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WHy 1S Duke Nukem 3D THE BEST?

 Even running in super crisp BOOxE00 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, ar sideways at any time, with
the bitmapped scenery undergoing minimal deformation
and no speed loss whatsoever. The engine also caters
for full interaction, so 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. It 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 Magazine
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Mature Players: Violence and Adult themes
Developed by 30 Realms Entertainment. All Rights Reserved. Exclusively distributed by FormGen, Inc.
All other trademarks are the property of their respective owners.
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* e “...0ne of the more e-xciting
S releases of 1996" . .
{ PC Gamer ’ e
“...0ne Fa]
of the fos
most widely
anticipated 4
games" '

Strategy Plus

“...That rare
sequel that

" offers
considerably
more than

% 5 B / the original”
X ﬁ ﬂ . Computer :
" / Gaming World .
al

SIAR CUNTRU

The fate of a thousand worlds is
in your hands../AGAIN/

"nv

.
L] .
\ VS A eI STORES
http://www.accolade.com NOW !
7 Call 1.800.245.7744 to ogder, or for m‘are information
Star Coritrol Novel and Strategy Guide available from Prima Publishing

For Star Contral 3 Hints and Tips call 1.900.454.HINT
30.99/minute-if you are under 18, please get your parents permission
befare making this eall. Hints and Tips avallable starting 11/96 .

‘.Iﬁ'Sur Control 3 is a trademark of,Accolade, Inc. ®1996 Accolade, Inc. All rights reserved, Created by Legend : . S
. Entertainment and based upon characters created and used under license from Paul Reiche ||l and Fred Ford



FOR A FREE DEMONSTRATION OF OUR 3-D GAMING EXPERIENCE,
SLAM THIS MAGAZINE INTO YOUR FACE.




“CoMme Gt SomzE!”

For more details, make tracks to your local software retailer!

Circle Reader Service §70



Take ..
- Control!

: Hyp
. Bu”def Meje k.
' b - f h e'ﬁa .
s . st o tapanoet i W ship
The fabric of the universe Unique 5 Bach <+ Diffap.s Wegy,
”“"res Ship ,'agen; bagy ;'ns_
. = ang de, its o, e
. adfy, V0. .

Wey

is crum.bling and it's up to

you' to find the answer

o \S
ies
wis €PC ato € oy e €0\ . .
‘:w;ﬁ;’:g Kess® ish 220 259" somewhere in the

Ta
unexplored reaches of lighnin t

put
cnmbat e flea eror a fr
. mldd,e ‘;fnle hew g“tﬂ-}'eﬂd }?@ﬂd’ in
_ trm-.‘ ey, . the ""ﬂionn View p, mJ;Per Meje
. o ’ » . P e
space. Your quest will ™ the fiyg, serial c,,,negi';,’,"f' e the
“ na ﬁ - I
gh

bring you face-to-face

Sasies  with the universe’s

any ‘;\:tB'

m Pilot 24 different alien starships,
with 48 unique weapons

m Manage the resources of over 30
colonies and 24 races

m Discover more than 40 ancient artifacts
from an advanced technology



‘ ~ LAY ER

INTRODUCGING THE ULTIMATE,
NO COMPROMISE, GAMER PC.

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

the NEC PowerPlayer™ 200 Mz Pentium
Processor

sucks you right into |  piamond Monster 3-0

, and ATI 8- R
the action, graphic awe!eraj‘arsaw
And don't worry, |32 M8RAW/3.2 Gigabyto HD

NEG MultiSpin® 64
you'll be armed with SD-RMdmger_l

everything a serious gamer could ask for.
A 200 MHz Pentium® processor; 6 MB of video
memory, and a 50-watt Advent surround
sound system with subwoofer. We've also

thrown in a Gravis gamepad, Thrustmaster
Joystick, and Logitech 3-button Mouseman®
mouse. As well as a bunch of today's hottest
games, all reconfigured to take advantage of
our unique 3-D technology. You can even head out
into cyberspace and play in real
time against anyone else an
n the net.

For more information,
call 1-800-NEC-INFO. On
for a slightly more conventional
demonstration, visit your local retailer.

SEE, HEAR AND FEEL THE DIFFERENCE."

NEC

Circle Reader Service #271

Designed for

i Visit our new web site at http:/www.nec.com |

s of NEC Technologies, Inc. Pe




3] Cover Stmy |
Internet Attack

veryone's yapping about 4
online multiplayer gaming, 4 i
but does anyone know
what they're talking |
about? You've read the hype—now 'g#
read the real deal. In this issue,
CGW brings you everything you
ever wanted to know about Internet
gaming, genre by genre.

60 Online Games: The Time Is Now
T2 Online Gaming Resources

75 Adventure/RPG Games

81  Action Games

§8 Classics/Puzzles

9 Sports Games

93 Simulations

9% Strategy/War Games

106 Play-By-Email Games

108  Online Tools

1 Mnﬂem_ Inwnul

hether you're just getting into online gaming or
you want to improve your gaming experience,
you'll need to know which modem to buy. CGW
Technical Editor Dave Salvator has been locked in his secret lab-
oratory for a month and nearly blew a gasket (so you won't have
lo) in a crazed search for game-friendly modems.
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You've always heen a tad

T0D COMPETITIVE

AT HOOPS.

ell, this surely won't help matters any.




Tinally, some PC roundball that lets you play just like in the gym.

In other words, like a maniac. Trom the opening tip, I'Ba Full Court

2 1'; Press” rewards your desire to dominate the hardwood by any

F o

| E . » 3

rlz * N means available. and you'll have plenty oi means.

A E

Lpnonucfr" Like high-resolution graphics that render slams (yours) in humiliating

detail. Or Player Intelligence based on real NBa coaching, so your superior knowledge
of the game is fully engaged ior maximum on-the-court mastery.
With motion capture oi N3 stars, you'll virtually feel the rim as you levitate

high over the arena. Play with up to iour hoopsters on a PC using joysticks

or amepads. Or you can take an mul‘tiple pla‘ft:rs in a real time game via
o J
For the Prime modem ox network,

Time Player:

* Authentic game sounds thanks to multi-
in all 29 NBA arenas

* Chaose from 29 NBA, player technology.
2 all-star; or up to ] )
4 custom leams and installation?

you create yourself ] .
* More than 250 distinct It's a layup with

motion-captured player i ] -
mavements lilcrosoit® Windows® 95.

For the Student
. of the Game:
5 J

. % * More than 100 real
Wouston _ Pis Reb Sealtle Pis_Reb £ i
Harmry 1.3 3 T . Kemp 10 : =k % . . NEA ,UIR}'F

Elie 0 4 4 Sehiempt 4 - .

Olnjuwon 32 14 & | S Johnsan i ' 5.0 i+ Aousing ""“mm"”"‘?"?'_
Drexler e 2 =1 Hawking Ja e by voice of the Sonics’
Canaell 02 4 Paytan i ot Kevin Calabro

¢ Play a game, a
season, go right
ta the playoffs, or
Jjust shoot around

Want a pre-game warm-up?

How about the scoop on upcoming

tournaments or events? Check out the IBa Pull Court Press Web site at

www.microsoft.com/sports/slamdunk/. Then get ready to lose it.

Microsoft offers a line of sports games for the terminally competitive.

o8 10 im it



JUST THE FAQS

5 Fhat’s on the business end of
A my laser this month? What’s
going on on the CGW Web site? And

What's On
The CD?

Start your
modems! This
month’s CD takes
you fo the exploding
world of online gaming, where you can pick
on someone your own size. The CGW CG-
ROM has everything you'll need to sign up
and log onto Internet gaming. Play WarCraFT
and Terminat Vewocy on Mpath's gaming
service, Mplayer. Or use the Mplayer enablers
to play your registered versions of
MectWarrion 2 and CoMMAND AND CONOUER.
You say you wanna “Rip ‘em a new one"?
The Total Entertainment Network's (TEN) mul-
liplayer Duke Nukem 3D is hot! If rocket
launchers just ain't big enough, saddle up
and strap in to Kesmai’s BATTLE Tech SoLARIS
and Interactive Broadcasting’s Iron WoLves;
both of which were created exclusively for
online gaming. Or if you have a taste for
adventure, visit the fanlasy role-playing
Kingoom oF Draxkar on MPG Net.

Once you've tuned in, signed up and
logged on, check out CGW's Gamers' Guide
To The Internet for easy access to game com-
panies’ home pages, press releases, and
product patches. Just start your Internet

R

browser and access our HTML-coded URLs
(DATXTUNDEX.HTM). All you need are a valid
credil card and an Internet account, and
you're ready to rock.

Don't worry, we didn't leave out the game

e

I

[ TAR LA

now that I've read this issue three
times and I'm bored with it, what
are you guys gonna do next month?

demos. Experience the early ballles of World
War Il up close and persanal in Microsoft's
Ctose Compar. Try out Accolade’s great-look-
ing planetary conquest game Deabtock. Travel
through time lo set things right in Activision’s
Tive Commanoo. Or, if a day on the green
sounds leisurely and inviting, you haven't
ried Virgin Interactive's Canoy Hack. Well,
now's your chance....

How Do I Use It?

Our CD is a Windows program. If you have
Windows 95, installation is simple: The CD is
Autoplay enabled-just lock-n-load. Otherwise,
from Windows 3.x, pop the CD into your
drive, select Run from the Program Manager
menu, and type "D:ARUN-ME" (where D is the
letter of your CD-ROM drive) fo run it straight
from the CD. Then type “D:NINSTALL" to cre-
ate a CGW program group on your Windows
desktop. If you have installed previous ver-
sions of the CG-ROM, this disc will use the
program group already on your desktop.
Point and click to navigate around the CD just
as you would any other Windows program.
You can access any of the regular iiems
(such as product demos or patches) simply
by clicking on the corresponding button.

How Do I Play The
Demos?

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

How Do I Get The
Patch Files?

Click on Patches under the CGW
Features, and then read Lhe lext win-
dow, which has instructions on copying the
files to your hard drive. You can also access
the patches from a DOS prompt by typing
“D:A\PATCHES" (where D: is the letter of your
CD-ROM drive) and copying them directly
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OF THE

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 Confederacys
gamble on future technology: a seemingly indestructible
ironclad warship. Union gunfire bounces
B harmlessly ofl your metal sides. You've rammed and

¢ sunk the wooden warship Cumberland; the Congress
1 is scorching the late afternoon sky: The waters of
g\ Hampion Roads are linered with bodies and debris.
You're bearing down on the ailing Minnesota [or
your third kill of the day.

"4 Hidden in the shadows of the loundering Minnesota
3 is the Union’ version of an ironclad, the Monitor,

Smaller and more maneuverable, but with less

gunpower, your nemesis awaits. Your epic appointment

with destiny is about to begin. The greatest naval battle of the Civil View From The Manitor
War: the worlds first clash of two IRONCLADS.
These exciting [eatures put you right in the middle of the action! G
. : 2 4 2 : GROLIER INTERAC E INC.

* Historical detail enriched by s FFull 3-D reconstruction of both R

actual logs, notes and letters ships based on original blueprints Groliar Interaciiva Ine. Danbay, GT 06816

3 . - (203) 797-3530. Intemel: hitp/www.groliercom

o Battle scenes recreated from ® Live actors in accurate period

historically accurate maps and charts costume

o Multiple modes of play = Simple, uncomplicated interface



~ Outstanding:
 The rare game:
that getsit all

right. The graph-

‘ies, sound, and

gameplay come
logether to forma

 Transcendent

Gaming

Experience. Our
strongest buying
recommendation.

Very Good: A
high-quality game
1 thal succeeds in

many areas. May

have minor prob-
lems, but is stil
worlh your money,
especially if -
you're interested
in the subject
-~ matter or genre.

from there to your hard drive. We
strongly recommend that you back
up any previously saved games
before installing a paich, as this may
overwrite your existing program.

How Do I Get The
CG-ROM?

Newsstand issues come in two
flavors: with and without the CD.
Fach type is clearly marked. If you
can't find the version you want in
the slore you frequent, encourage
your relailer to carry it (or subscribe
to ensure that you get a CD every
month). To subscribe, simply call
(303) 665-8930, and specify that
you want the CD-ROM version.

How Do We Classify
Games?

Action/Arcade (AC): The
emphasis is on hand-eye coordina-
tion and reflexes, usually emphasiz-
ing fast play over story or strateqgy.

Adventure (AD): Games where-
in you control an alter ego and
move through a storyline or
sequence of events, where puzzle:
solving lakes precedence over con-
versation and combal.

HOW DO WE RATE?

Classics/Puzzles (CP):
Classics are old stand-bys and par-
lor games that appeal to many dif-
ferent lypes of gamer. Examples
include: backgammon, bridge,
chess, Monoroly, parchesl, Risk,
and Souaire. Puzzle games are
computer games which emphasize
spatial relalionships, word games
andlor problem-solving without
requiring gamers to follow a story-
line. Examples would be: SHANGHAI,
Tetris and Zi6-Zag.

Role-Playing (RP): RPGs are a
subset of adventure games, but
stress character development, often
through improving stats or other
attributes. Conversations with non-
player characlers (NPCs) and tacti-
cal combat are generally more
important than in Adventure games.
Finally, the game world tends to be
large, and he plot less linear, often
with some queslsitreks outside the
main storyline.

Simulations (S): Highly real-
istic games from a first-person
perspective: you may drive a real-
istically simulated race car, fly a
military aircraft with a meticulous
physics model, or swoop through

x|
Average: A Weak: A game Abysmal: The
mixed bag. Can with serious prob- 1 rare game that
be a game that lems. Usually gels it all wrong.
reaches for the buggy, seriously This is reserved
stars, but falls lacking in play for those products
short in several value, or just a 50 buggy, ill-con-
ways. Can also be 1 poorly-conceived & ceived or valug-
a game thai does | game design— less that you won-
what it does well, 1+ you should think 1 der why they were
1 but lacks flair or long and hard ever released in
originality. before buying it. the first place.

a detailed sci-fi environment.
Usually polygon-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
FoorsaLL 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, MOO), as
well as “pure” strategy games and
“software loys" such as SMCITY.

Wargames (WG): A subset of
strategy games, (hese recreate his-
tarical conflicts from a command
perspective. They may be factical,
operational, or strategic, and stress
anything from logistics and fire-
power to morale and leadership.
They may be simple (Panzer
GeneraL, Emeine 1) to incredibly
detailed and complex (PaciFic WaR).

What Is Your
Reviews Policy?

1) We only review from the final
copy of the game. Though it has
become popular among PC gam-
ing magazines to review from late
beta copies, we feel that the reader
is best served by having the
reviewer look at the same copy of
a game that the readers will find
on the shelves. While we recognize
that this causes some delay in cov-
erage, we believe the reader is bet-
ler served by such caution.

2) We expect our reviewers to
finish the game. We want our read-
ers o be assured thal we do not
review based on immediate or early
impressions of a game. Our review-
ers give a game ample opportunity
to show its quality. In some cases,
bugs make it impossible 1o finish a
game, but we identify situations
where that has occurred.

3) We make every effort to malch



[l COMMENDRBLE EFFORT.

But we offer a more creative way to kil your co-workers.

With The Ball and King Of The Hill. WIRED MAGAZINE says: "Marathtin-comgs_ on Ilke.a reIent!ess fug_l-
injected nightmare.* When'you find yourself sitting in a puddle of your own bodily fluids unable to move or
speak, you'll probably agree, MIARATHON 2: DURANDAL. How WILL IT RUIN YOUR LIFE?™

VISIT OUR WEBSITE AT WWW.BUNGIE.COM, oR caLL 1~-800~295-0060 FOR MORE INFORMATION, il” .” |H 1}) [ ” IU ]] ?

1996 BunEIn SerTHANE PROSUCTE CORPORATION. ALL WIENTE RUSTATIS, MARATHON ANS MARATASN 21 DURARSAL™ Bundit Soitwane Passscrs Conr.
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JUST THE FAQS

Yl

keyword: CGW

ri))Net

http://www.zdnet.com/gaming

the reviewer to the game. We take
into consideration the preferences,
background and possible biases of
the reviewer and, where possible, we
find people with actual life experi-
ence or special backgrounds thal
malch a game, We believe this poli-
cy enhances both the credibility of
the review and the enjoyment of
gameplay when the real world and
the game world are competently
compared.

4) We do not accept free travel
from software or hardware compa-
nies. We believe such gifts have a
tacit assumption of coverage
altached to them. We will only
cover such eventsflaunches as we
believe will benefit our readers.

What's Up Online?
CGW Strategy Editor Elliott Chin
batlles his way through the first
three scenarios of the WaRCRAFT Il
Expansion pisk from the human per-
speclive. Detailed walk-throughs
and play tips will have you well on
your way to victory. Plus, download
our custom scenarios and see if
you can deal with an Orc invasion.
Johnny Wilson wraps up his
LucasArts Series in his AOL col-
umn, “The Insider;" offering his per-
spective on the company's history,
and predictions of what's to come.
Next, he'll dive into Kesmai's online

submarine sim, Harpoon ONLINE,
and begin his hunt for Red October
while traversing the deep sea of
online gaming sims. When he sur-
faces, he'll weild a mighty sword in
his quest for adventure. Join us as
he previews DacGeRFaLL, Bethesda’s
much-anticipated fitle in the ELDER
SCROLLS Series.

GAMES OF ALL TIME

Coming Next Month

CGW celebrales 15 years of
unparalleled computer game cover-
age. We'll have something for every
gamer in this issue:

Highlights of the last 15 years of
computer gaming.

The 150 best and 50 worst
games of all time,

TITLE

ey

Editor in Chief
Managmg Edimr
-Faaturas Eﬁltﬂr

JOB DESCRIPTION
Grand omnipotent stomper

Features, flight/space sims

- Hardware, technology. (duh)

d:tndCG Flf}M News, disc-0 queen

 Sports and adventure/RPG

. Action/strategy games
SSh'é'whti"mq'St'ba obeyed

g e e e & (VY

Scheduling, scheming, copyediting

Classics, puzzles, devil's advocate

AOL, Web content and design

Hereshow the breakdown of command works at CGW.

DIRTY SECRET
Wino
Whiner

Guccione refugee, Amiga apologist

Has “Martyr Man" cape
Francophile
—CENSORED—

Mac apologist

Porn histarian

Sega apologist
Anglaphile

Filleen lists of:
e The funniest games
= The best game heroes
o The nastiest villains
e The most innovative games
= The games with the dumb-
est back-stories

And 10 more lists that the pub-
lisher doesn't want you to know,
yet. Check out the CD next month
for the top 15 games our readers
would most want fo see.

Also next month, former OMN/
Editor-in-Chief and gaming veteran
Keith Ferrell will launch inta the
future to predict what the next 15
years in computer gaming might
bring to-a PC near you.

As always, CGW promises an
issue packed with reviews, previews,
and strategies o help you stay on
top of your game. We'll have a full
review of THE ELDER SCROLLS:
DaGGERFALL, Bethesda's sequel to
THe Etoer ScroLLs: Arena. For all
you racing sim fans, CGW contribu-
tor Gordon Goble will jump behind
the wheel of NASCAR 2, by Sierra
Online, to burn a few laps. All you
wannabe pilots eager to master a
real flight simulator's control panel,
be sure to read Robin Kim's strate-
ay quide for Back To BAGHDAD, S0
you loo, can find your way home.

Disclosure

As a malter of record,
CGW voluntarily main-
tains a list of companies
in which SoftBank, the
parent company of Ziff-
Davis Publishing Co.,
has an interest. It is avail-
able online at
http:/iwww.zdnet.com/
gaming/disclaim.html
and is updated when we
become aware of such
investments. &
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- N \{R for outer space. You've got new places fo see, new places to incinerate.

But don't bask in the nuclear afferglow just yet. Because if you don't use

@5 reEmareg ASOVE R

Studio 300 has surgically fused the human trigger finger fo the
human brain. The result? Star Fighter"— an explosive hard-core

shooter that demands strategic thinking for success. Immerse s | your head, the inventive aliens will. Usuolly as o souvenir ash-tray.
yourself in o vast 30 world. Soar. Explore. Scorch thousands of

enemy targets. Fly anywhere. Fly upside dowm. Leave the airspace

| Sometimes as a hand puppet. See your favorite retailer or to order direct,
J diol 1-800-336-3506, or give us a shot on the Web: www.3do.com

“Stellar!”

