a humting ground for the most famous ser-
ial murderer of all time: Jack the Ripper.

ELEMENTARY, MY DEAR WATSON
Jack e Rierinis an old-fashioned
murder mystery, in which you are cast as
an unknown amateur investigator, work-

ing vour way through the Whitechapel
and Spitalfields horonghs of London dur-
ing the Ripper’s reign of teror, interview-
ing suspecls, scarching locations and
gathering information. When a witness is
interviewed or an object discovered, a text
window appears on the sereen. 'The goal
of your interrogations and searches is lo
colleet “premises™blocks of text contain-
ing important facts and hints=from the

[+{] JUNE 1996

LIGHT & SHADOW The stark graphic look is eerily appropriate, making you wonder
where in foggy Victorian London the Ripper might strike next.

written (_{l_'.‘;['liplil“an ola person oran
object. Once a premise has been discov-
ered, it is entered into a notebook. ‘The
key activity of the game is opening this
notebook and trving to form two of [hese
premises into a conclusion—a third
premise that follows from the first two.
Ultimately, you should have enough infor-
malion to put mg{r[hrr two premises,
applying pure logic, and come up with the
most important conclusion of all-the
identity of the Ripper.

Success in the game is measured in
points: vou receive 83 for every clue found
by scarching a location; 75 for every
premise copied into the notebook; and
225 [or each conclusion; with a bonus of
several thousand points, depending on
difficulty level and how quickly you solve
the mystery, for discovering the identity of
the Ripper. Time is the most important
factor in the game. You have a total ol 17
hours to work cach day, and your investi-
gation ocenrs only on the days when the
Ripper has struck, giving vou a lotal of 68
hours to uncover the Ripper's identity. If

vou haven't put two and two together by

miduight on Novemiber 9th, you will be
Jack the Ripper final victim.

The interface is very friendly and intu-
itive, as well as amazingly fast to use: its
mouse-driven, with multiple menus and
windows of information, including the
sereen shot nf’}nnr current location,
sketches of suspects, witnesses, and physi-
cal evidence, and text windows. You can
use the Search Location command, to
search the entire area and uncover any
evidence in plain sight, or lefi-click and
drag open a box in a superimposed on
smaller area of the sereen, which can be
searched more quickly to expose hidden
objects. 1o interrogate a witness, vou
scleet the Interrogate command, then
click on the text of the interview, sentence
by sentence, to find any premises it niay
contain. Double-clicking on a premise
will enter it into your notebook, at which
time it can be givena label to make the
information casy o recover. Dmgging
premises from the notebook to the black-
board will determine whether any two
premises lead to a conclusion.

JACKTHE RIPPER is a simple, clegant,
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REVIEW ¢ JACK THE RIPPER

Aberling, Oswald Allen, Inspector Beck, Georgo Cross, Mra.
Giren mirskd, Dr. Llowsllyn, Patrick Mulshaw, PC
3 falter Purlis aro here. |

HULLO, WHAT'S THIS? As you enter each crime scene, you are pro-
vided with a list of suspects, along with witnesses, newspaper items,

police reporls, and various clues.

and intelligent game employing invesliga-
tion techniques reminiscent of Sherlock

Holnes—the use of pure reason and

decuctive logic to solve a crime. 'The play-

er's inventory conlains just the essential

facts, and there are no ridiculons quests or

conlrived puzzles o solve, Gameplay
moves fasl: any sit 1_gh: invesligation will

ustially be resolved within six or seven

hours of play, depending on the difficulty

level. (Setting the game al Intenmediale

Why are
to say. The 20th century has certainly seen higher
body counts; only five murders are officially attrib-
uted to Saucy Jack, whereas Ted Bundy once laid
claim to more than two hundred. Jack's mutilations
were spectacular in their precision, in the utter dis-
regard for the humanity of his victims; but in com-
parison to the butchery and amateur taxidermy of a
character like Edward Gein, let's face it-he was a bit
of a piker. Of course, the Ripper was never
caught...but neither was the Cleveland Torso
Murderer, despite the efforts of one of the greal
lawmen of the twenties, Elliot Ness.

If you analyze the pariiculars, there is very little in
the Whitechapel murders that hasn't been done big-
ger and better by some more modern monster. If
we are still interested in the Ripper, it comes down
to something that cannot be measured
objectively-that is, style! The Ripper created not just
a mess, but a mystery; at bottomn, there's always
the burning desire to know how it was done. Why
was there so little blood on the skin and clothing of
Polly Nichols? How did he perform the spectacular
double homicide of September 30th, killing two
women in two separate neighborhoods in less than
two hours? Were the police really baffled as to his
identity-or was it all a cover-up? And above all: who
was he? Jack THe Ripper may not give you the
definitive answers, but it's a gaming journey well
worth taking.

CG JUNE 1986

or Difficult will make your inves-
tigator’s virtual time pass more
quickly,)

‘There are five solutions lo the
game, with different evidence
planted to incriminate different
suspects. The replay value of the
game is limited by the number of
solutions, but the software yields
somewhere between 25 and 40
hours of play il you try lo solve
every seenario. And, as an added
bonus, Intergalactic

sive, and well-directed; 72 human beings
and 31 locations in Whitechapel and
Spitalfields have been reproduced for this
game, using photographs, line drawings,
blneprints and swom statements from
1888. 11 goes Lo show you thal a design
can always afford to be clever—and that
simplicity can be a strength rather than a
weakiess,

Not to say that there are no weaknesses
in the game—there are only a limited
number of conclusions that can be drawn
from the available premises, and | found it

WHERE T0, GUV? This close-up of the navigation screen shows some of the famous
locations accessible-by hansom cab, of course-as you lravel across a pleasant period
map of London.

Development, Inc., the develapers of this
little gemn, will send you a sixth solution on
a3.5" disk for just $5! [ foumel this gesture
quite refreshing, in an industry where
companies with far more resources are
squeezing the consumer for every bloody
dime.

STRENGTH IN SIMPLICITY

Jack e Rivpiiis a fine example of a
good gamie with limited resources. There
are no embarrassing voice actors or
painfully bad dialogue. "There are no prim-
itive animation sequences, no terrible live
action video clips, and no shiny, empty
SVGA sprites which cover an intellectial
vacuum.'There are no pointless depar-
tures into old arcade clones, no mazes, no
gambling, no Reversi puzzles.

Instead, the systen dermands of this
game are negligible, and its technieal per-
formance is absolutely flawless. While the
graphics are low-tech, the black-and-
white drawings and grainy old pho-
tographs are atmospheric and pleasing.
The wiiling is good, and the rescarch that
produced this title was thorongh, exten-

very hard to catch the Ripper if the game
went beyond the third day=but all the
basics have been nailed down, 1 was never
bored, or so frustrated that | didn’t want to
keep trying. Lven if 1 had to restart a sce-
nario, [ was always eager to continue and
win. Fssentially, this game is a modern
evolution of the old text adventures, low
budget but highly entertaining, If you'd
like to try a game that lests your wils
rather than your reflexes, you should give
this one a iv.%

Y APPEAL: Anyone who has ever
wanted to know the true identity of
Jack the Ripper will enjoy hunting
him down using Sherlock Holmes-type
methods.

PPROS: Smart, well-researched and
well-written title which provides an
immersive simulation of 1888
Whitechapel.

PCOMS: No explosions,
no shooting, no
puzzles, no inven-
tory-is this really
a computer game?
Fans of the latest
computer technol-
ogy may find this
dated.




D '

-

GROLIER INTERACTIVE INC.

Grolier Interactive Inc. Danbury, CT 06816
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Price: $63.95
Minimum
Requirements: 486-
66DX2 or better
(Pentium recommenc-
ed), 8 MB RAM, 1 MB
SVGA graphics, 2x CD-
ROM; supports Sound
Blaster compatible
sound cards.
Designer: Electronic
Dreams Inc.
Publisher; Mindscape
Novato, CA

(800) 234-3088
Reader Service #: 333

REVIEW ¢ ANGEL DEVOID

‘Adventure

Devoid

Mindscape’s Atternpt At Interactive Film Is Atmospheric, But Little Else

by Mark Clarkson

fyou're into visuals for their own
sake, you might enjoy
Mindscape’s ANGEL DEvOID:
Mask ot Enesy. This adven-
ture strives for a evber-future fecl a
la Ridley Scolt’s Blade Runner, bul
doesn't quite match up. The 3-D
maodeling and rendering are casily
the best parts of the game envi-
ronment. Unfortunately, other
than the visual style, there's little to like
about the game,

You play the part of a
hardened cop witl the
improbable name of
Jake Hard. After a criti-
cal accident during a
high-speed chase, you
awatken Lo find yoursell
mute, and vour face
reconstructed, without
your consent, lo resei-
ble that of notorious and
equally improbably
maned villain, Angel
Devoid. Now, a fugitive
from justice yoursell,
vou must clomp
through a poorly exceut-
ed story involving
Martian explosives, escaped evberdogs,
stolen computer chips and other sundry.

The acting in ANGEL DEVOID ranges
from fair to “Please don’timake me wateh
that scenc againl” And that’s a real prob-
lem, because vou'll probably have to
walch that scene again, And again. ANGEL
Divoid commits the unpardonable sin of
nol letting vou skip dialogue, descriptions,
scenery or anylhing clse, By the time you
dic and restore a dozen times, vou'll veam

to Fast forward through hadly acted mono-

cC JUNE 1996

logues that are often blurry, mumbled or
otherwise indecipherable above the repel-
itive background noises,

Asin 711 CUEST, your viewpoml
“walks” when vou move from place to
place. That would be all right, but you
can't disable it You can't fast forward
through it You can't skip it. And, by the
time you've walked slowwwly down the
same street lour limes, you certainly wish

you could,

‘TWAS A DARK AND EMPTY NIGHT Ancew Devoio strives for a cyber-
noir feel, but comes up short in all areas save atmosphere.

DIE, DIE, EVERYBODY DIE

You soon find out that Angel had a spe-
cial louch with the ladies. After wenty
minutes of play, Angel’s old lovers had
already poisoned me, shot me and blown
me up with a hand grenade. Inch for inch,
\nGEL Divoid offers more death traps
than DOOAL Take @ wrong tum and you
die. Stand still too long and yon die. Wail
to hear what someone has lo say and you
dic. Shoot at stray dogs and vou die.
Practically the only consequence of

wrong decisions is instant, violent death,
The only sound policy is to save as often,
shoot first and ask questions later.

At least you're not alone, You've got
vour trusty PDA: a mind-reading compul-
er personality who, in theory, is your avail-
able to offer hints and tips to otherwise
help you through the game. In praclice,
the PDA almost never says anything of
any use whatsoever, restricting her inpul
to such gems as, “1That was close,” and
“Maybe vou should change deodorants,”

The video plavhack seems
confined to a handlul of colors,
mostly gray and red, an artifact
that actually adds to the game’s
gritly laok and feel. However, it
gave me a headache after a hallf
hour or su of play, Worse, the
game flatly refused to run on
two of my three machines, and
the mare | played, the less |
liked it. But | didn’t play it for
lnng_ Despite coming on four
CDs, ANGEL DEVOID s surpris-
ingly short game: a weekend’s
work at most for any experi-
enced gamer. %

PAPPEAL: If you believe that cyber-
future worlds exist solely as different
settings for shooting people, go
ahead, but we wamned you.

PPROS: A full-motion, atmospheric
environment, with realistic buildings,
vehicles and trash.

PCOMS: Horrible
acting, a confused
plot, tortuously
repelitive back-
ground noises,
and lots and lots
of interface annoy-
ances.
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To take advantage of all the
benefits of Windows 95, all you need are
the games designed for Windows 95.

$10 off each Windows 95 game you get
so why stop at oney

NAME:
ADDRESS: _

CITY, STATE, ZIP:
DAY PHOME:

CHECK BOX OF PRODUCT PURCHASED:
PSYGNOSIS 0O WARHAWK™ 0O TWISTED METAL™
TRIMARK INTERACTIVE O THE HIVE™
REALITY BYTES 0 Havoc™

ACTIVISION
0 EARTHWORM JIM™ 0 PITFALL 0 SHANGHAI GREAT MOMENTS
0 MECHWARRIOR® 2 1 ACTIVISION'S COMMODORE 64-15 PACK
0 ACTIVISION'S ATARI 2600 ACTION PACK 1
0 ACTIVISION'S ATARI 2600 ACTION PACK 2
0 ACTIVISION'S ATARI 2600 ACTION PACK 3

TOTAL REBATE:
# OF PRODUCTS X §10 PER PRODUCT = §

TO GET YOUR REBATE YOU NEED TO SEND THIS COUPON AND:

1. THE ORIGINAL SALES RECEIPT FROM EACH PRODUCT PURCHASED.
2. THE ORIGINAL UPC CODE/BAR CODE FROM EACH PRODUCT PURCHASED.

TO:
GAMES FOR WINDOWS® 95 REBATE
P.O. BOX 4523 RIDGELY, MARYLAND 21684

Rebate available anly on praducts listed above. No rebates will be autharized over the phone. The rebate
is valid for purchases starting March 1, 1994 and good through July 31,1994, The caupon must ba received
by August 14,1996, Offer is good in the United States and Canada. © 1996 Microsaft Caporatian. All rights
resarved. Trad ks and regist d trademarks are the property of their respective owners. A267




The gaming platform
of the future.
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© 1996 Microsolt Corperaticn. All rights reserved. Microsoft and Windows are registered trademarks and DirectX, the Windows Start logo, and Where do you want to go today? are trademarks of Microsoft Corporation.
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What You Say Could

qomsining rlef PERSOMN 3-D SHOOT Em  vatinG storviine—essential *I‘cl THE GAMEPLAY,

(¢UP Action witH RIVETING ROLE PLAYING YOV wiLL BE THRUST intfo a UJORLD WHERE YOU
ELEWMENTS, STRIFE BECONES..'T-"HE'. FiRstT GAmE  must FiGHT TO crusH THE Order. utiLizinG YOUR
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the story
integral to

the gameplay.

—TPeter Olafson,
Computer Gaming World,
May 1906

Check it out at http://www.ve c

WANDYN
MoNTRG

CaprapiLity: Surports
8 PLAYERS OVER A
NETWORK OR ORE TO
one compat PLAY
OVER MODEM.
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BETTER, FASTER, MEANER...

INCLUDES
CONSTRUGCTION KIT oesic YOUR OWN TRACKS

Codemasters

AND SMALLER.

Better than Micro Machines, Micro Machines 2 Turbo Tournament is now available for your PC!
Race around on tabletops that you build! Take charge of any number of air, land or sea vehicles
in one of the most competitive all-out action racers ever seen.

Pound your friends into the dust! With up to four players, you're sure to find a worthy opponent!

To purchase call 1.800.GAMETEK or visit your local retailer. Visit our Web Site at www.gametek.com to download a FREE Demo.

GAMETEK

Copyright Codemasters Limited and Codemasters Software Company Limited. Al rights reserved. “Codemasters” [TM] is a rademark owned by Codemaslers Limited. GameTek(FL) Inc., is using the
Codemasters trademark pursuant o a license. Micro Machines™ is a trademark owned by Lewis Galoob Toys Inc. GameTek(FL) Inc. is using the Micro Machines mark for this product pursuant to a license.
GamaTek(FL) Inc. is not affiliated wilh Lewis Galoob Toys, Inc, GameTok is a registered trademark of GameTek (FL), Inc. 2992 Northeas! 191st Street, Suite 500, Aventura, Florida 33180 U.S.A.
Circle Reader Service #234
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Time

Tive Covmaanno Looks As Good As A Game Iniro ¥

emember
the gor-
geons intro-
duction ani-
mation to
MECHWARR
1OR2? Or
the lus-
cious, tun-
nel-crawl-
ing intro fo CRUSADER: NO REMORSE?

Remember wanting to play those games

with the same graphies you found so deli-
cious in their introduction sequences?
Well, it never happened. Game intros do
not look like the games that follow them.
That is pretty mucha hard and fast rle,
There’s the stylish rendered intro, and
then theres..well, whatever the game
may be, and the two are invariably differ-
ent animals that don't share a bed. How,
then, to explain TinE COMMANDO? [t
looks like an intro. 1t plays like a lustrous 3-

D platform game-cum-beat-em-up. On
o

on DestRuction Dergy 2. The PC
version was a PlayStation port
that arrived a few months after
the original, but Dersy 2 will
release in the fourth quarter on
both platforms. It will have an
enhanced 3-D engine, better
tracks and more features. We'll
keep you posted.

» During the past few months,
Sega PC has brought Panzer
Dracoon and a few other Saturn

INSIDE ACTION

it's About -

¥ The dust hasn't even settled yet,
but Psyanosis is already working

ports over to the PC, but gamers

the evidenee of a pre-alpha version,
Activision and French developer Adelaide
Software (ReLENTLESS) should have a hit
on their hands when the game appears
for Windows 95 and MS-DOS.

And not just a hit. Also a few well-
placed kicks, left jabs and roindhonse
rights. See, unlike Mr Van Damine’s
TimeCop, vour hapless

‘i‘i'ﬁme

COMMANDO

time traveler=—a com-
puter repairman swepl
into the LSarth’s past by a
virus —doesn't givea lOOkS |_'| ke
hoot about polluting his-
tory with his more aggres-
sive instinets. 1o follow

an intro and
plays like a
lustrous 3-D
platform

game. B9

this sumpluously ren-
dered garden path
through nine time zones
(cach with two levels),
voulthave tobeatsense- | plcHWHACKED The scenery for the Prehistoric level of
Tie Conmanpo is breathtaking, and the gameplay is top-
natch as well.

less most of the indige-
nous population,

Never mind that, in

who wanted to play these games
had to pick up a $300+ Diamond

Edge 3-D video card to play them.
Well, several upcoming Sega titles
being converted to the PC will not
require special hardware. Look for
the original VirTua FIGHTER to come
in September, with the background
graphics gutted so as to not slow
down performance, Sonic CD in
June and the Saturn platformer,
BUG!, in July. Keep an eye out as
well for Sega’s arcade racing hit,
Davtona USA and possibly the
shooter Virtua Cop at the end of
the year.

VIRTUALLY COMPLETED A non-hard-
ware-specific VIRtua FIGHTER is in the
warks for the PC, though some of the
graphics won't be as sharp as this 3-D
version for the Diamond Edge.

JUNE 1995 CG



PETER OLAFSON

theary, vou may be killing your
umpleenth great grandmother
and that you may resurface in the
present to find Bob Dole on “The
Guiding Light.” You have o get
back home, and this path takes
yau throngh ancient Rome,
medieval Furope, feudal Japan,
the Aztec empire, the Old West,
20th century batilefields, the
future and, at length, the comput-

Cl.

The dozen levels I saw looked
fantastic —rich cul-scene anina-
tion which just happens to he
wholly and seamlessly interactive.
In the Stone Age, where the

gane begins,

Quake: Deathmateh — 1f you haver

Deathmatch will turn
your environment
upside down.

1t been fragging your

co-workers and friends in a friendly bloodbath courtesy of id

software’s Quakt: Deathmateh, then hop to il Strap on vour

armor, load your super nailgun and start wailing on your boss

or buddy. Here are some eodes to make the Deathmatches a

little imore interesting. All these codes must be typed from the

server. Hit escape and then type away:

sv_gravity— add any number after this command to set

the gravity for the level; a negative value means everyone and

evervthing will float in the air.

sv_[riction—add a number here also; low friction means

vou'll be sliding aronnd as if on ice.

sv_iminspeed —this sets the masimmm rnning speed.

cl_forwardspeed 320—this command ean be typed from

any miachine and will set you to constant numing so you no

longer have to hold down the shift key to run,

Happy lraggin’.

YOU CAN FLY...but you can't hide. They aren't cheats,
but these codes for Quake Deathmatch will turn your
environment upside down.

CcG
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FISTS OF FURY The Ancient Japan level has some great weapons,
like samurai swords and shurikens, but the graphics are still being
tweaked.

vour opponents include gorgeously-
drawn and animated saber tooth tigers
{who seem to fold themselves to the
ground when they die), chest-beating
apes, club-wielding and stone-throwing
Neanderthals — including, optionally, a
cule little number ina Betty Rubble outfit
who othenwise throws rocks al vou and
flees the field in evident distress.

165 always nice o fice opponents who
sense their own mortality — it gives Tivir,
Covmannoa human face —and the
aritters here do not willingly put their
heads on the block. Instead, they may
cover their faces with their hands and
cower. More than once, insvmpathy, |
was moved o back off,

‘Then again, it just doesn't pav to bea
nice guy inaction games, Fnemics may
also dodge left and right, retreat at your
(hrusts, gang up on you or cautiously
await vour approach and launch a sudden
attack. The kamikaze approach o Al
abviously hasn't been used here.

Along the way, vou'll use the kevboard
to steer your character over 50 weapons
(stowed in o sereen-bottom armory), extra
lives and memory chips (which zap off
the sereen in tnie platformer fashion) that
can be cashed in fo forestall the progress
of the virus,

| haven'l seen any |)11'.1z1r.< perse, but
some exploration and problem solving has
been worked enjovably into the fabrie of
the game. You'll find the ocle hidden enl-

de-sae with the odd pleasant surprise, On

amedieval level, yvou'll
need Lo find the hidden
trigger for the castle’s
inner gate. And you're
never going Lo get pasl
the huge bear that
guards the exit from the
second prehistoric level
without grabbing the
equally huge club in the
level fover. The thing is,
it’s about as heavy as a
dump truck—and
other enemies will beal
the tar out of you while
you try to get off one
lousy swing. (In other
words, somelimes you
hawve to use the right weapon at the right
time.)

Ciameplay will also be varied and inter-
esting, since all wine levels will require dif-
ferent strategies. Straight-up melee might
work in the Prehistorie era, but in the Old
West, you'll have to leam to draw vour
guns quickly and dodge fire from enemy
cowboys ina Vikiua CorfCrusaner-
style shooter.

In the final version, we're told vou'll be
able to revisit different time periods, but
don't even think about taking that laser
aun and zapping sabretooth cats in
Prchistoric times, For game balance,
weapons can't be brought outside their
time period.

Somie of this may feel familiar. The pol-
ished characters are a holdover from
Resentess, but they're not petite any
more, The range of views from the game
camera—long-distance shats to close-
ups—gives your character presence. And
that same use of camera angles and the
detailed and intense fisticuffs are carry-
overs from ALONE N THE DARK (which
was directed by Tivie Consianpo author
Frederick Raynal), But now the camerais
moving with your character, and the ene-
mies have a sell-preservation instinel,

And the game has a rendered intro of
its own. " That’s nothing new. But the real
intio here —the intio that plays like a
game —is Tive CoMManbo itself. And

what a nice heginning it is. %
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. ZAK'S BACK AND HE'S OUT FOR CYBERIAY]
! ' BLOOD! Get released from cryonic B e N
~ hibernation by rebel forces and put - ¥
your super-human abilities to the -
ultimate test. Uncover a world of ' o
¢ /mystery, intrigue and danger! With ity A
" high performance graphics and
game play, a ripping sound track and
two CD’s loaded with the hottest
action on the shelf, Cyberia® sets a
- new standard for all-out action!

B

Surf Cyberia® @ ( Nows
http://www.xatrix.com = Ruailable
L at your
?\ $ local
A retailer

[ XATRIX N

enterlainment

; - \&""41,.- .:
e CVYEERIAT
2038 Armacost Avenue, Los Angeles, CA - 7 = 2 \ = ;r..

Cyberia®™™ Resurrection Is a trademark of Xatrix Entertainment, Inc.

©1596 Xalrix Entartaioment, Inc. All rights feserved. <RESURRBECTION:>>

Circle Reader Service #299



p—

Price: 544.95

System Requirements:
IBM compatible 486-50
or better, 8 MB RAM,
2x CD-ROM drive, VGA
(with SVGA support),
25 MB hard drive
space, DOS 5.0 or
later; supports Sound
Blasler compatible
sound cards, Forte VFX
1, Virtual 1/0 glasses,
and 30D Max

# of Players: 1-8 (each
must have the game)
Proteclion: None (CD
must be in drive)
Developer: Parallax
Software

Publisher: Interplay
Irvine, CA
(800)-INTERPLAY
Reader Service #:334
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REVIEW * DESCENT Il

You're Going

Down

Interplay Serves Up A Second Helping Of Vertigo Stew

by Paul C. Schuytema

ast year, murmurs of Interplay’s
DescEnT hit the streets even
before the shareware version,
and nobody seemed too
impressed. Already the gaming
community had feasted npon a
glut of DOOM wannabes, and
Discrnt seemed like nothing
new. [n fact, Parallax had
shopped their idea around to
Apogee and id before Interplay bit. But
once DESCENT hit the net, the 3-D
burnouts had been rebom: here was
something new and coal. Real 3-D, with
six degrees of [reedom and levels that
looked like some sort of Escherian night-
mare rather than a D&D graph paper
dungeon.

FROM FLIPPERS TO FEET

So this year, gamers have waited in
anticipation for the sequel, DescenrIlL It
is to Descent what Doow [ was to
DooM: an evolutionary step rather than a
revolutionary leap. Parallax has tweaked
the game in many important arcas, but
DisCENT's weaknesses still linger.

Atits heart, DESCENT 11 is a lot of fun,
You're zipping through strange and twisty
mines, armed to the teeth with cool
weapons, blasting robots and gobbling up
powerups as you search for the throbbing
reactor. The essential goals of DESCENT 1]
arc identical to the original: get o the
reactor and blow it sky high, then get oul.
The hostages are still there, but their res-
cue seems more of an aption this time
around.

Perhaps the most significant evolution-
arv upgrade in Descent 1 is the addition

of the guide-bot. This little flier is trapped

[~ JUME 1596

SHAFTED You're back in the mines and blasting robots because your employers exer-
cised a little contract clause to get you to wipe out the last alien stronghold.

near the beginning of each level. If you
blast it free from its cell, it will gladly assist
you in navigating through the twists and
turns of the mines. The guide-bot is a
great idea, since the lions share of player
frustration in the original came from
becoming uttery lost in a large level,
Because of the limited testures and lack of
discemible abjects within the mine, visual
cues are few and far bebween, so wander-
ing aimlessly was par for the course in the
later DESCENT levels,

‘The guide-bot is an ingenious work-
around. Not only docs it help you navi-
gate, but it also adds some excitement and
surprises to the play experience. Some
might argue that the guide-bot is a cruteh,
but | disagree. It is only concerned with
one thing: finding its goal (you can tell the
guide-bot what o seek: the next key,
hostages, power center, reactor, whatev-
er). Since it isn't the slightest bit sentient,

it will gleefully lead you into a room

crawling with robots, causing you to liter-
ally jump out of your seat.

The guide-bot makes the play expeni-
ence much more visceral, sinee there’s no
need to worry about the lavout of the
mine. Another advantage of the guide-bol
is that if you see a robol snipe al vou and
take off, you can high-tail it after the pest
for a rousing dog-light with the knowl-
edge that the bot will come gather vou up
and get you back on course again. Of
course, for you hard-core sadists out there,
vou don't need to free vour little friend

ROBOT BRAINS

Another major problem in the original
was the sheer lumbering stupidity of the
alien-controlled robots. ‘That's gone now,
replaced with a bunch of silicon bad-asses
who want nothing more that to lure vou
into trouble. Running across a solo robol
in a corridor no longer means an casy kill,
Now; the robot will take a shot and then
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Remember those G-Force carnival rides that whirled so violently someone’s little
brother inevitably spewed? And that movie where the girl’s head spun totally around?
Kid Stuff. Because in Battle Arena Toshinden, your PC now hurls abuse at you from
all angles, all at once, for as long as you can take it. A 3-D thrashathon reeling off the
coolest graphics, nastiest street-fighting moves and sexiest characters this side of the
4th dimension, Battle Arena Toshinden puts a whole new spin on gaming. And a whole
new warp on your perspective. Because here, the most brutal torture of all isn’t getting

clubbed, slammed or bludgeoned. It's walking away from the next fight.

RATING PENDING NGT
i http://www.playmatestoys.com qﬁ%
G ST .
s : [ Battle Arena Toshind “lué“l:uol'?: Tsc;lkasa Kotloggki ks of Takara Co., Lid .n)"i@\ Iwml
i | 1§ ] w 9 %
PC CD-ROIVI B e e e Co, L. 1996, Al rights rosoived - TS s

MS-DOS versian reprogrammed by Digilal Dialect. © 1886 Digital Dialect.
All rights reserved.
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REVIEW « DESCENT I

A MERCENARY'S BEST FRIEND Descent II's most significant change
is the addition of the Guide-bot, who will lead you to the power-ups,
reactors and exits.

take off, forcing yvou into pursuit mode.
Robots will hide behind doors, nudging
them open just long enough Lo snipe al
vouand then make a quick getaway,

Ina perfect world, this forees the player
to adopt the “belly erawd” tactie, of serap-
ing the floor of the mine, following the
“nap of the earth” to avoid any surprises,
This doesu't pan out in later levels,
thongh, becanse the thiet-hot will show
up when mostinconvenient. The thiel-
bot is a speedy. iwitching little annovance
which sneaks up on your six to snag your
cool weapons arsenal. Onee you fum Lail
and pursue, vou quickly discover what a
hard target the little thief is to snipe.

I'would be remiss if [ didn't mention
the sound as a significant enhancement to
this .\L'(]IIL‘l_ Now, while we blast and

weave our way though a myriad of

GET USED TO THIS SIGHT The major complaint from Descent has
been fixed: Al. Now the computer will ambush you, lure you into
traps and fight smarter.

cC JUNME 1906

mines, we can experience thrash-
ing industrial punk jaims, courtesy
of redbook audio (the digital
audio tracks are streamed right
off the CD, not synthesized by

vou sound card).

ONE IS FINE,
BUT ARE MANY DIVINE?

DESCENT and DESCENT [T are
greal single-player games,
chocked full of fun and fury: Asa
Iwo-player game, though,
Discent [ still falls short of the
mark. Its not really the fault of
Parallax; the “grain” of the game
really doesn't support two players
very well. Sure, it works jusl fine
over a modem or a serial eable, but most
of the fun of the game just falls away. A
two-player game, in my mind, is an end-
less hunt and chase through dizzying
mings, followed by an orgy of fire and a
coin flip to determine who dies (generally
not the player who fired first).

"I'his is not the case, though, in a net-
work game. DESCENT 11 is an excellent
network game, especially if you play the
new “Capture The Flag™ mode. With
multiple team players, the world becomes
a fascinating and fun plavground, and
adding the search and retrieve option (you
must find the other team’s flag and schlep
it back lo vour base to eam 5 points) acds
the right amount of direction and focus o
make the game a stunning suceess.

NOT ALL ROSES

While Discent 1 enhances much of
the original’s play experience, it isn't per-
fect and even adds some new wrinkles
inlo its inlerface.

First and foremost, the 3-D engine is
rther visually limited. True, it can Tandle
360 degrees, with eorridors popping onl
of the ceiling, but the worlds themselves
arc a rather sterile tapestry of grainy tex-
tures. Couple that with the grainy fextures
on the robots, and you have some oculary
problems, especially frving to pick out
vour enemies al medinm or lnn,g range
Often, the only way to target an eneny is
to wait for it to fire on you and then blast
back at the source of the projectiles.

Also, the interface is uselessly complex.
During gameplay (which is, 90 pereent of
the time, fast and furions), vou often have
to tap multiple keyboard sequences fo get
your guice-bot pointed in the right direc-
tion or to diverl energy o your shiclds.
This is a problem, sinee this is a two hand-
ed game. Most players will control the for-
ward/back motion on the keyboard and
will have to stop their movement (and
mitke themselves a targel for a few pre-
cious seconds) in order to bang out the
code.

Also, like any action game worllvils sall,
vou will die frequently: Yet vou have to
click and struggle through myriad menus
just o get back to your last saved game.
You should be able to simply tap a single
key to load vour last position, rather than
wading through the menus and waiting
for the game engine to reload the level
data,

[Fmally, my pet peeve of the game: the
hostages. They seent inconsequential 1o
the flow of play, and, worse than that,
they're the same damn statie spites from
the first game. At least make them fook
different if they're nothing more than ¢ye
candy,

FURBALL FUN

IF you conldn't get enough of the origi-
nal DESCENT, then Discent Hisa
worlhwhile investment, If, though, you
feet like you've sucked the marrow out of
the original, and aren't really slavering for
more, then the evolutionary enhance-
ments probably aren’t worth the price.
Newbies who want o get their paws on a
psycho-fast 3-D shooler won't go wrong
with this head-banging dance through an
alien mine complex. After all, what's not

o like?%

PAPPEAL: Fans of the Doom school of
gameplay.

PPROS: Great, visceral, frantic fun
that’s fully 3-D.

PCONS: Only an
evolutionary step
ahove the original
Descent; plagued by
grainy textures and
an awkward user
interface.
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System Requirements:
IBM compatible
Pentium 60 or better, 8
MB RAM, 2x CD-ROM
Drive, SVGA graphics,
30 MB hard drive
space, mouse; sup-
ports Sound Blaster
compatible sound
cards.

Pratection: None (CD
must be in drive)
Designer: Looking
Glass Technologies
‘Publisher: Virgin
Interactive

Irvine, CA

(800) 874-4607
Reader Service #: 335

REVIEW * TERRA NOVA: STRIKEFORCE CENTAURI

uit Up And

Lock On

Armored Combat Action Invades The Territory Of Mech-style Sims

by Martin E. Cirulis

ome games you lust for long
before your monitor lights
up ina dance of SYGA
electron beams, Other
games slowly grow on you,
raising your eyebrows ever
higher with cach new treat
hidden in the folds of intri-
cate gameplay. TERRA
NOVA; STRIKEFORCE
Crntaurt is definitely one of the latter.
While [ have been a fan of the earlier

immersive 3-D worlds by Looking Glass
Technologies (the Origin-published
Urnva UNDERWORLD 1 & [T and Sys1em
SHOCK), the ads for TN were so steeped
in testosterone that 1 was afraid [ was
going o have to slog through vet another
lobotomized, but pretty first-person shoot-
er. | should have trusted them alittle
more; TERRA NOVA isn't just another
action shooter, The more time vou spend
in this game, the more you realize you're
knee-deep inan SI combat simulator
that equals, and sometimes exceeds,

&_-ﬂ MuECHWARRIOR 2 or WING COMMANDER.
Price: $49.99

STRIKEFORCE: DYSFUNCTIONAL

In this complex future, Homo sapiens
Iras colonized another star system: Alpha
Centauri. Itisn't the children of Mother
Farth that make this great leap, however,
but renegade colonies from the Sol sys-
tem who struck outwards after gaining
independence from the Homeworld.
One hundred and fifty vears later, there is
an uneasy peace between the colonists
who are now organized into Clans and
the Terran Hegemony. Unfortunately,
some of the Clans hate each other as

much as the Terrans, and when you add a
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CONNECT THE FIREDOTS Yes, the explosions are small, but that's because it's best to
nail targets at a distance if you are to survive on Alpha Centauri.

tradition of pirate raids to the mixyou
have an explosive situation.