— Next Generation, March 1996
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3DO
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The Emperorss

New Code

Hope And Hype On The Internet

he danger in
magazine jour-
nalism is that it's
easy to become
obsessed with
the hype that
potentially sells
magazines and
drives advertising pages instead of
remaining focused on the needs of
your readers. In the world of com-
puter journalism, this is parlicu-
larly difficult. Journalists who fail
to perceive the magic in he latest
round of technological “advance-
menis” are quickly labeled
Luddites and has-beens. In a busi-
ness where the product cycle
keeps getting shorter and shorter,
it's dangerous to ask philosophical
questions like "Why?" and prag:
matic questions like “What is it
good for?”

Take CD-ROM, for instance. |
was an early advocate of the med-
ium. After watching game boxes
swell and 3.5-inch floppy disks pro-
liferate in those same boxes even
after their dala was compressed to
the max, | championed this stor-
age medium ont he basis that it
would: save publishers money
(sometimes several dollars per
package in cost of goods, permit
longer and better soundtracks,
reduce soflware piracy, provide
space for increased use of video,
gase inslallation, reduce the size of
software packages to save both
natural resources and shell space,
and, hopefully, provide savings for
consumers in the long run. So

cG

much for prophecy. If customers
have saved money, it's only in that
prices have not increased at the
rale of inflation. CD-ROMs haven't
reduced box sizes or increased the
amount of available shelf space.
Publishers have spent any savings
they might have gained on cost of
goods with increased budgets and
new lechnology that is now threat-
ening the previous reductions in
software piracy.

We could establish similar report
cards for our hopes in construction
kits (the availability of edilors has
not really facilitated the onset of
incredible crealivity among gamers
with its corollary free exchange of
new games and scenarios over the
Internet), connectivity (see Martin
Cirulis’s "What's The Deal?" in this
issue), or Windows 95 (why doesn'l
Direct Play support play by null
modem? why do you need the con-
figuration Irick covered in Loyd

(Case’s column?). They were all sup:

posed to make things better for us.
If we were reviewing these trends
and technologies on the CGIWY
scale, we'd have lo give them three
stars. They may have reached high,
but they didn't reach their potential.

NET RESULTS

With regard 1o gaming on the
Internet, let me simply say that the
emperor has new code. Can't you
see il? Internel gaming will create
global communily. Don't pay any
attention fo the little boy in the
crowd asking how wasting each
other in deathmalches is going to
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b (( If the

| gaming experi-
ence isn’t
good, Internet
gaming could

| die out faster
than the Hula

| Hoop. >

lead to global understanding. Don't
pay any altention to the little girl
who's saying that building commu-
nity requires communication and
interaction that's more complex
than running, spinning, ducking
and pulling a trigger. Yet, with lan-
guage barriers, limits o sound over
data technology, bandwidth issues
and lowest-common-enominator
design, whal can we expecl.

The emperor's new code flour-
ishes a wonderful promise of new
gamers. Notice the color depth,
the wide palette of choices. Ignore
the rabble who keep multering

ez

something about “multimedia.”
Yes, | know multimedia was sup-
posed to bring in entire new waves
of gamers, but it bogged down in
software that was as interesling as
playing SmCessPooL or EL-Dust
Bunny. We called it “multime-
diocre” and “interinactive” soft-
ware, because it didn't really do
anything. So do you think the poor
suckers who purchase or “rent to
buy" those $500 Internel boxes or
those televisions with built-in Web
browsers are going to be any hap-
pier with the first-generation
games that their substandard
processors are going to allow them
to play? They might be able lo play
Concentration and Tic Tac Toe with
their fellow subscribers to cable
television or telephone-based
Internet providers. They might, and
this is by no means certain, be
able to get a keyboard so that they
could play some of the Play-By-
Electronic-Mail games described in
the latter part of this month's fea-
ture, but they're certain nol going
to be able to play full 3D texture-
mapped versions of NASCAR
Raciig Il, any multiplayer equiva-
lents to THE ELDER SCROLLS:
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d-D Ultra Pinball: Creepnight has everything your
twisted little heart desives. Ghouls. Goblins. Spides.
Pinball-snatching ghosts. Lightening fast action. And

the most realistic ball physics of any pinball ame. All
packed on theee extra-wide tables that are cooler than
a coroner's slab. Heek, theres even a fourth honus table
il you live that long, Check it out. That is, after you
finish up.underneath the house.
et T S 7 SR
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DacaerraLL that might become
available, real-lime Front Page
Sports: Pro FoorsaLL, or next
year's successor lo Quake. The
new gamers are going lo feel
robbed.

0f course, my wise readers can
smirk and claim that it doesn't
really matter to them. They can
point {o their hol rod machines and
state-of-the-art connections to the
Internet and say that il doesn't
affect them. The trouble is that it
does. It will affect them because
many big publishers and service
providers are going to open up
gaming services with flat-rate pric-
ing. The game hogs, reduced from
paying hundreds of dollars per
month for their virlual lives on tra-
ditional online services, will sud-
denly be able to stay online all the
time for under a hundred dollars
per month, and possibly under fiity
dollars. Their increased efficiency
al the games will enable them to
run rough-shod over new players
and rule their favorite games with
an iron fist. They'll make life miser-
able for new players, and they'll
clog up the pipe so that it’s hard to
stay connected, much less get an
efficient frame rate. If the gaming
experience isn't good, Internet
gaming could die out faster than
the Hula Hoop fad in the '50s.

My wise readers should also pay
attention to the idea of the Internet
as a publishing platform. It is
becoming so, for betler or worsg,
because of Iwo factors: investment
dollars and profit potential. Inves-
tors and vulture capitalists alike
want to reach those millions of
potential customers who are not
yel gamers. The Internel represents
a new chance to reach them. Pub-
lishers and new startups will focus
disproporlionale energy on Internet
games compared to what they will
spend on improving their core
products. This means that my wise
readers just might find themselves
and their hot rod machines in the

., o

same computer morgue as the
Apple II, the C-64, the TRS-80, the
Atari ST, the Amiga, and prabably,
before you know it—the Macintosh.
Just as the computers in this '80s-
era morgue were superceded by
the IBM platform in spite of their
superior sound, graphics, resolu-
tion, 30 handling and speed, the
bandwidth-challenged Internet just
might take us all back lo square
one.

What can you do to keep from
being reduced to lowest-common-
denominalor games? First, do your
research. Find out what games you
like (or could polentially like with a
few changes) and reward the
providers of those games with your
business. Then, start communicat-
ing with the developers and the
services, if applicable, that carry
those games. Ask for changes to
improve the games and become a
missionary in recruiting new
gamers into those games. Second,
pay altention to the companies in
your area that are investing in the
Internet. If you have a progressive
cable television company like TCI
or Viacom, urge them not to make
the same mistake they made with
the Sega Channel. Write them
about good online games and
explain what interactivily is all
aboul. Third, always register your
packaged software and fill out the
queslionnaires—even if you've pur-
chased software from that pub-
lisher before. They may not send
you anything in return, but they
tabulate those questionnaires and
heed those demographics as they
plan for future products. This way,
you force publishers to stay up to
date with you. Finally, answer mag-
azine and publisher surveys about
computer games. Honest answers
may pave the way for product deci-
sions you'll appreciate.

If you follow these steps, you
could keep us all from being
offended by the emperor’s new
code. &
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FRANKLY, IF YOU

E NEVER STUCK
OUR TONGUE IN

A LIGHT SOCKET, YOU
NOT UNDERSTAND.

Introducing 3 new shockingly real combat
simulation games from Nowva Logic.

¢ Realistic Combat Action

* F22 Lighting Il features outrageous new
3-D polygon rendering technology

* Comanche 3 & Armored Fist 2-M1A2 Abrams
feature (patent pending) Voxel Space 2 3D terrain
rendering technology

* Multi-Player—from the people who perfected it

LOGIC
The Art of War

www.novalogic.com

Circla Baader Sarvica #2900
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wed our game, INDIANA JONES
INTURES, inyour Augusl ‘96

; Hal Banwvood
Lucasiris Entertainment Comparny

TIP-TOP 100
High praises to your new Top 100

Rating System. I've been an avid
reader of CGW for over a year now
and [ just have to say that | never
realized that the old system could be
influenced by some companies by
just buying tons of your maguzine
and then tuming in those poll cards.
[ just thought an idiot would do
something like that but hey, when it
comes to selling games and making
money, so what if they're called
idiots. Anyway 'm glad you have this
new system that you send poll cards
to subscribers randomly. I'm a sub-
scriber and [ promise you il I get one
of these poll cards | will fill it faithful-
ly and send it back. My game pur-
chases are greatly influenced by
these polls so Il be glad 1o give
some back to those who have
given.Thank you for the Playing
Lately? and the Top 100!
More power in the years lo come.,
Raymaond Lagman
Houston, TX

Thanks, Raymond. Some of the
nice folks al the companies singled
out in the August editorial have asked
me to clarify that these attempts took
place early in the history of the Top
100 poll and the actual guilty parties
usually do not work at those compa-
nies danymore, as witnessed by the let-
ter from Andy Hollis printed afier this
response. We mentioned the actual
companies as evidence that tamper-
ing was attempted and not to “pun-
ish” said companies. We should also
clarify that certain user groups or fans
of particular games could feasibly
“stuff the ballot box” under the old
system, and the only way we could
discover this was through regular
postmark cheeks. Iortunately, that
was then, this is now.

Read your column on the "Top
100. Cot a good chuckle on the bit
about MicroProse “cheating.” But
hey, it wasn't cheating. You wrote the
rules to a game and we just played it
alittle better than other folks, That's
not cheating, is it? <g=-

Andy Hollis
Qrigin Systems

M. Hollis designed I°-15 StriKe
FacLE I for MicroProse and most
recently designed JANE'S LONGBOW
for Origin Systems.

PENTIUM ARCHITECTURE
SPEED LIMITS

[ was buzzing through your July
1996 issue when | ran across an arti-
cle by Denny Atkin on page 33. My
eyes sorta’ vibrated a bit when | read
that, “Due to the limitations of the
Pentium architecture (u:llm:l)'_. that
1no Pentium chip talks to the moth-
erboard any faster than 66 MHz)....”
Whoa! Now I'm not the sharpest
tool in the shed, but what this
means to me is that even if 1 did go
out and hock a limb for a Pentium
133 MHz-based systen it still is
going to perform at 66 MHz. Was
this a misprint, or am I just not with

the program? Because if this is true,
then why would [ want to go oul
and give a few chromosomes for a
Pentium 133 MHz-based system or
above when it’s only going to run al
66 MIHz?
Russ McDowelf
Kaiserstautem, Germany
via the Interet

Denny Atkin replies: No, it wasn't
a misprint. Let me explain. Back in
the heyday of the 486 chip, Intel
released aversion that ran at 50
MHz. Although it was bluzing fast,
50 MHz 86X systems were often
quirky, unreliable, and expensive.
Although Intel has brought processor
technology to the point where it could
run at 50 MHz, motherboard compo-
nents such as RAM and support
chips were often unreliable at that
high speed. Thus, Intel went with the
clock-doubled DX2 system, in which
the processor performs its internal
calculations at double the speed of
the motherboard components. Thus,
a 50 MHz 4861DX2 system ran the
motherboard at 25MHz, while a
66MIHz 4861X2 used a 33-Ml =
motherboard, This allowed faster
processors without stressing the rest of
the system,

Intel carried this design onto the
second-generation Pentium chips,
without making a big deal out of the
clock-nultipliers they used. All cur-
rent Pentium designs nn the mother-

board at 50, 60, or 66 MHz, but they

R ey
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Battle time's deadliest warriors. Master ouer wo weapons.
Conquer «a different worlds. Or the future is history.

iﬁlma’
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Chech out the demo and enter the Time Commando Sweepstakies at http. /www.activision.com or
http./www. meafee.com/mforhome/. Now available on MS-005°/Windows 35 C0-ROM and ﬁunu Flauﬁtahuu
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ACK OF KNUCKLES To Jaw. THE GROTESQUE PING OF PIPE

SKULL. THE REVOLTING SLICE OF SWORD THROUGH FLESH.

ALL DELIGHTFULLY EXPRESSED BY THE COMPAQ PRESARIO.

The Compaq Presario 8000 Series isn't

for everyone. It’s for that certain breed of multimedia
enthusiast who likes a computer that, well, goes to 11 After
all, the 8000 Scries is the most advanced multimedia
home computer line ever made,

For starters, it features JBL Pro Premium speakers
for the same awesome dynamics one enjoys from a home
sound system. Rest assured, when combined with our
Interwave 32-Voice Wavetable Synthesis for brilliant audio
realism, it'll definitely rock your world. And quite possibly,
your neighbors!

Another cool feature is a Talk & Send 33.6Kbps
modem. Not only does it give you the fastest Internet
access, it lets you pla)‘ games and talk with your oppo-
nent at the same time. But pcrhaps most impressive of

all, the Presario has PowerVR 3D Graphics and 6MB of

graphics memory that bring true 3D arcade-quality images
home for the first time ever. Translation: frightening real-
ism and incredibly smooth animation.

The experience is further intensified h},' a range of
cutting—cdgc power and performance features. There’s
even an innovative gamcpad that puts evct‘yrhing in the
palms of your hands. The same ones that are probably

getting a little sweaty right now. For more information,

visit us at www.compaq.com or call 1-800-345-1518,

The Compaq Presario 8000 Series. Not. for Ihc_ ﬂzim c_:f heart.

COMPAQL

Has It Changcd Your Life Yet?
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process intemal computations at 1.5
to 3 times that speed. These chips are
dramatically faster then their 60 and
60 Mz predecessors, but as the
multipliers increase, the retum for
the speedup diminishes because the
bus speed remains the same. For
example, a 200-M1 1z Pentivm does
do its internal caleulations at double
the speed of a 100-NT z chip, but
hoth chips comnumicate with men-
ony dnd peripherals at a pokey 66
Mz Thus, a 200-Nhz Pentium sys-
tem doesn't provide double the specd
of a I00-MIz ehip, but more like 1.6
times. lor the same reason, a 150-
Mz Pentivim system is rarely much
faster than a 133-Mhz system,
because the faster infemal process-
ing speed is offset by the 150 M1 1z
chipss stower motherboard speed (60
Mz s, 66 M1z for the 133N =
system). Another consideration is
that the 60-NII 1z system bus designs
run their PCIbus faster, so gamers
should see bettervideao performance
with these systems.

‘The chart below breaks down the
speeds of the variots Pentium systems.

| B0MHz 60 MHz
| 66 MHz 66 MHz
75 MHz, 50 MHz
100 MHz 66 MHz
120 MHz 60 MHz
133 MHz 66 MHz
150 MHz 60 MHz
166 MHz 66 MHz
200 MHz 66 MHz
FIT TO BE TIED

I recently picked up a Computer
Gaming World because there was
anarlicle about my old buddy Brian
Revnolds” defection from
MicroProse. I've always read anoth-
er magazine, but | have to admit
unin_\'ing;mm-hnf_\'nurlllals;.

However.... the lists in the back.

cC

[How can one of the greatest games
of all time, T Frorren
(particularly the CD ver-
sion), not make the Top
One Hundred? | helieve the
CD update (compiled and
improved) was released in The
last two vears so shouldin't it be
on there instead of, say, RippER?
Nick Sullivan
via the Interet

When a game is inducted into
aur all of lame, it is aulomati-

cally removed from the'lop /T ¥
100, Since Tz Fic i was \ \WEAS

retired to the Hall of Fame after o
vears af the top of our charl, it is no
longer in the Top 100. The Hall of
Fame reflects games older than two
vears old and the Top 100 deals with
games reteasee within the last bwo

yers.

NET GAIN

Being on the net for just a few
danvs, Twent to vour Web page
beeause the latest issue of CGW

had not vetarrived here

I Pentium : Clock
N Processor Speed.  Motherhoard Speed  PCI Bus Speed Multiplier

30 MHz 1%
33 MHz 1x
25 MHz 1.5
33 MHz 1.5x
30 MHz 2%
33 MHz 2x
30 MHz 2.5
33 MHz 2.5%
33 MHz X

(Philippines). | was looking forward
to teasers that you would give me
abont vour upeoming isste but
instead | got more than what |
thought vou would willingly give
free. COWS Web page gave me the
latest issue, back issues and more
than what [ would expect vour miag-
azine would dare to give away to
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netsurfers. |
can't find the logie for a com-
puler magizine, whose business is
selling printed commercial materi-
al, o give away that much.
Although. vour Web page did have
afew advertiserments, how will that
(.‘II”]PL'H\i e f‘l'”lll ‘\'()'llr I.' II'H iwon
both medivms? | euess 'l e to
leave the math to vou. But thanks
for one of the best sites on the Web!
Harold lan Ong
Viet the Internet

We're ghad you like ot Web edi-
tion. We donr't befieve that the onfine
editions will ever replace the printed
edition, but we think the editorial we
provide online and o our CG-ROM
isvital to providing a complete editor-
fal patckage for ot readers. We are
commilled to finding new ways to
provide extra information for our
readership and may have some more
surprises for vou in the future,

Lor those wha haven't checked
them out, our online editions (on
AOL, Compusene and the World
Wide Web) feature some malerial
from the current issues, some web-
exclusive stories and downloads,
some annotated hot links, a question
of the month, and some archival
material. The most accessed online

version can be found al
hitp:/ Avwwezdnet.com/gaming/
For more information, see each
month’s Frequently Asked
Questions colummn,

ANOTHER READER
WITH EXCELLENT TASTE
I would like to say thal
COMPUTER GAMING
WORLD is the absolute
best computer gaming
magazine there ist L am
constantly recieving
offers to subseribe to
other magazines, but
alter seeing what other maga-
zines offer, Lam supremely glad 1o
gel back to the best! very other
magazine I've looked atin the arca
of electronic entertainment has
been very flashy (aren't they alll)
but lacking in substance. Only
COW has been able to consistent-
Iv rate and review all the latest
games withoul giving in lo casy
parroling of game advertiscments
and only COW seems to actually
care aboul ils readers (who else
lets the readers rate games?!) more
than making the casy buck.
"Ihanks for a great magazine and
PLEASIE keep them coming!
Brandon 1 light
vid the Internet

"This would be a good place fora
few superlatives describing your obwi-
ous taste and superior intellect, but
that goes without saying, %
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In the September isste we referred
1o Mpath’s online gaming service as
Mpath. Silly us. Its actually called
“Nplayer™; Mpathis the name of
the company. Whalever.
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THIS 1S AN INTENSE smn\p ABOUT VIRTU,QL '
BEINGS WITH REAL LIVES AND REAL ENEMIES
THAT MAKE voun VISIT REAL UNPLEASANT. 'f

)

NEMESIS M{\RKS THE BEGINNING"OF YEI"_ :

COMING 5'00;N.: o
TO ORDER,. VISIT YOUR RETAILER,
OR CALL: (800) 447-1230.,

AsK FOR OPERATOR 75. ~ * 2 7o
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THE EXPLOSIVE SEQUEL TO
MORE DETAIL, MORE WEAPONS, MORE ENEMIES,

*SOURCES: COMPUTER GAHING WORLDP, COMPUTER GAMES STRATEGY PLUS, PC ENTERTAINMENT )
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The Ego Leaves Id

John Romero Reunites With Former Id-ling Tom Hall
To Make ‘Crossover’ Action/RPG Games

ohn Romero
stunned the game
industry in August
by leaving id
Software to start his
own game compa-
ny. Romero, sometimes called
“the ego of id," helped found id
in 1991 with John Carmack,
Adrian Carmack (no relation)
and Tom Hall. Hall and Romero
have now reunited to work on
“crossover” aclion/RPG games
under a new company, tentative-
ly entitlied Dream Design.
According fo Romero, Dream
Design will focus almost exclu-
sively on the design aspects ol
game development, rather than
advancing game engine lech-
nology. Giting the difficulties
involved with designing a game
whose engine is incomplete,
Romero says, “With a known
lechnology, we can do whatever
we want, and we can visualize
what we want the design to be."
The two are considering design-
ing real-time strategy games like
Commann anp Gonauen, but their
“dream design" is to incorpo-
rate fantasy role-playing ele-
ments into a 30 action-oriented
environment. Romero says he
intends 1o license the technolo-
ay of an established 3D engine,
most likely id’s Quake engine,
which Romero eslimates will
cost about $500,000. ld’s "Biz
Guy" Jay Wilbur confirmed that
that value is “close,” and said
that Romero no longer has any
slake in id nor is eligible for any
royalties. He quickly added, "We
all wish him the best, he's
friends with everyone here, and
we really support his efforts...."

[~

BACK IN ACTION Designers Tom Hall (/eft) and John
Romero are reuniting to make their kind of games.

Romero expressed no con-
cern aboul compeling with his
former company. He says,

game in which 3D

Realms/Apogee has invested
considerable resources. Hall

and watching them collide.”
Prey was slated for release
by Christmas ‘97, but Apogee
president Scoll Miller says the
game should ship in early "98.
Jus! days afler Hall's depar-
{ure and Romero’s announce-
ment, four additional members
of Apogee, two from the Prey
design leam, resigned to start
their own company. Robert
Atkins, Michael Hadwin, Mark
Dochtermann and Jim Dose
have formed a new company of
their own, Hypnolic Interactive.
3D Realm’s Richard “Levelord”
Grey, a level designer for Duke
Nuken, also joined Hypnotic.
Wilhin days of its inception,

MISTI TANTON

“There is plenty of room for
Quake-type games. But what we
want is lo immerse the player by
moving the genre further, or cre-
ating a hybrid."

Tom Hall most recently was
the lead designer for 3D
Realms' Prey, a 3D action

says he opted to resign
bacause he didn’l have enough
creative freedom on the projecl.
His goal is to bring more char-
acter personality and humor
into the action genre. Says Hall,
“I'm more interested in bringing
characters and things together

Hypnotic signed a deal with id
to develop an expansion pack
for Quake. The pack will report:
edly have more and bigger
guns, more monsters and more
power-ups, and the group
expecls to finish the project in
six months,— Jill Anderson

4
~
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- of the hottest prod-

WI!ZONE
As if the Bevono THE DaRk
Pormal. Expansion SET wasn't

e

enough, there are now even more lands to
conquer for the WarCrart Il fan. WIZone is
a collection of some 50 odd scenarios,
some good and some not so good.

makl, s wol 3

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

The variety is amazing: there are single-
player maps, multi-player maps, cooperative
maps and all-for-one maps. WIZone also has
several “historical” maps-reenactments of
real-life engagements-such as Agincourt,
using WarCrarr Il unils in place of real ones.

What is most cool about this product,
though, is the documenlation. WIZong comes
with a 80-page booklet that offers pages
upon pages of useful tips, unit and building
descriptions, and a paragraph-sized descrip-
tion of each scenario.

WizardWorks, (612) 559-5140
DOS and Windows 95 CD-ROM
Reader Service #301
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PILOT ALERT
FaLcon 4.0 On Track For 1997 Takeoff

pectrum HoloByte first showed early work on
Fatcon 4.0 way back in the Fall of 1994, With
little news on the project-other than reports
of turnovers in the development team-in the
ensuing years, many sim fans had written
the program off, figuring it would never ship.
Spectrum recently invited us to its offices to take a look at the
latest version, slated fo ship in the first half of 1997 under the
MicroProse label.

Unlike that first look two years ago, this lime major por-
lions of the game are up and running. Spending about an
hour flying the Alpha version on a system equipped with the
3Dfx Voodoo 3D accelerator definitely gave me the impres:
sion that this game will be worth the wait. No other sim has
captured the feel of moving over real terrain at high speed
this well-the 16-bit color graphics were spectacular. Set in
Korea, the sim uses satellite data to accurately model the
jagged terrain.

But the Fatcon series isn't about looks, it's about hard-
core accurate simulation. Faicon 4.0 is set to deliver that
in spades, modeling a huge chunk of the real systems of
an F-16C Block 52. These include the APG-68 radar
(including the modes omitied in BAck T0 BAGHDAD),

HARM targeting, laser designation, and probably LAN-
TIRN systems. Options abound: fly with a full instrument
panel, or pop-up Multi-Function Displays; choose from
three padlock modes; and start the game in siluations
ranging from armed neutrality through near defeat.

FaLcon 4.0's campaign system was designed from the
ground up to support multiplayer play, to the extreme that
solo play is actually reated as a network game with only
one player. Along with campaign play, there are also two

CAN THIS BE REAL?
Satellite data and 16-
hit color contribute to
FaLcon 4’s outstanding
terrain graphics.

instant action setups. Dogfight mode is pure air-to-air
action. The Tactical Engagement mode gives you a mission
builder where you can place assets such as SAMS, fight-
ers, bombers, AWACS, and ground targets; define your mis-
sion goals; then jump into single- or multiplayer combat.

The team seems determined to equip Farcon 4.0 with
the same amazing shelf life as its predecessor. The
scaleable sim engine will support graphics resolutions
higher than current processors can reasonably support,
and there's even talk of eventual multiprocessor support
under Windows NT. — Denny Atkin

TRIPLE PLAY 97 iﬁ

Il look EA Sports until the middle of the base-
ball season, but they finally got TrirLe Pray 97 out
the door. The good news is that it was worth the
wail. This is now easily the best action-oriented
baseball game on the market. Great graphics,
motion-captured movements (except for the oddly
swishy way that batters walk fo the plate) and
sound effects, along with an interface designed for
maximum ease, combine to make this a game

; entertaining
and accessi-
ble enough to
appeal to
even casual
sports fans.
Serious base-
ball gamers

can find a lot Lo rip this game for-such as a strike
zone the size of Montana-but why fight it? With
built-in GrIP support for up lo six players, this is
the one baseball game on the PC that you can
actually play with friends withoul having lo con-
stantly apologize for the way the game looks and
feels. Like heading over lo the park on Salurday to
whack a few balls around, this is for baseball fans
who just want to get onto the field and have a
good time.—J. Green
EA Sports, (415) 571-7171
PC CD-ROM
Reader Service #302 r .%
NUKE IT ‘

So, you've duked it out with the alien Overlord,

saved all the chicks on Earth, and now you need
something more. Well, Nuxe I Iries to give you

OCTOBER 195

more, but it gives more in such a shoddy way as lo
make it less. While other “level” discs of this type
have been released, they at least include some rudi-
mentary installfsetup program, be it ANSI art or
Windows interface. But nooo! Nuke It just gives you
the levels divided up alphabetically, and the manual
basically says "look for @ level you like and ingtall it
versell, bub." And they're not very good levels
gither. Level descriptions scream: “Hey! this is my
first level ever, but I'm learning!” If this can be clas-

cG
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PONG CREATOR BOUNCES BACK

Atari Founder Bushnell Introduces Multiplayer Arcade Game

rom the early days of
Pong to the glory
days of Alari and the
early days of Chuck
E. Cheese, Nolan Bushnell's
higgest successes have been
with games and entertainment.
Once, Bushnell said he was fin-
ished with the game business.
Now, he’s introduced a new
company called Aristo
International to produce three
new products, all pay-for-play
internet-connected devices for

compete against a team on the
other side of the country. The
first game we saw in prototype
was a football game in which
one player took the quarterback
role and the other three players
became receivers.

The other product was non-
gaming related. MusicNet Plus
will be a high-tech, net-con-
nected jukebox with thousands
of recordings listed, plus lots of
extras, like merchandise, con-
cert ticket purchase, and even

distribution in restaurants, bars,
hotels, college campuses, and,
presumably, a host of other
public places. Though prefer-
ring to be known as an enter-
fainment company, as opposed
to being billed as a “game com-
pany," the new company will
produce game-related producls.

One product will be called
TouchNet. It is expected to be a
small box aboul lhe size of an
oversized microwave oven con-
taining a touch screen and two
telephone receivers. TouchNel
will let peaple play simple

INTERNET CONSOLE Aristo’s multiplayer TeamMNet can be
played head-to-head against a team on the other side
of the table or the other side of the country.

games, buy merchandise, send
email, or chat by transmilling
actual voice recordings. Since
this is all linked via the internet,
people can play or chat or send
email with other people any-
where in the country, and even-
tually, the world.

The main gaming-related
product is TeamNet, consisting
of a table about the size of an

tions (four per side). Players can
engage in team games, playing

head-fo-head against a team on
the other side of the table, or

¥ MusicNet

chat buy

ways to send feedback to your
favorite artists.

The nationwide launch of the
product line will occur this Fall
with a worldwide launch sched-
uled for January, 1997.
—~Rusel DeMaria

air hockey game with two video
screens and eight player posi-

INTERNET JAMS Bushnell hopes his jukebox/tickets
service will become an “angel of music.”
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sified as anything it's shovelware. The only justifica-
tion for its existence is for those who don'l have
unlimited, flat-rate Internet access, and don'l want to
spend three bucks an hour downloading levels. But
perhaps you should, because you will find better
levels than these. Recommendation to those who
bought this: nuke it.—T. Nguyen

Micro Star Software, (619)-931-4949

PC CD-ROM

Reader Service #303 r ﬁ
LINKS LS ‘

Links 386 remained the standard-seller for PC
golf games well into the Pentium years. Now Links
LS looks ready to carry the series through the
next three generations of processors. Supporling
qraphics resolutions ranging from 800 x 600 pix-
els up past 1600 x 1200, with color depths rang-
ing from 32,000 colors to over 16 million, Links

LS sporls graphics unrivaled by any PC game, in
any genre. But the upgrade isn't all about looks.
The ball flight model has been improved, and
Match, Best Ball, and Skins play added. You can
lake on computer players, or go head-lo-head over
a modem or network connection. Three courses
are included, and if you own any Links 386 cours-
es, LS will automatically create hi-res versions of
those courses for you, Numerous view windows

Mo 1 OCTORER 100R

and a pop-up control panel that gets out of your
way completes the package, and there's even an
interactive VR tour of Arnold Palmer’s (who you
can play as or against) clubhouse. A duffer’s
dream.— D. Alkin Jr.
Access Software, (800) 800-4880
PC CD-ROM
Reader Service #304
r

STEEL PANTHERS iﬁ
CAMPAIGN DISK

This CD provides a rousing collection of
battles—irom the obscure Nowy Yarg, Poland lo
the famous Kursk Fire Brigade. There are para-
troop landings (5! Guards Para Al Kaney) and
even Pacific theatre engagements (Bloody Ridge,
Gualdafcanal). The robust campaigns offer plenty
of adrenaline-pumping action, as you attempt to
overrun Moscow in Barbarossa, run as far as your



They beat you sefseless.

They kudna,pped your partne.

They stole you

[ Over 30 types of
vicious eneniies
and 12 diabolical
hosses
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Game art shown s from the Plarswuon"' Game Cousoie

Coming soon for
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You wake up from an gons-long sleep only to find
; Ten deadly
weapons and
15 butt-kicking
power-ups

yourself on a forsakeh planet filled with angry

mutants. You've got to outsmart them, outblast

them, and escape from this hell hole
once and for all. Power-up,
my friend. You'll he

here a while.

The Action/Adventure game

brought to you in true 3D

[ Eight incredible

3D worlds with 50
realistic slages
Play the demo:
W‘.'\'W.Ui'ﬁ(‘.(]lﬂl}ﬂ’\-‘\’lHE(”H.COM
Call (800)-469-2539 to order A ndical

ENTERTAINMENT newmeniA..
© 1996 Viacom International Inc. All Rights Reserved. Viacom New Media, The Divide: Enemies Within and all related titles, logos and characters are
ks of Viacom lnl ional lnc. PlayStation aud the PlayS logos are ks of Sony Computer Entertainment, Inc.
Circle Reader Service #175
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MMX MIA: New
Pentium Chips
Delayed Until ‘97

ntel's new P55C Pentium chip, originally
slated for release before the holidays,

has been delayed until the first quarter of

1997. This updated Pentium chip
includes the MMX instruction set, which will
allow developers lo significanlly speed up
applications such as real-time audio manipula-
tion and high-speed display of 24-bil color
graphics. Because the MMX enhancements
require specific support in programs, the more
significant initial speedup will likely come from
the P55C's double-size 32K internal Level 1
cache.

A better solution for power-hungry gamers
may come from Intel’'s updated Pentium Pro
chip, code-named Klamath, set to ship around
the same time as the P55C. This redesigned
chip also sports the MMX instruction set, but

does away with the original Pentium Pro’s huge

internal 256K cache in order to dramatically

reduce size and cost. Performance should still
be significantly better than a Pentium running
at the same clock speed, thanks in part fo the

Pro's dramatically faster floating-point capabili-

ties, and especially if the rumored improved
support for running 16-bit applications pans
out.—Denny Atkin

Eidos (formerly Domark) has a hol new
ride for you: the M-13 Predator Baitletank.
Climb into this first-person shooter and get
ready to kick some evil oppressor butt
throughout the world.

As the newest member of The

>

ere are lhe games readers are actually blowing the
H most time with, as opposed to the reader’s overall
“quality ranking” in the Top 100.

WARCRART Il Kicks Duke Nukei 3D out AR
of first place this month, while CiviLization
Il rises fo the number two slot. Wing
Commanper IV cresps back onto the chart
at number 10, CommanD AND CoNouER and ™~
Doom Il continue to climb steadily, but SteeL PanTHERS and HEROES
oF MicHT AND Magic are on the descent.

You'll no longer find the CGW Poll Card bound into the maga-
zine, but check your mail box: We mail a survey o 1,500 random-
Iy-chosen subscribers each month, and we use the results to cal-
culate the Top 100 And Playing Lately each month,

Last  Months
Month  On Chart
1. WarCraft IT (Blizzard) 2 8
. 2. Civilization II (MicroProse) 3 5
3. Duke Nukem 3D (3D Realms) 1 6
4, Command and Conquer
___(Vigin/ Westwood) TN
| 5. MechWarrior 2 (Activision) 5 10
6. Doom II (id Software) 8 7
- 7. Heroes of Might and Magic
~ (New World Computing) 4 10
8. Steel Panthers (SS)) 6 10
| 9. Panzer General (SSI) 0 19
: ,__ng Cornmander IV (Origin) - 9

petrol will take you in Patton’s 3¢ Army, and take
Rommel's command outside of Alexandria in
Battle for North Africa. A nice way lo keep you
skills sharp while you're waiting for STEEL
Panirtiers Il.— 1 Colernan

SSI, (800) 245-4525

PC Diskette

Reader Service #305

CcG

Wardenz-sort of a self-styled, five-man U.N.
peace keeping force-you'll be rolling into all
the world's frouble spots, from Europe to
Africa. Although the names have been changed to
protect guilly countries, you'll recognize the geog:
raphy and the scenarios from loday's newspapers.

SHELLsHock is long on action and short on
realism. A typical early mission pits you one-in-
twenly-four, against an entire armored column.
You'll definitely want fo purchase upgrades for
your armor and armament before hitting the

OCTOBER 1995

tough levels.—M. Clarkson
Eidos, (415) 693-0698

PC CD-ROM

Reader Service #306

NORMALITY i%

Nothing in Normaury is quite whal you'd
expect it to be. Bul then, nothing in Neutropolis
has been, well, normal, for 30 years. The once
radical, free-thinking utopia has became a stink-
ing pit of boredom. In this 3D animated adven-
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()50 adrenaline-pounding missions plus
15 multiplayer missions

-(:)Lock’ and load with over 25 armaments
including: guided missiles, fuel-air
mortars and plasma cannons!

g A PRI R q’l s
..:.I. .“h'. L ¥ . : f
. - 1 A W ad )

() Battle over 30 raliotic alien predators oHEAD=TO=HEAD MO,
rendered in Jrea_l time 30%nimation Join the ranks of over 100,000 pil

1996 BioWare Corp. All nights reserved. Shattered Steel MacPiny and Intorplay are rademarks of Imerplay Productions. Al v
Circle
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BY GAMERS. FOR GAMERS.”
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#1 Selling PC Game, Jan-April 1996 PC Data Report « Game of the Year, PC Gamer ¢
Multiplayer Game of the Year, PC Gamer * Golden Triad Award, Computer Game Reviewe
Game of the Year, Computer Gaming World Readers’ Choice ¢ Best On-line Game, C/NET

8 Players Head to Head Battle over land, sea and air  Cusfom Map Builder included Rule as Orc or Human



Bigger.

Bolder.
Bloodier.

E.N-TERTAINIHEPLIT
' 800-953-SNOW
2 New Story Lines! 24 New Scenarios! Over 50 Custom Maps! V\W_b“zzqrd .com

Circle Reader Service #265
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ADVENTURE OUT OF TIME

This November, race to alter history on a ship out of time.
Free Demo Disk: wowim.gte.con/titanic

Circle Reader Service #240

]
I a L1096 CyherFlix, Ine. Al tights reservied, CyberFlix is a rrademark of Cyherflix, Incorparated, The GTE loga is a trademark of GTE Corporation. GTE Enenainmant
is o trademark of GTE Vantage Inc. Qthar brandnames and product names ane ks of thexir I CybarFlix, 4 Markor Square, Knoxville, TN m_ Entertainment
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fure, ',rnu become Kenl a mellow aUﬁEf dude-
type, with an annoying pseudo-Californian
accent (think Jim Carey meets Keanu Reeves in
Bill and Ted). Locked up by the Norm police for
whistling an annoying tune and being just too
darn happy, you receive a strange note, written
in ear-wax, indicating you're not the only smiley
person around. And so begins your mission to
dig out like-minded souls, from a population of
couch potatoes.

A combination of
this is definitely a game for those who want

1984 and The Young Ones,

something a little different. Good 3D ren-

M dered graphics make for a visually exciting

landscape. Experienced adventure gamers
should find a good challenge here, and
while novices may initially find themselves
dazed and confused, solid helpings of
humor keep up the entertainment value.
Check it out, dude.—C. Panther

Interplay, (714) 553-6678; www.interplay.com
PC CD-ROM

Reader Service #307
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SHADOAN G

Anyone who enjoyed KinGDoM:
THE FaR Reactes will find themselves on familiar
ground in SHAooaN, In Book Two of this animat-
ed fantasy adventure series, the apprentice wiz-
ard Lathan returns lo find the remaining two
relics that will free the kingdom from an evil
mage.

SHaDoAN fealures two difficully levels, the
easier of which gives you more time to make
decisions and leaves out some of the puzzles,

HELLBENDER.

READ.ME

Unfortunately, the omission of these can make
the story seem somewhat disconnected. It's
also possible to set off on a "no-win" track,
where every course of action is one of cerfain
death. Even though you're afforded three lives,
the game allows only five save games, so

choose wisely or you'll find yourself starting
over from the beginning. For anyone looking for
a pleasant, lraditional fantasy tale aimed square-
ly at the family market.—K. Hedslrom

Inlerplay, (714) 553-6678

PC CD-ROM

Reader Service #308

www.microsoft.com/games/hellbender/

Call 1S00-771-3772 far Game Rating Information. 11996 Microsolt Corporation. Al rights resersed, Windows is a registered trademark and Hellbeader is 2 trademark of Microsoft Corparation.
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MAYBE THE REASON YOU’VE NEVER BEEN MAN ENOUGH
IS YOU’VE ALWAYS BEEN A MAN.

TOMB
RAIDER

cIDOS COMING SOON

Circle Reader Service #62



GAME TRACK

ere’s an early look at the coolest titles soon to seduce you
from your money and your life. ‘FIRST LOOK’ games are still

inthe Star Wers moves. (For
;.Sfar-Wars butfs Il's concurrant

Wars story, rather :
{han ride on the
fame of the more.
‘wellknown Star -
Wars characters.

Jeor KniGHT is

{undamentally a 3D,
first-person per-
“speelive shooter.

However, unlike its
predecessor, Dark
Forces, it won't be
a mission-hased
game where you
blow through a

I _.pmcess Instead

1 ] ——————

Wa ,_books and When Han and Lela S twins are tralmﬂg fo bacnma i
'Jedl‘}fsmce the stnry dogs lake place aner Herum of the Jedr Danh

‘LIGHT SABER FODDER One of Jeni Knigtir's
enemies will be the Tuskens {from the Star
Wars movie}, who will harass you on fool,
speeder bikes and Kell Dratons.