As Nikola Ap lo, the field commander
of the newly formed StrikelForce
Centauri, your jobis to stop these pirate
raids with your team of heavily-armed bat-
tlesuit warriors. 'This relatively simple task,
though, quickly becomes something far
more epic and deadly—not only to you,
but to all the Clans, who may lose their
liberty permanently.

“The plot is revealed by inter-mission
scenes, competently acted out amidst
nicely-rendered backdrops, Initially, the
interaction between you and your squad
is a little too dysfunctional and insub-
ordinate to make me believe that 'm
watching a military outfit. Moreover, the
story immediately goes into the oldest of
space-sim clichés: “I'he Blatant Informer
on Base.” lortunately, the whole story
doesn’t hang on this hoary point alone,
and TN skims away from the dark edge of
tedium to eruise into the land of enjoy-

able melodrama,

SUIT UP AND HEAD QUT!

Of course, unless your game has the
initials WC, most people are going to be
more interested in your combat engine
than your story line. When | first entered
combat | thought | was merely looking at
an upgraded ARMORED FIST, using
Starship Troopers instead of tanks, At
higher resolutions, he pixclated fecling
fades quite a bit; but it's not until you get
into the fourth or fifth campaign scenario
that you realize the terrain is as much a
part of the game as the weapons and suils,
Players will find themselves sneaking
through gullies, leaping up and off cliffs,
and even shimmying along mountain tops
in order to get the drap on enemy installa-
tions. "This is the first combal sim since
M-I TANK PLATOON where ['ve found
myself instinctively using the terrain to my
advantage, instead of just looking at the
map and figuring out where the designer
wanted me to go. When you add to this a
full palette of envitommental effects like
smoke, rain, fog and even lightning, vou
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REVIEW * TERRA NOVA: STRIKEFORCE CENTAURI

happening is hat arcade glhim-
our is being saerifieed

for REALISM! Man-sized
armored ligures are pretly liny
ata 100 meters—but hey, that’s
life.

Insteadd of hamming things
up, Looking Glass created a
combat enviromment thal gen-
erales excilement h_\' Iving to
imitate life. Firefights are not
abont hand-to-hand brawling

WHO NEEDS KEVLAR? It may be listed as an “Action” game, but
Terra Nown comes close to the simulated “realism” of MeckwarrIOR 2,
complete with mech-like armored sci-fi soldiers.

end up with the best virtual battlefield 've
encountered yet,

The biggest problem most players will
have with the game is the look of actual
combat itsell, since most of the time you
are shooting at tiny figures almost eclipsed
by your targefing reticle. Since must of
the combal takes place at the 100-meler
range, the only lime you ever get to make
ont the enemy in full DOONM-esque visuals
is ustally when vou make a hideous tacti-
cal error and die within moments, Initially
this makes combat seenalittle dry, but

even though this game is classified as an

Action title instead of a Sim, what is really

jiving theFuture Battlerield

hile Terra Nova is a rich tactical game, new players
might want to take advantage of these nice tricks.

Given the speed and lethality of the environment, the
most important firefight rule to memorize is: KEEP MOV-
ING! In the thick of things, keep zigzagging and use the
mouse and lock-on to keep pumping fire into targets. It's
less accurate, but if you succumb to the temptation to stop
and get the perfect killing shot, it could be your last.

And while we are discussing immediate survival issues,
never forget to advance o the rear when those enemy
troopers come bounding toward you in an angry swarm.
When you have the tech, running backwards while hosing
the closest pursuer with long-range particle beam fire is the
best way to regroup. Ideally, you want to have enough ter-
rain awareness to back over the top of a hill into cover
rather than up against a cliff to be trapped like a rat.
Lobbing arenades over the tops of hills is also a good way
to punish those who don't want you to leave the party early.
And if you are planning to be away long enough to get
worked over by your repair specialist, take your parting
shots with a rail gun, so your opponents won't be getting
better while you're gone,
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but about near-misses, howling
tracers, deafening explosions
and panicky chatter. Any
doubts vou may have about

the TN combat engine are dis-
pelled on the fourth mission, which hap-
pens to be a night-scouting job where
you're supposed to sneak into a base, cop
some photos
and split with-
out being seen.
Hallfway into
the installation |
gol spotied, and
had no choice
but lo get the

inlo while run- % SCHUVLER

S GENOLITIONS
ning full tilt for

the hills. [ ean
casily say that
no computer
game has given
me the same
kind of adiena-
line rush as
zigzagging thiough those moonlit Lills
with the distant blaring of an alarm klaxon
providing counterpoint as lasers bolts
zipped overmy head, courtesy of the
horde of angry Pirate troopers hot on my
heels. | was literally gritting my teeth, wail-
ing for the shot with my name on it to
take me out before Teould get over the
hills to the waiting dropship.

And best ofall, despite what the box
requirements say, this game is playable in
low res even on a 486-66, as long as you
have at least a fast 2 MB VLB video card,

FINAL DEBRIEFING

While this is definitely my new favorile
S sim, 1still have a few small quibbles
with TERRA NOVA. The Al is a little too

vulcrable (o long-range sniping, as if
Pirates can't figure out that somebody is
shooting unless you show up on their sen-
sors. Your squacmates don't show alot of
persomality, and [ certainly found mysell
looking for another formation for them to
follow, rather than their annoying single-
file routine. hink combat is a little too
lethal and fast, leaving much of the poten-
tial tactical depth of the game untapped
because the environment forees vou to
run in blasting,

Despite this, Looking Glass has once
again upped the ante on a genre, as it did
to dungeon hacks with UNpDERWORLD
and adventure games with Sys i
SHOCK, by creating an entire cnviron-
ment for players. About the only reality
qquibble Ihac was that the game takes into
account gravity elfects for projectile

PARTICLE BEAH

OPERATIONAL
[RX
BRONE

HOW GREEN WAS MY VALLEY The pretty terrain in Terra Nowa is
more than just window dressing. Every gully, hill, tree and building
are all worked into the combat model-ignore them at your peril.

weapons but not air-ensity for energy
weapons. Ultimately, TErra NOVA suc-
ceeds beeause above all else, it conveys a
real sense of being an armored soldier.
Given that, seeing the whites of their eves
doesn'tseem as important any more,

FAPPEAL: Any Action junkies with a
taste for detailed space combat sims
will enjoy this game.

PPROS: A polished and detailed sim-
ulation of armored

combat on alien
worlds.

PCONS: A little
too dry for the Doom
set. Combat and the
Al could use a little
tweaking as well.




An accurate, riveting first-person
simulation of the Givil War battle between

the Monitor and the Merrimack, America’s
first clash of Ironclad warships.

You're captain of the Merrimack, the Confedera
gamble on future technolo ningly
indestructible ironclad warship. Union gunfire bounces
harmlessly off your metal sides. You've rammed and
unk the wooden warship Cuml d; the Congress
is scorching the late afternoon sky. ‘The waters of
\ Hampton Roads are livtered with bodies ahd debris.
| You're bearing down on the ailing Minnesota for
¥3 your third kill of the day.

" Hidden in the shadows ol the foundering Minnesota
is the Union’s version of an ironclad, the Monitor,
Smaller and more mancuverable, but with less
gunpower, your nemesis awaits. Your epic appointment
is about 1o begin. The greatest naval baule of the Civil War:
the world’s first clash of two IRONCILADS.

These exciting features put you right in the middle ol the action!
o Historical detail enri e Full 3

construction of both ships
actual logs, notes

based on original blueprinis

* Bautle scen ated from ® Live actors in
historic ‘urate maps and chans costume

o Multiple modes of play

Grolier Interactive Inc. D

ceurate period (203) 797-3530. Internat: hitp:

s Simple, uncomplicated interlace




A1 ATI3H4IN|
d A

Price: $50.00
Minimum
Requirements: 1BM
compatible 486 or bet-
ter, 8 MB RAM, 2x CD-
ROM drive, VGA graph-
ics, 25 MB hard drive
space; supports Sound
Blaster compatible
sound cards

# of Players: 2 w/ seri-
al link; 16 rotating hot
seat

Designer: Reflections
Publisher: Psygnosis
Cambridge, MA
800-922-SONY

Reader Service #: 336

REVIEW * DESTRUCTION DERBY

Dersy Rewards The Fine Art Of Reckless Driving

by Gordon Goble

neredible as it sounds, Psygnosis
Tras just raiised car collisions to an
arl form. DESTRUCGTION DERBY
true o it name, is all about skull-
cracking crashes, buckled body-
work, smoking wreeks, and virtu-
ally no rules. A briefl but spectacu-
lar ride, DESTRUCTION is the most
realistic car handling short of
Tull-blown simulation. The
Destrucion game plan is a simple one:
cam the most points in cach short race by
any means possible. There’s no car prepa-
ration, no loops and jumps, and no prize
winnings. Theres not even a speedome-
ter! What there is, however, is a wonderful
sensation of aggressive driving,
Theres virtually no prep work before
vou go on your derby of destruction —
you just pick your couse and “race.”

I)('F(_'.T‘I{Ih 15;'. an vaour III(H'KI. yormay wanl

TWISTED METAL Dersy does a great job of portraying nasty
bashes, with transparent steam and smoke and progressive
car damage.

to take a crack at Wreeking Racing, Stock
Car Racing, or Time Trials. I you just
crave collisions, a fourth option will |l]llllk
vou right in the mickdle of “The Bowl™ for
an entire series of demolition, where it's
simply “hit or be hit.”

Onee on the track, you'll choose from
an in-car perspective or the more tradi-
tional arcade chase view: Unfortunately,

though the former is like a DOOM on
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wheels, rear view
TrFors are
absent and
peripheral vision
is severely limit-
ed, so the exterior
view is really the
only way 1o go.
Dirny graphics
are “just” VCA,
but they're good
VCA. Cars are
admirably col-
ored and shaded,
complete with
logos and num-
bers. Irackside scenery includes textured
walls, signs and grancdstands,

Being the first 1o the DESTRUCTION
Dy finish line is almost secondary.,
Sure, vou'll pick up some points for win-

; ning, but it the
points vou snare
through contact that
scores vou the cham-
pionship. Knocking
another vehicle fora
complete 360-degree
spint is worth as
much as winning the
whole damrace, a
180 is worth four
points, and a 90-
degree slam counts
for two. Finally,
game that rewards
the fine art of reckless driving,

Before vou embark on i racing ram-
page, however, it must be noted that all
cans suffer progressive damage. The more
foreeful the contact, the worse your beasl
will perform, and a ton of hard hits may
prenmaturely end your day, Therelore,
skilled manenvers such as a dainty tap lo
the rear quarter paincl ol a car in mid-tum

or a gentle nudge into an oncoming wall

HIT AND RUN Even though you're racing, you'll earn more poinls
for crashes and collisions than winning the lap, so start smashing
some cars.

is often the best plan of attack. Dirsy
tracks, although completely flat and few
in number, are designed to encourage
contact and include multiple criss-crosses
and wide swalches of pavement that fun-
nel into skinny chutes,

Be forewamed that DiEstucion
Dirsy accepts only digital aceeleration
and braking through jovstick buttons Fand
2. That’s a shame considering the wonder-
[ul driving model, but even avid simfans
like ve will find this a thing of simple
metal-to-metal delight, just the thing for a
quick motorized adrenaline nush &

PAPPEAL: Sim fans who hunger for
a simpler crashing alternative to
NASCAR Raciug, and arcade drivers
who'd like a little realism with their
crumpled bumpers.

PPROS: Nice semi-realism here, and
stunning depiction of progressive car
damage complete with steam and
smoke and hashed hody parts.

PCOMS: Digital gas
and hrakes can
make for a jerky
ride. Automatic
transmission only,
no speedometer or
rear view mirrors.
The fun is over all
too soon.




e ProtectYour PC. FREE 60-page
=88 Power Protection Handbook

What are the myths and nusts of PC protection? What are the 10 most common
power protection mistakes? The top tips for adding reliability to your PC? Get
your FREE copy and find out!
' Designed for
OYES! ' interested in the First UPS designed 1=
for Windows 93. Please send my FREE :

handbook and Back-UPS Pro informarion. Microsoft
Windows 95
Name ] Title:
L]
P Company:
[ ] -
o« U o Street:
L - - B
City: State: Zip:
whA i .
"o Phone/fax: .

Brands of UPS used?

: APC
\"'——-'" # servers/PCs to be protecred?

Dept. R1
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IT’S NOT IF, IT'S WHEN

Windows' 95 and Wiﬁdows NT Workstation
put the power of a server on your PC.
New Back-UPS’ Pro™ will keep it there...

: 3 4 rﬁ HEW It youre about to invest in a new
. H '-\.F' ¥ PATH

multi-tasking operating system
like Windows 95 or Windows NT
Warkstation, experts say it may
he time to invest in APC
protection, Why? Because bad
power is the largest single cause of
data loss, and on a multi-tasking system, your
vulnerability is multiplied. When full protection is as
affordable as a new mouse, it just doesn't make
sense to leave your premium machine unprotected.

Starting
at $239!

FREE
Plug &
Yo get sxrf." automatic shutdown

P I ay {tehether you're there or not), potver
crent rec l)nfl‘ﬂ}: fur fronwer qu:.iﬁr_\'
g SOftwarEE analysis, real-time display of UPS status,
el 1/1cd cortificd Windows 95 Plug & Play

WinlNT, Window for Workgroups, ‘--m:p.m.'uhh- for easy imstallation.
and O3 = "

Protect against the inevitable power hir with
new Back-UPS Pro, the one and only UPS *Designed
for Windows 95, Automatic Voltage Regulation
(AVR) provides the edge you need for full protection
against extended brownouts or overvoltages without
draining the baceery, while CellGuard”™ intelligent
battery management extends battery life with fast

recharge and deep discharge protection. The units
“...TO TAKE ADVANTAGE OF WINDOWS 95’5 SYsTEM AGENT AND DRIVESPAGE U s If'll dL | L;p AEIITES It ¢ cabiint
CRACEFUL SHUTDOWN [N THE EVENT OF AN EXTENDED POWER QUTAGE HAS BED even include built-in 10Base-T network cable/phone

IMPORTANT, APC’s PLUG AND PLAY. BACK-UPS Pro 280... Is ONE SLICK PACKAGE" : y  line surge protection for a bullerproof response to
! . anything Mother Nature or Murphy’s Law may send

in your direction. Plus they're even backed by an up
to $25,000 guarantee against surge damage to your
equipment (see details),

All'in all, you can’t make a bad choice when
you choose the company that protects more PC's

4D ON'T TAKE CHANCES. GET THE ULTIMATE than all other UPS vendors combined: APC.

PROTECTION... FRoM APC.” PCWOoRLD - ) )
“Ok ko ok, . SHOULD BE STANDARD EQUIPMENT ; For 6 minutes of runtime on a typical 486 ,
ON EVERY:DESKTOP... EFFECTIVE, AFFORDABLE, PC Wi - choose BU Pro 280PNP. For Pentiums or more
DESIGNED TO LAST..." 20 Bes runtime, choose the BU Pro 420PNP or 650PNP.
PC CoMPUTING ey = VACATIE Call for a Free demo Disk, 60-page catalog, or
visit onr PowerPage” at huep:/iwwre.apee.com

PPl ORGANIZATIONS CAN FURTHER “IWitH Winpows 95].. Users ARE KEERING

ENSURE RELIABLE SYSTEM | MORE FILES OFEN AT ONCE AND HAYE MORE
: PERFORMANCE BY cHOOSING A UPS|  DATA AT RISK THAN EYER BEFORE... A UPS s
IETTII LICENSED TO BEAR THE DESIGNED QUICKLY BECOMING A MUST...""
[IEEE cor WiNDOWS 95 Loco,..” CoMPUTERLIFE

MICROSOFT

SURGEARREST™" & Back-UPS" & SMART-UPS® & MaTrix-UPS™ & b
ProTECTNET'" Back-UPS® PRO SHarT-UPS” VIS ACCESSORIES
AC and dataline surge LIPS for PC and Manageable UPS for Modular UPS for cliemt/
Sifafrressors, advanced workstations servers and networks server datacenters

AMERICAN POWER CONVERSION

800-800-4APC

N
&
A NG Dept R1
W : f : '
: 401-788-2797 fax / B00-347-FAXX PowerFux
STARTING AT 519 STARTING AT $119 STARTING AT $299  STARTING AT $3499 132 Fairgrounds Rd., W. Kingston RI 02892 USA

Circle Reader Service #261

Carpyright 145, AP Trie




Arcade Blasting
Action For
Your Home PC.

Objec

BLAST EVERYTHING IN, SIGHTI
Collect weapans-and power-ups to help yoo on your

‘guest. Fight gour way through 5 worlds and 4
warp gates to'reach the end and take an’

! Hr. Schaumund the psycho-mutant
professar whnse starship has entered Earth space.

Features

first true arcade experience for the PC

w . ' 30 levels with'5 worlds and 4 warp gates

more enemies, explosions, action and
destruction than ever before in a PC game

ANIMATED VIOLENCE 3 e
KIDS TO ADULTS - AGES 6+ .

visually and technically stunnineg;
smooth 70Hz scrolling, and fully

GAMETEK

Super Stardust % trademark of Housemarque. All Rights stzrved.-
Published and Distributed by GameTek. Inc. 3 Harbor Orive, Suite 110, Sausalito, CA 948965
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Puzzie Politic |

‘Live-No, Virtual-It's Saturday Night!”

hats all
“ this |
hear
about
Treedo
mof
the
dress?’
This is

just
another attempt to keep women wearing
dresses...”

Vs, Latella. . .

“Io keep females from wearing pants
and expressing their rights as equals...”

Ms. Latelta, please. ..

“Is almost as bad as ‘journalistic inte-
gration.” [ tell you...”

Ms. Lateflet! 1ts “Freedom of the
press—the Press! Not the dress!

“Oh, well, then. Nevermind.”

POP GOES THE CD

Most multimedia collections of pop
culture are better suited to videocassettes
than CD-ROM, because there’s little real
interactivity involved. There are, to be
sure, crealive and enjovable exceptions to
this rule, sucl as Peter Cabriels Xerora 1
or Monty Python’s CompLeTe WasTe oF
Tinae. 1 is the suceess of the latler that
Berkeley Systems tries most to emulate
with its SAruroAy Nicr Livie Goes
Pormear, Whether you are an “SNL

purist” who maintains that the first three

» If you are into puzzles, be sure
to check out Smart Games, by
Smart Games, Inc. While it may
“exercise cognitive skills” as

much fun to worry. Expect a full
review next issue.
» Not only has Berkeley released

claimed, you'll probably have too

seasons are the only “real” ones, or if your
loyalties lie with the series” more recent
star comedians, vou'll find plenty o tickle
your funnybone.

‘Ihe designers try very hard to make us
feel politically at home. Opening with
ballot boxes using ULS. flags for curlains,
the main interface is-you guessed it-the
interior of the voting booth, complete
with those old-fashioned levers. As you
“rock the vote” by flipping a lever, you can
relive vour favorite SNL memories in
Quicktime video format. The postage-
stan Ip \'i(!l.‘(}.\' are sit Ill'lhil'['ll.'(}nsl_\' Cone-
pelling and imitating; yet its worth a lot of
the frustration to hear Emily Latella go on
about “Presidential erections” or lo see
medlia fixture Tom Snyder (as spoofed by
Dan Aykroyd) discuss his reasons for
wearing fuzzy pink slippers.

TRY AND VETO THIS! You can pass the enlire
Contract of America in a single day, plus break your
political opponents in Newt's House.

You Don't Know Jack XL (twice
the questions, twice the quippy
fun), but they are also revamping
their excellent After Dark screen
savers for Win 95 (no, they
aren't games, but they are enter-
taining).

TERRY COLEMAN °

o

3 .-g?pn
4

While there are plenty of overtly politi-
cal categories to pen wse—Lresidents,
Politicians, and Elections—other cate-
gories range rom The Press to The World
and finally, to Games. The odd thing with
the organization is that the four games
listed under the Games category are but a
few of the treats in store for SNL fans.
Lven a hardeore gamer is likely
1o be amused by the rampantly
silly “Find the Pope Inna The
Pizza” game, with running com-
mentary by none other than
Iather Guido Sarducci
Problem is, the Pizza game is in
the World category, and a casual
fan looking more for games
than multimedia might miss it
entirely.

The point, evidently, is 1o
make you peruse the entire
CD. Chances are, vou would
anyway, but this tactic is sloppy,
devious, and worst of all, nof funm So
why? Prabably because NBC is so wor-
ried about evervone knowing that SNL is
its franchise product (as if we wonldn't be
aware of that anyway), that they insisted
upon the CD being laid out this wav. If
[ right, its just another example of
those trained in lincar media really not

understanding what inferactive means.
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CLASSICS & PULLLES

SNL
GoEes PoLiTicAL
cleverly mixes
games and
multimedia
around a
central, silly

theme. ’,



TERRY COLEMAN

“LET ME MAKE THIS PERFECTLY
CLEAR.”

Sowhat you have is something that's
lacking the complete irreverence of the
Monty Pyihon product. or Berkeley’s own
You Do Kvow Jack. Does this hurl?
Not as much as it could, because the
games are full of nostalgia and silliness
themselves, a fitting tribute to 20 years of
SNLs political commentany,

Road to the White House is basically
Pac-Bill, with a caricature of President
Clinton gobbling his way through lines of
fast food betore alert seerel service agents
canwrestle him safely to the ground.
Newlt Gingrich is satirized in classic

Maurice Ashley
Teaches Chess-If you
are having trouble
beating the computer, go back to the multimedia lessons
on endgames, where the computer is surprisingly good.
Also concentrate on developing your positional play
before tackling the Al at its top two levels.

YOU WANT THOSE FRIES? As with most Pac-style
games, the agents following ef presidente aren't very
smart. Just avoid getting trapped in the corners.

arcade fashion, as the Republican leader’s
gavel of doom comes down upon
defenseless bills, so that the Contract
With Ainerica can be fulfilled, children
can live ina better world—vou get the pic-
ture, Tined puzzles have you hastily
unscrambling pictures of vour favorite (or
nol-so-favorile) |1(1|il|t:i:|||s.

“The games segue nicely into the video
snippets, where the bad fashions, unlikely

hairdos and inane comments
of movers and shakers from
American and world politics
arc often still as funny as
when they ariginally aired.
The limited format of the
CD actually helps the lesser
jokes, becanse you et right
to the punch line withoul
having to suffer through the
lame set-ups so common the
pasl few years in SNL,
Iventually, you'll tire of the
games—unless you've wanled
anew Pac-Max clone for
your Pentivim—and even the
multimedia, funny as it is, will mn dry.
Lven so. SNL Gors POLITICAL s acces-
sible, well-edited, and one of those cases
where the whole is more enjoyable than
the sum of its parts. Considering the gen-
cral state of multimedia “entertainment”
these days, this product turmed ol sur-
prisingly well-enough to keep vou busy
until Berkelev Systems decides 1o do You
DoN'TKnow Jack 2%
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' You feel the sweat dripping off your brow, hear the roar
Df the crowd, taste the sweetness of victory. Your pulse
races asiyou await the shot from the starter’s pistol.
Today is'the day. This is the moment you've been
training for your entire decathlon career.

Bruce Jenner’s World Class Decathlon, using real-time
action, is a realistic simulation of the World Class i
Championship. Endorsed by the World Champion; Bruce
Jenner, the title promises to bring all the excitement 6f
this year's Summer Games directly to players so they can
compete for the gold in their own homes!

] Includes all ten decathlon events, from the 1.00: meter
dash to the pole vault, the discus;-and" more! -

Bl Practice in single events, one by one, or start and
compete through a full 10-event decathlon.

] Assume the roleiof one of eight competing athletes from
around the world.

I Bruce Jenner, the World Champion Decathlete, appears
as your “on-line” coach, providing hints and tips on
how to excel throughout the game.

To order call: 1-888-446-2440 (North America only)  OF 919-461-0722
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i
100 METER DASI
Lot Jumr §
SHOTPUT
HIGH JUMP 25
A00 METER RACH
110 METER Hunlﬂ?
DisTus
POLE VAULT,
JAVELIN ¥
1500 METER RACE

Look for the DECATHLON Demo
on our web site!

www.imagicgames.com

Developed by:

S
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: ” o
“Holy Mackerel Media ,—\ %
and

DALLAS
MULTI SYIETN
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Love’s &
Lahors |.0$l X 4

Are The Stat-based Sports Companies
Being Pushed Off The Field?

£'s no secret that many of
today’s computer gamers
cut their teeth on dice-
activated board games
long before the personal
computer revolutionized
the way we play: Believe
it or not, back then, great
graphics often meant a
wargame map Hial fea-
tured several shades of brown to distin-
guish hills from mountains, How exciting!
An improved statistical moel ina base-
ball st could be as simple as using three
dice instead of two to generate nns, his,
and errors. And of course, role playing
games required a flesh-and-blood game
master, nota CPU, to control the pace. A
few companies dominated the marketin
that era. Avalon Hll, SPL and ‘TSR all
held the wargame or RPG high ground al
different points, while APBA and Strat-O-
Matic battled cach other for sports gam-
ing dollars in a rivalry that’s lasted since

» Dynamix is currently revamping

the engine undergirding the venera-
ble FRONT PAGE Sports PrRo FooTBaLL

series for FRONT PAGE SpoRts PRro
FoorgaLL ‘97. While you're waiting,
though, you might want to try out

the strategies in next month’s mag-

azine and CD-ROM.
» Electronic Arts is allegedly work-

ing on @ new MARIO ANDRETTI racing

game. Expected to appear first on
the Sony PlayStation, the game is
expected to feature at least three

JIFK was in office.

Now, of course, evenything’s different.
It seems like every month brings a new
release with mega-graphics Uit not only
push the technology envelope, but also
give gamers a notso-gentle shove along
the path to the nest hardware upgrade.
Did you cxrci FRONT PAGE SPORTS
Foommsat Pro 965 great looking plaver
animmation? Only il you were running al
least a 486/66. You can bet the ranch that
you'll need a Pentium for the ™97 version.

Sa, its only natural that some gamers
look back wistfully at the days when life
was simple—al least life’s sporls gaming
side. Who recalls excitedly poring over
hitter’s columns on brand-new APBA
plaver cards, or trving to fathom Strai0-
Manics seeret formula for assigning ficld-
ers’ ratings? If vou remember, perhaps
vou're onc of the many table-top lovalists
who migrated along as dice-and-card
game companics converted their prod-
ucts over to PCs. "The computer versions

types of vehicles to race—a first to
our knowledge in the console mar-
ket.

» 300 Studios is reported to be

Tony LARussa BasesaLL fame) on a
baseball game for the PC. The pro-
ject would unite EARL WEAVER
BasesaLL publisher Trip Hawkins
(then CEO/President of Electronic
Arts) with EWB producer Dan
Daglow (now President of
Stormfront).

DENNIS MCCAULEY °

working with Stormfront Studios (of

SPORTS

of games like APBA and S1ra1-O-Manic
were the product of a life and death strug-
gle against looming competition by the
graphics-oriented sports sims from large,
well-capitalized software houses, a David
and Coliath battle that rages on.

DAVID VS. GOLIATH
What's more, it's not just the old-time
board game companies tilling at the cor-
porate windmills of the big game publish-
ers. A mixed bag of mom-and-pop soft-
ware operations offer full-blown commer-
cial sports game products in an effort to
grab their slice of the pigskin, puck, or
cowhide. While industry leader Patrick
Cook presides over the highly successful
IRONT PAGE emipire at Dynamix, sports
nut Dave Koch busily chums out
code ina Wisconsin garage, tweaking
his fine text-based NFL sim, ACTION
PC FoosaLL. Actually, | don't know
if Dave Koch even has a garage., but
the image of the little guy burning the
michnight oil ina labor of Tove holds
true. After all, isn't that the stuff of leg-
ends in the personal computer indus-
try? Its a wonder, really, that these
smatll publishers are able to buck the
odds and survive, cor wsidering profes-
sional sports licensing fees, limited
(usnally mail order) distribution net-
works, and an overall lack of pizzazz
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‘ ‘ For the

stat-based
sims to sur-
vive, they
have to offer
modem play
and better
customer

service. ’ ’




DENNIS MCCAULEY

compared to the higher profile products,
While FrRONT Pact: SPORTS FOUTRALL
PRO 96 and Accolade’s UNNECESSARY
Rovcrness dominated the shelves at
software retailers this past football season,
vou'd only have stumbled npon Acziios
PC FoommalLil you scanned the small
adls in the back of sports maggzines,

How do the little guys do it? Perhaps
they've found their niche in sports gam-
ing-statistics. After all, table-top baschall
games have been around sinee at least the
eatly 60s, so they've had plenty of time to
perfect their stat models. Gamers know
they're getling a reasonably accurate sim-
ulation of actual results, which is more
thian can be said for some of the graphics-
oriented sims, with their 4,000 vard rush-
ers, all-loo-frequent 1-0 hockey scores,
and home nin hitters whose output regu-
larly celipses the best production of Babe
Rutl and Roger Maris. This is a real bone

BACKFIELD IN MOTION Unnecessary Rouchness 96 may
emulate the mechanics of a good running game, but for
realism, you're still better off with an old-fashioned stat-
based football sim.

of contention for the stat-oriented game
publishers, who, quite naturally, see their
type of product as the Holy Grail of sports
gaiming. One designer told COW he'd
tried several times Lo shop his baseball
game’s well-regarded statisties engine to
major publishers as a means of giving
their graphical sims a better foundation,
but had heen rebuffed. He came away
wilh the impression that the farger com-
panies believe that graphies are what sell,
and most consumers don't really care
about the underlying statistical precision,
Could they be right?

“Test-hased and stat-oriented games

CcG JUNE 1896

also appeal 1o upgrade refuseniks who
can'tor won't send their credit card on a
fly pattern just to keep up with the latest
full motion video, live announcer sports
sim. Hleek, many of the less-demanding
stat-based games will rin easily on even a
380, allowing sports junkics to get their
numbers fix and still have a few dollars left
to buy lickets lo a real game onee ina
while,

Stat-oriented sims have history on their
side, loo. When you purchase a S1rarO-
MATIC or an APBA, you know you're buy-
ing into decades of sports simulation
experience, Other games, like Lance
Haffner's FuLL Count BaseaLt, have a
track record of several years to rely upon.
‘There’s a certain reassurance that comes
from knowing a publisher depends on
vour purchase for his livelihood, and that
the product will be there year after vear,
with updates, past season disks, and other
game-related add-ons,

With the bigger companies’ sports
products, you have to wonder whether
your favorite sim will survive the annual
sharcholders” meeting, Think it can’t hap-
pen? Guess again, Ina recent example,
MicroProse has dropped Ui
Foosatt. like a slippery pigskin after just
two scasons, Let’s hope you didn’tinvest
too much time in Urisaie: FOOTBaLLs
play book editor, designing a custom
offense for a game that's now as defunct
as the single wing.

For all their virtues, you have to wonder
aboul the survivability factor of the stal-
oriented sporls sim in a gaming market
where 3-D video is the latest buzz. To
hold on against the big boys, small pub-
lishers must emphasize what they do best
— the little differences that set them apart
from their corporate brethren.

THE SMALL COMPANY PLAYBOOK
Where can small companies make
their mark? Customer service is para-
monnt, Publishers must know the gamers
who buy their product, and be responsive
to their needs. I speak from personal expe-
ricnce when | say that, sadly, this isn't
always the case, Some finms just don't get
il, customer relations-wise. Do vou have a
modem? Do you use e-mail? Of course

you do.
Amazingly, some snall companics
don’t even have an Intemet address,

much less a Web Page. Hello? This is
1996, guys! Perhaps even more frustrating,
others have e-mail, but don’t answer
inquiries promptly, if at all. We've come to
expect the impersonal treatment from the
software burcancracies, bul from a little
firmn, the snub feels so much more per-
sonal.

And, say, Mr. Siall Company CEO,
here’s a question that you don't need a
Harvard MBA to answer. What's betier
than one lonely customer playing a sports
game solitaire? Why, 28 frenzied cus-
tomers busily engaged in league play, of
course. IUs a surprising fact that imany of
the stat-based sims completely ignore the
possibilities of the modem. With the old-
line companies, this is probably because
their customers have a 30-year history of
organizing Play By Mail (PBM) leagues,
Well, guess what?

As aveteran of many PBM leagues in
my dice and card days, I'm here o tell you
that 'm not going to lick stamps anymore.
Iwant diveet modem play and I'm oot the
only one.

Finally, small publishers shonld da
what they do best, and not get caught up
in on-screen gimmicks in a futile effort to
compele with graphies-mtensive games.
‘The type of gamer who leans towards
NHL 96 or Tony LARUSSA BASEBALL is
nol going to switch to a stat-hased sim just
because il features an oplion il imouse-
activated bat and ball graphic. Yet, ina
yuestionable allocation of resourees, one
company is adding such a module toits
96 version. rofessional athletes olten use
the term, “Stay within yourself” It means
play your own game, and don't ry lo be
something you're nol, Stat-bascd game
companies should take hee.

Make no mistake, this is a niche mar-
ket. Small publishers ignore this fact at
their own peril. It would be a
shame—our loss as well as theirs — 1o
evenhually see the little fish in sports gam-
ing gobbled up by a lungry school of offi-
cially-licensed, multimedia sports extrava-
ganzas, too many of which tim ot 1o be
allicing and no cake. &
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REAL PLAYERS . . . REAL STATS?