[~ OCTOBER 1936

{ :'scenes in which live: actors will purlray Kyie Jerec

- and the other main characters. During gameplay,

. though, all characters and levels will be rendered

- with gorgeous; textura ‘mapped. palyguns

~ One of the game’s best features is the choice

I to join either the Dark Side or Light Side of the

. Force. The gual in the game doesn't actually

; change onee you've made your choice, but your
motivation does. If you remain with the Light
Side, you want to stop Jerec and preserve both
the sanctity and safety of the Jedi Burial Ground
and the galaxy. If-you joln the Dark Side, you'll

* THE VALLEY OF THE .lElll Thls isdn arlhl 8 skalch nl want to stop Jerec so you can take the power of
the Jedi burial arotnd, The power of all the dead Jedi  the burial around for yourselr.
IS salll to !le stureﬂ hiers, which you and Jerec neai. aEindor 0Us

What does depend on your decision, however, are

_ycur Jed! abl[lties The exact format hasn't been worked out yet; but after

gvery mission, you will accrug a certain number of paints which can be
divided among different abilities. These “experience points” aren’t based on
kills but rather on level completion. Jedi abilities will include super speed,

_' super strenath, Darth Vadar's famous choking ability, and increased dam-

- age with the light saber. If you join the Dark Side, you will get suitably evil
abilities, such as skin:burning lightning blasts, and if you join the Light Side,

- you will:oain mare beneficial attributes like healing powers.

The weapons that have been confirmed for the game include: a pistol, a
Stormitrooper rifle, a thermal detonator and the Light Saber. For all the reg:
ular nasties in the levels, like Stormtroopers and AF-ST Walkers, you can
use whatever weapon works best (probably the long-range weapons).
However, for the bosses and the Dark Jedi, you will have to use the Light
Saber, which is basically Jeoi KhiaHr's “BFG." This weapon has the short-
est range but will do the most damage. Not only will you be able to per-
form different special attacks with it, but you'll also be able to increase its
damage with your Jedi abiliies.

* JepliKNieHT Is slated for an early 1997 release. Look for a full Sneak
Preview of Jepy KnigHT in the upcoming January issue. —E. Chin

months away and can’t even he played yet, hut at least you can see
how they are shaping up. This month, a closer look at Jem Knigur.

. e I . . 2 £




HANDS ON

These are the products in develop-
ment we've actually spent some

time with. They represent some of the
most interesting titles in the Pipeline,

]
I
I
1
]
1
1
1
1

and they are complete enough to actual-
ly tell how they’re going to play. Most
should be released soon.

PMaster of Orion II: Battle of Antares

n 1993, Steve Barcia and his fledgling
company, Simtex, were no more a sure
thing than the possibility of life on Mars.
That their star shines so brightly now is a
reflection of the remarkable fountain of crea-
tivity and sheer fun that bursts from each of
their games. Despite the well-

documented bugs in MasTer oF Magic, Simtex
has yet o publish anything less than a very
good game. And Master oF OrioN Il looks to be
their best yet, combining the scope of MOM
and the flavor of the original MOO with a
greatly improved interface.

Instead of the Orions, this time you face the
mysterious Antarans, a powerful civilization that
can only be reached by transdimensional warp.

This technology is still developed via the famil-
iar resource point-based system that gave the
ariginal MOQ its “CrviLization in'Space” flavor:
The various space-faring races are much the
same as they were in MOO: Bulrathi are more
physical, and therefore better in ground com-
bat. Silicoids thrive on worlds on which most

i species cannot even survive. Darloks pull
i espionage stunts that would make even Mata

. Hari blush. Don't be lulled by their familiarity,
§  however; these computer opponents are
tougher than in the original—and the best
diplomatic Al in strategy games is harder
than ever fo crack. Other nice touches
include an online tutorial and heroes from
MOM (toned down so that they don't over-
whelm the game). Finally, if the vast array

@1 of slar systems lo colonize, customizable
ship designs, technolagies to research, and

combat tactics can't keep you enthralled when
playing solo, MOQ If lets you test your strale-
gies in multiplayer mode. Holseat, modem, and
g-mail are supported to keep you gaming for
eons, and will very likely keep BATTLE OF ANTARES
on relailers’ shelves for some time to come.
—T. Coleman

MicroProse, (410) 771-0440

PC CD-ROM

»Ten Pin Alley

hen a smirking CGW editor

plopped this computer bowling

simulation on my desk, | was

overcome with existential angst.
Bowling games? This is what I'm doing with my
life? Maybe my mother was right.

But Ten Piv ALLEY, now in beta, looks like a
well-designed game that may bring a modicum of
respect to a maligned genre. Gameplay some-
wha resembles a golf sim. From a first-person
perspective, you ling up your feet on the lane, and
then use a device akin fo a golf sim’s swing
meter to time the ball's release with the desired
velocily and spin. Once you've released the ball,
the view switches to a third-person perspective,

where you watch your 3D character bowl based
on your actions. Like real bowling, it's not as easy
as it looks, and unlil you slart mastering the abil-
ity to control the ball's arc and spin, you're pretly
much going to suck. The game's ball and pin
physics are quile realistic, and the sound effecls
are greal-getling a strike is immensely satisfying,
while slamming a ball into the gutter is just as
embarrassing as in real life.

More than just an arcade game, Ten Pin ALLEY
can actually track stats over a lifetime career, and
also includes a variely of real-life historical data
and lips from the Bowling Hall of Fame.—J. Green
American Softworks Corp., (203) 327-3366
PC CD-ROM
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You thought it was just another mining expedition...
You thought the planet was uninhabited...
You thought you'd be home for dinner...

YOI THOG HRON

immerse yourself in the mysterious world of Albion. The vast
beauty will captivate you. The life forms will challenge you.
Every step of the journey will force you to re-think your moral
beliefs. Question everything, but trust no one.

Prepare yourself for the role-playing j joumey
of a lifetime! :

“Blue Byte Software Inc. s 33 South Roselle Road
Suite 201 * Schaumburg, IL (i1}
s

i Voice: (847)534-7950 « Fax: (847)534-7951
tyour favorite retailer or call 1-800-933-2983. | Gicie roacer service #1774 http: // www. bluebyte.com

ook for Albion and other Blue Byte Soﬂfy




HANDS ON
~ Star Control 3

0, you think you can relax after defeat:
-Ing the Hierarchy Of Battle-Thralls and
their main battleship the Sa-Malra?
Well, it seems that there’s still some
i work foryoufo do in the newest installment of the
| STar CoNTroL series. Your mission: foekplore and
colanize the Kessari Quadrant while investigating
| the cause of “interdimensional fatigue.” You will
| also‘be heading the new League of Sentient
Races, which include friends such as the Pkunk,
and even enemies such as the mighty Ur-Quan.
Butiwhal's a game withoul some foes? Enter
| the Hegemonic Crux, a band of six races (initially)
out'to conquer the Quadrant and anyone in it. As
In the two previous Star Cons, you'll engage in a
 nasty galactic war filled with conilicting interests,
shifting alliances; and good old-fashioned combal.
Whife billed as an adventure game, S1as CoNTROL
I 3'has many elements fouind‘in otfier genres. It

..

action (the famous Hyper Melee), and adventure

CAME TRACK

“realism™ in the aliens’ speech and
movements. The HyperMelee
is once again fast and fun,
Accolade’s only change is an
enhancement of an additional 3D
view; the cooler ships from the
previous games make a reappear-
ance along with the all-new ships.
¥ The only real annoyance is the
voice-acting in some parts. Bul it's
a small quibble for such a big
game.
In the end, with a big galaxy
for colony management, fast:
paced arcade action, and a good scii story with
Lovecraftian influences (and some very funny dia:
logue), Stan ControL 3 may truly earn the title of
“space opera."—T Nguyen
Accolade, (408) 296-8400
PC GO-ROM

mainly combines strategy (colony management),

(dialoglie and interaction wiih all the alien races).

The graphics are quite good, in both HyperMelee
and dialogue scenes. Accolade filmed puppels for
the dialogue scenes, so you get a better sense of

HELIBENDER.

Call 1-800-771-3772 for Game Rating laformation, <1996 Microsolt Corporation. All rights reserved. Windows is 3 registered trademark and Hellbender is 2 irademark of Microsoft Corporation.

www.microsoft.com/games/hellbender/
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» HANDS ON

»The Elder Scrolls: Daggerfall

HE ELDER SCROLLS:
DaceeRFALL We've
been waiting for
lwo years for this
sequel to THE ELDER ScroLLs:
Anetia. So, what have we got lo
show for it? Its improved graph-
ics offer curved walls, sloping
ramps, hidden doors, slairs, and
waler for swimming or travers-
ing via buoyancy spells. You
aren'l even stuck wilh the same
old wardrobe all the way
through the game, since you
can change clothes, armor and
Weapons as you progress
through the rich game universe,
The new sound effects feature
cues for monster proximity (and
population density), as well as
providing for impressive weapon

clashes thal enhance almost
every combat. Also, DAGGERFALL
adds new 30
lerrain fealures
(Arenn offered
a relatively flat
environment)
and the ability
to climb andlor
levilate past a
multitude of
3D objecls.

In addition,
the game
allows a grealer variety of
character classes with more-
detailed (but optional) charac-

OCTORER 100F

ter generation. It also features
an improved combat system
that requires you to use the
mouse in near analog mode to
wield the new melange of

weapons, It is a “melange”

because the wide assortment
of weapons and armor fea-
tures class, skill
and weight
restrictions. So,
even though
you may find
the equivalent
of the leg-
endary
it “Sword of |
Win" in a
given dun-
geon, your bard
characler may not be able to
wield it. Such detail only pro-
vides a tip of the iceberg view

of the depth found in this role-
playing game.
Characler generalion in THe

CcG

ELDER SCROLLS: DAGGERFALL i$
similar to that in Txe ELDeR
SCROLLS: ARENA. You can merel)
choose the character class
(general occupation) for your

character and abstract the char
acter's background, or you can
go through two multiple choice
questionaires to accomplish the
same thing. Character class, as
in ARena, is determined by mul-
tiple choice answers to 10 ethi-
cal dilemmas. Background is
determined by answering Spe-
cific questions by selecting an
answer from longer lists. So,
your initial inventory, armament
and skills are determined by
these two questionaires.

Ideally, DageerraLL should pu
gamers in mind of the best fea-
tures of WasTeLanD and ULima
[V, DacGerraLL offers plenty of
hack 'n slash, bu
it also offers more
free-range in
developing char-
acler, joining
guilds, following
mini-quests, and
resolving the
grand plot than
any CRPG in
recent memory.—
J. Wilson
Bethesda Softworks,

(301) 963-2002
PC CD-ROM



11996 Faxt Interactive Inc.,“Die Hard Trilagy” © 1996 Twenteth Cenrury Fox Home Enterminment. Inc. All Rights Reserved.
“Twentieth Century Fox." "Fox™ and their associated logos are the property of Twentieth Century Fox Fitm Cerporation,
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0E GAMES

CGW S Guice To The Best In OH/IHE Gamlng

B I's the most hyped new gaming trend since full-motion video,
J' | but this time there’s some substance to back up the talk. The

R = Internet and the new crop of online gaming services have the
- | potential lo change the face of gaming, Once you've gone into
| avirtual battle—whether i's fought in a martial-arls ring, over

T 3D Pacific skies, or on a hex-based representation of the e
- | FEastern Front—i's hard to go back to facing simple, often-
-1 predictable computer players.
However, online gaming is an industry in its infancy, so don't
fear that you'll always need to track down a live opponent on the Net any time”
you want fo play a game—that's not going to happen anytime soon. There are
plenty of technological and economic bumps ahead on the road, and some
of the players in the race for your online dollar may crash and burn.

To help guide you safely into the world of online games, we enlisted
Net curmudgeon Martin Girulis to take a look at the players, major and
minor, in the nascent Net gaming world. If you're trying to figure out
which service to try, give his overview a look. Of course, the real
decision boils down to where you'll find the games you want
lo play. Our crack editorial team spent dozens of hours
combing the networks, pilfering software company game
plans, and playing as many online games as we could
get our hands on, to present you with a list of the
best online games, and where to find them. And if ,
you're not on the Net yet, we've also put together a
list of the best tools for getting connected.

So read on, grab your controller, log on, and
prepare fo meet the most vicious, unpredictable
opponents in the universe—other gamers.

T m———
5 T
£

| oOnline Gaming Services
8l Online Gaming Resources
| Adventure/RPG

Simulations
Wargames

Play By E-Mail
Internet Quick Start
Modems
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Removable one-gig disks,
unlimited space,
fast as a hard drive.



For the nearest dealer, call:
888-2-10MEGA, ext. j15
Or see us at: www.iomega.com

The Jaz™ drive is you,
man. It's fast, it holds
tons of stuff, and it's

personal, You won't find

an easier or cooler way

to upgrade your hard
drive. Just connect it
to your PC or Mac and
you're jammin’: files,
pictures, graphics, video,
CAD stuff, whatever. And
with its dark green color,

hey, the cat’s got style.

1GB disks for as low as $99.95.
Compact one-gigabyte cartridges.

Great for graphics, sound, and video.

Portable files. Fast, easy backup.

= B ECAUSE- | TS0 UR STUFRES



: ; game services and the older generation. The first is the
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Online Gaming
Gomes Of Age

«)7 v g o8 = 4 <110

fler years of limping along in the game
areas of major online services like GEnie
and CompuServe, alang with the odd
false start such The Sierra Network (a
good idea long before the technology was
robust enough to do it justice), it seems
that the age of viable online gaming ser-
vices is here. At least, that's what a whole lot of people who are
investing a whole lot of money into the Internet are hoping. Just a
couple of years ago, a dedicated gaming site was considered the best
way 1o lose your shirt next to body surfing in a hurricane. But in the
last few months, several contenders for your gaming money (and
more importantly, your loyalty) have sprung up out of the woodwork.
Once they're all online, you can expect the hype-explosion to be truly
overwhelming.

One of the first online gaming services, DWANGO (www.dwango
.com), has been making its way on the Internet for some time now,
and it's surviving nicely. Unfortunately, it is not the most user-friendly
setup in the world, and some of the new, big-money servers may leave
it looking like a garage band: eclectic and cool, but probably not
opening for The Who anytime soon. Full-scale, serious Net gam-
ing is going to require the ease and accessibility that these
new companies are promising.

In order to help you sort through the hype and make the
best of the new online gaming experiences soon to be
available, CGW has collected background information on
the early contenders and passed it all under lhe jaundiced
eye of this grumpy old gamer. It's still too early to foretell
the future with perfect accuracy, but here's a look at the
players, whal they have to offer, and my calls (based on the
information at hand) on how likely it is that they'll be able to
deliver on their promises.

GETTING WIRED
There are two major differences between these new

* method of connection. All the new services can be
accessed through the Internet; some will also provide
direct dial-up access. Services that are only accessible
through the net require that you have an account with your
own Internet service provider (ISP). You should know
whether the maney you pay to the game service will

cC OCTORER 10067

New Services Compete For Your Gaming Time—And Your Gaming Dime

provide a direct number or whether you are going to need another
subscription on top of that to get going. There's a potential problem
with connecting to a gaming service through the Internet: While the
service may brag about how fast their server is and claim that you'll
suffer no hiccups or latency delays while playing (something that is
merely annoying in a strategy game, but fatal in the middle of a sim),
if the ISP you subscribe to gels overloaded easily during your prime
gaming hours, you're out of luck.

The other major difference with these new services is the sheer
number of quality games offered. In the old days, online gaming usu-
ally meant one or two good games (1o its credit, Genie manages lo
have four or five), and a lot of mainstream fluff like Hangman and
Backgammon taking up the slack. Not only will the numbers of “real”
games be far greater on these new services, but most of them will be
versions of games you have already bought for home use.

In fact, the great race among all these startup companies is to
secure exclusive rights to the hottest new games in the pipeline.
You'll make your choice of service the same way you choose a movie




With fast-action gameplay inside an interactive soundtrack by God Lives Underwater and the
fastest real-time 3D graphics available, it's like taking the scenic route to hell and back. Battle your
own private demons at lightning speed. And thrash your head off in 360 degrees of pure danger.

AvaiLasLe on: PC CD-ROM &
it St oo | Featuring the music of GOD LIVES UNDERWATER as seen on MTV.
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channel. Who is promising to carry your favorite new titles next
month? No longer will you be forced o play a game “just like Duxe
Nukew 30" online—you'll simply find a service thal offers lhe aclual
game. The great advantage with this system is that no more expensive
hours have to be spent online just learning the game. You can play
the game for weeks al home, then hop onto the pay-for-play Web with
your skills honed to a razor's edge.

| THE BIG THREE
© My picks as the best bets in this new batlefield are all services
dedicated to gaming and enterlainment. More impartantly, though,
TEN, Mpath and Engage all have deep and extensive experience in
real computer gaming—they aren't simply led by a group of suits who
have read the top-10 best-selling software list and think “MysT Onuing”
will be the holtest thing since sliced bread. When it comes down fo it,
I'm far more comforlable supporling people who know and love our
hobby, rather than those who are just leaping in to make a quick
~ buck, and the odds of getling whal you paid for are much higher

- when you're dealing with people who know whal the heck computer
L gaming is about.

Total Entertainment Network (TEN): At the moment this is
the company to beat in the world of online gaming. TEN (www.ten.net)
has been at work preparing for Web gaming since early 1993, and it
seems to have the most solid grip on the situation for its planned
~grand opening on September 1. Unforlunately for the company's cor-
[ porate future, most of its competitors have timed their own openings

"~ to roughly coincide with TEN's debut, so any advantage will soon be
lost unless the additional year and a half thal TEN has spent prepar-
ing for launch is evident [0 consumers.

& This service represents the closest hybrid between past and pres-
 ent. Though it's an Internet-based entity, TEN will retain the direct dial-
L Up capability and full service of the old generation of online providers.
For the technical reasons mentioned above, direct-dial-up access from
major North American cities will be a greal advantage for gamers who
are willing to pay the extra amount. With this deal you also get ful

~ Internet access as well as unlimited play time, so in the long run il
may be the cheaper option.

And speaking of costs, | suspect this factor more than anything
else will separate ;
ihe gamers from
the kids on TEN.
With an unlimited
play rate of $30 per
month ($50 with
direct access and
full Internet capabil-
ities), a year's worth
of all the gaming
you can stand will
be a liltle steep for
the average allow-
ance. Fortunately
& for the budget con-
scious, there is an

FRAGGED! An opponent meets his end in an
online “Duke-mateh.” If your Net connection
isn't speedy, jerky movement can add a whole

new challenge to action play—a problem all
the senvices are-w_m__ldng fo _rnjnimm
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= Total Enturtainmont Network.

WELCOME MAT With its point-and-click front-end program; TEN
endeavors to:make the online gaming experience accessible to newbies

. and Netheads alike.

hourly/monthly rate as well: a base charge of $7.50/month, which is
applied against a $1.25/hour fee. So basically, your monthly fee gives
you six hours, and then you pay extra for any more time you spend—
a good deal if you're planning to spend less than 24 a month on the
game grid.

The leenage action set may not feel completely at home here, how-
ever. Although there will be a nice selection of shoot-'em-ups—this
will be the exclusive home to Duke Nuxem and all the FormGen/3D
Realms filles for quite a while—TEN also seem to have a firm commil-
ment to in-depth strategy games. It will feature PAnzZER GENERAL,
DeapLock, Deanty Games, Commann & Conauer and WARCRAFT in its ini-
tial offering of 10-odd games, while Sm Ciry 2000 and MASTER OF
Orion 2 also wail in the wings. While they appear to be a little light in
the RPG category, with only the SSI leather-fest Dark Sun in the corral
at the moment, that's probably going to change as the months pass.

The plan for most tilles offered by TEN is to have an icon available
thal will connect you directly to the network for online play whenever
you install an off-the-shelf game under Win 95. Provided you have a
TEN account, just double-click the icon and you'll find yourself in a
virlual lounge with all sorts of compadres, and you can immediately
start looking for opponents. It doesn't get much easier.