}j/ Advanced motion-capture technology for added realism
_x;Jx 28 fully-rendered 3D Big League stadiums

’1;;“."/ Features play-by-play with Harry Kalas, broadcaster
for the Philadelphia Phillies™ and NFL™ Films

/J,- Over 1200 statistics per player dictate game play
s~ Includes actual 1995 and 1996 schedules
)J/ Over 850 1995 and 1996 MLBPA® players

3“; Full 40-man roster availability

}j/ Waiver wire, trading, active and disabled lists actual game screens may vary
)N!/ Head-to-head modem play Sports lllustrated® Presents MicroLeague Baseball 6.0, a new
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brand of baseball for the serious sports fan. MLB 6.0 gives you the
sound technology chance to show off your Big League manager, general manager
and owner skills, You call the shots! Fill out the lineup cards, call
to the pen, make late-season blockbuster trades, build the ultimate
dream team, even construct the perfect ball park.

And for unmatched realism only MLB 6.0 offers over 1200 detailed
statistics per player. Unparalleled statistics that STATS, Inc., the
authority on statistics, painstakingly developed at our request. Re-
create seasons of old, play the fantasy game of a lifetime, or use
the included 1996 pro baseball schedule to manage your way to the
October Classic.

" Choose from any of seven fixed camera angles, all presented in
stunning 256-color SVGA graphics, or use our Advanced Camera
Direction System to see the game from any seat in the house.

So come on in, claim your seat, grab a dog and watch as
MicroLeague revolutionizes baseball.

E Available on PC CD-ROM
i See your local retailer or order direct by calling:
c ; 1-800-222-1233

i Circle Reader Service #56 http:/Avww.mmi.com
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istered trademark of Desper Products, Inc. Phillies i a trademark of Major League Bageball. NFL is a trademark of the National Football League, Statistics provided by Sports
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EXPERIENCE 3D Al

pEmo: http://www.goldtree.com/
“CYLINDRIX 1s A NO HOLDS

-BARRED BATTLE TO THE DEATH!”
o3 -PC GAMER

RACES.
_,ING ARTIFIC!AL INTELLIGENCE.

-1-800-746-3772 - ceou

|NFORMAT10N GOLDTREE@COMMUN!QUE NET

o
X MSDOS ver5+, CD-ROM, 100% Soundblaster Compatlbie 8 Megs RAM.
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Get Net:
It Pays

DENNY ATKIN « ZSIMULATION/SPACE

Online Resources Breath New Life Into Aging

Flight Sims

fyou're i that ever-
shrinking percentile of
sim fans who haven't got-
ten online vel, vou're
really missing out. Head-
to-head play beats even
the best computer Al any
day, but even if vou pre-

fer to flvalone, there are

| dozens of resources on
the Internet and online services that can
make sim flying a much richer experi-
ence. New missions, leam campaigns,
program patches, introductory guides,
and plain old post-combat bull sessions
are just a few of the reasons o |¢|g oI,

IF SU-ZT FLANKER is your gaime, point
vour web browser at Mike Joseph's
Unofficial SU-27 FLANKER Homepage,
http:/Mmwlink.com/~mikejlsu27 html,
Here vou'll find a virfual aviation school,

with weekly missions designed to get new

Spectrum HoloByte has finally
lifted the cone of silence from
Farcon 4.0. This Windows 95 F-
16C simulator drops you in the
cockpit during an air and land
war set in the Korean peninsula.
Look for the sim to be the anti-
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significantly with over 10 radar
modes, more than 10 HUD
modes, and avionics support for
Wild Weasel anti-radar missions.
Look for AWACS coverage in
combat, and much better team
Al from your wingmen.

Tor Gun, upping the realism ante |

Fatcon 4.0 will support multiplay-

flicrs up to speed ina compelitive “top
gun” campaign environment; the N-cam-
paign, an on-going multiplayer campaigi;
a growing collection of custom missions;
IAQ and hielp files; and the most current
patch.

Iric Joiner, who created the Virual
Iighter Command site for TorRNADO
fliers (hitp:/Avww.mindspring.com/
~cjoinerAfeidc html), now has an Su-27
page as well at hitp:/mwwwgliweb.com/
SU27/index htmlThis page complements
Joseplt’s page with additional resourees,
including a bulletin board-style discussion
arca, I vousstill can't gl enough Su-27
talk, send email with the words “subscribe
flanker” to majordomo@wlvac.uk to join
the Frankier mailing list.

1512000 fliers should cheek out
hittp:lvwawe2000.com, home of the 1%
Furofighter Air Wing, Along with a dis-
cussion area, tech support, and I'AQ info,

er play using networks, modems,
| direct cable connections, and
online via the Total Entertainment
Network (TEN). The sim will sup-
port 3-D graphics cards, so look
for some amazing graphics. And
’ taking a cue from Back 10
BaghpaD, Fatcon 4.0 will support
hooking up an old Hercules
graphics card and monitor to
provide a second screen display-
ing your radar output.
Spectrum’s not giving dates yet,
but you'll probably have more

i luck getting this sim from your

1

| valentine than from Santa.
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6 & without

a modem

vour'll find a base directory where vou can
locate other EF2000 pilots. Among the
useful info on The Ist Canadian Tactical

connection to
the rest of
the sim
world, you're
just playing
with your-

self. , ’

Eurofighter Group page at
http:/Avwaweyberinkbe.ca/~lenh/ef2.htm
is a guicle to hacking modem play into the
current version of [12000, using the KAl
Internet multiplayer software,

LISNE Magise: Ficinegs, and AXTF
are also well epresented on the web, 'The
Wildbunch page, http://fonrworld.com-
puserve.comMhomepagesfedully/WILDB
NCH b, sports screen shols, custom
missions, and i campaign, along with a
helpful bunch of USNI fanatics who are
happy to help folks troubleshoot any prob-
lermns they're having with the game.

No matter what your favorite sim is,
you're bound to find information on it
online. There are hundreds of sim-related
sites. A good place o start are discussion
arcas, where you can meet other sim
pilots and find the hot spots online. On
CompuServe, GO I'SIFORUN. On
AOL, go lo keyword FLIGHT. And on
the Internet, check out the
compsysibim.pegames.flight-sim news-
group, as well as the new web-based flight
sim discussion forum from those wacky
Happy Puppy folks and my colummar pre-
decessor, Tom "KC” Basham, at
http:/happypuppy.comflight/indexhtml.
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PATCHED PATCHES

Last month | took a look at patches for
some recent flight sims. Of course, as
you'd expect in the Mach 2 world of flight
sims, those patches have been patched.

If vou installed the FF2000 2.0 patch,
vou're probably reading this magazine
hd‘amsc interaction witl vour compuler is
liable to result in $3.000 worth of hard-
warre being tossed out a second-story win-
dow. When DID decided to make
L2000 more challenging, they overdid it,
Inemy missiles became super-clleclive,

while vour own couldn’t hit the broad side

of a fjord, DID recently followed up with
another update, 2,01, which balances play
quite a bit. We'll have 2,01 on nest month's
CG-ROM, or you can get it from
hitps/Aswawdid.comif vou don't want to
wail. In the meantime, ]mmi("v on version
2.0, and 201 will seein like i picee of cake,
SSIs SU-27 sk has also seen
more upgrades, up to L1 Beta 4 as of this
writing, Along with clouds, a better field of
view, fine-tuned instruments, and
improvements in the mission cdlitor,

comes the Holy Grail: head-to-head play!

The Llupdate is designed to play overan
IPX network, However, you can also fly
over a modem connection if one player
owns the Microsolt PLus! add-on for Win
95, which contains the Dial-( Ip
Networking (DUN) host application,
One plaver installs the DUN host, and
the other calls up. If everything’ config-
urcd properly, you'll be able to play over
amodem conmeel, Some players have
even tried using TCPAP to play over

the Internet, but apparently the lag times
are loo long and the play is too jerky to

cnjoy. S

Aovanceo Tactical Figiens: If you're
having problems with warping on a

m connection, make sure data

compression and error correction are

string to AT\NO (that's a zero, not an oh)
will wark for many modems.

Want to try your hand at landing after
a (uick Mission, but can't find the air-
base? Just tell your wingman 10 “bug

a “0" character, the command for cen-
tering vectored thrust. You'll find planes
like the X-31 much more controllable.
Send your flight and space sim tips to
datiineozd.com and you may see your

name in print here!

Originally developed for
military air combat simulators,
the ThunderSeat uses the
sound output from your
favorite sound card to

generate realistic, vibratory
sensations. You'll not only see
and hear but FEE L your
simulations literally reach out
.andtouch you-- though
‘“shake, rattle and roll” more
accurately describes what
you’ll feel in a ThunderSeat!
* Prices starting at $159.99

“A DOUBLE MUST HA
FIJFI.IUE!E GTRU :

\ “VIRTUAL
STRATEGY PLUS

Forra FREE CATALOGUE CALL
1+ 800 ¢« 8-THUNDER

/17835 SKky Park Circle » Suite C
[ Irvine, CA 92714-6106
714 # 851-1230 FAX: 714 » 851-1185
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REACH OUT AND

TORCH

l*/A-l8 HORNET

The hottest flight simulator game is now torching up your Windows®
95 PC. Ii's F/A-18 Hornet. With incredible 3-D graphics and realistic
instrumentation, it'll push you to the outer limits then bring you

: ' screaming back to earth. In fact, F/A-18 Hornet dlosely simulates the

Navy’s own attack-fighter aircraft, There's 28 different Persian Gulf

"' combat missions fo test your skills — where you can blow up [ A B A
\ Y VAT § [ A ™
everything from ammunition depots using the M61 Vulcan cannon fo SIMULATIONS
~ MiG fighters with an AIM9 Sidewinder. So pick up the award winning
o www.grophsim.com/grophsim

Fian ':"-- J F/A-18 Hornet today. It's the best way to get close to someone.

Circle Reader Service #57
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Price: 559.95

System Requirements:
IBM compatible 486 DX2-
66 or higher (Pentium G0
for SVGA), 8 MB BAM,
MS-DOS 5.0 or higher, 30
MB hard disk space,
SVGA, 2x CD-ROM,
mouse; supports a wide
variety of sound cards.
Protection: Mone (CD
must be in drive)
Designers: Andre Gagnon
and Brent Iverson
Publisher; Jane's Combat
Simulations

San Mateo, CA

(415) 571-71111

Reader Service #: 337

velerms and new fliers

REVIEW » ADVANCED TACTICAL FIGHTERS

Plane Jane’s

It Doesn’t Look Much Better Than U.S. Navy FicHTers, But Multiplayer

by Denny Atkin

ane’s All the World's Aircraft is
the bible of the aviation indus-
try, and Jane’s Defence Weekly
is the magazine that military
planners read if they want 1o
know what cool toys the coun-
trv next door is buying. Now

|
play in the fight simulation

1¢ June’s name has come inlo

arena, with the new Jane’s
Combat Simulations series [rom
Ilectronic Arts and Origin,

“The first entry in the series, ADVANCED
Tenear cineRs
(NTT), is essentially
LLS, Naw IfcieRs
3.0, with six new air-
cralt, new campaign
seenarios, multiplayer
modes, and multime-
dia reference video
from Janc’s. These cle-
ments are individually
enticing; together, they

combine to update an

P e

aging flight-sim engine
into an original, com-
pelling game that’s
worlh i look for USNIY

alike,

Action Gives ATF Wings Of lts Own

Mission Builder, unclimged from carlier
games in the series. As belore, a Vehicle
Info button gives you details on the vari-
ous aircraft in the sin; the new Player
Aireraft Reference includes video and
information from Jane’s on the airerall
vou'll fly in the sim.

Although the structure of the missions
is unchanged, vou'll find more variety and
a few surprises when you head into com-
bat. The game has a slaggering 90 aircraft
models and variants, and missions range

from typical airhase raids 1o escort ing

AURORA EXPLODIALIS Closing on targets like the Aurora spyplane Is easy,
thanks to six simultaneous multifunction displays, including a new radar

cross-section indicator,

SEE JANE'S PLANES

Onee you gel past the exhilarating
opening video, vou'll come o i main
sereen that’s nearly identical to USNIF,
Iiree styles of missions are offered: Single
Missions, mostly against the Fienchy;
Quick Missions, where you can pit planes
of your choice against each other; and
Campaign Missions. The Campaign is
actually a series of missions strung logeth-
er—missions always progress in the same
orcler, and you simply havee a limited nuim-

ber ol allowed failures, Theres also a

cG JUNE 195

Aurora spyplanes,

You'll also find the play experience dil-
ferent due to the hardware vou'll be flying,
The F-22 is carried over from LISNIY but
this one has a fine-tuned Mlight model and
now sports veetoring thrusl. The [-117A
Nighthawk and B-2 Spirit stealth aircralt
give you a chance to try vour hand al
clandestine strike missions (or use the
“load any weapons” cheat to pack the B2
with 72 Phoenises and see if you can take
outan entire air force with one plane).

The Dassault Rafale is an agile French
strike fighter that can give even the 12224
run for the money.

I the Fantasy realm, you'll find the X-
29 1SW forward-swept-wing craft, as well
as the NS3EFM thiustvectoring lestbed,
Neither of these aireraft will ever go into
service i reality, but ATF anms then and
lets you try then in combat. Finally,
there’s the X-32, based on Lockheed's
entry in the JAS T competition for an air-
cralt o replace the Harrier, 1-16, and 1'/A-
5. Ihis aircraft only exists on paper in
reality, but vou can fly it in
AT now:

New tacties come into
play with all of these planes:
the 1422, I-H7A, B-2, and
Rafale are all stealthy, and
vou'llwant to use that advan-
tage lo sneak past incidental
eneinies on the way lo the
targel. The N-29% big plus is
amizing mancoverability;
the N3 and N-32 can vector
their thrust, allowing you lo
pull amazing angles of attack
and point your plane’s nose
up o 60 degrees off the cur-
rent velocily veelor, making
for some frly exciting gun
shots. In Quick Mission
maode, vou can also fly most
of the USNE e MARINE FIGHTERS air-
cralt, suclias the 1= and Harrier.

SEE JANE'S RUN

The flight engine has scen some minor
but welcome tweaks since itwas last
upgraded for the MArNE Ficegs data
disk. The cockpit araphics serve no fune-
tion other than holding up the rear-view
mirror available on some planes. Radar,
status, weapons, and other instrument dis-

plays appear in pop-up windows. While



= Special moves, combos,

- Blood sucking, claw slash

Daveloped by Argo Games Saoftwere Creations Web BBS (http:/ /www.swehbs.com)
FC’.!”"TI GE” Published by Apogee Sofoware, Ltd, Site (http: / /www.spogee] .com)
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*
By far, the largest, mo
detailed foes ever seen’in a
fighting game. Up to 343 of
the screen's height.
Innovative screen panmng
zooming, realtime scal g.
shadows, and spécial
Interactive, animated; and
detailed backgrounds,that
often hide special dangersf
8 characters, 2 chamiplions:
and a nasty surprise. .

resurrections, & humili

ing, tail whipping, karate
kicking, fist ramming, body
slamming, blood spurting
action — need we say more?
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y default, the instrument
windows obscure a lot of

your field of view. In higher
resolution modes, turn off

“Large Windows" using the View
menu. This will not only make instru-
ment windows smaller, but it also
allows you to fit six instruments on
screen instead of only four.

Want to see how the game’s frame
rate is affected by various graphics
options? Hitting Ctrl-F will display the
current number of frames displayed
per second.

Installing the game to use MIDI
music instead of digital music not only
saves some 30MB of hard disk space,
but it also speeds up the game notice-

some purists argue that this detracts from
the game’s realism, it’s actually a very
functional compromise given the limited
real estate of a computer monitor com-
pared to the panorama of a real cockpit
and canopy. AT increases the number of
simultaneous pop-ups from lour o sixin
higher resolutions, giving you more data
CNSCTCCT.

Outside the cockpit, it's a flashback to
last vears sim technology: While the hi-res
graphics are erisp (resolutions up to
1024x76S are supported), the relatively flat
terrain polygons, simple texture maps, and
medium-detailed aireralt have a cartoon-

REVIEW » ADVANCED TACTICAL FIGHTERS

ish feel once you've seen EF2000. AT
appeal is in ils gameplay, nol its pretly
face. There are some minor, bul wel-
come, new graphics touches, Mosl
impressive of these is are the new airerall
explosions. When you take out a bogey, it
will often lose part (or all) of a wing, dis-
play huge gashes in the fuselage, or even
break in half. The engine’'s been fine-
tuned a bit, and should ran faster on 486
PCs. On the sound side, a digital music
option improves the quality of the tunes
for the MID!-less.

“The view hat on the CH FlightStick
Pro and Thrustmaster FCS joysticks is
now used to control thrust vectoring; on
planes without vectoring, it’s useless, XTI
does support the new dual-hatted CIH
CombatStick, giving you a second hal for
view contral,

RUN, JANE'S, RUN

ATF was already in the works when A
signed on with Janes, so you won'l see
much evidence of the alliance in the
game’s realism level. "The game remains
moderately realistic — the planes exhibit
appropriate performance differences (an
1-22 can flv circles around an 1°-4), but
often they don’t mateh up with the real
planes’ capabilitics,

"The Jane’s connection comes into play
with the new multimedia reference sce-
tion. Each of the planes is spec’d out in
detail, with internal drawings, perfor-
mance data, and numerous
images. You'llalso find videos
highlighting the develop-
ment, control surlaces, and
special maneuvers of cach of
the seven flyable airerall,

DASSAULT AND BATTERY A French Dassault Super Etendard falls victim to ATF's
improved F-22 Lightning 1.

CG JUNE 1336

This is backed np by a won-
derful, spiral-bound manual
that clicits memories of
MicroProse manuals of vears
past. Complete descriptions
from Jane’s All the World's
Aireraft ave included for each
flvable plane. Therces also a
superh kevboard and com-
mand reference card, a need-
ed and welcome addition
that other sim developers

should try lo mateh,

SHOOT SPOT DOWN

The most compelling new feature in
AT s its multiplayer support. Up to eight
players can flv over an IPX network, or
vou can go head-to-head using a modem
or direct serial conneetion. You can fly any
of the Single Missions or Quick Missions
here,"The Quick Mission interface sports
anumber of options to enhance multi-
player mode: You can st up a free-for-all
battle, or divide players into two sides;
timme and kill limits are adjustable, as are
the number of lives a player is allowed;
and you can choose how many kills con-
stitutes a win. Both missile and guns-only
combat are allowed. The action is smooth
as silk in multiplayer mode, with no warp-
ing or jumpiness at all in network play or
aver a 14,400 bps modem connection.

Whiat makes the multiplayer a real blast
is that you can fly any aircraft in the sim.
Setupa MiG-21 vs. F-4 Phantom battle,
pit an A-10 against a Harrier, or take con-
trol of a lumbering C-5 Galaxy and see if
vour friends can escort vou home alive, A
ttal of 90 different aircraft (counting
camanflage variations) are available,
including bombers, fighters, helicopters,
and transports,

Stripped of multiplayer mode, ATF is
little more than another USNF data disk
with a nice multimedia aircraft enev o
pedia. But once you take on a hunian
player, the game takes on new life, and
beeomes one of the most purcly fim Right
simulator experiences in existence today,
Ifyou have a friend with ATF and a
modlem, you must buy this game.
Otherwise, you might considering buying
them a copy. And a modem, if need be,
You won't regret it, &

FAPPEAL: USNF fans looking for
new action; anyone with an interest
in multiplayer flight simulation.

PPROS: The most entertaining, fly-
able multiplayer simulation yet. The
advanced X-planes simulated here
force even experienced sim fliers to
develop new tac-
tics.

+CORS: Graphics
enyine is dated,
and you can only
fly the full compli-
ment of aircraft in
multiplayer mode.
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undead merines and
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Doom II. Now you can E&
retire, right? Wirong.

Seems flesh-eaking mutants
have the mortality rate
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new frightenin

pounding music. I%"8 time
to finish what Fou started,
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Price: $59.95

System Requiremenls:
IBM compatible 486 DX2-
66 or higher (Pentium rec-
ommentded), 8 MB RAM
(12 MB recommended),
Windows 95, 35 MB hard
disk space, SVGA, 2x CD-
ROM (4x recommended),
mouse or joystick; sup-
ports Sound Blaster com
patible sound cards.
Protection: None (CD
must be in drive)
Designer: Dynamix
Publisher: Sierra On-Line
PO. Box 3404

Salinas, CA 93912

(800) 757-7707

Reader Service #: 328

REVIEW ¢ SILENT THUNDER: A-I0 TANK KILLER 2

Unaer All The Pretty New Makeup, If's The Same Old A-10

by Scott A. May

et fighter sims can be a
detached experience: Bogeys
appear as blips on long-range
radar sereens, identified and dis-
patched with perlunclory case,
Ground targets may offer visual
sightings, but thanks o laser-
gnided ordnanee, you can be
long gone before impact oceurs.
In short, the fighter pilot s dis-
tanced from e immediate action, inall
its smoke and glory, like some veiled
avenger.

Sierra’s SILENT THUNDER: A-10 TANK
KILLER 2 drops you out of the clouds and
right into the caldron of up-close and per-
sonal air combal. Nicknamed ™Warthog™
for its ungainly appearance, the A-10
Thunderbolt s the modern equivalent
to the fabled "Trojan Horse —a lumbering
ginnt capable of unleashing hell’s fury on
any ground target in its path, Designed to
fly low, long and hard, the A-10s major
claim o fame is its “tank killer™ capability,
courtesy of the GAU-8A Avenger gun.
Mounted beneath its nose cone, this mas-
sive seven-barreled Catling-style weapon
can fire milk bottle-sized 30mm shellsat a
blistering rate of up to 70 rounds per see-
ond. Asplit-second burst is all that’s need-
ed to recuce a main battle taink to a flam-
ing pile of molten shreds, In many ways,
it’s like shooting fish in a barrel, except
thesc fish are amed to the gills and don't
hesitate to fire back.

DEJU VU ALL OVER AGAIN

Designed for Windows 95, the game
marks the tird remodeling effort by
Dynamix lo breathe life into this venera-
ble title, originally released in 1989 for
DOS and Amiga. In the game’s timeline,
the Air Foree has virtually eliminated the
A0 from active duty. Its new ole is that
of private (read: covert) deplovment to
enforce LS. poliey objectives in connlries

cC JUNE 1206

4 Gilent Thunder

BOOM TOWN Follow the winding roads and you'll find plenty of targets of opportunity

that blow up real good.

suchas Korea, Columbia and the Gulf,
weeding oul lerrorists, drug lords and the
like. Another important shift: A<10s now
fly mostly solitary missions, backed only
by reconnaissance planes and the occa-
sional Apache gunship. Combined with a
new varicely of locales — from flat desert to
rugged mountain terrain —and improved
enemy Al the skills required to command
this formidable beast have changed dra-
matically since the carlier game,

"The game’s visible improvement is a
complete graphies facelifl. The Mat poly-
gons of the past are still there, but they're
now 3-1 texture-mapped and light-source
shaded, using Dynamin updated 3Space
technology. Thanks to SVOA resolution,
the devil’s in the details, including magnil-
icent multicolored explosions, realistic
smoke, fire and mist effects, highly
defined buildings and aireraft markings.
“|ermain features such as roads, rivers and
shorelines are not only pleasing to the eye,

but important for navigation, Using a
combination of hotkeys and mouse con-
Irols, you can view the action from virlual-
Iy any angle. The graphies look best when
viewed from a distance; up close its the
same old carpet of blocky polvgons, and
occasional glitches cause objeets to be vis-
ible through terrain. The game uses
Direct Draw, supporting either a win-
dowed display or full-screen, ata nii-
mum of 640x480 resolution. An inaltrac-
tive low-res option is available for slower
machines.,

CAMPAIGN TRAIL

Many of the game’s missions can be
flown individually, with a Best Mission
vanily board recording your highest
scores. You'll need to fly the full 24-mis-
sion campaign mode to aceess all the mis-
sions, though. Campaign missions are
linked together, with your performance in

previous oulings alfecting subscquent sce-




“I can’t shake him!” Cries your wing man
as the MiG matches his every move.

Fearlessly, you push the ThrustMaster. F-16 TQS~
throttle forward and your Falcon roars to the
rescue.

F-16 FLCS.

The force of acceleration slams you into the
ejection seat as you tear through the sky. Your
skilled fingers dance over the fully programmable
switches as your thumb works the TQS~ trackball.

U,

4

=l

Your other hand tightens around the ThrustMaster. F-16
FLCS~ stick as you maneuver behind your enemy.

Suddenly, the MiG falls into the funnel of your HUD.
Squeezing the trigger, a lethal hail of cannon fire rips
through his ship - sending him down in flames.

Unlimited Programmability F-16 TQS.

Unparalleled Performance
Uncompromising Reality

THRUSTMASTER.
THE REALITY SPECIALISTS

10150 SW NIMBUS AVENUE PORTLAND, OR. 97223-4337 PHONE (503)639-3200 FAX (503)620-8094
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REVIEW e SILENT THUNDER: A-i0 TANK KILLER 2

FRONT vViEwW
HEADING 283" RADAR ALT 414 FT  38EED 318 KTH
LOCATION: B85 WEAPON! MAVERICH
TARUET DEARING 94" OISTANCE: 13 WM

FLYING TANK The Warthog will take a lot of damage, which is good since
Fairchild seems to have left the ejeclion seat out when they built your A-10.

narios. Skill vardables inclucle three threat
levels and adjustable realism (limited or
unlimited ammunition, normal or invinei-
ble damage). A special training mission,

with on-line verbal cockpit assistance,
helps novices cann their wings,
Duie to the variety of mission objec-

lives—essentially, anti-tank, air support or
interdiction —and potential encmy resis-

tance, the game places heavy cinphasis
on pre-llight weapons loadont. Bevond
tanks — mere cannon lodder for the A-

ILENT THUNDER'S archaic flight
model has turned many
experienced flight sim fans
off . It's not that it's not
deadly accurate—many sim fliers enjoy
simpler games like USNF—it's that the
plane just doesn't fly as an A-10
should. The real A-10 is a fairly nimble
bird, while SiLent THunoer's flies more
like a B-52 hit by a shrinking ray. Turns

and throttle control also don't feel right

to experience fliers.

Dynamix has heard the cries of sim
fans, and is issuing a patch which
should be available online by the time
you read this. A second flight model
will be added that's still not-deadly
accurate, but should fly much more
like a real A-10. Also planned in this
free update are fixes for sound and
joystick problems, and a new eight-
mission mini-campaign called “The
Secret War.”

CcG JUME 1996

10—you'll also be facing a diverse range
of aireraft, anti-airerafl units, rdar sites,
|m'.ll_:i, bridges, buildings and unarmed
transporls. Four pressel weapons loads are
available, based on mission hriefings, or
vou can eustomize it voursell from a helly
list of bombs, rockets and missiles.

Enemy Alis considerably juiced up
from previous versions of the game, espe-
cially when setat the aggressive thieat
level. Play diffieulty is also much greater,
primarily due to your lone woll stalus,
Wingmen do appear in select missions,
although communications is notan
option. The HUD and cockpit displays
are somewhat muddled, but sinee you're
moving 5o low o the gronnd (lypically
200 feet or less), vou'll end up flving by
sight most of the time. "The game supports
the usual collection of high-cnd analog
flightsticks, throttles, and rudder pedals,
For Windows 95, a digital joystick, suchas
Microsoft’s Sidewinder, is the oplinl way
to oo

Control response felt sluggish in the
heat of battle; the Might model docsi'l
appear to have been upgraded at all from
the ancient A0 L5, Flight characteristics
that were acceptable seven years ago fecl
weird now. A dumbed-down flight model
is acceptable, even appropriale, ina
beginner’s sim, but il you've leamed how
real planes respond to contiol inputs,
voull likeh: have trouble handling the
unresponsive A-10 in this game.

Other sundry improvements 1o the
game include erisp radio chatter and
superb stereo sonnd effects. Bevond such
chiome and glitter, veteran A-10 pilots will
fin the basies of gameplay fondamental-
Iy unchamged, though.

MANUAL: MIA

Like some other recent Sierra gamies,
SILENT THUNDER ships without a printed
manual. All background material and sys-
lem spees are instead contained inan on-
line help document, aceessible only from
the main menu sereen or through Win935s
Lxplorer. On-line help may be fine for
non-gaming applications, as a supple-
mient o a printed manual, but it makes a
poor substitute for having written refer-
ence material at hand. You can print onl
desired information, but it’s a hassle.
Making the best of a bad situation, Il
admit there are some advantages lo on-
line help: hypertext jumps to related
material, plus the ability to quickly search
the manual for specific topies, This is one
trend I hape doesn't cateh on,

As combat flight sims go, SILENT

TiosneR doesn't exactly shake the rafters

or add anvthing new to the genre, bevond
its Win 95 platform. Veteran Warthog war-
riors will enjoy the game’s graphic over-
haul and new mission seleetion, but
they'IHikely be disappointed by the inal-
lention lo improvements in other arcas. If
vou're an absolute tlight sim beginner, or
if you're looking for an arcade action
adrenaline release and vou're extra-willing
to suspend disheliel, SENT THuNDER
may be worth a look. &

FAPPEAL: Action gamers looking
for a starter flight sim; nostalgic play-
ers of the original A-10 games.

bR oS: Target-rich environment with
spectacular explosions, stereo sound
effects and much-improved graphics.

+COraS: Unrealistic—not just simpli-
fied—flight modeling and poor plane
handling. No paper manual Beyond
updated appear-
ance and more
timely mission
specs, gameplay
isn’t much differ-
ent from original
DOS and Amiga
vEersions.




\ Prerror

Madness.

For Malco WESt, it’s the stuff
that AF€aMms are made of.

s, i i : Prepare yourself for the terror of your worst fears come to

~1 life, as Soultrap takes you on a hauntingly surreal journey

into the mind of Malcolm West, a man possessed by fear. Free-
fall into deranged 3D nightmares, as the ground shifts and twists beneath
your feet. Ascend to the top of towering skyscrapers and stare down into
the abyss that was once your sanity. Wander through the heart of warped

environments, as the walls seem to shrink around you. With each

new level your addiction will grow, absorbing your mind until
the urge to play consumes you completely; trapping you
forever in the spiralling vortex of fears, that is this

terrifying Soultrap,

* Face.a stunning range of deadly opponents as you battle your way
through detailed Real-Time 3D environments
» Go “inside” the game with the first person perspective or step
outside the action with the unique external comera
— « Stereo sound and dozzling effects bring all the reality-
' altering, non-stop adtion lo life!
* Faceyourgreatest feors in all of their 3D rendered terror!

SOULTRAP
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FOR MORE INFO ABOUT MICROFORUM
OR TO ORDER DIRECT, CALL: 1-800-685-3863
Tela[d16)656-9594 }'ux:illé}&Sé»UHﬁ
INTERNET : http://www.microforum.com
Email: moil@micooforum.com

MASTERS OF THE NEW ART
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REVIEW ¢ SILENT HUNTER

"Run Silent, Run

SSI Sends You On Patrol In The Long-Neglected Pacific Theater

by Kevin Turner

odem submariners look
at their World War Il
counterparts with some-
thing akin to hero wor-
ship. There is a special
|}if1 ”IL“-L’ men wesr, one
which has not been
awarded since WW L

That pinis the

Submarine War Patrol
pin, and it designates the wearer as a sub-
marine combat veleran. These men went
1o war with boats of steel, and sank those
hoats on purpose in order to attack
stealthily, Notonly did they attack, but
they paid the price by being attacked right
hack. They retumed with an unmatched
war record to a gratelul nation,

Unfortunately, the mortality rate for
subrmariners of WW ] was astronomical,
There are many hoals listed as “Stll on
Patrol” in the Pacific. One of the chiel
roles of the WW I submarine velerans
who survived is o make sure that we, as a
nation, remember their sacrifice.

SSIs SNt HUNTERS attempts Lo
refresh that memory by reereating the

L cxpericnces of submariners in the Pacific

Price: $79.95

System Requirements:
|IBM compatible 486-66 or
higher, 8 MB RAM, DOS
5.0 or higher,
VESA-compatible SVGA,
2% CD-ROM, mouse,; sup-
ports Sound Blaster com-
patible sound cards.
Protection: None (CD
must be in drive)
Designers: William T
Becker and Kim Biscoe
Publisher; SSI
Sunnyvale, CA

(800) 601-7529

Reader Service Ii: 340

theater during WW 1. For authenticity’s
sake, SSI brought a distinguished WW I
submariner on board as a lechnical advi-
sor. LCDR William “Bud” Gruner joined
the submarine service in 1939, and ook
command of the USS Skate during 1944,
Gruners involvement gave SSI the bene-
fit of much real-life experience.

WET RUN
As with all submarine games, the first
thing | wanted to do was put this boat o

sea and see what she had. T chose a Single

cG JUNE 1935

sy |

LOADED DECK If you've eliminated the escorts and you're feeling gutsy, you can try a

deck qun attack.

Mission and decided that taking on a light
merchant convoy would be a good shake-
down cruise. set the realism at 100 per-
cent, and landed in the control wom ol an
S-class diesel boat.

Once on board, ook a quick tour of
the boat and checked out what she had to
offer. was pleased to find that all the con-
trols, from inclinometers to engine order
telegraphs, are accurately depicted. The
compass rose is casy to discern, and mak-
ing depth changes can be casily accom-
plishicd by setting depth manually or by
one-keypress commands to come to
periscope depth or radar depth, crash
dive, blow main ballast, or surface,

‘The chart isan absolute pleasure lo
use, allowing you to sel mavigational
points quickly and easily. The zoom fea-
ture is particularly handy, and is critical
when setting up an attack. Orders can be
sent 1o the ship’s controls without leaving

charl mode,

‘The radar is accurately rendered; vour'll
find it extremely useful for localing largels
and oblaining range information. Radar
was one of the edges that allowed US sub-
marines lo operate so siecessfully, and
was an early indicator of the need for
advanced technology in weapon plat-
forms.

The bricge contains repeaters for the
ship’s control equipment, as well as a set
of “big eves.” Known as the 1B, or 'larget
Bearing Transmilter, these extra-large
binoculars allow surface engagement of
largets by sending data to the Target Data
Computer (1DC), much as is done with
a periscope. For the artillery-inclined,
there is a deck gun which can be fired
manually or automatically.

The TDC is the true gem of the con-
trol room. "This device can be set to oper-
ale in automatic or manual mode, In
antomatie, the target information is auto-
matically fed to the TDC. As conlidence



The world’s great Men-of-War sail
again ... and you're in command!

tep aboard Avalon Hill’s new Wooden Ships &

Iron Men and take command of the mightiest

American, British, French and Spanish
warships deployed during the American Revolution
and Napoleonic Eras.

Outmaneuver your opponent and rake him with your long
guns and carronades. Then close the range, grapple your
ship to the enemy’s and capture him by boarding action.

Lead Admiral Nelson’s fleet into battle at Trafalgar in his
beloved Victory. Take on the Serapis with John Paul Jones’
Bonhomme Richard. Choose from 17 historical ship-to-ship
and fleet scenarios or Design Your Own! Also included is
“The Campaign Game” which tests your mettle and tactical
acumen in realistic naval engagements that shaped a
glorious new country.

Awash with naval drama and suspense,

Wooden Ships & Iron Men can be played solitaire,
“hot-seated” with a friend on the same computer, or play
via E-mail against an opponent oceans away. And when
you take command, just remember. ..

Don’t Give Up the Ship!

Wooden Ships & Iron Men (Order No. 4070959) runs on
IBM PC CD-ROM and compatible systems and can be
sighted at leading computer game stores: Babbages, Best
Buy, CompUSA, Computer City, Egghead, Electronics
Boutique, Fry’s, Micro Center, Software Etc,, Walden's
Software, and independent retailers worldwide, or call
1-800-999-3222. Ask for dept. CGW12.

~ (e

Experience 3-dimensional action. - Check the status of your hull, guns,
sails and crew.

The Avalon H%! Game Company

DIVISION OF MONARCH AVALON, INC.4517 Hifffond Road, Baltimore, MD 21214 » 1-800-999-3222 « 4 1()-254-9200
Circle Reader Service #167
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REVIEW e SILENT HUNTER

in the target solution is.gained, a small
gauge in the TDC mirrors the level of
confidence. The larget solution is fed into
the weapon in the form of a gyro angle. In
manual, all readings must be manually
fed into the TDC. "These readings are
used o formulate a target solution, which
is then fed to the weapon.

The TDC is my favorite feature of
SiENT Huxter, 1 play the game with the
TDC in mannal wherever it's practical.
When faced with multiple hostile targets,
manual play is entirely too time consum-
ing. Autormatic mode allows vou lo main-
tain the big picture without acceding to
TDC unnel-vision. But | highly recom-
mend that you become familiar with the
TDC in manual, and vse it whenever
possible, inorder to experience the full
measure of the game,

PATROL ORDERS

[Fyvou just want to sit down and plava

LOCK TORPEDOS For a real challenge, try to operate the
dead-accurate Target Data Computer during the heat of

combat.

RADAR RIDERS Radar, introduced late in the war, lets
you get a bearing on the enemy without sticking a
periscope up for all to see.

CG JUNE 1935

single mission, vou'll find SiLeNT HUNTER
presents a multitude of apporhunities.
There are numerous historic missions,
where famous submarine actions are
recrealed, including those of advisor
“Bud” Gruner. You can also set up
encounters with merchant ships and war-
ships, as well as patrol enconnters, In
these encounters, you'll be able to choose
the size of the escort, presence of air
cover, and a variety of other variables.
Those who wish to undertake a long-
term commitiment Lo submarine service,
lacking only the sleep- and sin-depriva-
tion, can choose career mode. You'll
chase a starting date, which affects the
choices of technologies you'll be afforded.
For instance, certain classes of submarine
and certain types of equipment were not
available until midway through the war.
“There are also realism settings which
run the usual gamut of unlimited
weapons and dud torpedoes, to visibility
and vulnerability. The higher the reality
level, the higher the score in a mission.

DOS BOAT

SNt HuNteR s a DOS game,
although Ihad no problem rmnning it
from Windows 955 DOS prompt. The
SVGA graphies are extremely well ren-
dered. Zooming in with the periscope or
binoculars affords a high level of detail on
the enemy ships. As the weather tums
nasly, the boat pitches more and speed is
affected, although the seas themselves
remain graphically flat, a disappointment
after the rolling waves of ACES O 1HE
Drer Digitized voices give the correct
replies to many common orders without
adding any choppiness to the gameplay.

I did find one problem with the Al in
SNt Huntir, While playing a warship
encounter, | was shooting at a battleship
with three destroyers escorting, After
launching all weapons and going deep, |
figured the destravers would be all over
me. Affer a long wait, the destroyers were
still on their merry way, despite the fact
that 1 had just atlacked the battleship.
After being snubbed by the destroyers, |
surfaced for a look around.

Alter alittle experimentation, | found
that the destrovers would only fire their
guns at me, and only when within a cer-

tain range, When I circled the convoy, just
out of gun range, nobody would break for-
mation and give chase. | purposely staved
on the surface, firing the deck gun, and
considering throwing rocks, However, in
other missions the Al was dead-on,

My final criticism is not of the actual
game, but of the historical information
therein. There are a number of inferviews,
but they're all of “Bud” Gruner. While |
sincerely respeel M Gruner wholcheart-
edly as the hero he trulv s, there are a lot
ol other stories to be told about the sub-
marine war, and more than enough story-
tellers are still with us. The submarine
fleet of World War 1 was staffed by many
brave men, and Twould lave enjoyed
hearing some of their firsthand accounts
of the war. They will not be here forever,

‘The submarines that are still on patrol
deserve amention as well. As Dynamix
and Aces oF e Diep did for the U-
boat, T was hoping for more of the same
from SSI. The US submarine force has
paid particular attention to keeping its his-
tory intacl. There are many submarine
museuins and archives, as well as oral his-
torians and organizations like the SubVels
of WW L "The resourees are there, and |
would have enjoyed seeing more of this
type of information available in the game.

That said, this game is well crafted,
wilh superb simulation of the sub’s equip-
mentand posts, 165 my hope that those
who play the game and find it entertain-
ing will seek out more information on the
submarine foree of WAV 1L The more you
learn, the more amazed you will be al
their exploits, and it will add a whole new
dimension lo vour computer gaming,

And maybe next Memorial Day vou'll

remember those that are “still on patrol.” %

FAPPEAL: Aces oF THE Deep fans
ready to play the good guy.

¥PROS: Dead-on simulations of sub
systems and TDC, beautifully rendered
SVGA graphics, a variety of exciting
missions, and numerous difficulty lev-
els.

FCONS:
Occasional fail-
ures in enemy arti-
ficial intelligence;
historical back-
ground could be
richer. Game can't
he saved during a
mission.




- Unraveling The Mystery Is Just The Beginning. 5

.
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A huge -rri?inirig-'corpomﬁon has unearthed something unexpected. All they would tell you
yesterday was that it dated back to 11,000 B.C. Now, you see it, an ancient Egyptian pyramid
that seems to reach out to the desert sky like a beacon. Secrets of the Lost Dynasty presents

a vivid 3-D environment with smooth and realistic movement in which you will explore a

complex and ancient architecture.

' 1995 SMOKIN’ Digital Corporation, Secruts of the Lost Dynasty is o trademark of SMOKIN' Digital
MOKIN Corporation, NOYA SPRING is o trademoark of VIC TOKAI INC. 22904 Lochaess Ave., Torrance, CA 90501,
il e ) Fur more information, call (3210) 326-8880 or explore our website:
[ E 45

W N www.SMOKIN.com
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REVIEW * FAST ATTACK

Grash Dive

Program Glitches And Time Limits Mar An Otherwise

Immersive Sub Sim

by Kevin Turner

ans of modem sub-
marine warfare are
prabably gelting
really tived of play-
ing Ren STORM
RisiNeG,
MicroProse’s time-
honored modem
stih sim which
recently celebrated
its seventh birthday: Butin all
those vears, no other sub simu-
lation has managed to capture
the atmosphere, feel, and ten-
sion of the Tom Claney novel-
hased classic.

“The developers at Software
Sorcery are hoping that IAst Arek will
be the first game to get a sueeesshul finng
solution on the old MicroProse game,
s ArIACK places vou on the bridge ol a
Los Angeles-class fast-attack submarine,
tasked with defending American interesls
ina mmmber of different theaters, Your
orders will take you to the Persian Culf,
the Adriatic Sea, the Mediterranean, the
Sea of Japan, and the frigid North Sea.
Targets range from merchant shipping lo
enemy warships, as well as land-based tar-

gels that can be attacked using Tomahawk

missiles.
Price: §59.95

System Reguirements:
IBM compatible 486 or
higher, 8 MB RAM (16 MB
recommended), DOS 5.0
or higher or Windows 95,
SVGA, 2x CD-ROM (4x
recommended), mouse or
joystick; supports Sound
er compatible sound
cards
Protection: None (CD
must be in drive)
Designer: Dynamix
Publisher: Sierra On-Line
Salinas, CA 93912

(B0OQ) 757-7707

Reader Service #: 345

REALITY CHECK

IHaving served on subnarines and
camed my membership in the “been
there, done that™ elub, T can tell vou that
the FasT ATIACK design team did a good
job researching their subject. 'The weapon
parmeters are basically on the money,
the sonar looks exactly like the one on our
old boat, and the geo plot looks, well, like
ageoplot,

"The best reality cheeks are the missions
where you're tasked with tracking enemy

target movements withoul atlacking or

CG JUNE 1380

THAR BE WHALES Al the Real level you'll need to master the
sonar, and distinguish dangerous targets from singing mammals,

heing detected. This is truly the heart and
soul of submarining, Following an enemy
vessel all over ereation is something sub-
marines do ona daily basis, and some-
thing all submariners are familiar with,
After plaving one of these seenarios, | had
the unbearable urge o wander around the
honse with a eliphoard and take readings
on houschold appliances,

The sonar display in Fast Ariack looks
alot like areal waterfall displiv: As speed
is increased, snow fills the sonar sereen as
aresult of inereasing noise. Biologies
(noisy members of the aguatie animal
kingdom) are even included here, so be
sure that hogey vou're chasing isn't emil-
ting whalesongs, Your suby is equipped
with two towed arravs which can be used
to enhance sonar detection. The WLRS
systenis included, which is used to alert
ihe crew 1o incoming weapons and active
SOTIATS.

FASTATIACK s weapons systems
include the Mark 48 torpedo, the
IHarpoon missile, and the Tomahawk
eruise missile. The Mark 48 is a wire-guid-
ed torpedo that will swim ot to a deter-

mined range and then hunt for enemy

vessels. As long as the 15-
mile-long wire is still intact,
the weapon can be manually
guided aller the target drops
counlermeasures.
Unfortunately, FASTAIACK'S
torpedos arent as smart or
controllable as they should
be,

“The Harpoon is an anti-
ship missile, and an excellent
stand-off “fire-and-forget”
weapon. This missile will fly
loa ]nngr.-nnmu(l position
and start looking lor some-
thing to hit.

The Tomahawk is a cruise
missile with a lot of punch; it's fired from
vertical launch tabes that cannot be
reloaded. As 'm sure vou saw on CNN
during Desert Storm, Tomahawks have
great range ind destructive capacity
against land-based targets. The
Tomabiawk can also be used against ship-
ping, althongh targeting is more eritical,
and is made doubly difficult by satellite
uplink requirements.

FLOW CONTROL

Missions follow a realistic attack Tow.
First there’s the detection phase, where
largels are located and classified. Next
comes target resolution, where the targets
“solution™ is plotted and the submarine
mancuvers into weapon liring paraimelers,
Alter that follows the attack phase, where
the submarine launches its weapons on
the refined target solution. Repeat as nec-
essary until target is destroved,

Finally, there’s the extraction phase, also
known as the “vacate the area before
someone does unto us” phase.

After choosing game options (the game
isn't overly demanding, but il vou have a

slower machine you may want to tum off




Real F1 cars.

Spectrum
HoloByte.

http://www.holobyte.com

Visit your local retailer or
call 24 hours: 1-800-695-GAME
(U.S. and Canada) :
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DIVE
SURFACE

DEPTH OF PLAY You'll control depth and direction
from this screen; quirky controls make evading
incoming weapons a real challenge.
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voices and animation), vou'll choose
whether lo play a training mission, a battle

sel, orstart a career,

The training issions are clallenging,
and [ heartily recommend that players
start here, FasTATIACK has a definite
lcaming curve, and this curve can be
climbed much faster if vou follow the
tutorial in the manual. Theres a flow to
successfully prosecuting a target, and its
important to learn this flow carly in vour
career.

“Battle Sets” are like being dropped
into the middle of a war zone. Iach set
has a number of missions, and if vou're
too chronologically challenged to commit
lo avirtual career, '\nn‘” enjoy these litlle
journeys into some of the world's most

4
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laying Fast Armack at the Real level is challenging,

since it forces you to do all the sonar listening,

plotting, maneuvering, observing, and communi-

cating. In reality, the closest simulation to actual
submarining would be playing in Easy mode. Checking the
information is important, but gathering and evaluating infor-
mation is not the Officer of the Deck or Captain’s job. Their
job is to make decisions and maintain the big picture, not
dial in a possible solution.

The actual tracking and prosecution of an enemy target
takes a lot of peaple working together. The sonar team
tracks the target and relays information o the tracking
team. The diving officer and the helmsman/planesman han-
dle the maneuvering. The chief of the watch compensates
for trim and handles the bulk of communication. The fire
control tracking team consists of a time-bearing plot, a geo
plot, fire control, quartermasters (navigators), and time-
range plot. The torpedo room loads the weapons and pre-
pares them for either remote or local launch. Those not
actually involved prepare for all possibilities. Information
flow is the key to successful target prosecution. While
everyone can be perfectly competent in their job, it is the
team that accomplishes the mission.

JUNE 1995

infamous hotspots.

The Career oplion places you in com-
mand of the USS Pittshureh. The suceess
and failure of your erew rides entirely on
vour shoulders as the boat transits from
one hotspol to another. There are promo-
tions ancl medals to be camed, as well as
explanations to he made to Congress if
vou fail. 1is here that the full measure of
the game is pursted

Three difficulty levels are available,
Iasy level places sonar, fire control, and
weapon reloading in the hands of the
compuler, Stanclard slarts vou with an
approxitate: fire control solu-
tion, which vou must refine,
The Real level gives vou full
control of every facet of the
game. Successfullv completing
acarcer in Real mode is quite

anaccomplishiment,

PLAY TIME

My biggest complaint with
this game is ils interface, Like
almost everv other sub game,
FAST ATTACK presents you wilh
apiclure of a control room
where different control stitions
are reached by elicking on the station’s
representative figurc or graphic. On real
subs, radio, sonar, and ESM (Ilectronic
Support Measures) cach are located in
their own woms. A button bar allows you
o t|llir|~;!)' jump o varions stations.

Although sub warfare doesn’t take

place at the speeds of air combat, vou'l

still fine that the smber of tasks vou have

to complete ina short lime, especially
during torpedo evasion or multiple targel
situations, can get vour adrenalin flowing,
Along wilh lime compression, s
ATIACK features “lime expansion,” so vou
can slow down the game when you're -
ing lo do four things at once,
Unforlunately, vou're stuck with a time
limit (usually two hours) on each mission
that can't be tumed off. There’s nothing
more annoving than heing snatched from
the jaws of victory by anartificially man-
dated time limil.

CRASH DIVE
Althongh the box lists this as a
“Windows 95 & DOS” game, its actually

a DOS program that’s been set up lo
install and ran under Win 95 using the
AutoPlay CD feature, Unfortunately,
game stability under Win 95 isn't as good
asit should be, and even some DOS
users have L'.\|)L‘ril:nL'L'L| crashes and lock-
ups. FasT ATIACK doesn't play well with
32-hit sound cards; if vour system has a
Soundblaster AWI32, select the
Soundblaster 16 during setup. A patch
diskis on the way, but the ability to save
during missions would have been nice for

those without the pateh who experience

lock-ups.

BRIDGE GAME Fast Arack joins its predecessors in
trying to simplify gameplay but putting all the vital
stations, unrealistically, on the bridge.

Plaving Iast Ariack s, for me, like a
blast from the past. The realisim is there in
most respeets, and the missions are com-
pelling, "The game emphasizes strategy
and teehmique, and will entertain virlual
submariners and those looking for a quali-
ty game ina different genre as well,
Before vou know it, vou'll be taping your
windows shut, cating dehydrated food,
and drinking coffee like water. When vou
can draw the ventilation, electrical, and
plimbing svstems to vour house by mem-

oy, you'll know vou've arrived. &

FAPPEAL: Sub sim fans tired of liv-
ing in the past.

rPROS: Nicely simulated detection
systems, and a good variety of realis-
tic missions.

PCOMS: Mission time limits should
be optional or adjustable. Torpedo
control and model- =

ing is substan-
dard. Crash bugs
on some systems.
Game can't he
saved during a
mission.
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and beyond.

: ble is threatened. The King's half
sister, the evil sorceress Morgana, has

vowed to destroy Camﬂ

that Arthur has created.




" ADVENTURE GAME C

.

STARRING MICHAELDORN . ("~

Nonstop Adventure Salvage' @ Dazzling, Virtual World Explore a  Total Immersion Full-motion .video,
crippled starship, encounter and survive  vast alien civilization, aligr'a wormhole, .  seamless, smooth-scrolling 3D, aid
dramatic battles in deep space. | ~ and decide the fate of mankind. layered sound effects with music.

Get your copy of Mission Critical at these fine retailers:
Babbages Best Buy Computer City CompUSA Egghead  Electronics Boufique  Fry’s Electronics  Media Play  Software Etc.




F © - . .  #OUTSTANDING AND SUSPENSEFULL...
| T ... ... _BEAUTIFUL VISUALS AND
ok THOUGHT-PROVOKING PLOT.”

- PC GAMER, 1996

. “A MUST-HAVE FOR _°
- STAR TREK FANS!” -

- STRATEGY PLUS, 1996

_ “ENGROSSING.”

= USA'TODAY, 1996

~ “IE.YOU MISS THIS GAME,
YOU WILL MISS ONE OF THE BEST
ADVENTURES OF THIS DECADE.”

- COMPUTER GAME REVIEW, 1996

THE ULTIMATE GAME
OF SURVIVAL
' HLEGEND

EEEEEEEEEE MENT COMPANY

: i by Saft
'Adii of Ra dml'l e, nc.

Strategy Guide Available from Prima Books. 3CD-ROMs
Also play Shannara from Legend Runs under MS-DOS”

or Windo

1896 Legend E
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he battle rages on. Two opponents.
Two strategies. The year is 1941 and

¥4 appear on the horizon, markmg the
¥ beginning of World War II. From Pearl
:j Harbor to unconditional surrender, this *
¥ is your battlefield.
PTO II delivers the power to
= control this infamous war. With new :
technology, faster and better war e ———
machines are at your disposal. Command OBLITERATE ENEMY PORTS
the guns of the mighty Missouri, launch USING NAVAL WARSHIPS
¢ devastating Japanese fighter attacks, or
storm the beaches of Okinawa. India,
= Australia, and the east coast of the
~ United States mark new regions for
1 enemy domination. Three campaigns
await the most ambitious of generals
while single-ship engagements
prepare you for more! _
™ Play one of three major campaigns or STRONGARM PRESIDENTS,
seven short scenarios PRIME MINISTERS AND
I Set your own victory conditions CompaNDERS
M Execute precise military maneuvers
with over 100 unique officers

& Select from 120 war-

ships, 60 fighters &
bombers, 20 submarines, &
10 categories of tanks

M Intercept & decipher ¥ .
enemy messages using e T
technologically advanced }'\SN:MBLE SQUADRONS
weaponry OF LETHAL AIRCRAFT
Command forces from 70 strategic
bases around the globe

w I N I T! M Access biographies on WWII's most T

THIS MONTH ON legendary heroes

(GIaIMIE]sTP B T] M Orchestrated game music included on CD

M One or two player excitement

Available now or coming soon to:

SUPER NINTENDL KOEI

IEM CD ROM
KOEI Corporation
Available at your favorite retailers nationwide. 1350 Bayshore Hwy, Suite 540
Phone 415/348-0500 for additional information Burlingame, CA 94010
or to order direct, tis
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TERRY COLEMAN

No Mor

HPS’ upcoming Aipe De Camvip 2.0 brings old

favorites from your dusty shelves to your desktop

confess, I'm an addict. the likes of Lee, Alexander, b b =
Ever since | ordered my and Napolcon collecting ' -

first SPI boxed game by
mail over two decades
ago, I've been hooked to
board wargames, If
vou're like me, vou never
seem to be able to coor-
dinate your fellow

\\'an’.'ilmlc.f;_\' gaimers

dust in their hexagons,
Short of kidnapping your
old friends and forcing
them to play War in Europe
(which some might consid-
er cruel and unusual pun-
ishment), what can vou do?

Fortunately, Scott

STRATEGY/WARGAMES

together for a night of cardboard counter- — Hamilton at HPS

NO CARDBOARD ALLOWED A game of Napoleon At
Waterloo in progress, with combat units highlighted
adecent AL Butadmitit, you still miss the  designed Aipe; Diz Cavp-a and dice ready to roll!

marvelous lool for taking L

maps with your gaming buddies. You look  old games and transferring them to the

pushing. The new computer games offer — Simulations missed his old
an instant opponent, and sometimes even — board wargames, oo, and

thrill of waging virtwal wars over paper
play games that, quite frankly, aren’t ever
longingly at those treasured boardgames, — computer. AIDE D Cavip allows you to likely to be designed for our current mar-

ket. 1o give one example, one of my

» If you are enjoying CiviLizamion Il
(see review in this issue), you'd
better hope that the improved Al
remains challenging for a while:
the recent shake-up at
MicroProse has left the shipping
date for the multiplayer network
and modem add-on module up in
the air. There's no telling when
(or if) this- add-on be released at
this point.

» In what has to be one of the
most surprising maneuvers of
the year in strategy games, the
original FRONT PAGE SPoRTS
FooreaLL team has been assigned

to develop Qurrost |l for Sierra.
Evidently, not one line of code
from the original Outpost will be
used for the sequel, and some of
the “hard science” approach will
be modified to result in hopefully,
a better game (you won't have to
worry about keeping up with the
oxygen/nitrogen mixture of the
breathable air in every single
building now, for instance).

P It looks as though SUPERHEROES
(working title) from
MicroProse/Simtex will be
released late this summer rather
than earlier. A lot of time is going

favorite games of the past few years is
Cortes from XTR, published in

Command magazine. Through AIpE DE
Cawp, Twas able to play as the Aztecs for

the first time in years, via c-mail,
Converting vour old favorites requires
some work on your part, though. To give
vou an example: of the more than 400
board wargames | own, perhaps 10 per-
cent are currently available in Ao Dr:
Cawmr format. If your favorite hoard

games aren'lavailable in ADC, this leaves

vou the following choices:
» You can use the detailed editor in

AIDE DE Campe to ereate the counter sets

.']'I‘J(I maps rﬂl’ the game vou want to p]:l_\'.

This takes some time and considerable

JUME 1395 CcG



TERRY COLEMAN

into legal matters, mostly invalving trade-
marking and copyrighting all of the superhero
characters used in the game.
¥ Avalon Hill is still going strong, despite
recent rumors to the contrary. On the
boardgame side, Hannibal: Rome vs.
Carthage takes the popular (and fast-playing)
We the People system to the ancient world,
while London is Burning is the first solitaire
boardgame on the Battle of Britain since RAF
was released a decade ago. On the computer
front, HisTory oF THE WORLD is shaping up
nicely-this looks to be a natural for friendly
multiplayer back-stabbing fare. Those loaking
for more serious historical gaming will be
happy to know that Woooen SHips & Iron Men
has finally shipped, and should be available
by around the time you read this.
» With Games Designer's Workshop having
filed for bankruptey, you'd expect that some
major computer publisher would snap up the
rights to translate all those award-winning
boardgames to the computer. It seems, how-
ever, that when GDW needed cash in the
mid-eighties, they essentially signed away the
computer rights to a small publisher (who
prefers to stay anonymous) who evidently is
in no rush to publish at the present time. So,
don't plan on seeing A House Divided on
your laptop any time soon.
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elfort, but the resulis are worth it.

P You can trade sets you've designed
wilh those of vour friends” design. This
isin'ta copyrightviolation, as long as you
own the board games.

P You can purchase official sets directly
from TIPS or the boardgame companies
for a nominal fee (usually around $10).
Of course, you also have to own the

boardgame inorder to play the com-

puterized version, You sce, AIDE D
Canr doesn’l provide an Al nor does it
regulate movement or compuie combal
for vou. It does roll dice (one or lwo of the
six-sicled variety), and it allows you lo des-
ignate entry/exit hexes for reinforcements,
keeps up with the tam number, and so
forth. But it really s like playing a
boardgame, which may be too much
work for those nsed to plaving, say the
WORLD ArWak compuler game series
from Avalon Hill.

The interface is somewhal awkward
mntilyou get used to it as well: trying to

move units and not violate rules (moving

rithms are laken from HPS very realistic
PANTHERS INTHE SHADOWS computer
game.

b1 he program uses I|ig]1 memory,
allowing you lo create units, symbols, ter-
rain, cte, without the limits imposed by
the original Aibt: D Canie,

P You may ||m\-cf(-~;ig11;m' the top to
bottorn units in a stack—very important for
tactical games.

» Units may “flip” 1o show the back, or
reduced, state of a nnil.

P For those who like the old Avalon Hill
style of using letter designations rather

tran numbers, this is now an option.

into impassible hexes, for

example) while designating
combat and figuring odds
can be a pain. Bul lake one
look al the accompanying
screen shots, and I\nu'" See
that the effort is well worlh
il, as many ol those
boardgame designs are al

least as creative as anything

=]

being done for the computer
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game markel.

“TIME TO REFIT THOSE
OLD UNITS.”

Those who hesitate to

take the plunge back into
boardgaming-however assisted by com-
puter—may lind themselves swaved by
HPS new version of Aink D Cave 2.0,
which removes a lot of the tedivim and
adds several new features:

» You may now designate hidden units,
wilh automatic detection routines.

¥1he on-sereen line-ol-sight algo-

WHO NEEDS PAPER MAPS? The current version of
Aioe De Camp is still robust enough to let you create
maps for SPI's Conquistador and GMT's new 3 Days
of Gettysburg-with a little practice.

oW — e S Sitse s L s

P s still limited 1o a 16-color palette,
Dbut vou will finally be given some control
in setting up to half of those colors before
creating your unils and maps.

P You will be able to rotate units 90
degrees—a must for games with facing,

Best of all, Aint: De Cavp 2.0 will be
Windows 95, making it much casier to
use. The due date for Aine DE

Cl

» Heroes of Might & Magic-To view the
entire map, type “101495" or * ten
fourteen ninetyfive”.

P Fantasy GeNEraL-If you over-research
in a particular area-say, you research
up to grade-4 light cavalry while you
are at grade zero or one in every other
unit category-the Al's “Specialization
defense” kicks In. The end result is

that all enemy Shadowlord units for
that scenario get greater experience,
and the computer opponent also gets
extra gold to spend. The evil one has
spies everywhere, so don't try to
sneak in grade-5 units by the third
continent, or you'll face nothing but
crack enemy troops. The easy way 1o
avoid this problem is simply to have a
more balanced force/research mix.
Many players new o Fantasy GENERAL
make the mistake of assuming that all

low-grade units, especially

fer).~Terry Coleman

of their core units have to be pre-
served as they would be in Panzer
GeneraL. Remember, this is a fantasy
game; it's meant to be bloody. Never
pass on the chance to buy a couple of

Slingers-they're great for harassing an
enemy, just as they were used histori-
cally in medieval warfare {or in epic

battles of fantasy literature, if you pre-

Send your tips to tcoleman@zd.com.

Cane 2.0'1s mid-summer, with
HPS offering upgrades from the
ariginal Ak DE Cavpe for a
minimal fee. Ifvou can't wait,
check out the demo of the origi-
nal A DE Cavie on our web-
site at hitp:/fwww.zd.com/gam-
ing. And blow the dust off that
copy of Napoleon'’s Last
Battles=there’s awould-be
Wellington out there waiting for

vour e-mail maneuver! %

FEBRUARY 1995



Download the Demo
ittp://www.returnfiee. com

Don't just stand there.
Return Fire on PlayStation,
Saturn and Windows 9.

| Your front line looks like Swiss cheese,
¢ and your tank’s in flames. If you
L don't retreat and regroup, the flag's
3 going to fall. And you're gonna
get tagged.

In Return Fire, firepower
. is key, but strategy
is what keeps you
alive. From heli-
copters that make Apaches
.look like Pocahontas, to
tanks straight out of your
worst nightmares, your mission
is to disable enemy forces, hlow your
way into hostile territory and retrieve
the flag with a ground-pounding jeep.
But this is no one-sided kill-fest.
Your enemy is in your face trying to
do the same thing to you.

- With superb overall detail,
major multimedia video, and a
killer stereo soundtrack, Return
Fire is an all-out firefight that
keeps you thinking all the time But
don't think too long. Because there's
a hattalion of bad guys just looking to
put the tag on you.

Destroy. Destroy. Destroy.
e ST ‘!’
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15 NEW CHALLENGING MISSIONS.
10 NEW MULTIPLAYER MAPS_

1995 GAME OF THE YEAR - Strategy Plus
BEST STRATEGY GAME - PC Gamer
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Price: $48.99

System Requirements:
IBM compalible 486-33
or better, 8 MB RAM,
SVGA Graphics, 2x CD-
ROM drive, 11 MB hard
drive space, mouse;
supports most major
sound cards

# of Players: 1
Protection: None (CD
must be in drive)
Designer: Brian
Reynolds

Publisher:
MicroProse/Spectrum
HoloByte

Alameda, CA

(800) 695-4263
Reader Service #: 341

REVIEW ¢ CIVILIZATION li

= AA New

Civilization

Our Prayers Have Been Answered

by Tim Carter

“Alexander looked
over his domain
and wept, for there
were no more
worlds to conquer.”

lexander’s dilemma is a
familiar problem for mega-
lomaniacs, from the ancient
Greeks to the fictional
Ming the Merciless.
Fortunately for us mortals,
games like CVILIZATION
provided an unlimited
number of worlds, and

almost equally limitless
ways to conquer them. But from dlay one,
we've begged fora Civsequel.

“Trouble is, strategy game sequels
haven't been very suceesstul of late. X-
COM: TERROR FROM THE DIt and
ALLIED GENERAL, for example, both
failed to meet gamers' expectations of a
sequel: build on the strengths of the origi-
nal with a genuinely new experience,

ONE SMALL STEP FOR CIV...
Sin MEIER'S CIVILIZATION
IH{Cwv 1) marks a radical
departure from this trend,
and could serve as a case
stucly for how to make a great
sequel. The designers
tweaked virtually all of the
major aspects of the game,
adding considerable play

value and subtlety without

between military, lechnolog-
ical, and economic develop-
ment, and the all-important
race with other civilizations
have been preserved. In fact,
many of the changes add

depth and dimension to the
game, and the designers
appear to have thought care-
fully about how cach change
would affect gameplay:
Visually, Civ L is a1 vasl
step forward from the original
CvitizanoN, While the new graphics,
sound and multimedia clips are welcome,
they are periphieral to the actual game, so
[ won't waste your lime deseribing them,
‘The interface has also been improved,
primarily by providing aceess to additional
information at erucial points in the game.
For instance, when choosing your next
research project, a help button will take
vou to the civilopedia, where you can
examine each technology: A goal button
allows you to see which of the available
technologies are prerequisites for key dis-

coveries —like rilroads — down the line.

altering the basic playing
experience that made
CMLIZAON so popular in
the first place. The pace of
gameplay, the balance

CcG JUNE 1536

NEW DUDES Archers and Explorers are two of many
new units; Archers have good attack and defense
ratings, while Explorers have enhanced movement.

CIV CUBED Not only is CviLizanion |l bigger and better, it
also boasts a much-needed update to combat, new
units, new technologies and more sophisticated eco-
nomic and diplomacy models.

...ONE GIANT LEAP FOR CIV-KIND

"The most dramatic changes in Civ 11
are in the field of military conflict. Inaddi-
tion to a host of new units, most with spe-
cialized abilities, the basic combal system
has been revised. Units are still rated for
attack and defense, but they also have a
firepower factor, reflecting the destructive
potential of their technology, and hit
points roughly conresponding to their
durability. Damage from combat is car-
ried over, and must be regenerated before
the unit will be able to function properly.
These changes not only make combat
more realistic — no more riflemen defeat-
ed by phalanxes —they also change the
overall ole of combat in the game, Units,
particularly high-value, expensive ones,
must be used more carelully, lest they gel
worn out and die through attrition,

Owverall, offensive operations are more
difficult than in Civitizanon, Combined
arms planning is now crucial, particularly
in the endgame, when good defensive
unils are available and will likely be
defending from behind fortified positions.

The Al has also improved considerably,
While the computer still tends to attack
from the same direction, it now uses units

in combination much more often, and




A Unigque Idea!

Well, not exactly unique. But Interactive Magic chairman, Major “Wild Bill" Stealey,
co-founder and former chairman, CEQO, and chief play tester of MicroProse Software,
and game designer extraordinaire, Arnold Hendrick*, loved designing and playing M1
Tank Platoon® ...

This time theﬁ have even more 8r‘eab ideaxsll

COMING SOON FROM INTERACTIVE MAGIC...

iM1A2 Abrams

America’'s main bhattle tank with more fun, and excitement than ever!

developed by
( ; CHARYBDIS
ENMTERIL RS, (N

For More Information Call: ‘ published by
i,
www.limagicgames.com Research Triangle Park,NC 27709 IVAFANITN. Wil

* Amold Hendrick, now chief game designer of Interactive Magic, was the game designer of the award winning products M1 Tank Platoon®, Gunship®, F-19 Stealth Fighter®
and more. MicroProse Software, M1 Tank Platoon, Gunship, and F-19 Stealth Fighter are registered trademarks of MicroProse Software. Inc. and Spectrum Holobyte, Inc,
Interactive Magic is not affiliated with MicroProse Soltware, Inc. or Spectrum Holobyte, Inc. )
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REVIEW ¢ CIVILIZATION Il

TO INFINITY AND BEYOND With a more competitive Al
and more gameplay oplions, getling to the stars is sig-
nificantly harder, even if you are “Tim the Great."