By the time you read this, TEN will be available and striving hard to
flourish as a pay service, offering a complete entertainment package:
not only games, but all the support, strategy and newsgroups needed
by the serious gamer. TEN represents an attempl lo evolve the reliable
infrastructure of the old online services into a more dynamic, gamer-
oriented service, which serves the hobby at the same lime it profils
from .

Mplayer: If there's a prime contender for TEN's initial lead, it's
Mpath Interactive and its online gaming service, Mplayer (www
.mplayer.com). Initially, Mplayer seems to be narrower in scope than
TEN, choosing to concentrate on optimizing player interaction and
speed. While I'm not sure how this is going to enhance strategy
litles, it will certainly help to make them paramount in the hearts of
action fans.
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For the first time, you have the power to control the dep il
and dimension of 3D stereo sound. JAZZ 3D speakers give W roearer
you 3 different ways to customize the 3D stereo sound to - :
any environment.

T e Switch to the Games set-
woofer for added bass response. ting to feel the exp!osions Sg
blast all around you.

Change to the Theater
setting, suddenly you
are transported to

¥ your favorite

concert,

Switch to the
Music setting, drop in your favorite audio
CD and let the 3D sound envelop you.

Now that you know about adjustable 3D
stereo sound - why would you even
consider settling for the ordinary, old
fashioned stereo speakers?

MORE SOUND, MORE CONTROL
Jazz 3D Speakers are loaded with
features to give you more control;
L/R balance, multiple audio
inputs, mute, headphone and
microphone jacks, along with
volume, treble and bass
controls.
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2l ially huge cartridge market will make Mpath more
| successful than any online service in history or
just drown it under a deluge of consumers who all
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Mplayer will be a totally Internet-based entity, and you'll need a reli-
able, fast Internet provider to take maximum advantage of the speed
inherent in the setup. (Mplayer recommends using PSINet.) Once you
have a provider you can depend on, Mplayer will cosl you around $2
an hour. Package rates are yel to be announced, but one can safely
assume they will be roughly analogous to those found on TEN.

For your buck, you'll get roughly the same number of games as
TEN (perhaps a few less, as it remains to be seen how “exclusive”
things will be, and whether Mpath will be able to corral their own loyal
stable of developers), and some heavy communication with your
opponents. Mplayer will not only provide typed-chat communication
but actual voice chal through your microphone and sound card, as
well as a virtual chalkboard where gamers will be able to draw dia-
grams. If they can pull this off with a full load of gamers, it could revo-
lutionize team online play, No more misunderstandings aboul who
was supposed to break left—and far betler arguments!

Mplayer should open with 5 to 10 solid titles, with a goad mix of
aclion and strateqy. Quae, TervinaL VeLocity and MecHWaraion 2 will
provide much of the inilial firepower. As far as future acquisitions go,
things should progress exactly as they will with TEN (in fact many
litles, such as DeapLock, will ship with both Mplayer and TEN icon
links), and the service will acquire new fitles with aboul the same reg-
ularity as “sure-fire hils" appear on lhe shelves. For those of us who
remember the old days when a new online game came around only
slightly more often than Halley's Come, this is a grand achievement.

Recent events give Mpath one more ace in the hole, especially
where younger gamers are concerned—but it's an ace that may come
with a price. Mpath recenlly acquired Catapult, another fledgling multi-
player gaming service. Catapull, while offering some PC games, is
mainly concerned with offering the same wonders we've been dis-
cussing to the highly excitable cartridge-game crowd. On the surface
Ihis looks like a clever idea, but one has to wonder whether the poten-

want to play Donkey-Kong Counray deathmatches,
| grinding its server system to a halt. Even if the
hardware remains lotally separate, there is always
the danger of personnel and effort being shunted
toward the higher-volume cartridge side, and the
Mplayer side of the company could slowly dry
up—which would be unifortunate, considering its
potential.

Just by sheer association, Mplayer could
benefit from the Catapult merger and develop a
reputation as the home for true action fans. At
this point, Mpath is planning to require separate
memberships for the services, but it's unlikely
that a gamer would sign on to Catapult for their
carlridge gaming and then go to some other
service for their PC warfare. With the accent on
communication and interaction, as well as a
system based on bringing as many gamers
face to virtual face as possible, Mplayer could
be the place for a quick combat fix.

Engage Games Online: The third-most-promising contestant
in our cavalcade of opportunity is Engage Games Online (www
.gamesonline.com), the service that aims for the broadest and most
malture markel so far. And, should fulure laws swing their way, Engage
could be sitting on the largest cash cow since a woman looked at her
telephone and said, “| wonder if guys'll pay a lot to hear me talk dirty
over that thing?"

Of the big three, Engage is the only service founded by an actual
gaming company—in this case, Interplay. This setup is great for us
(after all, they can't have any shortage of people there who under-
stand gaming), but it may not be good for Engage. Although Interplay
did spin the service off as a separale entity, some game companies
may be reluctant to sign their titles over to a perceived competitor to
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" run on their service. As it is, Engage will offer a fairly small bul quality  will end up having to purchase extra hours to feed their habits.
i plale of Interplay litles, all translaled lo the multiuser arena, concen- There's great hope that this could be the trick to turn these monoliths
© trating on strategy (CastLes 2, Dracon Dice) and RPGs (MUD 1), with of dubious profitability into solid moneymakers.

~ alittle Descent thrown in to spice things up. While CompuServe is expanding its gaming area and Prodiqy is

Engage has a couple of clever twists that could give it serious legs  planning to do so through Engage access, it's AOL that seems to be
with the mainstream community. First of all, while the service will be pursuing the golden goose of gaming most vigorously. Not only will
part of the Internet-access bunch, Engage has also penned deals to the service offer games from Engage, but it's also bought up just
~ be direclly accessible by AOL and Prodigy users at no exlra fee— about every {raditional online game that was already out there—to the

ecqrry T ~i=psn point that the new AOL lineup contains just about every
= 2 I i good game hat Genie ever provided. To show they are
really serious about this online gaming scene, AOL
recently acquired he ImagiNation Network, the never-very-
successful prototype for these new services that began
life as The Sierra Network.

Unfortunately, no matter how great the response we see
now from the old generation, they'll always have the same
problem they've always had wilh their gaming areas: the
simple fact that the people who make crucial decisions on
content and resources generally have no experience with
the computer game industry and no interest in the hobby
beyond pure exploitation. This problem will continue to
produce such embarrassments as weekend-long VirruaL
Picrionary tournaments, because "that is what people are
playing, fsn't it?"

This kind of thinking can even be a problem for new
Internet gaming services like VR-1 (www.r1.com). VR-1

8 (B IV Al @GRt e e e e o = O R EAGI Y seems fo talk a good fight, but on close examination the
¢ help:and eveniform online communities. S company has a board of directors with only one member
R —— — o PO ith gaming experience. Despite VR-1's lack of experi-
~ becoming, in essence, the enterlainment provider to the huge popula-  ence with gaming, the company has a healthy respect for the money
"~ tion that still subscribes to the previous generation of online services.  to be made from gamers. Unfortunately, a quick review of their current
* The other shrewd move from Engage is that their entertainment ser- game offerings indicales a slaff with a good grasp of PR but an unfor-
~ vices will not be limited to the games played by those of us indulging  tunate tendency fo reinvent games that have already been done or to
* their inner children. Deals have been cut to produce online versions of  make plans so vague that the title in question could be anything. They

-~ the House of Blues and Caesar's World (as in Caesar's Palace). If do show a wonderful sense of the gimmick, though, and their “First
f: online gambling laws should ever change, the revenue spawned by Digital Comics” series is interesting. The service should have a good
the virtual Vegas games could bring Engage enough money to build novelty factor, if it survives.
* heir own time machine lo research CasTLes III. Services need to look at what gamers want, but they also should
, While | suspect Engage will not become the place to go for fast be careful not to be too narrow in their focus. MPG Net (www.mpgn
.~ and furious die-hard gamers, the service’s mainstream appeal has .com) has held its own for quite a while with exclusive multiplayer

* potential not only for financial success, but as an excellent platform to~ online strategy and wargames, as well as the Kiugoon oF DRAKKAR
" bring new people into the hobby. This s never a bad thing for the rest  adventure. However, with services popping up with wide focuses and
of us. A person whose only experience with social computer gaming  commercial-quality games, MPG Net may have to widen its appeal to
- experience is Microsoft Hearrs might be intimidated into immability remain competitive.
T_' by Conrrnen Kitt, but they can be lured comiortably into the fold by a

.~ quick game of Dracon Dice, on their way out the door after checking JOINING THE PARTY

- the scene al the House of Blues. The fallout from the business community’s new perception of
: online gaming—that it will be a quick source of revenue—is that some
* THE OLD GANG game companies see it as an excellent way to keep their tities hot in
. The traditional online services (AOL, CompuServe, Prodigy and the  an industry in which last month's stuff is ancient history. There’s a
#  undead Genie) should soon be paying increased attention to social pack of software companies that are thinking of throwing their own
B gaming—parlly due to the perceived competition from the new servers up on the Web (albeit in a much more limited way than Inter-
© Internet entities but mainly because of the dawning realization (hal play) 50 you can go directly lo them and play their games. While the

these games could be the hook that brings in more subscribers, who  logic seems to be thal the company has the best understanding of
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ULTIMATE EVIL While playing the alpha version of Uimiva ONUNE, @ player gloats
over a slaying. Without the lofty, aspiring-to-goodness goals of the boxed games,

| your onlineg personascan be as bad as they wanna

how its own games should be presented, | think the reality is that

- these companies want their own pieces of the online pie.

- GTE s planning its own large online game called Sicge, and

* Blizzard is considering an Internet platform to showcase ils fine multi-
- player fitles. Origin seems to have the clearest focus with Utmiva

- Onune, which will deliver a huge, dynamic CRPG based on its immor-
*tal Utmiva series. Here, players will be able to wander about a land:

{ scape so large (hal it could lake eighl hours just to walk a characler
from one side 1o the other. Bul it's not just size thal could make this
" the most important step in the evolution of the CRPG prior to the
~invention of the holodeck—it's the level of planned “realily” built into
‘_j the world, with everything from weather patterns to seasons, flowing
around an ecosyslem where players could just as easily stumble
across an orc batlling a hobgoblin as they could a pirate raid, and
where both combats would conlinue even if the player runs away.
Players would gain access to this new world with the purchase of the
Utrmaa Onune CD from a refail store, and then simply link up with hun-
dreds of others to write virtual history in Britannia. At the moment,
though, there are no concrete plans to give any other Origin property
this same kind of treatment.

Some of us will probably say “the more than merrier,” but | have
{wo problems with this "us too” approach lo online gaming. The first
is that smaller companies may rob themselves of manpower or even
bankrupt themselves on a risky investment, which may never do any-
thing except drain money. | am sure there are few tears at Sierra over
unloading the ImagiNation Network.

The other problem is thal these atlempts to reinvenl the wheel
could reduce the variety of games on the services that already exist. If
everyone tries to serve up their own games, the only way for them lo
survive would be to keep their titles lo themselves. This would mean
that consumers could have 1o sign up to 10 different servers lo get the
mix of games they want. And that, | suspect, is just not going lo hap:
pen—uwith the resull being a serious slumble for the whole online

| BHIRSES < L.,
e B 7 T L AT
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gaming induslry. Ideally, I think it will be healthier to have a
half-dozen services, with dozens of games each, rather than
40 half-capable services with three games each.

But all is not lost. Even companies that are not planning
large server projects are still planning to invest effort in the
production of online games to be marketed by hungry gam-
ing services. 300, which already supports a server for its
first-person RPG Meripian 59, is planning o put even more
effort into the creation of properties to be run from larger
services. Next year should see the company firmly establish
ing itself as a supplier of online litles.

WHERE TO SIGN UP

Two things are sure in the burgeoning online gaming
industry. First, there will be at least as many losers and
“nice tries” as there will be winners. Second, there will be
things going wrong (and right!) that nobody has even
remotely foreseen yet.

Given this, the best advice | can give for the next year or
s0 is to be cautious and don't let inilial problems get you
down. The smaller the service you are atiracted o, the less
of a long-term commitment you should make. You don't want your
$200 full-year subscription fee to buy you an “out of business” sign
four months later. Also, some smaller servers may end up being swal-
lowed by the bigger fish, and you don'l want to end up in a syslem
you never planned on joining. At this point, I'd sign up for al least one
of The Big Three, and keep an eye on the smaller servers thal offer
fruly unique, advanced gaming, like ULtima ONLINE.

I'm thrilled with new advances in Internet technology, which will
allow real-lime voice challing while gaming, and even with the “floal:
ing head" 3D chal rooms that 3-D Live Technologies is working on.
But I'm not sure anyone has worked out the social dynamic of these
things. For those of us who have seen the ego wars hat rage through
newsgroups and in Duke Nuxen 30 deathmatch waiting rooms, there's
some trepidation over having the whole scene be that much more in
your face. Never mind the problems parents will have finding a civi-
lized place for their younger teens to play SmCiry 2000.

THE REAL DRAW

With most of the servers offering many of the same games and cer-
lainly covering the same gaming bases (slrategy, aclion, RPG), the
most popular sites will probably be the ones that manage to create a
sense of community.

If there is a lesson to be drawn from other Nel-communities,
whether they're focused on the environment, music or nude beach
volleyball, it's that folks will probably want to stop by for a quick game
and chal in a Net place "where everybody knows your name.” Online
gaming execs would be smart to realize that the ImagiNation Network
never broke out because of loo few culling-edge titles, too many card
games, and too much “cute.” But INN's attempt to create a gaming
“lown" was a goad idea. Net gamers are just aching lo be part of a
tribe. They argue passionately based on their allegiance to various
games, companies and types of hardware. The first one to give them
a place to call their own will probably come oul on top in the end.
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'WE COULDNT HAYE SAID IT BETTER QURSELVES.

— The Blubs

The Blubs, your average family of space aliens, are in a heap of trouble.
. They've crashlanded in a garbage dump and need you fo help them put their ship
back together so they can get back home 1o their less odorous planet.
That is, before a gang of intergalactic bank robbers can get ahold of them.
Find out why the critics are calling Down in the Dumps the funniest, best-looking
and smelliest 3D graphic adveniure game ever
fo (dislgrace a computer screen.
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Playing Soon On
A Net Near You

ere’s a list of the gaming services mentioned throughout this feature, along with the URL to access

each from your Web browser. We've also included lists of the games announced for each service.

3 Some are active already, while many others have been announced for future availability. In the fast-
" paced world of online gaming, new games are becoming active each week. For instance, as this article went
to press, TEN had only Duke Nukem 3D, Dark Sun ONnLINE, WARCRAFT, and Commanp & Conauer “live,” but by
the time you read this, Panzer GeneraL, Deaptock, Necrobome, and a number of other games should be
available. So hit the Web and find out what's playing!

SERVICES MENTIONED Descenr |l MPG Net COMPANIES MENTIONED
AOL ng:ﬂ: i waw.mugn.Bnm 300
ACKGAMMON
www.aol.com Duke Nukew 3D Eeine BUILDER www.3do.com/studio3do
inaﬁ:\? NevermnTER NIGHTS FinaL Doom FiEFQUEST Merioian 59
L Lo Hereric IMPERILM .
BLack Bavou Hexen Junma Blizzard
Er-swa PokeR asnmmmgfmcm KINGDOM OF DRAKKAR www.battle.net
EDERATION LriMaTE Doom DIABLO
Gensron Il WaRCRAFT I noﬂglggnﬁlg:f ?\Ei':am GARDEN STARCRAFT
GemsTonE: DrAGON ReALMS ;
i www.gamesonling.com Wiplayer
Mopus OPERANDI CASTLES 2 ; www.mplayer.com www.icigames.com
ETN anlqmgﬁ DESCENT ONLIIE Bic Ren Racing PLANETARY RAIDERS
AL DESCENT T0 UNDERMOUNTAIN Gtiaos OVERLORDS WargiRDS
THE ReEALM DracoN DIcE Commanp & CONOUER
TRIVIAL PURSUIT INTERACTIVE Muo I DEADLOCK Kesmai
Catapult/X-Band ROLEMASTER: MAGESTORM mvc?:‘.ﬁ.fmmnn 5 www.kesmai.com
SHATTERED STEEL -
Wwﬁga’:ﬂhl?"“'ﬂﬂm ] Ol New World Computing
FiNAL DooM ToraL ConTrol FooTeaLL ?!MCITY 2800 www.nweomputing.com
B ERMINAL VELOGITY E
EAHDE*M Genie WARCRAFT Virgin Interactive
Lg“‘” www.genie.com i Entertainment
CUS AR WARRIOR Total Entertainment www.vie.com
MaratHoN 2: DURANDAL ARMORED ASSAULT Network (TEN) Cpinct
MECHWARRIOR 2 BATTLETECH: SOLARIS www.len.net
STaR GonTroL. 3 CYBERSTRIKE CivNET Westwood
Uttimare Doom DRaGON'S GATE
WARCRAFT DRAGON'S TALE Eommmn 8;< ConauER www.westwood.com
ONFIRMED KILL
' FEDERATION :
. CompuServe Byl Dk Sutt OnLINE OTHER GAMES MENTIONED
WWW.COmpUServe.com GemsTone Il DeALock
3 AR VWARRIOR HunDRED YEARS WaR DeanLy GAMES AGE 0F Discovery WWW
BARBARDSSA ISLAND OF KESMAI I[:JUKE Ngxcm 3D iIslan||!l:|et.|:nm1' ~ dgreenin
BATTLETECH: SOLARIS Mo ALCON ema.him
BrmisH LEGENDS e DrEre Master oF ORion 2 [
Foghieionit HIN T A CressMaSTER 5000 WWW.
% chessmasternetwork.com
Destiny OnUNE RSCARDS Panzer GENERAL
IHAHPDON [}J(NLINE STELLAR EMPORER %’:3”‘;53‘30 ESP::!l Sporisnet espnet.
SLAND OF KESMAI . INAL VELOCITY sportszone.com
LEGENDS OF KESMA ImagiNation WARCRAFT Fantasy sports leagues
MecAWars | and Il Network/CyberPark i
SNIPER www.inngames.com VR-1 PRESIDENT ‘06
S7aR RANGERS FronT Page Spomrs: BastBuLL Pro  WWWLVI1.com www.pres36.com
o THE INCREDIBLE MACHINE 3 AR ATTACK STARS WWW.
" DWANGO MissionFORCE: CYBERSTORM ARACHNET webmap.com/star

Reno Baron |l THe RIFT

~ www.dwango.com
The SARAC ProJect

Big Rep Racing TROPHY Bass 2 Utriva ONUINE WWW.0W0.CoMm
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SIMCITY 2000 NETWORK EDITION

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

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

surveys the city looking
for suggestions he can
make to the group on how
best to beautify their bur-
geoning burg.

is in the midst of heated
negotiations with Player
1 that could bring some
much-needed revenue to
her district,

checks out the new sta-
dium and power plant he
shrewdly got approved
at the city's last real-time
town meeting.

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

When you're building a mega-metropolis, two heads (or three or four) are
better than one. So import saved SimCity 2000 cities or start a new urban

sprawl. Chat live with your connected commissioners. Wheel and deal for
property and vote in town meetings.

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

XIS

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

http://www.maxis.com

Available for Windows 85. © 1986 Maxis, Inc. All rights reserved. SimCity 2000 and Maxis are registered trademarks of Maxis, Inc. For product or ordering infor-
mation, contact your local retailer or call 800-33-MAXIS. Visit the Maxis Web page at http://www.maxis.com.
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{ fter years of peace under

the benevolent rule of

o J Lord Ironfist, the
lands of Enroth are again'

- thrust into turmoil. Twin sons,
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o (p:/iwww.nweo n, Heroes of Might and Maglc are
’ d“'(k out i mpud R POLBox 4302, Hollywood, CA 90078 of The 300 Company. £1998 The 300 I:nmnmy Al rights resecved.




ADVENTURE/RPG « ONLINE

4
|

Hot-Wired
Wizards

Gandalf From Brooklyn, Meet Doofus From Berkeley

rise, ye weary role-players, the Dark Ages of  exciting—is thal they are no longer solely text-based dungeon romps
the RPG are about to end. After a long, dis-  created and played by sleepless college kids. Realizing the potential to

mal drought in new gaming experiences, hook a vasl, dedicated, worldwide audience, major game companies

the coming year is shaping up lo be one are now scrambling over each other to eslablish a beachhead

of the besl ever. Along with the release of online—some continuing popular franchises that began in boxed

oft-defayed, hotly anticipated games like games, others creating entirely new online worlds.