Ancient

men

Modern

long with a new combat system, Cwv Il has

many all-new units. Adding more unit types

smoothes out the transition of your armed

forces over time, provides interesting new
capabilities, and generally makes military campaigns
both more interesting and more challenging. Here are
my favorite troops from each time period:

takes good advantage of its technology:
Daon't he surprised to see your cities hit by
waves of bombers soon alter your oppo-
nents learn how to make them.

“The computer opponents are also
quick to identify the predominant civiliza-
tion in the game (usually yours) and gang
up on it both militarily and diplomatically.

More thanonee | had a substantial lead

Archers: a good multi-purpose unit,
Elephants: expensive but pack a good punch
Pikemen: the perfect defense against roving horse-

Crusaders: the heathen-basher's favorite weapon

Industrial Revolution

Dragoons: mobile horsemen

Cavalry: packs the biggest punch for mid-game units

Fanatics: Fundamentalist cannon fodder

Galleon: with frigate allows separation of fighting and
transportation

Stealth; both bombers and fighters available, best
units in the game

Paratroopers: can drop onto any square within range,
including undefended enemy cities

Alpine: tough, mobile infantry

Cruise Missiles: one-shot expendable missile that
packs a real punch, the perfect antidote to an aggres-
sive computer Al.

AEGIS Cruiser: defense doubled against air and mis-
sile attacks, crucial for the endgame.

[~ JUNE 1995

on all of my competitors at the 1750 AD
mark, only to have themally against me
and spend the nest 200 vears coming after
me with everything they had. Oh, and the
designers have seen to it that the Al now
uses nuclear weapons preemplively; bet-
ter brush up on your diplomacy if you
don’t have SDI echnology.

Fortunately, if the Al civs catch up, the
computer alliance will likely fall apart,
allowing for a more challenging race o
space. This rather elementary form of
play-balancing adds a huge amount of
value, as most games will now go right

down to the wire,

WAR AND PEACE

Diplomatie relations have also been
expanded, as the computer now tracks
your repulation. Stab yonr allies in the
back and you may find few friends the
next time you need help yourself. Along
will astronger defensive military system,
reputation makes warmongering both
more difficult and less rewarding,
demanding a more balanced approach to
expansion,

The designers have thoughtfully
tweaked the economic system as well. In
particular, new city improvements (har-
bors and offshore platforms) give coastal
cilies considerable cconomic power,
especially in the long run. The changed
L‘L'U]]U“]i{: h}ﬂi.'lll ””L'J'.'t ore |'L'\\i|'|'(|5 f“l'
careful city management and smart play-
ers will have settlers busy around their pri-
mary citics [rom the beginning,

Covernment properties have also
changed. Fundamentalisim is now avail-
able later in the game for fanatical expan-
sionists, while Monarchy has been beefed
up to encourage cconomic growth early
on, Your type of govermment now also
affects your abilily to manipulate spend-
ing; n:ll_\'(lutnra(-nllic gn\{'r:ilncnlx have
full control of the public purse, while less
developed systems must work within pre-
defined ranges.

In addition lo new twists on old ideas,
Cv I also includes a mumber of com-
pletely new features, Players now have
more inpul into the characteristics of the
randomly created maps, and may also

custom design their own world from

scratch. Several maps also come with the
game, including smaller maps, such as
Grecee and the Mediterrancan. More
interestingly, cities and units may be
added to custom maps, allowing for the
creation of scenarios. Two come with the
game (WW Il and Ancient Rome) and
others are already available on the inter-
nel,

Still, the real heart of Cwvivizanox 1 is
the development of a balanced empire,
consisting of a strong military and an
cqually strong focus on economic and
diplomatic matters. This is where Civ 1l
really excels. The challenge Lo the player
is stronger than in CvILIZATION, and the
race to keep ahead tends to be competi-
five a lot longer than in the original,

Is this the perfect game? My version
ran without a hitch, although to save time
I shut down many of the ancillary graph-
ics, which have reportedly caused some
crashes. Patches continue to be churmed
out by MicroProse, so visit their web site
at f|1t113:Hm\\\:micmprr.;su.-:nm}.

The biggest problem for me was the
lack of a multiplayer engine of any kind,
particularly given that CWNET is already
up and functioning. Also, it’s too bad the
computer can't just concede defeat when
vou've amassed an insunmountable lead,
so you don't have to slog through hours of
uncompetitive play just to sce the victory
screen.

Still, this is a minor quibble. On the
whole, Civ Il is a spectacularly addictive
and time-consuming sequel worthy of its
predecessor. | had to delete Cvinzanon
from my hard drive to fit this game on,
and I suspect that Civ 11 will stay on my
hard drive until Gf) Cv 111 comes e1|ung.cc

PAPPEAL: Civiuzarion fans and mega-
lomaniacs the world over must play
this game.

PPROS: Highly addictive, makes origi-
nal Civ even better, scads of replay
value, different enough to warrant huy-
ing. <
PCONS: No multi-
players mode; no
way for computer to
concede if you get
way ahead early in
the game,
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MILITARY SIMULATIONS MAKING HISTORY
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The War College”.. the most sophisticated, most successful
military battle simulator, brought to you by the award
winning authors of - The Universal Military Simulator
I & II - the best-selling computer wargame of all time!

The War College defines “cutting edge” technology in

computer war gaming with artificial intelligence routines

recognized as “the world’s best!” "

KIDS T0 ADULTS

@ Solid modeled 3D battlefields, units and unit frontages.

¢ Hundreds of pages of on-line interactive historical and
biographical documentation.

o Basic disk includes the battles of: Pharsalus, Antietam,
Austerlitz and Tannenberg.

o Change dozens of variables that the computer uses to
calculare combat, movement, morale, range of artillery

fire, effectiveness of musketry fire and melee combat.

Interested? Visit your local retailer or call 1-800-GAMETEK.
See our new GameTek Web Site at http:/ /www.gametek.com

GAMETEK

©1995 Intergalactic Development, Inc. The War College is a trademark of GameTek (FL), Inc. Intergalactic

Levelopment,

2999 Mortheast 1915t Strect, Suite 500, Aventura, Florida 33180 US.A. Tnoorporated
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STRATEGY/WARGAMES

Price: $54.95

System Requirements:
IBM compatible 386/40
or better, 8 MB RAM,
SVGA graphics, 2 x
CD-ROM drive, 8 MB
hard drive space,
mouse; supports
Sound Blaster compati-
hle sound cards.

if of Players: 1-2
Protection: None (CD
must be in drive to
play)

Designer: SSI Special
Projects Group
Publisher: S5l
Sunnyvale, CA

(800) 601-7529
Reader Service #: 342

REVIEW * FANTASY GENERAL

‘PanzerArmee

Fantasy

The General's Back, Waving A Magic Wand

by Elliott Chin

ounever really know
abont sequels. For every
CoMMAND & CONQUER
or Warcrarr 11, others
fail to meet our admitted-
lv high expectations.
PanzeR GENERAL, for

example, was such a great

game, that lrading our
2anzers for Shermans in
ALLIED GENERAL just didn't quite cut il.
Well, that old cliché of “The third time’s
the charm” is particularly applicable here,
as Iaviasy Generat, the thid of the
CGENERAL series [rom S8, is the true
sequel to Paxzir GENERAL,

THE TRUE HEIR TO THE THRONE

Fantasy GeEneRraL Lakes vou into the
magical World of Aer, a once-peaceful
Jand that has been conquered by the vile
Shadowlord. You portray onc of four
heroes—the noble Knight Marshal Calis,
the Warlord Lord Mareas, the Archmage
Krell, or the beautiful Sorceress
Mordra—chosen by the Council of Five to
overthrow this tyrannical monarch.

Like its illustrious predecessor, FG isa
turn=based affair, where vou wage a grand
war against the computer, scenario by sce-
nario. It also the model for a perfeet strat-
egy game. [t will appeal to hard-core
wargamers with its incredibly tough Al
and challenging scenarios. Light strategy
gamers and newcomers lo the genre will
like its brisk pacing, reasonable learing
curve and intuilive interface. Fven fans of
Dungeons G Dragons and 'Tolkien will
find themselves entraneed by the wonder-
ful array of fantasy units: Werehears, Iire
Beetles, Undead Cavalry, a hall-dozen
different types of Dragons, FG's core

CG JUNE 1936

THE MAGIC IS BACK Fanmasy GENERAL iS truly every bit as good as Panzer GENERraL, with
great Al, challenging scenarios a great interface, and fantastic units that look even better
in close-up.

campaign provides well over 100 hours of
gameplay, and there are also a handful of
stand-alone scenarios to play, plus a Play-
By-Imail arena, where you can wage war
against other human fantasy generals,

ROMMEL WOULD BE PROUD
One of the best qualities of Faxtasy

SENERAL s its pacing, Much like Paxzir
Grnerat, the G campaign starts out
nice and easy, but once you've gotlen the
hang of things, begins to pour on the chal-
lenges. In the fisst of five continents,
Keldonia, vou only need to fight through
three simple seenarios, with few enemy
units, to defeat the ruling Ore King
Dragga. Its a nice way of infroducing
neweomers Lo the game withoul over-
loading them with multiple units and
strategies. You arc in for a rude awakening

in the second continent, however: the
number of victory hexes increase dramati-
cally, as do the quality of enemy troops
and the aggressiveness of the computer
apponent. FANTASY GENERAL has great
Al and it will go after your missile and
siege units, coneentrate on climinating
your weakened troops, and sneak behind
your lines o take your starting hex. In
short, the computer employs the very
same lactics a smart human player would
if it were in the computer’s shoes.,

"The turmn limits for each scenario force
you lo push quickly towards your objee-
tives, inereasing the fension. You learmn
prelty quickly to prioritize your strategies,
plan your moves in advance and also to
nol spread your forees too thin, What the
simart Al tum limits, and setup of the sce-
narios do is challenge you to think and



“Scerets of the Luxor is certai
the most ‘Myst-like’ experience.
had since Myst itself”

: Raobwn Miller
ol Myse

; Egyptian 3-D
Multimedia Novel. i Adventure Game
Immerse yourself in a futuristic world 1 Embark on a mysterious, danger-
surrounded by mystery—an alluring ridden journey into an ancient
world with no escape. “Sinkha,” the & N pyramid. Spectacular 3-D images

first novel of its kind, contains
remarkable 3-D images and anim
ations. The surrealistic sounds, music

and animations come to life as you
explore corridors full of devious

E traps and puzzles. The future and
and intriguing plot draw you in, . v past intertwine as you race against
holding you spellbound until the . S04-802-3300 @ com time to stop a. mad man from
story’s end. destroying the sun.

Circle Reader Service #69
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REVIEW * FANTASY GENERAL

METAL LORD A key to winning the campaign is freeing the
Mechmaster Ferras. Win the southern-most scenario here on the
second continent, and Ferras will happily share with you the
secrets of mech units.

plan intelligently, something other games,
even good ones like COMMAND &
CoNQUER, don't do quite as well. And
with each passing continent, the struggle
only gets tougher.

So what else is great about this game?
liy a treasure trove of units. "They are

classes are available to you, but vou
canonly reeruit the first grade froops,
To upgrade these troops, vou must first
tesearch these new unit types by
assigning them a percentage of the
gold you win after each scenario, Aller
CIn Igl] Illf}nl."\' .'Illd fil"(.‘, ‘\'1'.‘11 SO0n gt.'t
a pop-up window Lelling vou the new
upgrace has been discovered. With the
[our different races, len classes and five
grades, not to mention dozens of indi-
vidual heroes and villains, Fanvisy
GENERAL provides a stagzering 200+
units to play with. You can also add lo
this mix experience, which units gain
from killing other units in combat,
When they amass enough experience
they gain a level (maximuny: five expe-
ricnec levels), and they are granted
increased armor and attack ralings.

Just as vou'd expect from a fantasy
game, magic plays a part in the World of
Acr. You have spellcaster units, which can
cast one spell, though cach grade knows a
different spell. In addition, all heroes
except for Marcas have some form of

spelleasting, though it’s static,

RAW RECRUITS The units you recruit in the game’s beginning are only the tip of
the iceberg; as you gain more gold, you'll be able to research new and better
units. Check out Terry Coleman’s strategy column for some research tips.

divided into four races: mortal, magic,
beast and mechanical, each with their
own advantages and disadvantages.
Within each race, there are ten classes of
units, ranging from heavy infantry to spell-
casters, and cach class has up to five
grades. When you begin the game, all

CG JUNE 1936

meaning the heroes can never
learn new ones. There are also
a plethora of magic iteins,
which are definite priorities if
vou want to survive o the last
continent, Scattered about the
continents, in shrine, lemple
and town hexes, they'll granl
combal bonuses and spell
effects,

Best of all, this game nuns
smoothly on very little over-
head, so the glory of FANTASY

GENERAL can be enjoyed by
many. One thing to keep in
mind: don't play I'C in
Windows 95 because it could
crash. Other than that, it is a
\'[.'I'}' (.'Il_'i"] I)IT lgl‘dlll

ALL IS NOT PERFECT

So Favrasy GexeraL has all the right
picees, but what is it missing? Hardly any-
thing, although | do wish I'C had a more
obust magic system, especially consider-

ing its fantasy background. It almost

seems as though magic is peripheral to

the game, since spells are so few and far
between, would have liked a magic sys-
tem more akin to HEROES O Nicr &
MAGIC or MASTER OF MAGIC, where vou
could gain new spells and cast a variety of
enchantiments to heavily influence com-
bat. Don't get me wrong; the magic in the
game isn'l bad, but Tjust wish it was more
fleshed out,

‘The biggest nuisance, though, is the
lack of scenario deseriptions on the eonti-
nent maps. When perusing the continen-
tal map to decide which of several scenar-
i0s 1o tackle, you don't know which path
lo choose because the only information
you have on any of them is the name of
the scenario location, like Scarlet Plain.
Vs colorful, but it doesn’t tell vou any-
thing, Yes, once you click on a scenario,
vou get a deseription, but in FC, once you
click on a scenario, you're committed to
it. SS1 should have a

lowed you to see the
bricfing hefore you commit to the sce-
nario so that you could plot a strategy for
traversing the continent, rather than just
pointing randomly and clicking.

But these two faults are only minor
details. As a whole, this game is easily the
equal of its esteemed predecessor; and |
even think the fantasy angle makes it
more appealing. When vou add up all the
greal features, like the Al the number of
units and scenarios, and the challenge;
you gel a game that is a near-perfect foray
into the magical realm of strategy
wargaming, PaNzER GENERAL fans will be
in wargaming heaven, and fantasy buffs
will find a tactical wargame more addic-
tive than anything ‘Tolkien’s old ring could
ever muster,

PAPPEAL: Fantasy fans with a taste
for warfare and Panzer General fans
seeking the true sequel.

PPROS: Tons of cool fantasy units,
great Al, nearly endless replay value; a
strategy game that will make your
brain work overtime.

PCONS: The straightforward, but sim-
ple magic system in
FG may disappoint
those expecting the
depth of Master of
Macic’s arcane lore.
The lack of scenario
tlescriptions is
annoying as well.




INTERACTIVE MAGIC PRESENTS

JESTINT

M a n ~ s u r n ey L 1 r o uw g h T iy e

In Civilization™ and SimCity®, you got a taste of playing God.

And it was good.

Now you're ready to be God. Now you're ready for Destiny.

You make all the decisions that affect your destiny.

You control the development of mankind -- from Stone Age to Space Age.

And ultimately, you determine the fate of the entire universe.

[n the tradition of the great strategy games that came before it, Destiny puts you in
charge. But unlike any God game you've ever played, or even seen belore, Destiny

. __ allows you to walk among your

Mo s Jewciey Throwylis i and take the enemy by surprise!

subjects in a 3-D world. Now you

can strategize like a real general

-- hide your troops behind a hill

With Destiny, you don’t have to
play a full campaign. Choose
from multiple scenarios with
both military and scientific
victory options. Pit yourself

against a highly intuitive Al

operating under Win ‘95% or

NG
Mfg{é@ compete via network or modem.

INTERACTIV 1 TECHNOLOGIES LID

Look for the DESTINY Demo! PG CD-ROM

www.imagicgames.com INTERACTIVE

To Order Ca": 1-800-789-1534 ext. 41 (North America only) MAGIC D

Civilization is a registered trademark of MicroProse. SimCtiy is a registered trademark of Maxis. Win '95 is a registered trademark of Microsoft Corp.

© 1996 Interactive Magic. All rights reserved,
el Roardor Sorvien #1068
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Price: $19.95

System Requirements:
IBM compatible 486-66
or better, 8 MB RAM,
2x CD-ROM drive, 20
MB hard drive space,
MCGA graphics,
mouse; supports most
major sound cards.

# of Players: 2 over
modem; up to 4 over
IPX network
Protection: None
(requires original C&C
to play; CD must be in
drive)

Designer: Westwood
Studios

Publisher: Virgin
Interactive

Irvine, CA

(800) 874-4607

Reader Service #: 343

REVIEW « COMMAND & CONQUER: COVERT OPERATIONS

Taking Off
The Kid Gloves

C&C Returns With Some Punishing New Missions

by Martin E. Girulis

“Please, Sir, can | have
some more?”

very lime a computer game
hits it big, the ghost of Oliver
"Twist stirs it the heart of each
absessed plaver. Sometimes
we have to wait the better
chunk of a vear and then pay
[ull price for a “whole new
game” that isn’t mueh more
than the same old thing
repackaged. Luckily for
Conviniann & CoNOUER Fans, “mission”

disks are coming back into fashion, and
Westwood Studios is right on top of
things, offering a sequel which delivers
more of the aame vou like, both sooner
and cheaper than a lame knock-off, While
gamers wait ungrily for the next C&C
“sequel” like RED ALERT, they can keep
their skills up to speed with Coviri
Operanons, a CD containing 15 new
missions for world-heaters and 10 new
multi-plaver maps for friend-beaters. And
even though there's nothing new under
the green tiberium

glow here, gamers not

exhausted by point '’

click warfare by now

will find more than

their dollars worth in

this add-on product.

THE WAR
CONTINUES...

CovierrOrsisa L
“inission” disk, as
Westwood puts it, not
an expansion disk

This is because teeh-

(-] JUNE 1956
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MISSIONS IMPOSSIBLE Covert Operanions is a collection of 15 new, harder missions,
with a tougher computer opponent, and some new multiplayer maps.

nically, there isn'tany expansion of the
C&C universe going on here, The 15 new
missions offered, seven CDand cight
NOD, have no new units or buildings —
although NOD plavers can now use the
gunships and chem troopers fonnd only in
the multiplayer areia of the original
game. Neither is there any continuation
of the good storyline from C&C. These

missions represent inconneeted battles

THE BEST DEFENSE... Anybady planning on playing the Covenr
Ops missions had better bone up on their base defense skills
first, or suffer appropriately.

and can be plaved inany order; just selecl
one to play from the list of 15, The briefin-
gs are frimed with animations reeveled
from the ariginal game as well,

As for the actual missions thenmisclves,
they are as tongh as they can be without
being ridiculous puzzles; and most of
them do not hinge on a single “trick” for
suceess, OF the 15 missions, most are base-
versus-base struggles, while the rest are
those tricky “quest” missions where you
are given a limited number of units 1o
accomplish a very specific task,

The computer opponents are not
much smarter than in C&C, but they do
have a couple of new and nasty tricks,
The biggest change is that the computer
allacks in foree much carlicer in amission,
miaking the sunvival of vour ledgling hase
mnch more difficult. Whereas belore a
plaver inthe carly stages of building his
base could connt on only having to
detend against jeeps, a lew loops anel the
odd tank, now you can connt on seeing
munltiple tanks backed by artillery almost
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REVIEW ¢ COMMAND & CONQUER: COVERT OPERATIONS

bettingAleg lip

o help keep frustration at bay as you leap into these self-proclaimed “hyper-hard” missions, here are some tips and insights into the first
mission for either side. In general, players should defend their bases in a full 360 degrees in order to
stave off sneak attacks; even having your back against a cliff isn't enough anymore. Wise commanders
will sprinkle mini-gunners throughout their bases. Also, given the intense money requirements of sophisti-
cated defenses, players should build a second harvester as quickly as possible; the investment will pay off quickly.

Those with access to CGW back-issues or the Internet, would also do well to check out the first C&C strategy
guide in our February issue, and the second part on our Web site, as lessons leamed there are doubly-important in
‘Coverr Ops where any advantage is as good as oxygen.

601 Mission 1-Blackout

ollowing the road to the NOD powerplants is pretty easy for your pair of commandos,
Just be careful to watch out for the angry NOD troopers who will emerge from
the wreckage. Once you destroy the powerplants and deprive the deadly NOD
Obelisks of power, your construction vehicle will appear. Drive it around to set
up shop just north of the NOD installation you just demolished. While you go through the %
initial base setup, you must guickly send your commandos to blow-up the Obelisks SW of
your base and their guard turrets before the NOD commander rebuilds enough power
plants to get them back-on line and ruin your whole day.

After this, build a trio of BazookaMen to take out the cliffside turrets that your comman-
dos cannot reach. Without this maneuver, your precious harvester will get shot up as soon as
it begins to wander east. As I've mentioned, defense is your biggest construction priority, and
you will come to rely heavily on the Guard Tower/Advanced Guard Tower combo to buy you
enough time to build the' Advanced Communication array and defend your base. If you can gp.PTN“ yants W
beat back the nearly constant NOD attacks, you can then use your basic skills to crack the °
very hard NOD base to your North. It won't be too difficult, just long.
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pretty basic base fight here, but daring commanders will ignore the first Tiberium patch
they see (as it dries out very quickly and is a far drive from the bigger patches), and drive
their construction vehicle NE just south of a bridge that links to rich Tiberium fields. (Be
careful not to stray west initially, as there is a GDI Mammoth lurking in the shadows.) If you
set up here, block the small gap between cliffs directly to the NE and watch the GDI harvesters burmn.
Back it up with a Laser Tower as quickly as possible. If you are short on cash and have a couple of
rocket bikes sitting around, drive them to the upper NE corner of the board behind the NOD base
and blast a hole in the fence you find there. One bike should survive long enough to get through

oo YO

.0 and grab the cash crate waiting there.
i\ tieas\em e
= R Lun \oe e ® g, before  merit investing even more money into this — up and thank Westwood for giving it 1o
9\\,\}‘(’?’_ <10 gor 2 cxash oo vour first foun-  game?” [ think the answer for COMMAND — you at a fair price while they work on real-
(oot “\\&g‘;\\e{ o 0@ o dlation dries. The computer & CONQUER fans is a definite yes. Along Iy expanding things. %

and ¥ is now very fond of diopping off engi-

neers behind your base by chopper, and
vou can count on his air-dropped gill at
least twice a battle.

‘The only drawback | found to these
new 1nug!1 missions was that most of the
fun came in the carly stages. The rick is

lo survive long enough to establish your

defenses; once that is done, you basically — version of the C&C program, and what PCOMNS: Gamers
have an honrand-a-hall exereise in atiri- wis a pretty smooth game now runs even looking for anything
o and basebusii oother new will have to
Lion and base-busting, sioollier, wait. Pretty much
The lack of anything really new here as reserved for those

DECLASSIFIED OBSERVATIONS
The real question with any add-on disk
has got o be, “Is there enough here 1o

cG JUME 1366

with the missions, you get 10 new multi-
plaver maps, giving the game longer legs
for us social-gaming types, although it’s
unfortunate that computer players in
multi-player games still refuse to build
bases, a flaw | was hoping this disk might
correct. "The final benefit to gamers is that
this disk comes with the Jatest, debugged

far as gameplay means COVERT OPS i
definitely in the quick fix category, so if
you just gotta have more C&C, then step

PAPPEAL: Commanp & Conauer nuts
itching for more missions and multi-
player maps will definitely want to play
Covenr Ops.

PPROS: New missions worth 40 +
hours to the average gamer, with sce-
narios that are challenging without
being “puzzles.”

who can't get
enough of a good
thing.




- “Best game I've ever
been in!" Harika, Alien

“Visually rich—
a captivating sequel!”
Fred Ford and Paul Reiche IlI,

Designers - Star Control and
Star Controll Il

= .

THE FATE OF A THOUSAND WORLDS IS IN YOUR HANDS...AGIAIN.

Ao NI
P\ S 1D | B

Star Control 3 is a trademark of Accolade, Inc. ©1995 Accolade, Inc. All rights reserved.
Created by Legend Entertainment and based upon characters created and used under license from Paul Reiche il and Fred Ford.
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 THE ULTIMATE
" INTERACTIVE
. ADVENTURE

INTRODUCING\RADICAL
NEW FULL MOTI
EDGE-TO-EDGE VIDEO.

A 3-CD ROM SET
(INCLUDING INTERACTIVE
i/{  KUINGON" LANGUAGE
LAB.'NINETY MINUTES
OF NEW, ORIGINAL
STAR TREK" FOOTAGE.

LA

e, ATHAN FRAKES = ““IOMMANOER WL RG> ROBERT DL = GO '

LEARN OR DIE!
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THE MARKETPLACE

WANTED

Experienced game designers, programmers,
graphic engineers. We want you to be a part

of a company whose revenue reached 200 million
last year. We offer executive's salary, plus bonus
for relocation. Please send resume or demo work
to: 47703 Fremont Blv. Fremont, CA 94538
Attn. Department of Talent Develop & Search

Circle Reader Service #71

SSI'S IBM CD-ROM 20 WARGAME CLASSICS
This unbelicvable CD-ROM bundle is ONLY 533 and includes 22 games plus over 50 additional scenarios. Panzer
General, TANKS!, Battles of Napoleon, War in Russia, Clash of Steel, Pacific War, Warlords, Panzer Battles, ete.

#44 ASK FOR OUR FREE STEEL PANTHER PREMIER NEWSLETTER ISSUE (7 SCENARIOS)! ##~#

STEEL PANTHERS SCENARIO DISKS:
825 sk 1: Dnepr Raver Crossing $25 sk 20 Bnish in Normandy §251nsk 30 Battles for Okmawa
$25 Disk 4: Patton in North Africa 525 Disk 5:  Guadalcanal/Tarawa $25 Disk 6 Stalingrad Campaign
$25 Disk 9: Marshalls/Marianas $25Disk 11: N, African Campaign  $35 Disk 20 Barbarossa Campaign

239 Steel Panthers £39 WCS3: Rifles 42 Allied General 45 Silent Hunter  $42 Panthers-Shadows
£42 DDay America [nvades 348 SU-27 Flanker 346 Battle: Getly. 546 Battle: Ardennes 330 Road Sumter-App.
S$15 Battles of Napoleon 515 Gettysburg $15 Warship $20 Defend Alamo  $42 Tigers on the Prowl
$32 Custers Last Command  $15 Mech Brigade  $15 Stellar Crusade  $10 War in Russia  $42 Last Blitzkricg

We also carry Scenario Disks for Empire 1L, WCS3: Age of Rifles, Battes of Napoleon, WCS2: TANKS!

$15 Pacific War Editor v. x1.22  $10 Mo' Slo (Slows down fast computers) $15 TANKS! Ultra Modern Database

Add $4.50 (86 Airhorne) Shipping. CA add 7.25% tax. NOVASTAR GAME CO.
Hours: 8:00 am to 5:30 pm PST Monday-Saturday PO Box 10, Rocklin CA 95677
Visa, M/C, Am. Exp, Checks, Money Orders (916) 624-7113 = Fax (916) 630-1009 « novastara@yir.net

& R&G GAMES 2

PO BOX 5008 Glendale His, IL 60138
We Buy & Sell New & Used IBM Games & Hintbooks
Top Dollar paid for newer games, Check or 10% more for
credil usually processed in just 1-2 days. Our Used games
have boxes disks & manuals more in stock call for prices!
Absolute Zero CD 530 NHL Hockey 95 528

Ascendancy CD 333 Panzer General $28
Ballle Beas| CD $22  Phantasmagoria $36
Beas| Within CD $33  Pizza Tycoon CD $26
Caesar 2 CD $32  Police Quest5CD  §36
Commnd&Conquer ~ $36  Primal Rage CD 835
CrusadeNoRemors $36 Ravenloft CD $20
Dark Forces CD $28  Rebel Assaull CD $24
Descent CD §22 RebelAssalt2CD 834
The Dig CD $33  Savage WarrCD 830
EF2000 CD $37 Shivers CD $30
Earthsiege CD $30  Spacebucks CD $36
Fade to Black CD $33  Space Quest6CD 832
Fifa 95 CD $29  Star Tr Final Unity $a7
Full Throttle CD $29  Steel PanthersCD  $30
FX Fighter CD $26  Stonekeep CD $35
Hexen CD $30  System Shock 815
Lost Eden CD $24  Tank Comder CO 830
MS Flight Sim 5.0 $23  Tie Fighler $20

Magic Carpet CD $21  Transporl Tycoon §24
Magic Carpt 2CD 533 US Navy FightCD 34

Mechwarrior 2 CD $34  Voyuer CD s28
Mission Critical CD $26  Warcralt CD $25
Nascar Racing CD $34  Warcraft 2CD $34
NBA Live 95 CD §28  Witchaven CD $30

Call @ 1-800-525-GAME 9am-8pm CST Mon-Sat
Free UPS Shipping with purchase of $75 or more
Visa, MC, Discover, Cashier Check, Money Order accepted
Shipping UPS 35, Overnight 88 COD available $10
All gamas must have onginal baxes, disks & manuats NO COPIES in good
eondbon, warking, complts & vinss fred. Ay unactegiabio gamas will be rotumed|
b your axpense §5 ups ped box. Prices Subject o change & Avadabalty.
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ACTION ON CD ROM
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=51 QOrdering Games by Plume e i
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b : PGA Tour 96
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Aces of Deep

Buried In Time

Greal Naval Bottles 3
Forld’s Y2l Ordar flall,

gt

Lords of the Realm
System Shodk
Falcon 3.0

S.W.A.T. Police Quest
Shivers
Relentless

CATALOGS
AVAILABLE

EAoc'f :t |
HOT SELLERS

519.95

Even More Incredible Machine

$39.95 Sev More B
y More Bults 2 536.95
$33.95 Vampires Kiss $32.95
$1g95  Intimate Possibilities $34.95
3605  Lotex $35.95
d35gs  Virtual Sex Shoot $34.95
$34.95  Dreom Machine $31.95
$37.95  Net Erofique $31.95
$78.95 Porno Poker $34.95
$20.95 Wr!uul[! Yours 2 $31.95
§18.95  Virtual Sex $34.95
541.95  Deep Throat Girls 4 $27.95
$37.95  Spoce Sirens 531.95
$40.95 ou're the Director $27.95
541.95  MNight Watch 2 $28.95
536,95  Chomeleons $34.95
$14.95  Sorority Sex Kittens $34.95
516,95  Virgins 3 531.95
§42.95  Hol Leather $27.95
$39.95 21 & OVER BUNDLES
$27.95  Seymore Six Pack 538.95
$17.95  Deep Throat Girls 1-4 $35.95
$18.95  New Machine Six Pack 1 or 2 $35.95
518.95  Platinum Six Pack $35.95
$41.95  Sexy Six Pack $36.95
$36.95  Glowing Icon dcd Bundle ~ S$31.95
$31.95  Bocchus Bundle $35.95
E @ m B3 OVER 300
ADULT TITLES

21 AND OVER
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SPORTT

NBA Live 96

$36

11th Hour

3D Pinball

A10 2: Silent Hunter
Aces of Deep2
Apache

Buried in Time

Baltlegroun:Getlysburg
Bad Mojo
Breach 2

:urmhm

MASTER _th

Master Lu

$29

Star Ranger

$33

]
$
&
$
$ 43
§
$
E)
$

media wave

GAMES/EDUCATION

Muppet Island

$42

Batman faraver
Caesar2
Civilization 2
Command & Conquer
CrusaderNo Remorse
CyberMage

Dark Force

Dawn Patrol 2
Descent2

Dig

Doom2

Druid

Duke Nukem 3D
Destruction DerBy
Earth Worm Jim
Earthsiege 2
Empire Pinball
Explaration
Fade to Black
FiFa Soccer

Full Throttle
Frankenstein
FrontLine

Gabriel Knight 2
Gadget

Hardball 5

Hive

Indy car 2

Gabriel Knight
s47

all

O HALORNENEPDEPAPAPRAPRD AP DH AP
[o]
na

1-800552-7835
http://www.mwcd.com

No surcharges on credit card orders. All C.0.D. add $5.00 extra. Returns
require authorization # and are subject to 15% restocking fee. Shipping
charges are apply. We are not responsible for any typographic errors. All
price are subject to change without notice.

SPYCAAF

Ao,
Spycraft

-

Lion

Magic Carpet 2
Master Lu
Mechwarrior2
NBA live 96

NHL Hockey 96
Panic in the Park
Phantasmagoria

Silent Steel

$49

$

§

$

$

$

$

$

$
Pit Fall $ 32
Primal Rage $ 42
Red Ghost $ 33
SW.AT. $ 39
ShangHai $ 39
Sim Tower $ 27
Shivers $ 36
Silent Thunder $ 40
Shockwave Assault $ 35
TerraNova $ 39
EF 2000 $ 39
Tie Fighter $ 36
Top Gun $ 39
The NEED for SPEED $ 39
Trophy Bass $ 4
Under a Killing Moon $ M
Virtual Pool $ 37
War Craft 2 $ 40
Wing Commander 4 $ 51

ZORK NEMSIS $

VISA
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CHIPS &BITS ic.

Visit our NEW Online Catalog at www.cdmag.com/chips.html

SOFTWARE
CLEARANCE!

V FOR VICTORY

‘D-DAY UTAH BEACH 1944' thrusts you info the role of
a military strategist during the Normandy invasion of
WWIl. As the American commander, you must overcome
strong German resislance to occupy the Cotentin penin-
sula and the vital port facilities at Cherbourg. CD §12

UNDER A KILLING MOON

Enter the vitual world of Under a Killing Moon, where it
is December, 2042 and you must stop the forces of evil
before they destroy mankind and rob you of your next
unemployment check. This thnlling and hilarious adven-
ture is unlike anything you've ever seen before. CD $19

Insane Closeout Reductions!