DagaerraLL and Rerurn 10 Kronpon, a virtual The audience is definitely there. Many of the new online RPGs have
explosion in mulliplayer online RPGs will give you the chance to quest  collected thousands of dedicated players before even reaching the
and combat with fellow role-players the world over, beta stage. What these gamers are discovering is that the Internet is

Of course, since online RPGs have been around since the dawn of returning to the genre the key element that attracted and sustained
the computer age, they're not exactly big news. Wha is new—and role-playing enthusiasts in the first place: human interaction. Unlike a
“““““““““““““““““““““““““““““““““““““““ = i computer Al, human players provide

mmﬂmu IIISES Aﬂﬂill | E gameplay that is original, fresh and unpre-

i dictable every time you log on. With com-
pemaps the most eagerly awaited—and: most promising—multiplayer online RPG is panies promising ever-evolving worlds

Origin's Uttima Online, which will open and expand Lord British’s legendary Brittania to  [ERUUEERE TN EV FEHEER S EN

Internet gamers around the world. The game introduces a new Ultima engine with an added to the mix, online RPGs just might

isometric view and 16-bit coiormput a revamped Ultima 8 engine,. as reported elsmherefso be the holy grail of imaginative computer

this should be a brand-new experience. Nonetheless, anyone who's played the boxed Ultimas role-playing. Here's a rundown of some of

will find some familiar sites in this online world, as 16 of the cities from the original games —

will reappear here. Your character can only be human, but you will have multiple professions the holtest litles in development o far

to choose from. The game will also be skill, rather than level, based; you'll need to leam and For AD&D fans, the big news in online

practice attack, defense, spell and artisan skills to better your character’s standing. gaming is SSI's Dark Sun ONLINE, the
The most exciting thing about Ut O is that it's euer-chang!ng and completely company’s last scheduled AD&D product.

open-ended; gamers can join up and then roam the world as they vw_sh. Although Origin will Available exclusively on TEN by

supply:quests, you are not required to participate. Your role in Brittania can be ,

whatever you like: trader, thief, gossip—maybe even just pest. i . year's end, Dank Sun OnLie

Nor, in a departure from the boxed games, must Py ) ==8 Drings you back lo the bad-ass,

you commit to Avatarhood. You 7 “ W bone-dry world of Athas for

can dedicate yourself o B N ey I more magic and mayhem, only

instead to criminal : o, & : now you can explore it with

behavior and'be as bad
as you want to be: it will AD&D fans the world over.

be tip to the.player com- N R SR ) B The game, in beta at press
munity.(and NPG guards) to AR YA a8 time, closely resembles the
enforce order. Players are e b b are i : boxed Dark Sun games,
E:ﬁ;ﬁ%? :ﬁ;ﬁ&ﬁgﬁ;& 4 S R i with the same overhead
test many had already bequn . AN b vllev.: and |_nterface. This
(1o spring up, complete with | ‘& PRI SR S o't particularly greal
Web pages. (For more an Utmima : A ' news, however, unless you

Onune, see Paul Schuytema’s iy Wby - : really love those games, as the graphics in
calumn on page 131.) : S + these two- to three-year-old games now
i : i look quite daled. As befits the war-torn
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- domly generated per game—DiasLo is sure to reignite a pas:
_;' sion for role-playing games, especially given its mulliplayer

~ options. Along with LAN and modem play, DiaLo will support
L up to four players per game over Blizzard's new online gam-
. ing service, battle.net, which will debut in late September at
L the same time DiagLo ships. All you'll need is an ISP and the
f game. Simply click on a bution in the DiasLo main menu and
+ you'll be taken to battle.net, where you can adventure in the
| dungeons of Dinato wilh friends or strangers of different

~  skills. The game will support simple deathmatch play but is

~ ANOTHER WORLD

- graphics-based fantasy RPG world created exclusively for

with Tre Reaum, a multiplayer RPG that includes elements of
combat and/adventure games. The game, which was in

alpha at press time and will eventually be available
through America Online, is setin a typ- _—
ical fantasy world s
of magic and
monsters,
though Sierrais
attempling to
reach out beyond
the hard:core RPG
sel 1o grab more:
mainstream adven:
fure fans. (It actually
evolved from the nitial
|idea, since killed, of cre:

ating an online version of

Sierra’s Kitig's Quest fran: ¥~ -5
| chise)) With high-quality graphics, a simple interface and the promise
 of open-ended adventuring from a company that knows adventuring,
this has the potential to be one of the sironaer online titles.

sierra On:Line is jumping back into:the onling gaming world

Dark Sun world, SSI has said that DSO will be heavy on combat and
full of monsters, though the cily of Tyr will be a (mostly) safe zone. It
won't all be hoslile though—gamers can organize info groups and
guilds, or even just blab with one another through a well-implemented
chat zone.

Blizzard's action-RPG, Diagro, will also be an Internel-playable
game. This title, with its slick interface, beautiful graphics and aimos-
phere, and fast action, might put off a few lraditionalists, but it's sure

* to win over most of the RPG crowd and draw in a rait of action and

WarCraFT Il fans. With tons of spells, monsters and NPCs

uses a first-person 3D perspective, which, along with relatively com-
plex movement, creates an impressively immersive environment.
Whether the gameplay matches the environment remains to be seen,
as the game is still in beta, but our experience was pretly good. The
Meridian world itself feels huge, with a mixed environment
of cilies, forests, mountains, rivers and more. The game
follows basic RPG conventions of character creation; as
in ULrima O, improvement is skill-based (rather than
level-based). Gamers can create independent guilds to
ban together for common goals. In its beta stage,
over 35 guilds—completely independent of 3D0—
were up already, many with their own Web sites. (To
see a cool example, check out the Dragon Order
Guild at home.sprynet.com/sprynet/zexor.)
Another company that knows adventuring is
Kesmai, who for years has been entertaining
gamers online with the classic mulliplayer
: RPG, IsLanp or Kesmal, That game still exists,
but the bigger news is that the company is now working on
a new version of the game, called LEGenDS oF Keswal, which will fea-
lure a brand-new SVGA graphics front end. Available soon for AQL,
CompuServe and EarthLink, Lecenps oF Keswar will allow hundreds of
users to simultaneously explore the world as never before.

SPELL BOUND

Two other online-only RPGs combine elements of roleplaying with
first-person 3D-shooter action. RoLemasTer: MAGESTORM, being devel-
oped by Interworld Productions exclusively for Engage, allows up to
40 players in three teams to attempt to conquer each other's shrines.
Sounds like capture the flag? Well, it is, sort of—except that players
can assume the role of clerics, mentalists or mages to vary their expe-
rience and contributions to the game. Though character attributes are
editable and players will gain experience over time, traditional RPGers
might find this too lightweight and action oriented; the game could be
more successiul with devotees of fantasy games like HereTiC.

and a database of 30 miniquests—6 to 8 of which are ran

chesper.”

* best when you follow a four-player cooperative campaign riwetrsgem g el gt =f|
o !hmugh the whole game. [The ASSASIN broadeasts, “FREE AKES and & hasovey in TOS* [ntellect
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3D0's Merioian 59 is one of the besl examples so far of a

online play. Unlike the games discussed thus far, Merioian 59 i
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RATS IN WONDERLAND AD&D fans will want to check out the multiplayer incar-

nation of the scorched world of Athas in the new Dagk Sun ONLINE.
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[T TAGAMES « ADVENTURE/RPG

DEM BONES Dne of the season’s hottest games, DiasLo, will be even
hotter cnlme where mulhpla p[ayars can dismember skeletons fogether

In a similar vein is Viacom New Media's ArcHMAGE: WAR OF THE
Wizarns, a Windows 95 title being developed by Simutronics, the com-
pany behind the immensely popular text-based RPG, GemStone ll.

' . Arcrmace, which is scheduled to be available on commercial onling
- services by year's end, will pil two leams of wizards (up to 16 players
~ lotal) against each other in a battle over crystal spheres. Wizards can
* collect up to 50 spells, and can gain experience over time to collect
enough power to become an archmage. Again, the action slant might
make lh|s a game thal |.-.r||| appeai more to fantasy action fans than tra-
e ditional role-players.
(Simulronics, by the way,
has also recently released
a brand-new lexl-based
RPG called Dragon
ReaLms, now available on
AOL.)

A third action-oriented
RPG, and perhaps the
most intriguing of the
lol—especially for comic
| book fans—is SieeE, a
| joint venture from GTE
Entertainment and
#|  WildSlorm Productions
| (home of artist Jim Lee
and creators of the
Wildcats and Gen 13
comic books, among oth-
ers). This Internet-hased
mulliplayer game will
combine RPG and 3D-
shooler aclion in an

ongoing story that will

lake place simultaneous-
ly on the Internet and in
a published comic book.

NICE, UM, PANTS A character in GIE'S
upcoming SIEGE, drawn by cormc book

anisl J|m Lee,

OCTOBER 1996
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ole-playing over the Internet has been alive and well for years
Rin the form of hundreds of text-based games called MUDs

(multiuser dungeons), each a self-contained world with its
own cullure, customs and social structures, MUDs can be so complex
andinvolving that they've been known to completely swallow gamers'
lives (which, of course, we would never condone here), and there are
s0 many to choose from now that they're fikely to still be around long
after everything else in this section has come and gone, and possibly
up until cockroaches (or apes) take over the planet. This is essentially a
long:winded way.of saying that, if you're Interested; you're going to
need to check them out yourself, since we couldn't possibly cover
them all here, even if we weren't so long winded. But we can at least
point you'in the right direction.

Possibly the best source for MUD listings is Lydia Leong's Web site
(wwwcis.upenn.edu/~Iwlmudinfo:atm), from which you'can access
|_he_r hiige MUD Resource Collection (alist ofof links to MUD sites) and
MUD HomeiPage Links, Which features athuge list of MUDs classified

by genre. You might also want to check out the Usenet newsgroup
| rec.gamesmud for late-breaking MUD announcements.
The plot involves the misadventures of an elite military tactical team
after Ihey become “genelically enhanced” (we don't dare quess how)
following a mysterious mission. This story will begin life as a comic
book released in December, with a new issue to follow every six
weeks. The online game will pick up where the story leaves off, with
users able lo inhabit the identities of their favorite characters and play
out the action from the book. As new characters, weapons and sce-
narios are added to the comic book, GTE will add these elements to
the game. Sounds odd, to be sure, but from oddness, Frodo, great
things often come.

Al press lime, new online RPGs seemed to be cropping up faster
than we could type them up. We'll keep you apprised of the latest and
greates! developments in upcoming issues.

FRIED WIZARD SANDWICH Fireballs are just one of the weapons in
your arsenal in Viacom's ArcaMace: Wag o THe WizaRDS, an action-
l oriented RPG for commercial online services due later this year



The newest CO-A0! nlghrmnre from the masters uf nurrur

Visit www.sierra.com, see your local dealer or call 1.800.757.7707.

- h
SI1ERUZRA® © Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc.
= U.S. Patent Nos. 5,430,835 and 5,377,977. Other U.S. and foreign patents pending.
All rights reserved.
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Kesmai Corporation
is proud to announce a
major new development . . .

RIES

nl| I h.ue game e s™

If you're uncertain about how to reach customers in the exploding
online multiplayer market, we at ARIES® Online Games are
Mpathetic with your problem. No matter how much Engaging
rhetoric you hear, it's a fact that most large-scale development
platforms simply aren’t proven yet.

Except for one: ARIES Online Games.

ARIES works. Right now. And if your product cuts the mustard
we can put it in front of over 12 million paying online customers
through our existing distribution agreements with America Online,
CompuServe, and Prodigy.

Plus the Internet, through our relationships with Internet service
providers such as EarthLink.

We're already doing it for developers like Interactive Magic,
Kesmai Studios, 20th Century Fox, Masque Publishing, Interactive
Broadcasting, and others.

It's simple, really. On a scale of one to 7Ten, ARIES rates a fifteen.

PLAY GAMIES NOW!
www.ariesgames.com

Publishers and independent developers should contact us at
joebudd@kesmai.com

Aries Online Games is a [#/News Corporation Company

ARIES is a registered trademark of Kesmai Corporation. All other trademarks are property of their respective
holders. Copyright 1996 Kesmai Corporation. All rights reserved.
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Gonnect, Twite
and Splatter

Online Gaming Services Offer An Action-Intensive Lineup

ction games are one of the most request-  horrid latency delays and expensive phone bills to play Quake and
ed types of games online, but unfortun- Duke Nukem 3D over the Internel.
ately they don't lend themselves to the While the technology hasn't quite come up to speed, there is a still
Net. At least, not yet. There is still the a good variely of action games on the Internet. If you're a gamer with
issue of latency over the Internet, which a witch-and-flex itch, I'm sure you'll find something that turns you on.
could cut ihe frame rates of games that
usually run at a minimum 20 frames per IMPENDING DOOM ]
second in half. Still, there is a huge demand for action games Quake's ancestor, Doow, is the progenitor of the current multiplayer
online, as evinced by the thousands of gamers who daily brave action craze. Doow and all its incarnations are also available for play
e e e - e P e e S o A gh :

Thekings of Action

here's endless debate about which game is better—Quake or
I Duke Nukem 3D—but something all parties
agree on is that both games command
huge followings over the Internet. Both have a variely
of multiplayer options, such as direct connection,
modem and LAN play and, of course, Internet gaming.
Duke is available for play over TEN and DWANGO: it's
not designed to be played directly over the Internst:
QuAke, on the other hand, can be played directly. over the
Internet without @ gaming service, as any. player can start
asenver for the.game. As for online gaming
services, Mplayer will be the only one
offering Quake, since it has an
exclusie onthetite, - the online gaming service _
g : . DWANGO of on servers created
) Quaxe, though; isyet to.come. Inaddltion o let: by the countiess Doow freaks
s s ting:anyone with an Internet connection play siill fragging away on the Net.
i e QUAKE, idiwill also offer @ Virlual database Hexen and HEREIC, two Doow
where all deathmatches and frags can be clones developed by Raven
recorded, for gamers anywhere fo ses Software hat skirt the edge of
and aspiré o. Join Carmack, id's role-playing with fantasy
chief programmer, is also working ona themes, can also be played
revision to speed up gameplay and qut down on over DWANGO.
latency: See this month's first *Quake Cheats & Tips® col- S‘?I ‘,”-” am b releasinq 4
umn on/page 178 for QuakeWorld detalls. -

f‘lECPDDOI‘JE. a mix of Doom and

The best multiplayer

OCTOBER 199 cc v (T
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Explosive Multiplayer Action.
Compete as one of

6 Combatants

or 2 Cyborgs.

IPX LAN/Modem.
Deathmatch:

NO LIMITSH

City streets.

Los Angeles Hills.
Interiors/Exteriors.
SkyNet Compounds.
Multiplayer Battlefields.
Single Player Missions.
True 3D SVGA Visuals.
Environment:
NO LIMITSH

Weaponry: 20+ total.
Heat-seeking missiles.
Motion tracker.
Methods of
Destruction:
NO LIMITSE

Ground Combat.
Rampage by Jeep.
Aerial assault.

Modes of
Combat:
NO LIMITSH

Revolutionary
XnGine™

True 3D system.
62 of freedom.
Control System:
NO UMITS®

POWERED BY

\ KL
ﬂ&wd e
BEiMESIA SOFTUORS & |
1370 Piccard Drive, Suile 120, Rockville, MD 20850 « BBS: 301 990-7552 » Fax; 301 926-8010 s Website: http:/www.bethsoft.com

THE TERMINATORD 1964 Gingme ‘84, A Grosntiory Eitcthars Parinsrship: Al rights reserved Licensed by Hotkbale Film Gorporation THE TERMINATORM
TM tesignates a trademark of Ginama '84. A Greenber Bthers Patinership All other trademarks are the propedif DIl e m;.-.a
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ACTION » ONLINE{NTIZ]

missions, but it's pretty addicting anyway. Players log on, choose a name, select one of four ships, decide which arena is seeing

surnelimes it's the simple things that grab you. SusSpace, for instance, doesn't have stunning graphics or a complicated set of

lhe most action, and jump right into the fray. Upon entering a zone, the player is assigned o.a squadron. You fly around, pick-

Javelin

ing up powerups and blasting away at anyone except teammales (or at them too, if you want to be unpapular). Players get points for
kills based on their opponents bounty. Because a new player's bounty is small, more-advanced players will tend to leave him alone until
his skil—and kill value—increases. After racking up & certain number of points, players are invited to enter the elite zones.

SusSpace is very easy to lean, but provides enough depth to keep things interesting: The variely of ships and weapons, and the clever

touches like being able to pigayback with a squadmate, let more strategy:minded pilots rack up points right along with the top quns.
Chat mode lets a player broacdcast messages to the entire zone, or chat privately with his squadron or an indivicual, Spirited trash-talkers

SUBSPACE

bCCIfyoure a
gamer with a
twitch-and-flex
itch, you’ll find
something that
turns you on,
on the
Internet. 7

lhe PlayStation's Twistep MeTa. You'll get
to alternately mow down people from
your car and on foot with a variely of
weapons, over a variety of levels where
you can also blow up in-game objecls
and scar the landscape. Necropome will
be available for play over TEN in
September.

Engage, a new online gaming service
with its roots in Interplay, will also be
offering up ils fair share of hot action
games. Of course, Interplay’s flagship

may also program their taunts as macros. Many players have | Warbird

formed tournament leagues, complele with elaborate Web siles.
With emphasis on the functional rather than the flashy;

SunSrace's latency was quite goad in the beta version we
played: Even at modem speeds under 14.4 Kops, ship han- -
dling was excellent, and even though opponents sometimes

jumped:around, they could still b targeted fairly easily. Sliar

Though the graphics were still'being revised at press fime, the
tradeotf in speedy gameplay will be negligible. SusSrace is
available only.on the Windows 95 platform, and requires an
Internet connection. See www.vie.com for:more informalion

i on downloading the current version.Kale Hedstrom
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VIRTUAL |

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-glasses! GIVE %
YOU MEGA BIG SCREEN ACTION AND THE FREEDOM TO LOOK IN ANY DIRECTION YOUR
HEAD CAMN DREAM UP SCREEN SHOTS ARE FROM OCEAN'S EF2000, THE HOTTEST NEW
HEAD TRACKED COMBAT FLIGHT SIM. FEATURES: 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 STEREQ CAPABLE LIGHTWEIGHT
ERGONOMIC DESIGN SPATIALIZED AUDIO VPC & VR PRO MODELS AVAILABLE STARTING AT 5499

1
t
"

UP AND HEAD C OUR NEAREST IRTUAL -0 AT 1-800-646-3759

M VIRTUAL

i‘glasses!

YOU HAVEN'T SEEN THIS BEFORE'""




SET A DATE YET? [nterplay’s hot action title, Descen, will appear exclu-

sively on Engage, for eight-player deathmatches with new ships and

action itle, Descent Onwie, will be playable over this gaming service,
and will offer two new ships, the Aggressor Prime and The Tigg, in
deathmatch mode or team play.

Descent 1o Unpeamountam, a 3D action game set in the
Advanced Dungeons & Dragons universe, will also be playable over
Engage. It uses the Descent 3D engine to propel the player into a
series of underground dungeons, and will allow multiple gamers to
venture into the dark dungeons of Undermountain together to
defeat the Dark EIf Goddess Lloth. For those with an eye less
toward cooperation and more toward

that's easy to pick up (see the “Seacewar! Grows Up" sidebar).