IBM ACTION IBM ROLEPLAYING IBM SIMULATION IBM STRATEGY |IBM TRADITIONAL

Castlo Wallonstoin 30 Ms'n 2 519

Casllo Waltenstain CD 518
Riso of the Triad CD 516
|BM ADVENTURE
Alana in the Dark 512
Chaos Confinuum CD s12
Chronemaster CD 10
oA CD £5
Forraas of Dr. Radaki or CD 515
Fourplay WIN s12
Gatnigl Knight £19

$16

s9

$12

Hoart of China £9
Inea 2 516
Jack the Hipper CO 319

King's Quast 8 OEMur CD 515
Kronglog: Nazi Paradox s18

Lost Filos of Sharlock CD - 515

Enough CD 515
Maorph Man CD 519
Nerves of Steel CD 319
Psychotron GO 517
Quantum Gata WIN CD 514
Ralantless 518
Roturn of the Phantom 816

Rex Nebular Cos Gen Ben 512
Secret Makey 1sland CD 519

Soparation Anxiely CD 519
Simon the Sorceror $19
Spelicasting 101 =]
Star Trek: Judgoment Fites 514
Stallar 7 CD 512
Swap 59
The Prophecy 516
Tom & Jorry ]
Undor a Killing Moon CD $19
Watlands CO 519
|BM BUNDLE
Alliod Foreas £9
Comedy Collecticn CO 519
Dynamix Bundia 1 59
& Fool Ten Pack 1.2.0r 3CD $19
Jat Pack GO 518

PGA Tour /Worekd Tour Tennis 519
Populous 2 Powermanger CD $15
Powor Hits: Balllelech CD $19
Takn Tun CO $19
Top 50 Games DOS or WIN 518

OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, AP0, FPO $4 per order. Worldwlde alrmall $6 per [tem. Handling $2 per
Checks held 4 weeks. Money Orders under $200 same as cash, COD $8. Defeclives replaced wilh same product, Most Items shipped same da

© 1054 CHIPS & BITS, ING

Sth Dimension CD 519
Aliens Ate My Babysitter 318
Chaos Engine CD 512
Creopers $10
Crime Patrol CO $19
Gorg GD 59
Microcosm CO 16
Mever Mind 39
Rutox $6
Sink or Swim CO 519
Slespwalker 519
Soccer Kid 519
Super Arcade Games CD s0
Tatris Classic WIN CD 519
Top 100 Gamas V. 2 CD sz
Vaxing 36
Wild Strocts 53

IBM EDUCATIONAL

Algebraic Proposer 10
Dincsoft Typing Tutar 510
Dyno-Quest 59
Ecoluest 59

Prinl Shop Dix Business 518
Quarky Quaysoo's Turbo Sci $16
Super Solvers: Quti'ad 35 510
Word Altack Plus! Spanish 319

IEM HARDWARE

EZ Sound 510
Labtec 150 Sphrs 14
Maxx Gabra Flightstick 510
Seund Source 9
IBM REFERENCE
Daring to Fly CD &0
Evarywhera USA Travel Guide 53
NFL Yearbook WIN CD 512
Personel Trainer SAT 319
U.S, Atlas $9
U.S. President CD £10
‘World Atlas DOS 56
Warld Atlas WIN 56

1BM ROLEPLAYING

Al-Qadim: Genia's Curse CD 519

Champians of Krynn 519
Curse of the Azure Bonds 519
Daemensgato 5190
Dark GQueen of Krynn 510

800-699-426

POB 234 DEPT 10701 ROCHESTER, VT 05767

Source
10701

INT’L 802-767-3033 FAX 802-767-3382

Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.net

RETURN OF THE PHANTOM

The legendary Phantom of the Opera has
returned! As Inspector Raoul Montand,
you are the only one who can pursue the
Red Death into the past and prevent him

from terrorizing the present!

$16

RENEGADE 2: rerurn 1o yacos's

STAR' Sends you back to this troubled star system
to face an all new and even more mysterious TOG
threal! More than just spectacular graphics, cinemat-
ics and sound effects, you'll fiy 60 new missions and

face an all new Legati class TOG ship.

Dragon Loro GD 519
Eye ol the Beholder 1 319
Eyo ol the Beholder 2 or 3ua$15
Kingdoms: Far Reaches CD $19

Hight & Magic 3-5 oa s19
Pool of Andiance 519
Paools af Darkness $19
Rings of Medusa 56
Rumu: Pathway to Power  $19
Soceot Sivor Blades 519
Sentinol Worlds 1 s9
Shadow Caster CD 515
Shadow Sorcerer -]
Star Trok: Final Unity Dema 51
Tales Magic 59
Ultima Trilogy 2 519
Ultima Underworld 1 & 2CD $15
Uiima Underward 2 519
Uiimate Fantasy CD 519
Unlimitod Advontures 519
War of the Lanca 9

IBM SIMULATION

Air Combal Pacilic 1942 516

Assignmant Minm| 3: ]
Battlo Command 56
Cyber Race 58
Diwn Patrol $16
Dawn Patrol GO 519
Daita V $19
Evasive Action 519
F-15 Strike Eagle 2 12
Faleon 3 Seonario 1 512
Falean 3 Seanatio 2 50
Falcon 3.0 516
Fighlar Wing 516
Flight Sim ToolKit $16
Fly the Grand Canyon £0
Groat Naval Battles: Scenario 55
Groy Well WIN CD 519
Gunship 2000 CD 514
Lightspeed 59

Maximum Overkili MD 2 §12
MoalTech: Spooch Pack 520

Pracision Approach 512
Real Weather Pilot 59
Ronegade CD 316
Retribution CO $19
Soal Toam 512
Silom Sarvice 2 516
Star Crusader Ms'n & Speoch 519
Stunt Oriver CD S14
Sub Baltle Simulator s12

CD $26

Tank CD $14
Uitrabots CD 315
Valle CD 514
Wing Commandar 518

Wing Commander 1 Doluxe  $18
Winp Commandor 2 Doluxn  $15
Wing Commnnder Academy $15
Wing Commandar Airmada $15

Warld Circuit $16
X-Wing Mission Disk 2 $19
IBM SPORTS
APBA Baseball §19

Avalanche Interactive CD 518
ESPM Sports Shorls CD 50
Hardball 3 Players Disk 8512
Imarmatianal Sparts Challengo $9
Intemational Sports Challenge S6
Jack Nicklaus Clip Ant 53
Jack Nicklaus Course Disk §  $3
J Nicklaus SE Coursa 1 or 2 oa 53

Jardan In Flight CD 513
Links Pro 386 CD 519
Links Pro 386 Goll 316
Links Pro Course Disk 1 519

Links Pro Course Disk 10 CO 519
Links Pro Course Disk 6 519
Links Pro Course Disk 7 519
Links Pra Coursn Disk 10 514
Links Pra Course Disk 13 CD519
Live Action Football CD s12

THE GRANDEST FLEET

Only one fleet will be left afloat in this thrlling mas-
terpiece from QQP. Experience the grueling cam-
paigns, the agony of defeat and the exhilaration of
victoryl!l Develop cullural resources and manage

the growth of your population.

$16

AIR COMBAT PACIFIC 1942

Strap yourself into the cockpit and experience the ulti-
mate simulation of air combat aver the South Pacific.
Chase down Wildcats, Corsairs and Zeros, drop lorpe-
does and perform dive-bomb attacks, Take full com-

mand of either U.S, or Japanese forces.

Clash of Stesl
Celonization CD

Conguer Tor Windows
Conquered Kingdoms Scen 1
Crisls in tha Kremiin
Empira Daluxe Scenarin 1
Fort Apache

Gonesia

Grandost Floot

Helrs to the Throne
Jutland CD

Machiavelli The Pance CD
Millenium

Pitates Gold WiN CD
Railread Tycoon CD
Realms

Aules ol Engagement
Rules ef Engagemean!
Sabre Team

Sim Cily 2000 Scen 1 WIN
&im Clty 2000 Scenario
Sim Ciry Classic Graphies Sat
Space Hulk CD

Slar Legions

Starship

Syndicate Pius CD
Tegel's Mercenarias
Unnatural Selection
Warcraft 2 Shareware GO
Warlards

Warlords 2

519
519
519
39
50
£6
516
519
$16

510

IBM SCREEN SAVER

Dogz CD WIN 95
Doom 2 Screon Saver

IBM TRADITIONAL

ADITWINCD

Bridge Qlympiad

CO Romix 2 Prime CD
Casino Gambler Kit
Demen Blug

Or Thorp's Mini Blackiack

ML Personal Pro Goll s19
NFL Goachos Club 14
NFL Viden Foatball 52
Power Hits: Sports 56
PreFootball Analyst 92 Edition S6
Serious Soccer 50
Sport Accolade Groatest His 2 $12
Epaorting Triangio £3
Titr Biraak Tennis 56
Tom Landry Football 518
Tony LaRussa Baseball 6
Tony Larussa Baseball 2 Ded §3
Unnecessary Roughnoss 3]
Unnacassary F ‘05 515
Wayno Grotzky Hockey 3 512
World Hockey 95 CD 519
|1BM STRATEGY
Banls Bogs 519
Batlles of Dosting 512
Cacsar CD 315

Circle Reader Servica #4565

s1a
519

Evan Mara Incredibla MachinaS19

GamePack CD 2 CD
Lodoss War 1 CD
Lodess War 2 CD
Lodoss War 3 CD
Lodass War 4 CD
On Target

Qrigamo

CD 816

Partoct Parner Bridge WIN - 512
Prisr Zany's Giveaways CD 510
Prisr Zany's Jokos, Riddles... 510
Puzzle Gallary 1 S6
Saturday Night Live Annvrsry $16
Solitaire WIN 518
Solilnlres Journay 516
TV Guide Crossword WIN CDS19
Take Your Bost Shot CD 820
Take-A-Broak Grossw'rds GD 519

Uttima Trivia CD 516
Univarsal Noverlock 519
Video Game Solution CD 2 §16
Vinual Reality Studio 2 50
Waynas World 519
Word Hunt WIN CD 59

IBM WAR GAMES

Augis: Guardian of Floet CD 519
Banzal L
Batlos of Napaloon 815
Cnarge of iha Light Brigads 516
Civil War No Greatar Glory 518

Conflict: Korea 515
D-Day: Begining of &' End CD 515
Datand tho Alamo 519
Dreadnoughits Bismark 59
Filth Fleet Scen Mod 1 310

Flight Command’r 2 Ms'n Bidr $19
Gary Grigsby Pacific War 519
Gary Grigsby's War in Russia 519
Harpoon 2 Banle Set 2 $19
eWINCD 519
gner Serins 2 59

513

515

59

316

515

515

Sans of Liborty 515
Storm Across Europd £ 4
Task Force 1942 516
The Great War B3k
Typhoon of Stool 216
UMS 2 Planat Editor &4

V Vietary Markat Gardan 519
V Victory Market Garden CD 512
V Victory Volikye Luki 519
V Victory Vellkye Luki CD 812
V Victory Utah Boneh COF - 512
Watotlon sa
White Death 519

T orders may require additional shipping charges. Visa, MC and Discover accepled.
y. Shipping times may vary. Price/availability may change. All sales final. Call for details.
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Have you ever tried to meet your game’s

maximum system

requirement?

“In terms of raw performance, the Mach V easily bested the other systems in our
roundup. This is definitely a system designed with game players in mind.” That’s
what.Computer Gaming World said about my Mach V 133 Gaming PC. Now I'm ship-
ping the Mach'V 166 MHz system for the same price.

The Mach V basic system, for $2,995:

* Intel Pentium® 166 MHz Processor - 100% compatible
with all PC software

* Falcon dual voltage PCI bus motherboard - accepts
75-200 MHz CPUs

= 256K of 8ns synchronous burst cache - expandable
to 512 K

= 64 bit PCI graphics accelerator with 1 meg

= 1080 meg 10ms Mode 4 Enhanced IDE hard drive

+ 8 meg of 60ns EDO RAM expandable to 128

= 140 ms 8 speed caddyless CD-ROM drive

= Creative Labs Soundblaster 16™ & shielded
multimedia speakers

* CH Producls Flightstick PRO™ & high-speed dual
gameports

* 14" 5VGA non-interlaced monitor, .28dp. full-screen
display

* Microsoft Mouse™

« 104 key Windows 95™ ready keyboard with wrist rest

* Windows 95™ on CD

* Microsoft Direct X drivers for serious Windows 95™
gaming included

* One year parts & labor warranty including one year
on-site service

= 16550 UARTS, customized BIOS', temperature
sensitive fans, and many other unique features

All of our systems are custom built
by gamers for gamers

Trademarks are Ihe property of their Optional equipment pichured

Kelt Reeves Ry
President and Chiel Test Pilot -

1-800-258-6778

http://www.falcon-nw.com

FALCON NORTHWEST
COMPUTER SYSTEMS




gjames

POB 234 Dept 10699 Rochester, VT 05767

Fax 802-767-3382 Int’l 802-767-3033

Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.nel

Visit our NEW Online Catalog!
I Nc £ www.cdmag.com/chips.html

‘VAMPIRE: THE
DARK AGES’
Takes you to lhe
nights before the
Camarilla, when
kine truly had
reason to be
afraid of the dark.
The Kindred of
this bygone age
ride the dark as
lords, play their
games with the
crowned heads
of Europe and
traved 1o the mys-
lerious lands ol
theeast.  $24

o X4

1995

‘'CRISIS:
KOREA 1995’
allows players
lo light a near
future war on

" lhe peninsula.
h\ Players have
b access 10 vir-
- lwally all avail-
able military
assets of
North and
S outh
Korea, as

well as large
forces from
the USA and
the PRC.S29

‘'HEAVY
GEAR' A com-
plete, easy o
use, yet realis-
tic RPG system
which uses the
classic SiX
sided die to
resolve con-
flicts. Complete
lactical system
that can either
be played on
its own or
interac!
smoothly with
the raleplay-
ing game. §25

BOARD GAMES

ANCIENT
4 Bils of Ancient World §21
4 More Ballles of A, W. 825

Alexander al Tyre 818
Alexander's Generals 533
Barbarians §33
Bils of Ancient World 2 525
Emperor's First Baltles 525

Hannibal $35
Imperator $21
Peloponnesian War $29

SPQR: Bils Roman Rep$33
SPQR: War Elephant  $16
Samural $37
Siege of Jerusalem s27
VI Against Rome 27
CIVIL WAR
1863:Amaric'n Civil WarS28
1864: Year of Decision 828

Across Five Apnls 2 825
Anlictam Campaign 25
April's Harvest 24

Army of the Hearlland 336

Bloody Roads South 827
Blue & Gray 525
Civil War 519
Damn the Torpedoes  $21
Gettysburg $15
Glory 530
Hallowad Ground 42
Lee Takes Command  §22

Marching thr'igh GeorgiaS21
Perryville 318
Roads lo Geltysburg 524
Stanewall in the Valley $28
Three D'ys of GettysburgS49
War of the Rebellion 528
RAILROAD
1830: AR's & Robbers $20
~ Advned Trek to Telluride 521
Australian Rails s21
Empire Builder 525
Greal Weslemn Railway 536
Rail Baron 519
Rocky Mountain Rails  $13
Tracks to Telluride saz

‘'EMPIRE
BUILDER"'
Rediscover a
modern Amer-
ican classic with
lwo American
loves, railroads
and cold, hard
cash. Like creat-
ing a real estate
monopoly, build
a railroad empire;
take control of
the game.Your
cash in hand
gives you lhe
means to creale
an Empire. $25

‘FEDERATION
& EMPIRE’ Set
in the universe of
Star Fleel
Batlles, the
Grand Alliance
battles the
Caoalition for con-
trol of the galaxy.
2 piece full color
map, 80 page
ryke and sce-
nario book, 1512
die cul playing
pieces, player
folio book, batlle
beard and 2 six
sided dice.  $38

AD&D PLAY-
ERS OPTION:
SKILLS & POW-
ERS' These
pages hold the
keys to humans
who spot secrel
doors as easily
as elves, thieves
who sense illu-
sions and a mufti-
tude of other
characters. This
rulebook pre-
sents an altema-
tive approach to
AD&D charac-
tars. 516

FANTASY
Challenge of Lion Lord 525
Dragon Dice §9
Dragon Masters 542
Iron Dragon $25

King Arthr Knts Rind Tbl $30

Leviathan 516
Magic Realm $23
Man O War S42

Merlin: Magic & Power $28
The Hobbit Adventure  §29
Warhammer Fantasy  $48

Warhammer Quest 847
Wizard's Quest 517
NAPOLEQMIC WARS
Austerlitz $30
Bitle for Dresden: 1813 $25
Batlles for Empires $32
Battles of Waterlco $33
Emparors of Europe  $33
Empiras in Arms 527

From Valmy to Waterloo 530
La Bat Preussihch-Eylau$30
La Bataille d'aurstaedl $30
Napoleon at Leipzig ~ $30
Napoleon's Wars Exp 3511
The Emperor Returns 528
Wellington's Victory 516
Wd'n Ships & Iron Mon 519

SPORTS
Club Goll s22
Decathlon 513
Formula Molor Racing $22
Spead Circuit 3519
Stalis-Pro Basketball  $24

Statis-Pro Bseball Card $13
Statis-Pro Fiball Cards $14

Superstar Baseball 518
Turf Horse Racing s22
Win, Place & Show 517
MEDIEVAL
Crossbows & Canons 2 $33
Cry Havec $25
Ironsides 528
Richard the Lionheart  $30
The Crusades Il $28

MODERN WARS
Across lhe Suoz 513
Back to Irag 518
Battlefield Europe 522
Crisis: ICorea 1995 $29
Flight Leader 21

Harpoon, Naval Review $14
IDF {Israell Def Force) $29

Main Battle Tank s2d
Modern Naval Batlle 3 $19
Phantom Leader 825
Sinai Front 30
Stand & Die 550
Team Yankee 520
Up Front /Desert War  $12

STRATEGY
Advanced Civilization $25

Blackbeard s27
Britannia $19
Civilization §29
Colonial Diplomacy ~ $42
Coup 12
Deluxe Diplomacy 542
Diplomacy 519
Enemy in Sight s12
Feudal S18
Florida 825
Guerilla S19
History of the World 827
Kingmaker 519
Kremlin $16
Kremlin Module 58

Lords of t' Sierra Madre $34

Machiovelll $29
Maharaja $23
Material World $32
New World $19
Pax Brilannica 318
Republic of Rome 529
Hisk s27
Supremacy, 3rd Edition$42
The New Acquire 525
Tournament Terrace 529
Viceroys §25
Wae the People 829

Wa tho People Expans'n S5

SCIENCE FICTION
2038 534
Batlletech, 3rd Edilion 519
Blood Bowl $45

Blood Bowl/Death Zone $29
Car Wars Deluxe Edit'n $21
Cosmie Encounter $29
Critter-Tek 513
Dragon Fire g1
Federation & Empire Dx 838
Galeway to the Stars 822

Imperium, 2nd Edition 20
Kill Zone s21
Necromunda S44
QOgre Miniatures 513
Roadkill $19
Silent Death: TNM Dix  $42
Space Marine $49
Star Fleet Battles §25
Starforce Terra §19
Starship Troopers §29
Stellar Conquest §19

The Awlul Green Things $17

Warhammer 40K 847
WORLD WAR 2
12 O'Clock High 823
1944: The 2nd Front 832
Aachen s$23
Advanced Squad Leader338
Advanced Third Reich $38
Alrika s21
Afrika Korps s12
Ambush g27
Anzio s19
Arctic Storm s19
Ardennes 827
Army Group Center S24
Avalanche: Salemo 531
Axis & Allies $33

Axis & Allies Accessories:
Plastic Minies Setea $25
WW 2 Expansion 3§37
Max's Advanced Rules $10
Middie East Combal  §16
‘Waonld at War Color Map312
World at War '39-'45 DIx 515

WORLD WAR 2 WORLD WAR 2
B17 518 Spitlire §$23
Balkan Front §29 Squad Leader §23
Barbarossa §28 Stalingrad Pocket 2 528
Battle for Germany s12 Taclics 2 s12
Battle for the Ardennes §28 Third Reich 518
Battle of Britain 825 Thunder at Cassing 319
Blood & Thunder s30 Tunisia §$33
Blood on the Snow sa22 Turning Foint Stalingrad $19
Bloedy Kasserine S15 Twilight War $17
Bodygaurd-Overlord 529 Ukraine: '43 $29
Carner s27 Up Front $19
Command at Sea V.2 S41 Victory in the Pacific  $17
D-Day $16 Volga Front $19
Danger Zone $25 War at Sea 512
Days of Decision Il S42 West Front S44
Eighth Air Force §25 Winter Storm $a3
Empire of the Rising SunS41 World War 2 833

EuroFont s29
Europe at War 2nd Edit'n $42
Fire in the Eas! $58
For Whom the Bell Tolls 854

World in Flames Deluxe380

ROLEPLAYING GAMES

Golan to Sinai S8 ADD Faiths & Avatars $17
Harpoon Boxed Set 841 ADD Den of Thieves $14
Hitler's War $15 Gurps Fantasy 2nd Ed $15
Invasion: Norway S30 Warhammer Fantasy $19
Last Battle for Germany$29 Call of Cthulhu, 5th Ed $16
Legend Begins Exp Kit 516 Vampire, 2nd Edilion 5§19
Leningrad Sit Werewoll, 2nd Edition $19
London's Burning g29 Cyberpunk 2020 s16
Luttwaffe s23 Macross 2 s
Moscow 1941 s18 Rilts 519
Ohjective: Schmidt 527 Robotech su
QOmaha 338 Star Wars, 2nd HC 519
Operation Sealion 525

Over the Reich 330
Pacitic War 837

Panzer Leader £23 Starters /Boosters
Panzerblitz 2 525 Doom Trooper §7/82.50
Panzerkrieg s28 Galactic Empires $9/83
Panzers Eas! 829 Hersy 9
Puoland *39 514 Magic Gather'gS7.25/51.50
Ruad to Berlin $53 Middle Earth $9/53
Rommel at Bay S22 Rage $8/52.50
Rommel in the Desert  $30 Star Wars S10/83
Russian Campaign 57 Wyvern Unlimited  $10/52

OVERNIGHT SHIPPING in US $4 per order. Mall to Canada, PR, HI, AK, APO, FPO $4 per arder. Worldwide airmail $6 per item. Handling 32 per shipment. Hardware orderg may require additional ship-
ping charges. Call for details, Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Defectives replaced with same product. Most items

. A labili hange. All sales final,
shipped same day. Shipping times may vary. Price [ availability may chang ealinol, .o

CGWEDEB1



PIPELINE MAKES USING THE INTERNET
PRETTY DARNED EASY.

|
THE €ANDY: Easy o take, easy to use, not to |

| mention immediate access to the Internet; enough
|

infarmation to get your doctorate; e-mail that virtually eliminates | S | the need for the post office; as well as News Groups, Internet

Relay Chat, FTP, Go-pher and the opportunity to create your

%. own homepage on the World Wide Web. Qur award-winning,

easy interface is fully compatible with leading Web browsers, including Netscape. THIE BDEAL: For only $19.95 a month you get

& Octabar 10,1995
unlimited local access to all the Internet has to offer and | Peoineusa

no sneaky additional hourly charges to make you cranky.
THE NUMBER: If you're still not interested, go ahead and ring us anyway. The call's free,

the software’s free and so are your first 14 days. You've got nothing to lose.

1-800-805-9840

—_—NOW ———

IINDORS IPELINE BN

1995 WIN 100/

—
*

Service fees apply beyond che firse |4 free days. '\ Valid major credit card required. Phone charges may apply. A PSINet Company. © PSINet Inc. 1996,

Circle Reader Service #277
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IT'S AS EASY AS 1,2,3

1. Fill in your name and address and check olf
your answers to the seven research gueslions,

2. Circle the numbers on the card that correspond o
Ihe ads or arlicles you'd like more information about

3

The literature will be mailed to you from
the adwvertiser frea of charge.

CIRCLE FOR FREE INFORMATION

1, What Is the highest level of education that
IW complaled? (Check ona only)
1.1 Some high school of less
02 [0 Graduated High School
03. 1 Some College or Technical school
04. 0 Graduated College
05. (] Post Graduate school

2. Computer curranll nwneﬂ I
{Check all that 3 Lr

01, 21 1BM compatible (Intel standard)

02. (0 Macintosh

03. O Amiga

04. 0 Dedicated game maching

05. 1 None

3. Il Intel, whal level? (Check one only)
1. Power PC

02. C] Pentium (386)

03.0486

04.0 386
05.01286

4. Da you cwn (or plan lo buy In next 6 months)
?1 AOM? {Check one only)

uz D Pian 10 buy (6 menths)

§. How olten do you usuaily buy camputer games?
(Check one onky)

01,0 Once a week

02. ] Once every two to three weeks

(3. 0 Once a month

(4. [ Once every two to thres manths

05. 0 Once every four to s months

06. [ Once a year

6. Where are au mnrl likely to purchase games?

(Check all
0. Dlmepunderﬂ computer store 04. (] Computer store chain
02. 3 Consumer electronic store 0. [ Direct from vendar
03. (] Mass merchandising store  06. [ Mail order

1. Whatls ]{uur (and others in household) favorite lype
of game? (Check one in each column
Yoursell Other 1 Other 2

01. Strategy
02, WarMilitary
03. Role
04, Brain Teasers
05, Card

08, Educational
09 Adventura

015
040

019
044
069

Void after September 30, 1996

CGW 6964

I"lII!JJ

Address

Gity

State | Zip

c e b s gl

4, [ Please send me a one-year (12-issue) subscription to Computer Gaming World for $27.94
(U.5. price); all other countries add $16.00 for additional postage.

Ina Hurry? Fax This Card To: 609-829-0692



FOR QUICKER RESPONSE

FAX TO “G‘ ” I l ”

(609) 829-0692

BUSINESS REPLY MAIL

FIRST-CLASS MAIL PERMIT NO. 433 RIVERTON, NJ
POSTAGE WILL BE PAID BY ADDRESSEE

G

PO BOX 10126
RIVERTON, NJ 08076-8626

NO POSTAGE
NECESSARY
IF MAILED

IN THE
UNITED STATES
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PFREE
R.S. # COMPANY PRODUCT PAGE R.S. # COMPANY PRODUCT PAGE

246

797

H

39

-

35

245
52
26
266
205

60

101
195

68

195
79
78
258
210
205

7l

9
70
247
93
234
236
235
295

242

224

200
105
106
109
63

Access Software, Inc.
Accolade

Accolade

Acer America Corporation
Activision

Activision

Aclivision

Activision

ActSoft, Ine.

Altec: [ansing

American Power Conversion
Blizzard Entertaimment
Blizzard Entertainment
Bungic Software

CH Products

Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bils

Chips & Bits

Computer [ixpress
Crave

Creative Labs, Ine,
Creative Labs, Inc.
Cyberdreams, Inc.
Damark Software

Eiger Labs
Entertainment

Lipic MegaCGames, Ine.
Falcon-Northwest
FormGen, Inc.
FormGen, Inc.
FormGen, Inc.

Gamer's Gold

Cametek

Gametek

Gametek

Gateway 2000

GoldTree Enterprises
Craphic Simulations Corp.
Groiler Interactive
Ciroiler Interactive
Croiler Interactive

GT Interactive Software
Hayes Microcomputer Products
Intel Corp.

INTERACT Accessories
Interactive Magie
Interactive ,\klglr
Interactive Magic
Interplay Produetions, Inc.

Interpliy Productions, Inc.

ADVERTIS

‘The Pandora Directive 59
Deadlock C5-C7
Star Control 3 185
Aspire |
Iyperblade 65
Spyeraft; The Great Game 15
Time Commando 7

otk Nemesis 41
Mail Order Products 187
ACS35 Multimedia Speaker System 59
Back-UPS Pro 137
Diablo 23
WarCraft 11 6l
Marathon 2 17
Game Controllers 107
Budget Software 159
Interactive Entertainment 11
Mail Order Adult 201

Mail Order Products 9598
Board Games & Role Playing Games - 191

Shiloh 209
The Secrets of the Lusor 179
Mail Order Products 108109
Adult Mail Order 199
Bx Kits (Search the Galaxy) 79

i

Soundcards (Just Die)
I Have No Mouthand | Must Seream 203

“Total Mayhen 45
HEAD ON V34 DSVD FaxModem 91
Designers Wanted 157
Fatreme Pinball 13
Faleon MACH V 190
Duke Nukem 3D C2C4
Shadow Warrior 131
Xenophage 151
Mail Order Products 195
MicroMachines' [urbo Toumament 122
Super Stardust 138
War College 177
Destination 5154
Cylindrix 146
1/A-18 Homet 2.0 149
Banzai Bug! 183
Battle of the Ironclads 133
Surf & Destroy 115
Iinal Doom 153
Aceura 268 DSVD Modem 86
More Kick For Your PC 27
INTERACT PC Game Accessories 25
Bruce Jenner’s Decathlon 142
Destiny 181
M1 ,-\3:\I:n|m.; 175
Conguest of the New World B
VR Soccer 96 63

ER INDEX

PFREE

]
56
1%
125
128
56
215

129
99
196
199
219
139
146
73
143
203
282
283
250
203
2n

154
77
252
253
162
165
164
172

156
166
208
168
167
161

121

250
22
194
80

179
181

183
30
275
299
152

KOEI

I.L’gl'lll}mﬂl IIIUI IIS’U&
LucasArls Entertainment Co.
Media Wave

Megatech Software
Microforum

Microl eague

MicroPrase

Microsoft Corporation
Microsolt Comporation
Microsoft Corporation
Military Simulations, Inc.
Mission Control Software
Mission Control Software
Mpath Interactive

Novastar Game Company
ORIGIN Systems, Inc.
ORIGIN Systems, Inc.
Pandemonium

Philips Media

Piranha Interactive Publishing
Playmates Interactive Enter.
Playmates Inferactive Enler.
Playmates Inferactive Enter.
PowerHouse Entertainment
PSI Net

R& G Games

Sierra On-Line

Sierra On-Line

Simon & Schuster

Simon & Schuster

Sir-Tech

Sir-Tech

Sir-Tech

Sony Interactive Entertainment
Spectrum HoloByte
Spectrum HoloByte
Strategic Simulations, Inc.
‘e Avalon Hill Game Co.
‘The Avalon Hill Game Co.
ThrustMaster, Inc,
ThunderSeat Technologies
Time Warner Interactive

UBI Soft, Ine.

United CD-ROM

Velocity Develolpment

Vie Tokai, Inec,

Virgin Interactive Entertainment
Virgin Inferactive Enterlainment
Virgin Interactive Entertainment
Virual 11O

Natrix Entertainment

Yamaha Com. of America

"oz

Mission Critical

AlterLife

Mail Order

Pawer Dolls

Soultrap

Microleague Baseball 6.0
Magic The Gathering
Close Combat
SideWinder

Win 95 CameCoupon $10 off
lighting Falcons

Adult Mail Order

Mission Control
Mplayer

Wargames

AH-64D Longhow

Wing Commuander IV
Ultimate Gaming Rig
Gear Heads

Majestic

Batttle Arena Toshinden
Farthworm Jim PC 182
Into the Void

Collision

Pipeline USA

Used Games Software
I"PS: Baseball

[rban Runner

Klingon

Phillip Marlowe Private Eye
Jagzed Alliance Deadly Games
Nemesis A Wazzardry Ady.
Shadows Over Riva
Chronicles of the Sword
Crad Prix 11

Top Gun

SU-27

Direct Hits

Wooden Ships & Iron Men
P16 FLCS & I-16°TOS
‘ThunderSeat

Retumn Fire

Rayman

Mail Order Products

Strife

Secrets of the Lost Dynasty
Command & Conguer:
NHL PowerPlay'96
Toonstruck

iplasses

Cyberia2

YST Multimedia Speakers

" Please vee advertiserent for contact informatary

A 1000

168
l66-167
8385
188
205
157
145
19
10,11
24-25
19
207
200
199
100
187
Cs
2031
196
104
16

127
15
60-67
113
192
187
47

7l
186
102
18-19
57

75
165
163
14
140

2l
159
155
148
171
129
197
120-121
161
172173
38-39
101,103
8.9
125

92

S
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draw. You determine if you win or not. You win by outscoring others in a game of
skill. Can you solve the puzzle helow? Then you have what it takes. It looks simple,
hutits only the start. Each of five more puzzles gets a little harder, But this time it's
all up to you. Stay in to the end with the highest score and the gear is Tmrs.
With whatever options you want. Do you have what it takes? Then play to win

Computer Contest. Win a blazing fast cun;putar with Pentium 166 Mhz
processor, 16 meg. ram, 1.2 Gig, hard drive, CD-ROM, 17" monitor, modem and morel
Video Game Contest. Play on the hi-tech cutting edge with this line-up:
Sony Playstation; Sega Satum; Virtual BnE 300;.and Atari Jaﬂuar. Get all five or
trade the'ones you dgun'l want for CASH! Banus options include: 33 inch monitor;
$1,000in games; cash, accessaries and more!

You have the POWER. In this contest you don't rely on the luck-of-the

B=pri

Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor,
130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown.
Win DSS Satellite Receiveras a BENUS OPTION! This rig will blow you away!!

we're talkin' GAMING HEAVEN!
Directions. Fill in the Mystery Word Grid with-wurdwuin'ﬂ across that spell
outthe Mystery Word down the side. Hint: use the Mystery Word Ciue.
In the future. There will be four more puzzles at $2.00 each and one tie-
breaker at $1.00 which will be sent to you bﬁ mail, You will have 3 weeks to solve
each puzzle, We don't know how many wi plan but %‘i}i“? 55% will have the
hlgphasi score possible score to Phase ), 43% to Phase II; 36% to Phase Il, and 32%
to Phase IV. The tie-breaker determines the winner. If players are still tied they will
split the value of the grand prize they are playing for.

D DR = [ )
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catalog!

i Die Hard Trilogy
by 20th Gentury Fox
Three exciting games on
one action-packed CO:

[ Lok
mipiR wdmert

by GT Interactive
As a Gth Century viking,
& you must plan your des-
B | tiny, scheme your moves
{ & fight to sunvive.

*36 -

&4 Lands of Lore Il

by Virgin Games

As Luther you must
saarch for a supemalural
release from the teribla
B powers bequeathed you.

49178

45114

Night Watch 11

by NMP Interactive

Third in the best-selling
adult series. Must ba 21
years old o order this

producl.
526

Duke Nukem 3D

by Formgen

Fealures 8 player modem
& natwork play, 24+ levels
of play &9 weapons.
B Includes the registered ver-
o sions of | & 11,
45092

W 17005

FAX ORDERS: 12217+3528749
International Orders Call
1921793528737
ORDER AS LATE AS 9:30 rm!
SAME DAY SHIPPING**
Hours:  M-F 8 ay =10 px
Sat. 8 aM =5 pv e Sun, 12 Noox -5 1m0
(ANl times listed are CST)

** Urders received as lals as 5:30 m (CST) for 2nd day ale Cal
o omher deagling lises. Special allers, e avallability asd
prices may vary accorging to lermal and are subject 1o change
witbeu! solice.

& While suppllzs last. Al prices Ia 0.5, dollars. Shipping charges

SAIBIOS | MAsOR CREDIT CARDS
CODE 033 & E

ACCEPTED

°54 |

$47

i Rise 2 Resurrection
by Acclaim

olon the Cyborg must
choose anather rebot to
embody & battla his way
l t0 the suparvisar.

41

4 49103

Sonie
by Sega of America

Sonic the Hedgehog bat-
tles Dr. Robotnik's latest
evil creation, Metal Sonic,
in & race to save the
world,
- 49921

somq Be

A step-by-step lutarial
that covers 11 essential
elements of English in 58
key subjects with 500
BXCRITISES.
S 48893

m-i'pub

Playboy Screen Saver
by Graphix Zone

Five decades of tha best
phetography, art, canoons
& video that Playboy has
to offer. Must be over 17 to
order,

e
PLAYBOY 40256

rani g

s Earlhworm Jim 1 & 2
by Playmates Inferachve
=21 Part one features Jim's
g bizarre origin & part two his
o 1 search for his Kidnapped
true bove, Princess What's-

36 §

Gy 3 oo

*15

*19

Lpited GO ROM

1.800-UNITED4
il e 1.300.354.3334

http://www, umtadcdrum Com

 Sea Legends

by GTE

Against a background of
piracy, gamers must buid
2 fleat strong enough to
qlake on the Spanish

Armada, 53 3

Dream Machine 2

by NMP Interactive
Adults-only role-playing
game from the leader in
mature audience gam-
ing. Must be 21 to order.

J 47607

Thrustmaster F-16
FLCS

by Thustmaster
Features four 4-way
switches, dual stage trig-
ger & 4 throltle options.

*120

| Thrustmaster Wizard

by Thrustmaster

B Includes two keyboard-
mounted, dual-stage flip-
per buttons; table nudge;
Hill sensors & Royal

Flush Pinball, $ 3 3

| 49105

36211

First Aid 95

| by Cybermedia

Fixes your Windows 3.1
& Windows 85 problems
L aulomatically by detect-
ing & correcting software

Her-Name ~ conflicls.
49157 $34 First Aid 95| 51064 $31
CONTACT US ONLINE! First Aid 95 Deluxe
BBS 1-217-352-9654 by Cybermedia
CompuServe: 76043,1605 All the features of First
America On-Line: UNITEDCD Aid 95 plus Retrofix &
UNITED CD ROM INFD via Fax back at Cyberhelp. fss-anna'l for
the Windows 35 owner.
1221723528123
http://www.unitedcdrom.com 51085 s52

Over 800 Avuir TiTLes At
1800<CDADULT
128002323858

Must 8t 21 10 ORDER

Dirty Debulantes 6 Pack
by NMP Inferactive

Bundle of 6 adults only
CDs. Musl ba 21 years
old to order this product.

*31

*36

(ver 5,000 PC & Mac
Titles in Stock Daily!

A Treasure Quesl

@ by Sirius Publishing
Professor Faulkner has
dizd & lsft an inhentance of
cne mifion dotars 1o the
one that uniocks the secrets

w49

TerraNova

by Virgin Games

The Battle Alarm sounds
as you & your squadron
il of =lite strike force com-
mandas spring to acton!

*42

2 45121

Gearheads

by Philips Media

Wind ‘em up & get out of
the way! Thase 12 animat-
ed toys are your weapons
i . for \.mn.ng Become (he

529

by Atlantean Interactive

11 of the fiercest female
warniors  from  across
elemily batlle it out for
d the ullimale power in the

*36

fut Herelic-Shadow of
*= {he Serpenl Riders

Wi by GT Intaractive

B Heretic's final, brutal con-
clusion. Voted MVP of 95
for Entertainment by PC

Computing, $ 3 6

49175

Voyeur Il

by Phifips Media

A follow-up to the smash
hit sensual thriller of las!
year, Wil you walch ke a
I true voyeur, or step into

[I"e a"hcm'?l $3 6

] []l 1Y Into he Void

by Playmates Interactive
Step Into The Vioid & your
draams to conlrol the uni-
verse will be granted, but
be careful what you wish

o 43

LD THS ¥

Mirnlas Raardar Corvien #1104




USED I1BM GAMES

COMPLETE & VIRUS FAEE;
WITH THE ORIGINAL BOX,
DOCUMENTATION AND
DISKS
1530 RAILROAD & ROBB ]
1542 PACIFIC AIFL WAR 1w
m Enmrr 12
15
mu r.wn mum VER 1S 1”2
ALES (F THE [ L]
ALES OF THE I’n-:u: 15
ACES DVER EUROPE 15
ADAD COLLECTION 18
A.D\f GT WILI I[ B[MHSH U]
2
B 0
Nk W-\HRIDF\ SVGA 15
AL-QADIM-GENIE CURSE L)
ALIEN LEGACY 18
ALONE IN THE DARK 1
ALGNE IN THE DARK 2 7
ANCIENT AAT OF WAR 5
ARENA: ELDER SCROULLS b
ARMORED FIST 19
nﬁML.lIII GERDON 1]
!
M.'.Nm\' ING WAR GAMES bl
817 FLYING FORTRESS 17
uum ‘. r..u i 15
b
uanu rm 18
I.M!IlthH? uusum H 17
BETRAYAL AT KRONDOR 18
BIGYCLE POSER "
INET m
BLUE & GRAY i
BRIDGE DELI m
BRIDGE OLYAY 15
BHH.M LFaN IIMII- SPACE 1
0
rwu 14
CAPITALIST PIG L
CARRIER ETRIKE 15
CARBIERS AT Wy 15
CASRIERS AT WA 2 2
{‘.‘J\ﬂ"lli hh.ﬂ H.NIL‘DHSI .Iij
to\bll [S 2 15
CO-11TH HOUR "
CD-1830 RAILRDAD & AOBS 19
LD-1042 PACIFIC AR GOLD a7
30 UL THA PINSALL 73
TIH GUEST Z3
CO-ABSOLUTE ZERD ™
CO-ACES OF DEEP: COMMAND )
CO-ACES 08 THE EEP v
CO-ACHISS THE SHINE 19
CO-ADAD COLLECTONS FO) 7
LO-ADVANGED CIVILIZATION ]
CO-AGIS GAUDIAN FLEET 19
LO-AL-DADIM-GERIE CURASE "
CO-ALIEN LEGAGY o
GO-ALIEN LOGIC 15
GL-ALIEN DDYSSEY 1
1-ALIER ]
CO-ALL STAH BASEHALL ]
o GENERAL a3
CO-ALONE IN THE DARK 2 24
[ AMAZON OUEEN ]
CO-ANGEL DEVOID 25
CO-ANVIL OF DAWN 2%
ACHE 2
Co -.RM"{ILDHST 19
CO-ASCENDANE 3
CO-AT, I;‘B’}'J 15
CO-BACKROAD RACERS a
CO-BAI DAY ON me.\v o
CO-BATTLE BEAS 13
CO-BATTLE [.-mur.l:.nnﬂ.‘d 2
CO-BATTLEGROUSD GETTYS 73
CO-BENFATH & STEEL SKY 15
0 FORGE -
CO-BLOOD BOWL 1
CO-BLOODWIN
CO-BLUE & GRAY
CO-BREACH 3
CD-CED.
CO-CAESAR 2
CO-CAMPAIGN
CO-CAPITALI
CO-CELTIC TALES
D-CHAOS CONTROL
CD-CHADS ENGINE
-tw El‘r
CD CLUH DEAD (MTV) (]
CO-COLONIZATION 4
CO-COMEDY COLLECTION
CD-COMMAXRD & CONQUER A
CO-COMMAXDER BLOCD
CO-COMPANION OF XANTH
AN CIMMERIAN
CD-CONOUERER AD 1086
LD-{R[&TI.‘R! S!!DC'(
CO-CRITICAL
fﬁ{iu‘nﬂiﬁ NQ REMORSE 1
O-CYBERW
CO-CYCLON ES
C0-0-DAY OPERATION OVER L
GO-DAEDALUS ENCOUNTER &
L0-DARK FORCES &
CO-DARK SUN 1:SHATTERED I
CO DARK SUN 2 WARE RAY
KSEED 2 2
CD-DW OF THE TENTACLE
FINITIVE WARGAME
0 DFLUu\l'
cn ADESERT STRIKE
4 gIESTEUI:TIDN DERBY
CO-DRACULA UNLEASHED
CO-DRAGON LORE
CO-DRAGONSPHERE
CO:DREAVIVE!
CD-DRLIDS - DEMONS OF
CO-DUNGEDN MASER 2
CO-ECSTATICA
CO-EF: 74
CO-ELEC ARTS T0P 10 PACK a
CO-EMPERE 2 ART OF WAR w
CO-ENTOMORPH "
CI-ERIC THE UNATADY 19
LIFESIN BASERALL TONIGHT )
CO-EXPLORATION be
CO-FADE TO BLACK 2
CO-FALCON GOLD 33
CO-FIFA INTERNATL SOCCER
COFIFTH FLEET
CO-FIGHTER DUEL
CO-F) I
CO-FLEET DEFENDER GOLD
CO- M TGO
CO-FLIGHT SIMULATOR 5.1
CO-FLAGHT UNLIMITE!
CO-FORTARESS DR RADIAKI
E ‘FRM![IISTE!N‘TNRUWH
Cl :n(‘.m ums
CO-FADNT PAGE BD 84 1
CI-FACHT PAGT H 96 3
CI-FHONT PAGE FI PRO 85 1
CO-FULL THROTTLE ?
CO-FURY 3 s
CO-FX FIGHTER 25
CO-GABRIEL KNIGHT a2
CO-GABRIEL KNIGHT 2:BEAST 35
CO-GETTYSBURG: INTERAGT ]

CO-GONE FISHIN

CO-GREAT NAVAL RATTLES 7

CO-GREAT NAVAL BATTLES 3

CO-GAEAT NAVAL BATTLES 4

CO-HAMMER OF GOOS

CO-HARDBALL 4

CO-HELL CAB

CO-HELL CYRERPUKK THRILL

CO-HERDES MIGHT RAGIC

11 ﬂl'[-\&l

C0-Hi 5 THADER

CN-HIVE[WIN 35 O8LY)

C0-1HAVE NGO MOUTH, T MUST
A

-INY CAR RACING
IMII’ ['N! RALING 7

CO-JUMP AA

CO-KINGS GUEST &
CO-XINGS DUEST 7
4 M.‘- Al }IF-‘I:!T}H

15 OF XENTA
ELI LAST EI]II‘H" H‘..'NN R
CIMLAST DYNASTY
COFLAWNMOWLR MAN
CO-UEGEND OF KYHANIHA
CO-EEMMI AN 5
Ci-L lI‘i!IH

LARRY

-LINKS
o lINA... i'Flu 0K FANT DEY
COLITIL DEVIL

CO-py5e
CO-NASCAR RACING
CI-NAVY STRIKE
CO-NRA LIVE 85
CO-NEA LIVE 56
CO-NERVES OF STEEL
CO-NEW HORIZONS
CO-NTL PAO LEAGUE B
CO-NHL HOCKEY "85
CO-NDCTROPOLES
[1-NOMAT
-NOVASTORM
0-00L0 TIME BASEBALL
OUTPOST
-PANIC IN THE PARK
-PANTER GENERAL
1-PAPARAZTT
-PIA ROWLING
(-PERFECT GENTRAL 2
CU-HANTASMAL ill'lll
-PITFALL [WIN 95)
PIZZA TYGOUN
POLICE QUEST S:0IEN
POLICE OUEST & SWAT
POUICE DUEST COLLECT
PD\'\.EH Hlllr'i.

nnnnﬁﬁﬁnnn

=t
=

28EEes8es

i
-P'u'mum l] WE
COPRDTNSTAR
CO-PURE WARLAME
CO-QUANTUM GATE-WIN
CD-OUARTERBACK ATTACK

HOUEST FOR GLORY 4
CO-RAVENLOFT 2 STONE PR
CI-RAVENLOFTY: STRAHD
CO-RE-ELECT JIK
CO-REHEL ASSAULT
CO-REBEL ASSAULT 2
CO-RED BARON
CO-MELENTLESSTWINSIN
CO-RENEGADE

CO-UKNECESSARY ROUGHIG
CD-US NAVY FIGHTERS
C0-L3 HAVY FIGHTERS GOLD
CD LSS TICON 9! 334

RTUAL
CD '."IRTLIN. x..ms
COVORTEX QUANTUM GATE
CONOVEUR
CO-WARCRAFT
COWARCRAST 2
CO-WARHAMMER. RORNED
CO-WEREWCLF V. COMMANCH
O JND“W\‘ (DER 3
COWING COMMANDER 4
D ﬂ?.'ﬁs OF aLOAY
COANTTCHHAVEN
COMWOLFPACK
CO-X-COM UFD DEFENSE
CO-X:WING COLLECTCR'S ED
CN-ZEFYR
-G ZAG
CN-70NE RAIDERS
CO-70RRAD
CHALLENGE OF 5 REALMS
CHANPIONS OF KRYNY
CHESSMASTER 3000
CIVILIZATION
(CLASH OF STEEL
CDASTER
COLDREL'S BEQUEST
COLDNIZATION

CORAN

COKFLICT: MIDDLE EAST
CORNOUERED KINGDOMS
CONGUEST OF JAPAN
CORRIDOA 7

CRISIS IN THE KREMLIN
CURSE OF AZURE BONDS
D-DAY BEGINNING OF END
{IRIDN CONSPIRACY
DAEMONSGATE

DAGGER OF AMOH RA

GREAT N8 SUPER SHIPS
REAT WaR

nnsms

GUNSHIP 2000 VGA

HALLS ux uc HTETMA
HAND OF I,

HARD !I’WA

Mnlll':l!-\l.L 3

HARDBALL 3 AL

Il.ﬂ!ll\i-\l.l. ! IIIJ.MGI.D COLL

IIJ\RPIJCIII I:H-\Ll ENGER PAK
MARPRON I‘J[SIGIIFR SERIES
MARRIER ASSAL)

MEART OF CHil HA
ul 15 10 THE 1|||ln!¢E
HEXK

HIOH COMMAND

HINT BOOKS STARTING AT §4
HOYLE'S BODK OF GAMES
HOYLE'S CLASSIC CARD
HUMARS

N THE FIRST DEGREE

INDY CAR EXP = CIRCLITS
INDY CAR RACING

IRDY CROSS

FSHAR 3

ovs
KING'S QUEST 2-EGA
KING'S QUEST 3-EGA
KING'S QUEST 4-EGA
I'h’i 5 CKJEEST GNGA

LA.‘IDS OF LOAE

LEGACY REALM OF TERROR
LEGERD OF KYRANDIA
LEGERDS OF VALDR

A otk bt et e 4t Dt e Bt D e e e e s

genticrein

WE SELL USED GAMES

All games are tested & IBM disks virus chacked
original by with eriginel dorumentation
Call for current fitle availibility

1-800-377-8578
* FOR ORDERS ONLY »
9-9 Mon-Sat, 12-5 Sun CST
WE ACCEPT ONLY
VISA/MasterCard/Discover
Maoney Orders/Cashiers Check
Lol b vatin beler wedeg M0 *
Most items ﬂﬂnﬁ some %wbisal.l' mgnd Day Air

GAMER'S GOLD » 1008 W. 4151 Street ® Sioux Falls » South Daketa # 57105

1. Prepare a list of the
mail your list o GAM

pruwwldu

Got Something To Sell?
Follow these Easy Steps

gomes, include o “wis

& in original box. Inco
your expense. We do

WE'RE BUYING IBM GAMES.

nre selling, Call, fox, ar
D,

no. elearly on
‘S GOLD. Save your
ipns about your

ept 5.25" disk gomes.

CO-LOCUS (WIN 85)
CO-LORDS OF MlGNIf-HI
CO-LORDSOF THE REAL
CO-LOST FDEN
CO-LOURS CAT ORZE
CO-LUNKCUS

CO-MAABUS
COMACHIAVELLL PRINCE
CO-MAGH CARPET

£ GAME

—

Cvil Wor=(D
. M.nﬂ ﬂnm"l"
» Hen

CO-MAGIC CARPET 2
CO-MAGIC CARPET PLUS
CO-MARTIAN CHRONICLES
CO-MASTER OF MAGIC
CO-MASTER OF GRION
CO-MAXIMLUM DVERKILL
CO-MECHWARRIOR 2
CO-MEGA RACE
CD-MENIOBERRANZAN
CO-METALTECH FARTHSIEGE
CO-MICROCOSM
CO-MILLERIUM AUETION
LCO-MILLERKIA ALTERED DI
CO-MUMI & THE MITES
CO-MISSION CRITICAL
CO-MONOPOLY
CO-MORTAL KOMBAT 2
CO-MORTAL KOMBAT 3

OFFER

FRE )
O

TRIBUTION
TURN TO RINGWORLD
TURN T0 20RK%

b
SE OF THE ROBOTS

OW CAS
-SHADOW OF THE COMET
SHANNARA

-SHIVERS
-SILENT STEEL
<SIM 2009

-SIM
SKIJiS GAME A'l BIGHORN
+SKINS G
-SLAM CITY tPLN’IIiILI]
LDPS LIPSTREAM

gS95goonoounononnooonng
o !

RAILL
CDSTIR mn( H!rL_ usary
CO-STEEL P,
CO-SIELL
cu TONERELP
IKE COMMAKDER
CIJ SL-27 FLANKER
CO-SUPER STREET FIGHTER
CO-SUPAEME WARRIORS
CO-SYSTEM SHOCK
CO-TEK WAR
CO-TERMINAL VELOCITY
CO-TERMINATOR FUTURE SH
CO- {:'!FMI HATOR RAMPAGE

< THUNDERSCAP]
CD TIE FIOHTER COLL €D
INCAT ALLEY
I:IJ TON\' LARUSSA B8 7
IJIJ TOFmb PASSAGE

I"EI TI'H.N"'I"J'JH YOO8
CO-TROPHY BAS
GO-LRLTIMA B! PAGAN
CO-ULTIMATE FB 95

GO ULTIMATE FOOTBALL
CO-UNDER A KILLING MO0N

Laskx

= 8 B At D A PR b P A e ot ko

\AFK QUEEN OF KRYNY

ARK, SN 2: SHATTERED

DARK UK 2 WAKE GF RAVEG

MAKLANDS

IARKLANDS MASTER EOITON

DA PATROL

DAY OF THE TENTAGLE
ELTAV

ESCENT

GGERS

ISCIPLES OF STEEL

IOUBLE DRAGON 2

ORAGON WARS

ORAGONS LAIR2S
IUNE

UNE 2

IGHT BALL DELUXE

L FISH

L VIRA

MPIRE DELUKE

MPIFE SOCCER 94

YE OF THE BEHOLDER 2

ALCOM 3.0 ADD-DNS

ALCON AT

I-}‘IT&S\"’E\'PH{S

IFA INTERNATIDNAL SDCCER
TIFTHFLEET

FIGHTER WING

T ASHEAL
FLEET DEFENDER

LIGHT SIM 4 & 5 ADD ONS
LIGHT SIMULATER 4.0
LIGHT SIMULATOR 5.0
LIGHT SIMULATOR 5.1
ORTRESS OF DR. RADIAKI
TEDDY PHARKAS FRONTIER
RONT LINES

MONT PAGE BASERALL
FIONT PAGE FB PRD 85
[RONT PAGE FOOTRALL
FRONT PAGE FOOTRALL PRO
El:ﬂ!‘lllllt ELITE2

L KNI
GAMES WINTER CHALLENGE
GENGHIS KHAN 2

GETTYSAURG: iNl{H&CTM

I'I DAL COHELI'[
GOALNKS Y -
GGHEAT NAVAL BATTLES
GHEAT NAVAL BATTIES
GREAT NB AMERICAN ATLAN

LEGIONS-Will

LEISURE SIIT LARAY 3
LEISUAE SUIT LARAY &
LEISURE SUIT LARRY 6
LEMMINGS- 04 NO NORE
LEXICROSS

LIFE & DEATH

LINKS 386 PRO

LINKS ADD-ONG

LINKS GOLF

LINKS FRO [MSK BELFAY
LION RING SCREEN SAVER
LODE RUNKER

LOAD OF THE RIRGS 1
LORD OF THE AINGS 2
LORDS OF THE REALM
MAELSTROM

MADDEN FOOTBALL 2
MAGIG CANDLE 1

MASTE

MICHAEL JORDAN FLEGHT 510
Ellf‘:ﬂﬂstlil' SPACE SIMULAT

MIGHT & MAGIC 4

MIGHT & MAGIC 5

MIKE DITKA FODTRALL

ML FOOTEALL 7

MONOPLOY DELUXE-WIN
AL KOMBAT

A FACING
NEA JAM - TOUNAMENT ED.
Nﬂ fH[MEn &UR\'

AT
UI‘(IIATIDN CRUSADER
QRIGAMD

QUTPOST
OVERLUAD

PACFIC WAR
PACIFIC ISLANDS
m 'I ?

NERAL
mrro'i STnII(ES BACK
PERFECT GENERAL

SRTEI

2

1
1
8
2
1
L)
@
L]
1

PIZZA TYCOOK ]
POLICE QUEST 2 10
POLICE QUEST 4: DPEN 15
I‘JCI 5 OF DARKNESS 9
ULOUS 2 17
?nu%n I‘OK(R Wil 1]
)
PRINCE OF P!l\SIA ? 3
FA 15
PRIVATEER SPEECH PACK 5
PROTOSTAR )
QUEST FOR GLOAY 4 %
OHEST FOR GOAY 3 - ViA !l.fi
RAVERLOFT B:5TRAND 2]
REALMS §
REALMS OF ARKANIA: BLADE 15
RETURN EM THI F‘rl.i\.lTOlt 2
RETURN T0 19
REUNION 15
LT G‘AO‘L{J 12
RISE OF THE TRIAD 2
ROAD T0 THE FINAL FOUR 13
ROBINSON'S REQUIEM 15
CE OF 3 KINGDOMS i
OME PATHWAY TO POWE 12
ULES OF [HG!G! HE.‘&I ]
SAM & MAX: HIT THE A 15
.1'4950 iR E
SCAABBLE DELUXE EDITION 1%
EA ROGUE ]
EA WOLF 0
SEAL TEAM 14
5E.n..u:on THE KING 7
ECRET OF SILVER BLADES 5
HADOW OF YSERBIUS "
SHERLOCK HOLMES 15
SWORD 8
RA AWARD WINNERS (]
ILENT SERVICE 2 1
M ANT "
|MC|TY 17
M CITY 2000 o)
SIM cry 2000 Wil 26
1M CITY 2000 GREAT DISAS 8
I!J (Al'l 13
AR 19
I'.I 'ID'Nf R-Wil %
SIMLIFE 4
SORCERLAN 5
SPACE HULK )
SPACE OUEST 1 - VA 10
SPACE DUEST 3 9
SPACE QUEST 5+ VA 15
SPEAR OF DESTINY 1%
SPECTRE "
SPECTRE VR 15
STAR CONTROL 2 2
STAR CRUSADER 12
STAR TRAIL %5
STAR TREK 25TH ANNIVERS 12
STAR TREXJUDGEMENT 4
STAR WARS CHESS ]
STARFLIGHT 2 15
STELLAR T [}
STREET FIGHTER 2 L]
STRIKE COMMAN DEII 15
STRIKE SOUAD 1
STRONOHOLD 9
STUNT DRIVER 10
STUNT ISLAND 12
SUBWAR 2050 17
SUMMOMING !
SYNDICATE 12
SYSTEM SHOCK 10
TANK COMMANDER 2
TANRKS. WARGAME CONGT 19
TASK FORCE 1942 12
TEGEL'S MERCENARIES 5
TERMINAL VELOCITY 19
TERMIKATOR 2: CHESS 14
TERMINATOR RAMPALE 15
TERMINATORZ. ARCADE 15
THEATRE OF WAR 8
THUNDER HAWK 5
TIE FIGHTER 17
TIE FIBHTER. DEF OF EMPIRE 5
TIZERS ON THE PROWL Fi
TONY LARUSSA BASERALL L)
TONY LARUSSA ULTIMATE BB 172
THANSPORT TYCOON 19
THEASTINES: SAV: rm.-.'v 7
L JM.\MM 5t 1"
LT 15
m.\ r mnrl [u vm:m 0

LIRDERWONLD 2
E DOMAN

15
[ ALIVERTLINES
SELEC

CTORY: LITAH BEACH
D‘ﬁl VELIXIYE LUK
F
ANCE l]! EXCALIBUR 5

WARCRAFT
WARLORDS

WAXWORKS 1
WESTERN FRONT 1"
WHEN TWID WORLDS Wit 17
WING COMMARDER 1 1mn
WING COMMAKOER 2 17
WIKG COMMANRDER ADD-0 CALL
WIZARDIY 7 CRUSADER: 15
WOLFPACK mn
WORLDTRIS 1"
WIORLD GIFCAIT ”
WONLD SERIES OF POKER 12
W ALLF ORMAN 1n
X-COM TERROR OF THE DEEP 06
i(fliIHIIiIILIII] 2

1%
X Wl!lu ADD-ONG 8

Prices & availability
subject to change. Call
Toll Free for current
titles and those not
listed-we've got fols
more! Alf Used Games
are complete & virus
free with original box,
documentation & disks.
System compatibility is
not guaranteed. Alf safes
are final-defective
games replaced with
same title.

Free shipping (Regular
Ground) in the
continental USA on
orders over $150.

Circle Reader Service #93




Many More Titles | Stock
Call For Mare Information.

8 101 SEX POSITIONS PA
JOVE THE KNEE INTW
ADULT SUPERSTARS1

THROAT GIALS 2
'mnmr GIALS 4

2 AGEOUS ORGIES..POWER IN #'S
S‘Im PENTHOUSE VIRTUAL PHOTOSHOOT 2
31238 PENTHOUSE VIRTUAL PHOTOSHOOT 3
32340 PRIVATE VIDEO MAGAZINE 1
10554 RACQUEL RELEASED
31554 SENSUOUS GIALS IN 3-D
10745 SEX & MONEY
32626 SEX 2
31228 SEXY NURSES 2
32625 SILENT STRANGERS
10740 SPACE SIRENS
10865 STEAMY WINDOWS
31623 S'ﬂm
10576 W MODELS GO
10768 SUPERMODEL
32867 TABOO 13
10768 VAMPIRE'S KISS
32848 VELVET DREAMS
10980 VIRTUAL SEX
31304 VIRTUALLY YOURS 2.

‘Send Orders To; CRAVE
. DEPT 503 St, Louls Park,u

EMAIL: CRAVE2RB
Open M-Sat, 8-9

DEld 1651 d OGAY LU

A major computer game publisher has autho-
rized us to conduct a consumer research study
on a new, sexy, adults-only CD Rom game.
The study will include a Beta test version and
requires completion of a survey. We need feed-
back on quality of game play, sexual excite-
ment level, and sogiological factors. To sign
up, please call (800) 472-GAME, or visit
http//www.missioncd.com. Mention game
code: Victor. $6.95 s/h. Please

note: you must be 21 or older &

to participate in this study. CONTROL

“A Taste of Erotica”...the
sexy CD Sampler by New
Machine Publishing, is yours
FREE when you

subscribe to

Interactive LA d Sl
u“apl.ply, U ‘b ." 74 f(l'
America’s Fremlerﬂ Aliull G0

I subscription
= 10 Interactive
| Quarterly™

_| for $17.85 and
<1 send my FREE

Adult CD sampler
= (A$14.99 Valuel) www.igmag.com
Mail to: Interactive Quarterly, Dept. CGWO0G36,

» 551 Valley Road, Montclair, NJ 07043
or Fax: 201-783-3686 or Call B00-472-4263

Hame

Address

City
State Tip
Payment Enclosed: [ eheek o maney order Charge my:
[aliow 14 days 19 eleas) CIME I Visa [ Discover
Card ¥
Expires: {
Signature Dals of Birlh

W eahity am 21 years of ape or oider) (Mast be figd pul)

P T R T S PR TV W)



Enter the Pleasure Dorme

PLEASE THE SIRENS OF THE PLEASURE DOMINION...OR DIE TRYING!

www.missioncd.com
Mission Control Software

800.999.7995

phone: 201.783.3600

fax: 201-783-3686

Send orders to: Mission Centrol, 7 Oak
Place, CGW06%6, Montclair, NJ 07042
MC, Visa, Discover, Checks & Money
Orders. Shipping $7 (Ovemight fo most
areas.) e-mail to: mission cd@aol.com

“ VIRTUAL VICTOR is the new Super Hero of Cyberotica!
-IQ MAGAZINE

W Navigate through a mind boggling 3D Virtual World filled
with deadly and erotic beauties.

M Experience a new realm of 3D visuals and special effects.
M Control Victor’s every movement. Full interactivity.

B Propel Victor’s Psion-Cycle to his sexy and dangerous
encounters in the pleasure dome. DEVELOPED BY

B Victor's intense vocal-simulator speaks your CYBERBOY

every desire.
M Instant position changes that you control. =
B You must be 21 or over to order this product.

See Virtual Victor at WWW.SEXBITS.COM
STUDIOS

EXCLUSIVELY DISTRIBUTED BY INTERACTIVE DISTRIBUTION

Circle Reader Service #99



ADULTS ONLY

PO BOX 14 DEPT 10698 HANCOCK, VT 05748

. e s HA B DRI SES
°  HOUSE’ is the

7 o :
] ﬁ/- ‘e MOSE Stimulat-
jh\(:;?h d ing CD game
ever played

and is automat-
ically designed
to change each
time you play It,
offering dozens
of  combina-
tions for hours
of fun. CD §39

‘CYBER PHO-
TOGRAPHER'
After entering the
MacDaddy cyber-
studio  choase
from 3 different
models. Choose
; lighting, camera
: E lens, music and
start on your photographic adventure snapping
a noll of 38 exposurne film. When you finish choos-
Ing your favorite pictures print out a calendar,
bithday card or Christmas cardl CD $49

‘VIRTUAL
SEX SHOOT'
Imagine being
transported to
a mysterious
island and
having nearly
infinite possi-
bilities as you
creale your own visual fanlasy by
controlling cameras that are capturing
every intense moment of highly
charged erolic sex. CD sa4

HOMSOFI'B PACK' Double Down, Doors of
Passion 2, Sensuous Girls in 30, Massive Melons,
Touch Me, Feel Me and Privale Screenings are
what you'll get in this sexy 6 pack! 6 CD’'S 539

'SEXY SIX PAK’
This incredible
money saver (a
5150 valua)
delivers o you
six of the hoftest
adult CD ROM
liles released by
Digital  Play-
ground. Enjoy these tities: The Barlow Affairs,
Baby's Got Butt, Inferno, Dripping with
Desire, Erolic Virtual Sampler and Elite
European Models. 6CD'S 544

‘VAMPIRE'S
KISS" Joumey
through the comi-
dors of the vam-
pire’s ancient vir-
lual 3D castle.
Astounding inter-
active graphics
allow you fo
search for the secret passageway that leads
to the vampire's private chamber. Your
actions determine the outcome, but beware
of things that go bun'p in the night!  CD $39

© 1905 CHIFS & BITS, INC.

INTERACTIVE
Casting Couch 544
Chameleons 839

Cyber Strip Poker $36
Cpeep 2-Waitress $24
Designer Bodies.  $36
Desktop Mistress  $49
Drty Deb 2: Asian $39
Diva X Ariana 538
Diva X Rebecca S$38
Dream Machine 2 $49
Dream Machine  $36
Encyclopedia Sex $49
Eros 2 $32
Fantasy Alter Drk  §35

Girlfriend Tracy ~ $39
Heidi's House $39
Hollywd Body Dbl $44
Hump Towers 539

Seymore Butts 2 5§49
Intimate Possblts $39
Japan Interactive $44
Ladies Club Poker $26

Latex $da
Love Pyramid $29
Lust Connection  $39
Make Own Orgy  $32

Midnight Stranger $45

Mind Teazzer2  $32
Mind Teazzer 529
Mustang 1A 342
Mystik Mistress 536
Neurodancer 839
Nice & Hard 532
Nick Steele Pl. %39
Nightwatch IA2 839
Nightwatch IA3  $49
Nightwatch 1A $39
Orielal Ecstacy 544
Penetration 519
Panthouse 1A 4 509
Penthouse A5 §59
Penthouse IAG 552
Pleasure Zones  $33
Paoker Party $45
Pom Mania 549
Pomo Poker 44

Private Invstigatr $49
Romsoft 6 Pak 2 $39
Romsoft Six Pak $39
Romsoft 3 Pack  $25
Scissors N' Stons 529
Sedotve Gms/Mys $18
See Some 3 Sme 533
Sex Caslle $36
Soronly House 534
Sorority Sex Kitten $42

Space Sirens 529
Space Sirens 2 529
Spread-Em $34
Spy Club $39

Sitrip Poker Pro 2 536

Strip Poker Pro 524
Strip Poker Pro

Disk 3, 5+12ea  §16
Strip Tease 524

Teresa Touch/Play 544
Texas Tabla Dance $24
The Isl Girl Resort $39
Vampire's Kiss 536
Venus Playhouse S35
Virtual Director 539

CALL
NOW TO
ORDER

800-273-7910

INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10698

(OVERMIGHT SHIPPING I LIS $4 PER DRDER. Mail to Canada, PR, HI, AKX, AP0, FPO $4 per onder, Worldwide airmall $6 per item. Handling S2 per shipment. Hardware orders may require additional shipping charges. Cannot quarantee Custors clearance. Order al
your ow risk. Visa, MG and Discover accepted. Checks held 4 weeks. Money Orders under $200 $ame 2s cash, 00D $3. Defectives replaced with same product. Most ttems shipped same day. Shipping times may vary. Price/availability may change. All sales
final. Restrictions apply. Call for details. MUST BE AN ADULT TO ORDER. Each order will include a 6 month subrscription to Computer Bames Strategy Ples magazine, for which S6 of the oer cost will be aliocated. Curent subscribers will be extended.