Though not technically an action game, the action portion of
Str Controw 3, Hyper Melee, will be playable online, over
Xband's Catapult gaming service. Look for the full product to
finally ship in November,

LIMITED MAYHEM Only the Hyper Melee portion of S ControL 3
Will be online an XBand's Catapult gaming service. Alas, since Hyper
i Melee only offers Smr Con:3 ships, some STAR Con 2 vessels, like the

i Yehat, will be left out.

bloodshed, there will also be death-
match play. Action in this title is
much more visceral, as you engage
dark elves, ogres, trolls, and a
menagerie of other fantastic AD&D
crealures in melees with swords and
magic. Engage should go live at the
end of this year, debuting with a
dozen games, among them DESCENT
Onuine and possibly Descent 10
UNDERMOUNTAIN,

THE GRAB BAG

Among the other action games
available online are stand-alone
games that have online play options,
as well as games exclusive to the
Internet,

SusSpace, a top-down space shoot-
ing game, is part of the latler. Crealed
by Virgin's Burst development team,
it's reminiscent of the ancient
AsteroiDs or Star CONTROL'S Hyper
Wielee. Dozens of players can be
engaged in a single game at one time,
and with its ease of control, 2D graph-
ics and low system overhead, it's
designed lo be a fast, simple game

Circle Reader Service #239






THE EXPLOSIVE

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

Super VGA Graphics*® intensify

realism and excitement

Multiplay features include Internet
Head-to-Head* and 8 player IPX

Fight over land, sea and air.

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

Now battle maps are twice as large

8 - Over forty. missions to pldy'undﬂf 5
“ dozens of multiplayer maps

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

Create and frade battle maps with
new terrain editor

GO /i Three game difficulty settings
@@&Sugm‘_ Dozens of close-ups and action movies

Internet access tonigl.il\f!* Play against
competitors across the world with

Il the power. None of the responsibility Westwood's FREE Chat Program*

*Windows ®95 version only
**Requires existing Internet access

Available this Autumn for :
Windows®95 & DOS CD-ROM,

www.westwood.com
Circle Reader Service #88



(T TGAMES + CLASSICS & PUZZLES

i
.

.I.

here really aren't any great puzzle games
scheduled for the Internet anytime in the fore-
seeable future (we're still waiting for FuLL:
Contact VR Tetais). Computer versions of old
board-game classics, however, have become
the Next Big Thing. Old Mr. Pennybags holds
the Internel Monorory, where you can play
oppanents the world 'round, converting German marks o British
pounds, rubles to dollars, and so forth. There's even a dedicated Web
site where you can meet fellow Boardwalk tycoons.
- Far from resting on ils laurels, Hasbro Interactive has an ambitious
publishing schedule for the next year. Not every game will feature
Internet play—you won't be able to engage in world-wide manhunts
for Colonel Mustard and the candlestick in Cuue. BariLestie, though,
is a big surprise, transformed from a childhood favorite to a fast-
paced real-time environment. Fleels maneuver over the ocean grid,
rather than being frozen in place, and the tame “B-6, hit!” has been
* replaced by cruise missiles, aircrafl, even slealthy submarines, all of
* which gleefully target enemy vessels. All this increased aclivily
shouldn’t cause much of a latency problem, given the small fleets
engaged on the game “board.” Best of all, the chat feature lets you
hear “You
sunk my bat-
tleship!” from
opponents
fighting in any
of the vast
oceans of the
Net. And
while this cer-
fainly won't
challenge
Quake from a
lechnological
i =1 standpoint, it
looks to provide plenty of the same sort of mindless fun.

Even if BarTLesHiP is a surprise hil, the most eagerly awaited classic
game has fo be Risk! The animation we've seen is, if anything, better
than that Monopovy's, with sabre-rallling cavalry charges and booming
cannon fire accompanying each altack. The terrilories, from Yakutsk
ta North Africa, are still a geography teacher's nightmare, but they
make it to your monitor unchanged by the ravages of time. There are
gven cards to "flip™ and dice to "roll,” for the purist. Hasbro insists
- hat their bevy of Risk! experts are putting the Al through its paces,
~ hopefully avoiding the tepid opponents of computers past. Both the
original French and modern American versions (with some extra rules

DUCK! Playing Risk! over the Net, up to six players
. per. game can vie for control of the Napoleonic-
| slyled elevated landscapes

cG OCTOBER 1996

'The Online Glassics

Classic Board Games Make for Social Online Play

YOU SUNK MY BATTLESHIP! Those hankering for yesteryear can have
their nostalgla and blow it up—in real time—playing BATTLESHR onithe

from Castle Risk! thrown in) support modem and Internet play; but if
world domination’s your game, you'd better upgrade, because Risk! is
Windows 95-only.

MAKE YOUR MOVE
Chess might be the easiest of all games lo play over the Internet.
Adter all, the game is turn based, with only one piece moving at a time.
Mindscape is using this simplicity to good effect, by launching a coordi-
nated gaming assault for CHessmasTer 5000, In addition to the excellent
Chess engine, wide array of computer opponents and thorough data-
base that make CM 5000 greal for solo play, Chessmaster Online offers
one of the best gaming Web sites we've seen. The variety of chess
clocks, including the new “Fischer clock,” let you experiment with all
manner of time controls for Internet play. The quality of competition
(occasional visils by
GMs), news and tour-
nament listings, com:
mentary by top players
(including the reigning
Calitornia champ, Curt
Schilling), and gor-
geous graphics make
this a great environ-
ment in which to
hang out and push
pawns. (For more on
CM 5000, see last
month’s review)

PAWN SHOP Chessmaster Online offers a'lot
more than the usual dry chess commentary,

. Including news, visits from Grand Masters,
and tournament fistings.

ATRIED I s




THE GAMER YOU
THINK YOU ARE?

WHEN THE MISSILES ARE STREAKING

RIGHT AT YOUR FACE
WILL YOU HAVE THE NER\/E THE REFLEXES

THE INSTINCTS YOU

PUT ON A PAIR OF SIMULEYES'”

104 1‘f|l fJ
Lum;?ﬂ.\.

"..at last, a 3D

gaming system

worth buying."
CNET

BX Gk ok k'

The effect is

out of this world,"*
ComputerLife

"Simply awesome."
Coming Soon
Magazine

"4 schwings out of 5."

Gadget Gury
Online

WWW. STEREOGRAPHICS.COM

P Slip on Slmul
P into 3D overdri
visual effects going. > We re talking real 3D ste
no virtual reality, no cyber= smkness It's 3D so vivid that Interplay®, No
dozens of other developers are supporting SimulEyes inloads ofiexciting new games.

SimulEyes are ultra-light, install in minutes and cost: about what you'd pay for three new
games.And since it comes bundled with 5 great titles (Descent™ | Test Flight, Slipstream™ 5000,
Rise of the Triad™, In Pursuit of Greed:World |, Inc.and Whiplash™ Preview) you'll get weeks of
3D mayhem right out of the box,

To order direct, or to find the SimulEyes retailer nearest you, call 1-800-SIM-EYES.

Then put on your glasses and find out how good you really are. S I m ” I_ [ ? [ Sm @

1996 StereoGraphics Corporation, SimulEyes is a trademark of StereoGraphics C orp. Interplay, Descent, Whiplash and Slipstream are trademarks of
Interplay, Inc. Eidos is a trademark ol Eidos Soltware, Inc. Nova Logic Is a trademark of Nova Logic, Inc. Rise of the Triad is a trademark of Apogee Software.
In Pursuit of Greed is the trademark of Softdisk, Inc, * Reprinted from ComputerLife, July 1996, Copyright ©1996 Zifl Davis Publishing Company
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(T 4GAMES  SPORTS

1.

ajor League Baseball plays an official
game in Mexico...soccer matches draw
sellout crowds in the U.S...John Tesh
becomes an Olympics sporlscaster: Yes,
the sporling world's boundaries are con-
stantly expanding. The Internet, too, is
proving to be fertile new ground, as sports
S0 fans the world over are discovering the joys of international online
gaming.

But before we gather for a group hug and a round of "We Are The

World,” we should nole that, as of this date, your options are still very

REMOTE CONTROL Philips’ Tomat ControL FooreatL will soon be available oniEngage for

onling pigskin play;

~ limited if you're hoping to get online with your favorile hoxed lille.
Latency is still a big problem where action-oriented games are con-
- cerned, so if you're thinking about a five-on-five of NBA Live over the
Internet—think again. We're not there yet.

Sierra's FronT Pae Sports Faoreall has actually been available for
' play on The Imagination Network for some lime, where two players
can square off with their favorite NFL teams (unfortunately, for now,
still with the '94 edition).When INN reemerges later this year with its
new look and name, CyberPark, it will also feature Sierra's FPS
BasesaLL Onuing, a new online version of the company's latest base-
~ ball sim. Due up by the end of September, the game will provide exhi
- bition play, in manager-only mode for now.

cG OCTORBER 1005

'Top Of The First

Internet Sports Games Still Warming Up

The new Engage Games Online service is offering online play of
Philips Media’s upcoming Tora. Conrrol Fooreacl. The game, in beta
at press time, will allow up to 30 teams to compete in two styles of
onling play: general management and on-field action. The game's vir-
fual front office module is quite unlike any we've seen: You'll wear a
variely of hats—GM, coach, scout, trainer—to try to drive your team
towards a season of greatness. Or, if you just want to log on and kick
some butt, the game will also support exhibition arcade play.

The only other boxed litle we're aware of thal will be available for
online gaming soon is Sierra's TropHy Bass II, the sequel to their sur-
prisingly popular fishing simulation. Along with modem-to-modem and
LAN play, Trophy Bass Il will allow you fo compete
against up to 100 other gamers over the Internet in
tournament play on 10 real-life lournament lakes.

20,000 LEAGUES

For a less direct (but no less entertaining) way to
play your favorite game with others, try joining one
of the scores of leagues sprouting up all over the
Internet and online services. The rules vary from
league to league—some are organized modem-to-
modem games; others require you to e-mail your
game plan to a third-parly commissioner. who sims
the games and posts the results. For HarbeatL &
fans, Robert Gardner’s site (www.prairienel.org/~lil-
prog/hbs.html) is an excellent source of modem
leagues to join. A good list of FPS Foolball leagues
is at hector.unil.ch/~94418290/ibpro/leagues.html.
NHL 96 fans should check out www.netreach.net/
~sijmkimain.html.

Finally, of course, there are fantasy leagues,
which have been around forever and only seem to
be gaining in popularity, not just for football and
baseball but for every sport imaginable, right down to cricket and
bowling. All the online services offer fantasy leagues; a particularly
slick Web league hosted by ESPN's SporlsZone is discussed in the
Play-By-Email section of this feature.

For an interesting allernative to fantasy sports, check oul
Inventure’s CvBERSKIPPER, an online game currently available di-
rectly on the official Web sites of the Atlanta Braves, Baltimore
Orioles and Qakland A's. This game lels you compete with other
fans on a daily basis in predicting which home players will per-
form best in hits, runs, RBIs, homers and stolen bases. Games are
free, and prizes, such as lickets lo games, are awarded.

So whaddya waiting for?



-SOME THINGS

H U

D I

The year is 2020, and Earth’s ozone loyer is cumbling.
extinet - but there is till one lost glimmer of hope. A tiny sub-spoce piobe clled Huygen

hos discovered traces of o unique particle strand on the surface of Titan,

Sotum’s moon. This particle stand may hold the key

reconstituling Eorth’s atmosphere. Unlorunalely,

Huygen hos olso discovered other things --

things better laft undisturbed. Now it is up to

you to ensure the safely of Titon's surfoce

50 that o teom of Eorth’s greates! scien-

lists con land and refrieve the essenfiol

elements needed o sove monkind.

ForR WINDOWS"

ARE BETTER LEFT UNDISCOVERED-

F N'S

S U R E

HUYGEN'S DISCLOSURE FEATURES THESE

EXCITING NEW MICROFORUM INNOVATIONS:
Mankind is about to become DIMENSION TECHNOLOGY”
'PROVIDE STATE-OF-THE-ART
HARACTER ANIMATION

* DEVELOPED

-TERS REFLECT ACTUAL
'WHEN MOVING FROM

fo

IN FOREGROUND
KGROUND

Zﬂ__\_ﬂRONM:NT

* USER'S TEAM CHARACTERS FEATURE INDEPENDENT
INTELLIGENCE = RESPOND TO SITUATIONS BASED
UPON THE ENVIRONMENT, ACTIONS AND DANGERS

g SURROUNDING THEM

HYDRA CLASS" GAME

* HUYGEN'S DISCLOSURE COMBINES THE BEST
ELEMENTS OF ACTION, ADVENTURE AND QUEST GAMES
IN ORDER TO PROVIDE MAXIMUM ENTERTAINMENT VALUE

AN

Actual

You cun waite b w0t | Woodborough Ave.

Townta, Oatona CANADA 4H SA1

Commancaty, i, aed suggestioes. ate by welcome!

199 Misoobonum . M Rights Rrvaved

“Huygen's Daabenwe” veoted and produted by Micodoren tng

A rmdesiks, and sogeaeaed todemek's o the peopesty ol thest iespective oumers
MADE IN CANADA

screen shots shown
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The year’s best

multimedia.”
-Forbes

A S o 6 6 0

(out of five stars)
- PC Games

“A masterpiece!”
Ll -Rolling Stone

ﬁ “Twisted humor and
startling graphics.... One of the

! pest games you'’ll ever play!”
—~The Discovery Channel

THE ROACH GAME

“ e Aok

{out of four stars)

“It will keep you
playing for
hours. “
-PC Magazine

FREE DEMO AT:

HTTRP: //WWW, BADMOJO. COM

VISIT YOUR LOCAL RETAIL STORE FOR A GREAT FIRST-LEVEL DEMO.



SIMULATION/SPACE umml;? GAMES
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Aces Over
The Internet

Cyberspace Pro V/des A Dead/y Battlefield for Sim Dnvers

e B B L

0 you think you're an ace pilot, kid? Well, Junior,
when you enlist in the ranks of online simulation
squadrons, be prepared to be humbled. No com-
puter-flown craft can match the cunning
and unpredictability of
even a mediocre
human pilot. If you real-
Iy want to test your mettle, log on to one of
the services described below before you
grab your joystick. If you can emerge
unscathed from these battles, then you'll have
bragging rights.

PROP WASH
While historical simulations, especially World
War Il sims, have been all but ignored by com-
mercial sim producers in recent years, they're
thriving online. Kesmai's classic Ain Warrior
has faced a challenge from upstart ICI's
Wargirs, and now ConerieD KILL from Eidos
looks likely to give them both a run for your money,

These sims are all targeted at the fairly hard-core sim pilot. They
model a wide variety of aircraft with a level of realism that will chal-
Ienge even experienced sim pilots—the only WWII simulation you'll
find on store shelves that can maltch the flight models is FichTer DueL.
Add a dedicated group of experienced fliers who form their own vir-
tual squadrons and fly regularly, and you have a combat arena far
more vicious and challenging than you'll find in any boxed simulation.
Wangiros and Air Warnion both feature simplified areas geared loward
beginners, but they're rarely in use. The upcoming ConFiRmED KiLL will
have a unique method of matching up players; see sidebar for details.

A Warrior has evolved quite a bit aver the years—the newesl
version playable on AOL and CompuServe runs under Windows—
but it sports a graphic look that has changed little over the years.
The action takes place in a window surrounded by a wraparound
instrument panel, and while the aircraft interiors are superb, the rel-
atively flat terrain still uses pyramids to represent mountains. This
should change soon, with the release of Interactive Magic's boxed
version of the game (playable both online and as a stand-alone
sim), which will sport Kesmai's revamped graphic engine.

LIGHTNING STRIKE
<hould e gignifica
sophts\lcated sims.

KE The P-38S
ntly gasier i

WargIRDS is @ more graphically impressive game that has evolved
quite a bit since our initial look al it in these pages. The latest version
features aircraft carriers and a number of
new aircraft. ICI has been running period-
ic campaigns, complete with custom ter-
rain. The recent Solomon Islands cam-
paign will be followed by a Russian
Front scenario, which should feature
some new planes as well.
When there's no scenario in play,
Ihese sims are more or less organized
anarchy. The game is always going on,
and players can jump in, choose a
country, and start going after enemy .
planes. Bul a better betisto joinone %
of the many squadrons players have
formed, where you'll get the chance
lo fly with other players on organized

in VR-1's AR ATTACK,
5 ny than {hose in fnore I

missions.

It you're looking for a simpler flying experience, AR ATTack from
VR-1 Entertainment promises a more arcadelike flying experience (the
game has yel to go online, however). There's also a multiplayer ver-
sion of the original Reo Baron on INN (the service was recently pur-
chased by AOL), but the communications delays make the game so
jumpy that we can't recommend it.

BOX SEATS

As the new Internet game services ramp up for launch, a number of
sim producers have announced onling-playable versions of their flight
sims. FigHTER DUEL will be playable on Engage, Fatcon 4 on TEN, and
Reo Baron I on INN. How successful these will be probably will depend
on how much effort is put into tailoring the games for online play and
how well the games deal with the latency inherent in online play.

A good sign thal the games will be playable is the success many
sim players have had using Kali (see Loyd Case’s column in the
September issue for details on Kali) to play IPX network-capable
games over the Internel. EF2000 is a current popular play on Kali
servers, as is Top Gun, and Jane's has recenlly patched ApvanceD
TacticaL Fighens to make it more Kali compatible. The free Net Dug
palch for Fiskter Duec allows nine-player baltles over Kali connections.

OCTOBER 140 cC
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E ground,

~  the potential to
©  rival QuAKE in
*  time spent play-
~ing onling.

-~ robots, either. ICI
- is following

- Wanginos with
PLANETARY

- Raiers, which

- space combat - -
- and trade. Kesmai is laking Inferactive Magic's underrated Star

Any network-capable flight sim has the potential to work over Kali, but
success actually depends on the size of the packels the sim sends lo
the game server and how much latency the sim can handle.

SPACED OUT

You're not just limited to aircraft sims when you log on—they do
call it cyberspace, you know. At press lime, BariLeTECH: SOLARIS was
available for play on GEnie, and for a free beta period on Kesmai's

Web site; look for it to appear evenlually on AOL. Sel in the same
. BaltleTech universe, this game mimics MectWarnios 2 by dropping

you into the cock:
pit of a giant robot.
Although the game
engine isn'f as
tuned as MW 2's,
the variety of
arenas and objec-
lives available
makes it worth
' checking out for
action sim fans.
Although Soaris

: = concenlrates
almost completely on action, the upcoming MuLTIPLAYER BATTLETECH:

.:‘ 3025 will also feature a role-playing shell that will allow you to join &
~classic BattleTech house and enter a strategic military campaign.

0f course, MeciWarrior 2 itself is playable online on Mplayer, and

~ some gamers have successfully played over the Internet using Kali.
; ~ Interplay's upcoming SHatTerReD STEeL, another fast-action giant robot

game, will be fealured on Engage.
But the most exciting news is Activision's inclusion of in-the-box

: *Internet play support—no commercial gaming service required—in
L the upcoming MecuWarrior 2: Mercenaries. You'll be able to connect
'-. directly to a mulliplayer game using TCP/IP, and a separate server pro-

gram will be included as well. With no dollar-clock ticking in the back-

MERCENARIES has

It's not all giant

will feature both

Rancers online, where the sim should truly shine. And while we

- haven't ferreted out any concrete plans yet, you know it's just a matler
v

of time before Wing Commanper Onuing is launched.

cG OCTOBER 1996

LOGGING TIME

0f course, there’s much more for the sim fan lo play online. Sierra
will soon launch NASCAR Racing LEacuUe, based on NASCAR RacING
2. Look for many new sim releases to have online support from the
starl (designers from groups like Jane's Combat Simulalions keep get-
ling silly, knowing grins on their faces when we ask about online play
in future producls). As more sim players are exposed lo online, multi-
player play, who knows-we may eventually describe computer-flown Al
vehicles as “lhose easy bogies we used lo practice on."

-

* (onFimedKillFliesAgain

hen Domark’s agreement with ICl to produce
WCUHFIHMED KiLL (CK) fell apart and the game went on

to become Warsiros, the company (now renamed
Eidos) didn't throw in the towel. Instead they went back to the
drawing board to create their own version of CK.

Like its competilors, the game will feature a host of ullrarealis:
tic WWIl aircraft, including the P-51D, P-47D-40, P-38J-25,
Spitfire Mk. V. 1110, F4F-3, Ju-87G:2, and others. Look for next-
generation graphics and possibly real-time voice support.