INTERACTIVE

Virtual Goldn Eye  $44
Virll Vegas Night 844
Virtual Sex 2 $39
Virtual Sex Shoot $44
Virtual Valerie 2 536
Vinually Yours 2 $39

WanderlLust 544
Zoom 336
MOTION

101 Origntl Dight 2519
Adult Superstars $26
Adventure Kid 2 8§22
Amateur Allstars $12
Amateur Models 4 $28
Amaleurs Acin 3 524
Amorous Asian  $19
Amorous Asian 2 §29
Anal Asian 2 $25
Annie & Husbands $19
Annie Cn'l Say No $19

Ashlyn Gera 2 $24
Asla X s27
Aslan Heat §24
Asian Invasion $19
Asian Ladies 2 539
Aslan Ladles V 1 $39
Asian Paradise 338
Babe Patrol 519
Babes lllustrated 2 §25
Baby's Got Bult 524
Bangkok Mights 524
Big Boob Babes  $32
Big Bust Babes 528
Blondage 524
BodyCello 6Pack  $49

Bra Busling Babes $25

Bush Pilots $25
Buslin' Through 824
Busting Out $19
Busty Babes 4 839
Butt Ol Course 324
Cat House 524
Cheating £24
Callege Girls 2 24
Crystal Fantasy $29

Curse Calwoman 524
Debby Does Dilas 829
Deep Throat 2 s22
Deep Throat $29
Deep Thrit Girls 4 528
Deep Thrt 4 Pack S49
Deap Tush 2 §22
Demon School s22
Demn Schi Cneld $20
Dirty Debs 6 Pack $44
Double Entry $16
Driping w/Desire 526
Dungeon Domnce $36

Eleclrosex $19
Exotic Erotica §19
Fatal Tempation  $19
Femme Falale  $19
Ghostly Desires  $44
Girls on Girls $22
Group Therapy  $24

Heathr Home Vid $19
Honey | Blaw Evry $24
Hot Dog Girls FL  $19
Hwrd Sperm Shw  $34

MOTION

Cn't Blive Did Whie$26
Immortal Desires  $25

Justine 539
Kally Eighlean £24
Kinky Deb Intrvw 2 $32
La Blue Girl 1 S22
La Blue Girl 2 ga2
La Blue Girl 3 522

Legends of Pomn 2 $19
More Thn Handfl 5 $25
Morphing Babes 1 $32
Mystique of Orint $29
Naked Reunion  $24
Malural Instinct ~ $18
Nw Mchn & Pck 2 S44
Night Train 520
Mova Collection 5 $19
Oriental Action  $26
QOriental Diaries ~ $29
Platinum 6 Pack $42
Princss Orgasmia $24
Put it in Gere 524
Racquel Released $24
Samural Pervert $54
Savannah Sprstar 524
Sex Fool Slul Pck $S59
Seymore Six Pak $39
Shaved Bunnies  $19
Soulhm Beautie 2 $32

Strapon Sally 2 $26
Siripper Nurses  $25
Super Cybersex  $19

Super Hornio Bros $24
Strs Japnse Prn 2539
Superstars of Prn $24
The Devil Ms Jnes $24
French Mking Love$32

The Joy of Sex  $34
Tokyo Nightlife 5§48
Tokyo Nymphs  $16

Tot Raw Amatr Vid $20
Toy's Not Boys ~ $20
X-Rated Bloopers $27

iBM STILLS

Amateur Models $22
Asian Fantasy Girl $22
Asian Hot Pix CD $19
Asian Plesures 4 $39
Celebrity Mudes  §25
High Vaime Nudes $28
Orientl Str 3 Dsks $32

Tabloid Beaulies  $22
Tkyo Glamr Grls 529
3D0
Blond Justice $29
Immortal Desire  $29
Sex $29
The Coven 529
(o3 ]}

Above the Knee  $26
Bankok Nighls 326
Dirty Locks $26
Naked Reunion  $26
Silen! Stranger 16
The Coven 519

Spend $60. Get a Phone Sex CD
or Bodycello sampler disk FREE.

Request must be made at time of purchase. Quantities limited.
OHer subject to change or cancellation at any lime.

Circla Roadar Sarvica #1005

‘DREAM
MACHINE 2" A
conspiracy has
subverled lech-
nelogy, enforc-

ing absolute
restrictions  on
all sexual

expression. You
are  man-kind's
only hope for
sexual libera-
tion, CD 549

"CRYSTAL
FANTASY'
Venture through
the cave of lust
and find the
secret crystal.
Interact with the
sexiest young
jewels of the
Macl}addy harem. Take snapshots of the
girls and play with them in your own pri-
vate portfclio. Six highly interactive, three
dimensional gorgeous babes! CD 539

‘TABLOID
BEAUTIES'
What's behind
the headiines of
Tabloid
Beauties? See
* i 16  bodacious

Ak ) ) ==r=r!{ beauties bars
or = their hard bodies
in'more than 500 hot, wet, interactive nude
photos. Hear the girs reveal their most inti-
mate secrets in over an hour and a half of
lusty Interactive phone conversations. CD §22

‘GLAMOUR
GIRLS 2' 10
of the most
beautiful
women with
firm, tight
bodies,
exposing
themselves
to you, on this amazing CD. Over
40 eratic videos of girls ready and
waiting to reveal their luscious
bodies for your eyes only. CD $24

%}% _/a-a» f%ruuze.

g/

‘ROMSOFT 3 PAK' Captured
Elegance, Penetration and She's So
Sleazy combine 1o make this 3 pak
HOT, HOT, HOT! 3CD's $29

" 'ROMSOFT 6 PACK 2' Babe Patrol, Hot Dog

Girls of Florida, Luscious Ladies in Lingeria,
Extasy Suites, Stiptease and A Shol in the Fink
aliain‘lggtnhssexpraddBCD‘Sm

COWB06AT



HALL OF FAME

elcome to the Cooperstown of Computer Games. Here,
raised upon pedestals, you’ll find the games that broke

S

WING COMMANDER
Origin, 1990

he original Wing Commanper had little
pretense of being a “space simulation.”
Action lovers, though, could have hard-
Iy asked for a more streamlined space
shoot-'em-up than Chris Roberts' original design
in the series. While any attempt at a flight madel in space woufd
have been ridiculed, the game's engine pushed the hardware of the time by
offering smoother performance than many more realistic polygon-filled flight
sims. When you threw in the beautifully-rendered bitmap overlays-at the time
beyond anylhing else on the market-the game’s visceral appeal was enough
to win over even the mos! die-hard simulation addicts.
And what action! The WC universe was fast-paced, and so internally consis:
tent that it allowed you to shoot anything-even your fellow pilots ar your
mother ship! The now-familiar “branching plot tree” was introduced here by
Origin, adding depth and elements of adventure to the intense joystick action
of the combat sequences. The “hot washup” scenes, winding down in the
bar of the Carrier Tiger's Claw, discussing Kilrathi tactics and the progress of
the war, seem corny now. But at the time of the game’s release, they offered a
welcome respile belween frantic missions, and did a good job of portraying
your shipmales as something other than Al loops.
As the production values rise with each new Wing Commanoes release, it
would be easy to dismiss the original as outdated. Quaint though it might
seem to those weaned on fast 486s, however, Wing CommManDER is still a
maodel of how to take a vision and develop it into a virtually seamless and
purely enjoyable game. Would that
more high-tech games today could
remember that simple approach.

’Inductees Prior To 1989

BarrLe Chess (Interplay Productions, 1988)
Cuessmaster (The Software Toolworks, 1986)

ALONE IN THE DARK
(I-Motion, 1992)

(Dynamix, 1993)

: WING COMMANDER I

BernavaL Ar Knonpor

the records, established the henchmarks, and held gamers in
delighted trances for hours untold.

;:_é’ﬂ:! ity L5,

Origin, 1991

ow do you follow one of the most suc-
cessful computer games of all time? If
you're Origin, you do it with a high-
powered sequel that manages to sur-
pass the original. Chris Roberts' dream had always
been to bring intense doglighting space sequences of his
favorile sci-li movies Lo the computer screen. And while Roberts’ cinematic
aspirations wouldn't reach fruition until Wing Commanpers Il and IV, the
seeds were definitely sown in Wing Commanper I,
The strong script found Origin's writers at their peak. The characters are
more well-rounded than those of WC I: Spirit's calm demeanor and accep-
tance of duty, for example, actually make you believe in her “warrior's code”
of honor. Other supporling characters are by lurns arrogant, demanding,
confused, even vulnerable. It wasn't Faust, but the story was darker and
deeper than before, adding lo the sense of grand galactic battle-especially
since we were able to glimpse the Kilrathi behind-the-scenes, and find out
that they were as quirky, insecure and arrogant as the spacefaring humans.
Although it is rare to find sequels in our Hall of Fame, Wing Commanper ||
deserves the honor, if only because it did everything the ariginal did, with a
more confident touch. The wrist-wracking action of the original was even
more wrist-wracking. The enemy pilots were improved (but still somewhat
predictable compared lo modern sims). The sound effects were so well
done that they inspired many gamers to try their first sound card; arguably,
this is the "killer application” that helped to put Sound Blaster on the map.

Modern Inductees

M-1 Tank Puaroon
(MicroProse, 1989)

Master oF ORrion
(MicroProse, 1993)

Dunceon Master (FTL Sortwane, 1987)
Eant Weaven Basesar (Electronic Arts, 1986)
'Empire (Interstel, 1978)

{ F-19 Steaurh Fistirer (MicroProse, 1988)
(GETTYSBUAG: THE TURNING PoINT (SSI, 1986)
'KampranupPE (Strategic Simulations, 1985)
_Bn_mnn! (Strategic Srmulatmns, 1985)

__HT;‘{EIBGlrﬂHIc Atts, 1986)
ARD'S TALE [Elentmnlc Arts, 1985)

o . 7 T 7 T " 7 " 7 o 5 7 2 1 7 2 7 o

Day oF THE TENTACLE
(Dynamix, 1993)

Doom
(id Software, 1993)

Facon 3.
{Specrrum HoloByte, 1991)

Front Pace Seonts Fooreaw. Pro
(Dynamix, 1993)

GunsHip
{(MicroProse, 1989)

Hanpoon
(Three-Sixty Pacific, 1989)

King's Quest V
(Sierra On-Line, 1990)

LemminGs
(Psygnosis, 1991)

Links 386 Pro
(Access Software, 1992)

JUME 1996

RaiLroap Tycoon
(MicroProse, 1990)

Rep Baron
(Dynamix, 1990)

Sip Meier's CiviLizaTion
(MicroProse, 1991)

Tuemr Finest Houn
(LucasArts, 1989)

THe SecreT oF Monkey Istanp
(LucasArts, 1990)

Utrimn VI
(Origin Systems, 1990)

Uiriva UNDERWORLD
(Origin Systems, 1992)

Wing Commanoer | & I
(Origin Systems, 1990-91)

Worrenstein 3-D
(id Software, 1992)
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"A demanding game, which
rewards as much

as it demands."
—(GW




PATCHES

Computer game programs have grown so massive and the j
number of hardware configurations has hecome so huge that ;
incompatihilities and glitches are frustratingly common. i

» New Patches are
oo disk.

These patches can usually .be
downloaded from the major on-
line networks (CompuServe,

GEnie, ZDNet) and Computer
Gaming World’s Web Sile
(http:iwww.zdnet.com/gaming)
but can also be obtained from
individual software publisher’s
websites or direct from the pub-
lisher with proof of purchase.

’Publisher Websites

following sites:

This month, we feature
patches from many of the
winners and finalists from
this year’s CGW Premier
Awards.

Anvil of Dawn Update: Fixes
various crashes that occur in the
game, makes the armor rating work
correctly and fixes several graphics
problems.

Caesar II Update: Fixes report-
ed problems, including some Al
peculiarities.

Civilization 2 V1.06: Fixes Al
damaged from earlier paiches. Also
cleans up multimedia glitches and

olher annoying bugs.

Many of these patches are available directly from the publishers, at the

Accolade: hilp:/lwwwaccolade.com

Activision: hitp:flwww.activision.com

Apogeel3d Realms: hitp://wwwapogeel.com
Bethesda: hitp:/fwww.bethsoft.com

Blizzard: http:/lwww.blizzard.com/lech.htm

Bullfrog: http:/iwww.ea.com/bullfrog.html

Domark: http://www.domark.com

EA: hitp:/lwww.ea.com/tech.html

Interactive Magic: hilp:/lwwwimagicgames.com/games.himl
Interplay: http:/iwwwinterplay.com

Looking Glass: hitp:/fwwwyie.com/igtiutilityhtml
LucasArts: hitp/iwwwlucasarts.com

MicroProse: htip:/iwwwmicroprose.com/mpsfiles.him
Microsoft: hitp://wwwmicrosoft.com

Mindscape: http:/flwww.mindscape.com

f New Warld Computing: hitp//www.nweomputing.com
Ocean: hitp:/lwww.ef2000.com

Origin: hitp:/iwwwea.comforigin.englishiindex.html
Papyrus httpffw'.'fwsmrraccm
“http://spidermedia.philips.com/medialgames
On-Line: hitp:/lwwwsierra.com

htt;a viwomact; comfghl)lefsm hitm:
s w»'rw\ri ) 'cnﬂhirnnwesuppnn htmr

.'-_(\
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‘,-‘.Ho!aByte h{tp [fwww.trek.microprose.com/shfiles.ntml

Crusader: No Remorse
Update: Upgrades CNR v1.01 to
v1.21. Provides support for the
Joystick/Gravis Gamepad, program-
mable joystick bullons, three levels
of game skipping, fixes known
bugs and also improves perfor-
mance on 8MB machines.

Dark Forces Update: Fixes
reporled bugs.

EF 2000 Midlife Upgrade
V2.01: Enhances almost every
aspect of the game, including Al,
weapons, combat, campaigns and
much more.

Fighter Duel Update: Provides
several enhancements to the game,
including new plane. Note: FD will
no longer be modem compatible
with the original version with the
use of this patch.

Fighter Duel Patch: Includes
several new features and also
changes some keyboard behavior.

Flight Unlimited Updates:
Fixes various bugs and updates
Sound Blaster drivers.

Gabriel Knight 2 V1.11:
Saves games on Windows 95.

Heroes of Might and Magic
Update: Provides a map to make
the game easier,

NBA Live ‘96 Update: Latest
update with new rosters, including
Michael Jordan, Magic Johnson
and Charles Barkley.

The Need For Speed Update:
Latest version of EA's racing game.

Software fixes, or “patches,” for buggy programs have become
a necessary evil until we reach the golden age of standardized
platforms and bug-free programs. Red indicates new files.

NHL Hockey Update: Fixes
numerous technical problems.

Star Trek: TNG: A Final Unity
Update: Lels you install the game
even if your computer does nol
appear to meet minimum system
requirements. This solves installa-
lion problems for NexGen
machines since they are detected
as 386 machines.

Stonekeep Update: Fixes
numerous reported bugs.

Su-27 Flanker V1.05:
Replaces the Beta v1.03 patch and
upgrades v1.0, v1.01, v1.02 lo ver-
sion 1.05.

The Lost Mind of Dr. Brain
Update: Latest version of Sierra's
popular puzzle game.

Trophy Bass V1.01: Updales
game to V1.01. Fixes known bugs.

Warcraft II Over KALI
Update: Improves the perfor-
mance of Warcrait Il when played
over KALL. It's neither necessary
nor desirable to use this patch
when playing over a real IPX net:
work or over a modem.

Wing Commander IV Update:
Sels alternative joystick routines
and fixes joystick calibration bugs.
Use at your own risk.
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THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF THE READERS OF COMPUTER GAMING

You've read our take on the latest games, now here's a chance lo see what your fellow gamers think. The CG Top 100 is a monthly
tally of game ratings provided by our readers via the CG Poll ballot found in each issue. Approximately 50 games are rated each

u uulllfl month, and the results are added lo the aggregate results from past months. This historical database serves as a lerrific reference for
whal you, the gamers, feel are the best plays in gaming.

TOP ACTION GAMES

_TOP ADVENTURE GAMES

4 COMPANY COMPANY SCORE
1  Crusader: No Remorse Origin : 1 Gabriel Knight 2 Sierra

2 "poom i id Software 9.77 2 Mission Critical Legend 9.47

~ 3 Dark Forces LucasArts 8.70 3 Full Throttle LucasArts 9.44
4 Virtual Pool Interplay 9.52 4 Woodruff & Schnibhle Sierra 9.28
5  Magic Carpet Electronic Arts 9.48 5 Relentless Electronic Arts 9.12
6 System Shock Origin 9.19 6  Ecstalica Psygnosis 9.09
7  The Need For Speed Electronic Arts 9.12 7 Under A Killing Moon Access 9.04

- 8 Heretic id Software 9.08 8  Legend of Kyrandia 3 Virgin/Westwood 8.94
9  Hexen Raven Software 9.04 9  Riddle of Master Lu Sanctuary Woods 8.94
10 Earthworm Jim Activision 8.90 10 Shannara Legend 8.88

OP CLASSIC/PUZZLE GAMES

COMPANY

TOP SIMULATION/SPACE COMBAT GAMES

QAME COMPANY SCORE

~ You Don’t Know Jack Berkeley Systems 1 Wing Commander 3 Origin j

2 Monopoly Virgin/Westwood 8.92 2 TIE Fighter LucasArts 10.26
3 Incredible Toons Dynamix 8.86 3 Wing Commander IV Origin 10.19
"4 Incredible Machine 2 Sierra 8.85 4 MechWarrior 2 Activision 10.05
5  Clockwerx Spectrum HoloByte 8.25 5  NASCAR Racing Papyrus 10.01
6 Hodj n' Podj Virgin Interactive 8.16 6  U.S. Marine Fighters Flectronic Arts 9.76
7 Shanghai-Great Moments Activision 7.75 7 LS. Navy Fighters Electronic Arts 9.60
8  Lemmings Chronicles Psygnosis 747 8  EF2000 Ocean 9.57

9  Multimedia Celebrity Poker New World Computing  7.28 9  Wings of Glory Qrigin 9.56
Bridge Olympiad Qap 7.28 10  Flight Unlimited Looking Glass 9.51

~ TOP SPORTS GAMES

COMPANY

TOP STRATEGY GAMES

COMPANY SCORE

NBA Live 85 : EA Sports 1 Warcraft Il Blizzard 10.50

EA Sporls 2 CGommand & Conguer Virgin/Westwood 10.00

ont Fage Sports Football 95  Sierra 9 64 3 Jagged Alliance Sir-Tech 9.81

4' FPS Foothall Pro 86 Sierra 9.18 4 Heroes of Might & Magic New World Computing ~ 9.77

5  PGA Tour Golf 486 EA Sporls 8.93 5  Master of Magic MicroProse 9.66

6 Front Page Sports Baseball Dynamix 8,76 6  Warcraft Blizzard 9.64
7  Hardball IV Accolade 8.70 7 X-COM: Terror from the Deep  MicroProse 9.38

8  Hardball 5 Accolade 8.36 8  Warlords Il Deluxe S8G 9.27

9  NFL Pro League 1B 8.15 8  Transport Tycoon MicroProse 8.94

10 Tony LaRussa 3 Stormfront Studios 8.12 10  CivNet MicroProse 8.80

TOP WARGAMES

COMPANY

____ TOP ROLE PLAYING GAMES

COMPANY

Anvil of Dawn New World Computing 1 Panzer General Sl ;
" Might & Magic: Clouds of Xeen New World Computing 9. -2 Steel Panthers S8 10.36
Ravenloft: Stone Prophet S5 8.98 3 Battleground: Gettyshurg Talonsoft 9.76
4 Wolf Sanctuary Woods 8.64 4 Rise of the West RAW 9.63
5 Stonekeep Interplay 8.46 5  Flight Commander 2 Mission Bldr Avalon Hill 9.48
‘6 Menzoherranzan S8l 8.26 6 Stalingrad Avalon Hill 9.38
7 Mordor TDA 8.00 7 Flight Commander 2 Avalon Hil 9.35
8 Dark Sun: Wake of the Ravager SSI 7.64 8  Custers Last Command Incredible Simulatio 9.12
9  Thunderscape SSl 7.63 9 Perfect General Il (8]0} 8.96
10 Druid Sir-Tech 7.00 10 Allied General s8I 8.85
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F-16C/BLOCK 50
BACK TO BAGHDAD..
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High resolution texture- 4 " Night missions " The most accurate
mapped graphics / R & weapons modeling in a
: combat simulator
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M I LITAURY S I M ULATTIONS I N C
5910 N.E. 82nd Avenue, Vancouver WA. 98662 PHONE (360)254-2000 FAX (360)254-1746
World Wide Web: HTTP://www.military-sim.com
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TOP 100 CAMES

Reader Poll #141

. GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE

¥t 1 Wing Commander 3 Origin Sl 10.57 | 4 51 You Don’t Know Jack Berkeley Systems CP 896
2 Warcraitll Blwad ST 1050 Perfect General II 00P WG 8.9
-A- 3 Panzer General ERESSIE WG 10.46 53 Riddle of Master Lu Sanctuary Woods AD 8.94
4 Steel Panthers ' s8I CWe 1036 Legend of Kyrandia 3 Virgin/Westwood AD B4
5  TIE Fighter '  lucasAits Sl 1026 Transport Tycoon MicroProse ST 894

6  Wing Commander iU Odgins s 1019 56  PGA Tour Golf 486 EA Sports SP 893

| 7 MechWarrior 2 Activision Sl 10.05 57  Monopoly Virgin/Westwood CP 8.92
¥¢ 8  Gabriel Knight 2 Sierra AD  10.02 58  Earthworm Jim Activision AC 890
| 8  NASCAR Racing Papyrus S 1001 59 Shannara Legend AD  8.88
| 10¢ Command & Gonguer ViminM‘astwood ST 10,00 60 Descent Interplay AC  8.86
* 11 Crusader: No Remorse Origin' i i AC 9.95 Incredible Toons Dynamix cP 8.86
Y 1_2' NBA Live ‘95 EA S_pcris SP 086 62  Incredible Machine 2 Slarra CP 8.85
13 Jagged Alliance Sir-Tech ST e Alied General ssi WG 8.85

14 DOOM I id Software AC 977 64 CivNet MicroProse ST 880
Heroes of Might & Magic New World Computing ST  9.77 65 Phantasmagoria Sierra AD  B.78

16 Battleground: Gettyshurg Talonsoft WG 976 66 Front Page Sports Basehall Dynamix SP 8.76
U.S. Marine Fighters F.lecimhic Arts Sl 9,76 67  Star Trek: TNG, Final Unity Spectrum HoloByte AD 8.75

18  NHL Hockey EA Sports SP 970 68 1830 Avalon Hill ST 872
Dark Forces LucasArts AC 9.70 69 Hardball IV Accolade SP 8.70

20 Master of Magic MicroProse ST 966 Warhammer Mindscape ST 8.70

21 Front Page Sports Foothall 85  Sierra SP 9.64 71 Romance of 3 Kingdoms IV Koei WG 8.68
Warcraft Blizzard ST 9564 72 Buried In Time Sanctuary Woods AD 865

23  Rise of the West RAW WG 963 73 Mortal Kombat 3 GT Interactive AC 8.64

24 U.S. Navy Fighters Electronic Aris Sl 9.60 Walf Sancluary Woods RP  B.64

25 EF2000 Qcean Sl 9.57 King's Quest VI Sierra AD 8.64

26 Wings of Glory Origin S 9.56 The Dig LucasArts AD  B.64

27  Virtual Pool Interplay AC 9.52 77  Caesar ll Sierra ST 8.62

28  Flight Unlimited Looking Glass Sl 9,51 Future Shock Bethesda AC 8.62

29 Flight Commander 2 Mission Bldr Avalon Hil WG 948 Superheroes of Hohoken Legend AD 862
Magic Carpet Electronic Arts AC 948 80 1942 Pacific Air War Gold MicroProse Sl 8.61

31 Mission Critical Legend AD 947 81  Magic Carpet 2 Electronic Arls AC 8.56

32 Full Throttle LucasArts AD 944 82 Werewolf vs. Comanche Novalogic Sl 8.50

33 Stalingrad Avalon Hill WG 9.38 Death Gate Legend AD 8.50
X-COM: Terror from the Deep MicroProse ST 9.38 84 Stonekeep Interplay RP 8.46

Aces of the Deep Dynamix Sl 9,38 FX Fighter GTE Entertainment AC 8.46

36 Flight Commander 2 Avalon Hill WG 935 86 Apache Interactive Magic Sl 8.43

37 Woodruff & Schnibble Sierra AD  9.28 Dark Legions Ssl AC 8.43

38 Warlords Il Deluxe SSG ST 9.27 88  Lords of the Realm Impressions ST 8.42

39  System Shock Origin AC 919 89  SU-27 Flanker SSl S 8.39

40  FPS Football Pro 96 Sierra SP 9.18 890 Cyclemania Accolade AC 8.37

Yr 41 Anvil of Dawn New World Computing RP  9.16 91  Hardball 5 Accolade SP 8.36
42  Custer’s Last Command Incredible Simulatio WG 912 92  Fighter Duel Philips Media Sl 8.35

The Need For Speed Electronic Aris AC 9.12 93  Loderunner Dynamix ST 8.31
Relentless Electronic Arts AD 9.12 94  Cellic Tales Koei ST 8.28

45 Ecstatica Psygnosis AD  9.09 95 Bioforge Origin AD 8.27

46  Heretic id Software AC 9,08 96 Menzoberranzan 551 RP 8.26

47  Might & Magic: Clouds of Xeen New World Computing  RP 9.0¢ 97 Clockwerx Spectrum HoloByte CP 8.25

48  Hexen Raven Software AC 9.04 Panthers in the Shadows HPS WG 825
Under A Killing Moon Access AD 9.04 Space Quest 6 Sierra AD 8.25

50 Ravenloft: Stone Prophet SSi RP 8.98 100 Empire Il New World Computing WG 8.22

== e

Games on unnumbered lines have scores equal to the line above. ﬁf: Top game of type. Red = New Game, AD = Adventure, RP = Role Playing, 51 = Simulation/ Space
Combat, ST = Stralegy, WG = Wargame, AC = Action, 8P = Sports, CP = Classic/Puzzle. Games are retired after two vears and become cligible for the Hall of Fame.

m
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¥TalonSoft h
something remarkablel
Bill Trotter—PC Gamer

¥ TalonSoft blows up
traditional war games!
§rant Willis—=The Army Times
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 hvalaliz From 1 { CHOICE SS85 (T SS— ) =
CHIPS&BITSNC [ hes oL SR Battleground1 Battleground 2 Battleground 3
' i AL Ardennes Gettysburg Waterloo
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MARTIN CIRULIS

VVhat’s The D @ﬂl‘
With. --Sequels;?\

ost people
would pre-
fer to spend
their money
on more of
whal they
know they
like, rather
than risk it on an unknown quantity.
It's this foible of human nature that
makes the sequel such a poweriul
marketing force, in movies, in books,
and even our beloved computer
games. The way | see it, game
sequels come in three categories:
EVEs (Evolutionary forms); MQTS,
(More Of The Same); and FRAMs
(Franchise Milkers).

EVEs are the strength of main-
stream computer gaming, where the
flexibility of programming code allows
lhe expensive breakthrough work
done on a game to become part of a
“toolbox" to build the sequel. Games
like Cv2, Conmanin & Conuer or the
Wing Conmanper series offer greater
depth and complexity while keeping
the qualities that made he predeces-
sor a classic. Each successiul install-
ment allows designers more money
and freedom for the next incarnation;
this is never a bad thing. Some EVEs,
though, are so radical that they
scarcely resemble the original game,
and are more the designer's altempt
fo "Get it right,” as in the latest install
ment of Unnecessary RoUGHNESS.

I'm more ambivalent about the
MOTS-games like DOOM 2 or X-
COM 2-quick follow-ups to immense-
Iy popular games that cash in on suc-

cess and give gamers more of what
they are screaming for. Yes, | enjoyed
the previously mentioned games, but |
can't deny that there was a real strong

“been there, done that” feel to the pro-

ceedings. This might have been
reduced had the price tag been small
er—say, in an "Expansion Disk” for-
mat—where the company was honest
and said, “The designers have noth-
ing new to say right now. But if you're
hungry for more, here's some more
levels at a discount to tide you over
until we're ready to really blow you
away again." Expansions like Grost
Bear Leaacy for MecHWarRIOR 2, or
Covenr Ops for Conmann & ConoueR,
are perfect examples of how compa:
nies can quickly cash in on the pub-:
lic's high demand for a game without
soaking us for the full price of a
“new” game.

A deeper problem with MOTS is
how dangerous they canbetoa
series. Often, designers are so des-
perate to caler to us quickly that they
forget what the audience is really after,
Those of us with long enough memo-
ries may recall the disastrous “origi-
nal” sequel to Dunceon Masten, back
in the AmigalAtari ST days. Il was a
case of picking the wrong “same” to
make more of—when “more challeng-
ing" translales lo “ledious and inane,”
a popular franchise can spoil prefty
fast.

One could argue that FRAMSs are a
subset of MOTS, but these endless,
unnecessary sports sequels really get
on my nerves! Do we really needa
new HanoeaLL game every few weeks?
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The last evolution in the series that

really couldn't have been covered with
a cheap expansion disk was the jump

from HaroeaLL 2 lo 3. They are up to

udiners

ld only

when there is
|a whole new

game-uniortu-

agree.

5 now, with no visible improvements
olher than getting prettier.

Even solid games like FRONT Page
Sponts: FooreaLL are falling prey to
publishing entire “new" versions year
alter year. Yes, | realize thal the series

has won CGW's Besl Sports Game
award for the last three years running,
and with good reason; bul come on,
it's pretty much the same game every
bloody year! Here's an idea for you
profit-crazed kids at Sierra: give it a
rest, pul oul an expansion disk with
the '96/'97 rosler and a few tweaks on
it for $30, and then spend a year cre-
aling a sequel that actually juslifies its
own existencel Wouldn'l everybody be
happier to hear a consumer 20
months down the line saying, “Yeah, |
really liked FPS: FooreaLL 96 but ‘98
blows it completely away!” instead of
“What a gyp! | just paid $60 for a
game | already have!"

Of course, the only reason FRAMS
and MOTS exist is that they get
bought in droves, and expansion disks
don't have the same profit curve.
Companies that re-invest in creating
evolutionary sequels to their winning
designs aren't doing that much better
than the ones who churn out the
same old thing, and until they do, |
imagine things will keep going along
they way they have been.

Still, cookie-cutter software bugs
me...even when it's a cookie flavor |
like. %
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“Richly developed hackgrounds
of the alien races and the

~ Ihoroughly refined technology

~ tree‘give this.game a'nersunalltv

allitsown.” . *
* -Computer Gaming World

. “Ahsoibing uzimenlhv... the hesi
visuals and sound effects that
today’s technology offers.”

-Next Generation

“A snlld multi-player | game Iesl
-GComputer Gamlnu World

-

“Multi-player, city building, land

. exploring, alien Ilusung fun”
-Stralnsw Plus

| "néadlm:k'.'..' truly shines as a
- multi-player exnerlence -
.-'.' . -l:nmnuler Eaminu World

' 3 "R SOLID MULTI-PLAYER GAME FEST™
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DEADLOCK.
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»

ltiplayer Action. Play against the computer, or up lo Six
man opgonents via modem, network, Intemet, or e-mail.

Zoom in for a close and amazingly detalled look at the situation, or
zoom out for a global view. -

he Strugale Begins. Each species lands thelr first colony, equally-
squipped with basic supplies - and a powerful instinct 1o survive. Will

jour drive and abilities extend to tofal world domination?
Explore and Expand Your World, Scouting areas to expand Is just one
of the ways to bulld an effective empire. Mines work best In rocky
ok for the Deadlack playable demo in select magazines or online al regions. Cracked earth is hiest for producing energy. Ancient ruins and

Jlwww.accolade.com antifacts hold strategically useful technologles.




~ “A solid multi-player game fest.”
- <Computer Gaming World

= -
-

;lﬁulli-nlawr. city building, land.

exploring, alien busting fun” -
-Strategy Plus - - -

n

5, ™ “Absorping gameplay.=. the best
G T i - - visgalS-and sound effects that

i " ; ~~lnﬂavsl nolngv nﬂers ¢
g ey W- eﬂﬁsnﬁrhllnn :

Interactive Enemy A1, Your Incredible 30-rendered opponents possess
unique atiributes that will tilt the balance of power. Intimidation Is ke
as they hurl insiilts and carry oul strategies that can mean your doom.

Resource Management Like No
* ‘Other. Manage your initial

population and scarce

resources and build a self-

sufficient, expanding colony. 3

e FrWitaws 5
s, ! or Wlmluws 5 and
slion sl Windows 3.1 GD-ROM
T — \CCM AN

While a peaceable ulnmrr Is nnsslma. war may ne !mullahla A \S S W V'V

- Deadlock takes you there in incredibly realistic detail. Engage
your opponents In a bitter struggle to destroy - or he destroyed.
Find out why Computer Gaming World called Deadlock “A solid
mulli-player gamelest.”

Gall 1-800-245-7744 to order, or for more information. IB]

Deatllock Is a rademark of Accalade, inc. ©1086 Accolads, All Rights Reserved, Miiiees ioms




E'mﬂoﬂn
=3 OFFICIAL
'§ GUIDE

THE MOST REALISTIC HELICOPTER SIMULATION EVER MADE FOR THE PC
Janu's Combat Simulations i an Eleetronic Arts® Brand, Clrclo Reader Service #139
10 1996, DRIGIN Systems, Inc. Origin is 3 registered tradamark and AN-B4D Longbow s a trademark of DRIGI Systems
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