CK has the potential to really shine with itsinnovative
approach to the combat arena. Instead of portraying a single,
constant battlefield where all the players fly, CK drops you into a
lobby where players will'be sortable by name, squadron, skl
level, connection speed, call sign, and rating. There
you'll see alist of

missions you can
fly. Players can creale missions by adjusting
a wide variety of settings, including flight model (easy, intermedi-
"ate and realistic), damage model, gunnery, fuel consumption,
{'weapons loads, starting location and winning conditions.
With this ability to eustomize mission complexity, CK should
|’h3 4 more friendly environment for beginners. In-addition, scor:
ing will prioritize sportsmanlike play, so with luck you'll see fewer
jerks frying for dive-and-run kills. You'll also be rewarded for
sticking by your wingman in a fight.
CK will premier on TEN this fall. For more information, check
gul www.domark.com.
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8

Marching Over
‘The Internet

When Artificial Intell /gence 'Isn’, Human Opponents Await Online

he most oft-repeated complaint of strategy and
wargamers is that the Al just isn't good
enough. Even games like Panzer GENERAL,
Commano & Conauen and CLose Compar can't
offer the unpredictability and intelligence of a
human opponent. That's why so many strategy
; games have multiplayer options that include
Internet play. Of course, some developers aren't convinced that mulli-
player gaming has arrived (as Civ Il fans are painfully aware), but as

- long as the Al fails to live up to human intelligence, there will be much
better opponents online,

" THE FINAL FRONTIER

* The long-awaited Master o Orion 2 (M0O02) is scheduled for

release Lhis holiday season. This follow-up to MicroProse’s MASTER OF

- Orion is an expansive space-exploration game that can only be

* described as “Civizamion in space.” Unlike the original, it will support

- up o eight players in mu!hpiayer matches, with options for quick-start
' or lenglhy

| campaigns.

i The game wil

be playable

online only

through TEN.
Another

stralegy game

in space is

- Accolade’s

DeapLock,

which puls

you in com-

mand of one

- of six alien races vying for conlrol of a single planet’s resources.

i Previewed in our May issue, Deaptock has all the makings of an

~ engrossing sci-i world-building game of conquest and diplomacy.

= You'll be able to play il over TEN and Mplayer.

~ Another strategy game in space can't be found in store

~ shelves. You'll have to point your Web browser to

www.webmap.com/stars lo play Stars!, a turn-based space strate:

gy game by Star Crossed Software. This title has a similar theme

voceeec
SEEE S

M002 Multiplayer options will send this'game from
merely greatito stallar:
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to M0O2, in that you must build up a huge galactic empire, inter-
act with several other alien species and wage war against them in
conquest or defense. Because Star Crossed Software continues
to update the game, the controls and gameplay only get better
with each new version.

The real-time ballle for space, SarCrafT, is not a sequel, but the
fact that it draws on WarCrart II's heritage of excellent multiplayer
gaming means many are wamng for the game with bated breath.
Blizzard has since
dropped the entire
“Ores in space” feel
and gone for a more
3D, high-tech look.
The game is still real-
time, but there will be
a major improvement
in gameplay, with
open space battles,
space station batles
and inner ship battles.

There will also be
three distincl races to play with different abilities and weaknesses. The
multiplayer features of WarCrart II, such as the spawning technology,
large maps and up-to-eight-person play, will still be present. But even
betler, STarCrarT will be playable online over Blizzard's new [ree onling
gaming service, battle.net. As described in last month's Network
Gaming fealure, it will allow anyone with an ISP and the game [o con-
nect to battle.net for real-time wargaming, at no additional charge
beyond your ISP fees. STarCrarT should be available by Christmas,
and battle.net will be up in late September when Blizzard's RPG
DinsLo ships.

STARCRAFT This isn't a copy of WARCRAFT |1

in'space, but a richer game, with three
| races, dlslmct abliitiesiand refined gameplay;

REAL-TIME WARS

Speaking of Blizzard, fans of WarCaaeT |1 will finally be able to play
this incredible real-time game over the Internet, without the use of
Kali. Interplay has signed an agreement with Blizzard for the exclusive
right to offer WaRCra#T Il for play over their new online gaming ser-
vice, Engage. DWANGO, though, at least until some legal action is
laken by Engage, is also offering WarCrarT Il for play with its service.

WarCrarT II's predecessor, WARCRAFT. Orecs vs Humans, will also be
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playable onling, through TEN, Mplayer and DWANGO. Another entrant
into the real-time fray is SSI's WarWinD, which should arrive in slores
in the next few weeks. This real-time game boasts four unique races, a
more consistent campaign that allows you to bring troops along to dif-
ferent scenarios, and a theme that combines magic and technology.
WarWinD will be available for play over Mplayer in October.

The other real-time player, is of course, CommanD & CONQUER,
which will be playable over Mplayer. However, Commanp & Conauer
ror Winpows 95 and Reo ALerr, both due later this year, will offer
TCP/IP support for play over the Internet. Walch for reviews of these
two products in the upcoming months for more detailed information
on their Internet play.

WARGAMES

Harroon Onwine has also
come of age. Soon to be
available on AOL and
CompuServe, the cold war-
-era game of modern naval
tactical combat has gotten
better. Harroon was a greal
solitaire game, but it gets
better when you have multi-
ple human commanders on
each side and authentic
opponents 1o gloat over.
Even a rouline sub hunt gels
more exciting when you know an opponent is out there. Two or
more can compete as theater commanders and, if relevant, force
commanders. Harpoon OnLINE games can be as short as a hall-
hour and can last for hours. At press time, Kesmai was running a
free beta test on their Web site.

Jageep Aruance may well be the computer game version of The
Dirty Dozen. The turn-based system where you manage groups of
surly mercenaries is easy to learn and flexible enough to let you
set plastic explosives, sneak into grass huts and quietly slit the
throats of the opposition. Now, with JAGGED ALLianice: DeapLy
Games, you can be more than the commander/babysitter/psycholo-

P CAPTAINS OUTRAGEOUS With

| HaRPOON ONUNE becoming available
‘ on AOL and CompuServe, the

! larger player pool has made battles
| with multiple commanders on each
| side more probable.

P DEADLY GAMES JAGGED ALLIANCE'S new editor and human-to-human
| play more than offset the older VGA graphics.
i
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Panzer Online

Anzer ONLINE offers several smaller scenarios suitable
for play during a lunch hour, such as Poland. But
even the larger PG scenarios are manageable, due to
parameters you define. For example, instead of wait-

ing for your opponent to take his entire tum, you can move in

alternating impulses: | move three German units, you move five

Russians, etc. This results in some interesting L=t

strategic decisions. Do s

| send out tacti-

cal air to soften

up defenses,

knowing that my

opponent might

send fighters to. |42

intercept? Or do | | =

throw my. superior | S

armorinto the. (55

breach, knowing =

that my infantry. | 5¢

won't follow: until

the enemy has had a chance to respond?

These questions are rendered more acute by an unusual'fac-
tor for-a tum-based game; time pressure. The version of PG
ONUNE that we saw was experimenting with user-defined time
limits. You could give your opponent more time (say 5 minutes
an impulse) to move those massive Russlan armies, or. put pres-
sure on a veteran German player, giving him only:2 minutes. It's
a lot like speed chess with WWII combined arms. When you
{hrow in the extra scenarios designed specifically. for two-player
play, PG ONuNE looks like a-sure winner for TEN.

gist/confessor of the original. You can design your own JAGGED
ALLIANCE scenarios with the editor and, best of all, assemble a
team of crack mercernary malcontents to go after teams led by
other human commanders on TEN.

0Of course, for
historical
wargamers who
prefer the one-on-
one approach to
wargaming, don'l
forget MPG-Net's
OperaTION MARKET-
GARDEN. Based on

the GDW board
LU RHINE WHINE The Alles un into stif resis-
AR NEI N | tance early during OpeRaTion MARKET GARDEN 0N

where British and ~ [EEFVRFES

Polish airborne :
troops were unable to secure the bridges over the Rhine, OMG has
recently been upgraded lo feature music and sound effects.
Wargamers should log on to MPGN on Monday nights when OMG
vels gather to challenge each other and tell war stories.

This is by no means a complete lisl, bul it is a first look at the num-
ber of stellarstrategy and wargame fitles that will soon be, or are now,
hitting the Internet.
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hear footsteps behind you

hear the roar of your
new ship's engines

hear an offer |
you can't refuse ,-f

hear your wingman go down
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ONLINE AMES « PLAY BY E-MAIL

Time Flies When
'You're On The Net

Have Your Tme and Game Too W/th Play By E- Ma//

t's been around since e-mail first appeared. It's usually
text-based. It's always turn-based. Sometimes it's free.
Sometimes you pay by the turn. It's not for everybody,
but it's an answer for those who can't be online for
hours on end and a perfect answer for gamers who
have very little time to game, period. It's Play By
Electronic Mail (PBEM).

At its simplest, PBEM can merely be two players swapping saved

- game files for Parzer GENERAL or @ host of other turn-based games. Al

its most complex, PBEM can be a mulliplayer game where hundreds
of people play. It offers the advantage of letling busy people play
games that would normally require a group. Instead, PBEM gamers

- shift lime and play games lasting months that would normally be

B8 played in one evening or one day of realime, face-to-ace play.

RSN

s

e S e e T

Multiplayer Play By Electronic Mail is an extension of the poslal

+ gaming hobby. Multiplayer PBEM is any game where all the players

-~ submit their move(s) by e-mail, form or online program during an
established period of time and wait for the response of the batch-

"-' processed move. PBEM began with games like Chess on mainframes
- and migrated to the online services with Chess and Diplomacy.

Today, there are all kinds of PBEM games available online with a

_' variely of pricing structures. Some are free; some are adverliser sup-
- ported; some require a set fee per turn (these are usually onling ver-

sions of long-lasling play-by-mail games), some charge a flat fee; and
some charge by the hour. This article will list some of the multiplayer

* PBEM games with which we're most impressed.

Hunoreo Years Wan (currently available on AOL): Master

- wargame designer Jim Dunnigan has developed an amazing experi:
.~ ence where hundreds of players assume the roles of medieval
- nobles and vie for control of fiefs in France and England. To some,

Hundred Years War is a role-playing game with player interaction

- being the key. To others, HYW is pure diplomacy—the arl of the deal.

To olhers, it is a turn-based wargame with economic elemenis. HYW

- s all of these and more,

Nobles use a simple menu-based form to input their economic
decisions for each fief, military maneuvers and role-playing decisions
(such as taking one’s wife or mistress abed, arranging marriages, or

= gambling to increase one's funds), as well as correspond with the
- hundreds of nobles represented in each game. The next day, resulls

are printed in the chronicles of the game or in the individual fief and

cG OCTOBER 1996

noble summaries.

Although the results of various games can vary far from the results
of history, HYW does a wonderful job of demonslrating the chaos and
intrigue of medieval politics. Every student of history should try it as
an educational experience, but wargamers simply shouldn't miss it.
(AOL pricing applies.)

PResiDeENT *96 (available on AOL and the World Wide Web): Al
press time, Crossover Technologies' PResiDenT "96 game was just
moving into the convention season where daily moves are weighted
over the convention proxy moves of sending all your moves at once.
Throughout the primary season, weekly moves were sufficient. In this
game, thousands of “campaign managers” fill out weekly (now, daily)
forms to advise their candidates (fictional characters that may reflect
amalgams of well-known personalities in each parly) on responding or
not responding lo Lhe issues of the day or lo various deals offered by
other candidates. Moves are handled via form-based inpul, so the
interface is dead simple. The issues are as complex as those in the
real world, though, so don't underestimate the challenge of the game.

Crossover doesn't like being referred to as a PBEM game because
Presipent '96 offers multimedia speeches by the candidates in video
and audio, faux Web pages for each candidate, and online chat/

@n; |a&| @| |x|&{ﬂ| _J et
Bl N\ |
munﬂ|mm|m| {' | 0
5]
Deal Status
Last week we voted on the following deals: A
Deals we voted to propose:
* We have offered to stpport a position of Strongly Favor on the Reduce
Violence Through Prisons plank in exchange for the Connors campnign's
uppart of Th for President, (63% of us voted to offer this deal.)
* We have offered to support a position of Favor on the Reduce Violence
Thratgh Prisens plank in exchange for the Connors eampaign's
endarsement of Thorson for Fresident. (54% of us voled to offer this deal.)
o We havie affered b avdares Cinrdivar for Vics Deasidant in avel s o 1)
243l vt b - P e =)

PREZ CONFERENCE From the earliest primaries through the virtual
| smokefilled back rooms of the conventions 1o election niht itself,

President ‘96 offers an amazinoly detailed simulated campaign.



convention events live
on AOL. Even as the
real election nears,
ENT "96 is worlh
checking out. The
faux candidates are
credible, the situa-
ionsfworld evenls
fascinating, and
the campaign
malerials are
entertaining.
(advertiser-sup-
ported on the
Web, AOL pricing applies on AOL)

Fantasy BasesatL/FooreaLL: Although fantasy sports leagues have
long been a fealure of online networks, ESPN's SportsZone site offers
the easiest means of drafting (using a form-based drafl or altending a
live onling draft) players, getting up-to-date information, setting up
leagues, making trades and handling waiver selections. You can make
roster moves and waiver selections whenever you want with ESPN's
system.

At press time, the earliest Fantasy Foolball dralls are just taking
place, but they should slill be going on when you get this issue.

oum&m.ﬁured\\msm;ur\g pq e

Namﬁﬁa Luddites were I
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($29.95 per season or $19.95 to gamers who subscribe to ESPN's
SportsZone at $39.95 per year)

Ace or Discovery: These are classic PBEM games "nlh weeH

and Ace oF Discove i
dea with the former representing roughly the pre-ﬁ.".ﬂ.".

and the latter a 19th century colonial era in a fictitious world. A simi-
lar game, featuring diplomacy and economic struggle on pre-WWII-
era planet (World Al War) is currently under playtest. IMperiuM i
game of galactic conquest and diplomacy. These games are truly
internalional in scope. Doug Greening runs circa 20 PBEM games al
alime and they are currently free of charge. Since there are limited

slots available, new gamers are urged lo lake on a “dropped posilion”

in order to learn the mechanics and all gamers are warned that you
can lose your position by missing more than one turn in a given
game. (free)

Hundreds More: Of course, these are just a few samples of what
is available online. For additional listings, please check out Yahoo's
PBEM listing (www.yahoo.com/Recreation/Games/Internel_Games/
Play_By_

3322@compuserve.com), or Flagship, K. and U.S. magazine
for the hobby (www.pbm.com/flagship/) ( )COMPUServe
.com). In addition, you can always check out the listing of free e-mail
games on the Web (www pbm.com/~lindahlipbm_list/free.html).

DUKE MAY ROCK
BUT RAMSES RULES.

_Mailf) or conlact the dedicated PBM and PBEM experts at
Paper Mayhem, the bimonthly magazine published in the U.S. (72537

COMING IN NOVEMBER.

HTTP:// WWW.PLAYMATESTOYS.COM
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POWERSLAVE isa of Lobot: All rights reserved., F

RATING PENDING

EITEITANGEY] SHTHIEE 16200 Trojan Way
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(714) 562-1743
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Sega, Gams and Seqa Saturn

s a Tademark of Sega Enterprises Ltd. All Rights Resarved. Pl and thea F
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oyou're ready lo  [BE=
join the online :
gaming frenzy,
but you're not
sure where lo
slarl. Here's our
look at the appli-
cations you'll need to get rolling, and
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Making The
Gonnection

A Quick-Start Guice To Getting On The Net

mLEE  Vierosoft's FrontPage 1.1. It's easy 1o
use, supports a wide variety of HTML fea-
lures, and is the first editor we've used
that really does let you create sophisticat-
ed pages with nearly no knowledge of
HTML,

SmariLarg
T Tstmantor Mt | Prghariact
2 B2 Nt S ot temebaded

TOOL CHEST

to gel the most out of the Net.
First you'll need to select an
Internet provider. Although AOL and

1Why
Jmpng sne ey e

Would have been # nloe festure.

[
purEd Bhacent com
U

b veu gie

ave While Web browsers can transfer files
using FTP (File Transfer Protocal), you'll
want a dedicated FTP tool to allow you to

e e ad

- CompuServe offer TCP/IP capabili-
| ties, AOL's implementation is cur-
- renlly nonstandard, and

* CompuServe is too slow for gam-
- ing. We recommend you select an
~ Internet-only provider. There are national providers, such as The

"‘; Concentric Network, GNN, and SpryNet, as well as hundreds of
 local net providers. Look for one that offers a TCP/IP connection

o the Net using the PPP protocol and supports the Windows 85
dial-up software.

Mext you'll need Winsock TCP/IP software. This is the network-
+ ing software that connects you to the Internet. We strongly recom-
" mend using the TCP/IP software included with Windows 95, as
most of the online gaming services are requiring Win 95. The Win

¢ figuring this much easier. See Loyd Case’s column in this issue
for a look at configuring Win 95's dial-up networking.

~ WEB SLINGING

- Once you're connected, you'll need a Web browser; most of the
Internet gaming services use a Web browser to launch their games.
" The choice boils down to Netscape Navigalor versus Microsoit's

§ Internet Explorer.

They're both good products, but for now we'll have to give the nod
- to Navigator. The program remains on the leading edge of supporting
- new Web media, and the wide variety of plug-in modules available

- make it easy to add the ability to play live video and audio, view 3D

- VRML files, display Acrobat documents, and so on.

If you want to create your own Web pages, we give the nod to
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NEWS CENTRAL With a little setup, Acent can automati-

cally filter out the flamers while making sure to grab mes-
sages from knowledgeable posters.

95 Plus! add-on includes an Internet setup wizard that makes con-

easily transfer multiple files. WS-FTP and
CuteFTP are both top notch, but the for-
mer is available in a freeware version, so
it gets the value vote.

You'll want a better news reader
program than the one included with your Web browser, Forte's
Agent makes newsreading a pleasure. You can read and respond
to messages offline, and automatically decode binary files. Bul by
far our favorite feature is the watch/kill list, which lets you config-
ure Agent to automatically grab messages covering your favorite
game or from “posters” you respect, and to similarly ignore
flame wars and messages posted by known annoying people.
Agent costs $29, but a more basic freeware trial version is avail-
able as well.

Finally, for e-mail, check out Pegasus Mail. Along with the ability to
read and respond offling, Pegasus features mail filtering, which can
automatically categorize e-mail and place it in folders as it comes in.
It's a must-have if you join any mailing lists.

QOther accessories you should check out include RealAudio for lis-
tening to Nel broadcasts, WS-Finger for getting information on Net
users, Visual IRC for real-time chatting, and LView Pro for viewing and
printing graphics files.

FINDING IT ON THE NET

To find these Inlernet applications, you need browse no further than
Stroud's Consummate Winsock Apps list (www.stroud.com and
www.cwsapps.com). These sites list and review nearly every Windows
Internet program available, and include direct links for downloading the
applications.
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Here’s your chance to be Squadron
Commander in the Allied Air Forces org
; . Luftwaffe...raining destructlon;@f the
German military and industrial base
or defendlng against the in essant‘

r ’ES'duty

THE REICH or serve a c%plete' tdu

Just a few of OVER THE REICH features include:
© Role-Playing, Flight Simulation, and Strategy where eacq

pilot has unigue characteristics affecting combat performancer%
d

© Variety of missions including: fighter sweeps, airfiel
raids, bomber escort, interdiction, close air support,
- V-2 rocket site raids AND lots more!
© Rare Video clips of actual war
'footage highlight takeoff, kills, ground
attacks, etc....and killer sound!
@ Five levels of difficulty
~ ~ —tactical smarts are more important
¢ | than reflexes!
O Play Solo, Two Player Hot-Seat,
E-mail, Network, or True
Simultaneous Internet Play
(Pentium/Power Mac
Recommended).
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Taunt.
Blast.
Scream.
Obliterate.

One
Modem.

One
Phone Line.

Gool!

Call Hayes Online; 770
Haves fean amd the Hag
Deesion Group, Inc, NAS

With the AGCURA The Total Gaming Solution
DSVD Modem, it's szn :
nol just playing
the game, il's
lalking the game

L00. Our voice gaming 28,800 bps- gy ! 99
modem allows you Quarterdeck InternetSulte2™ ($49 value) o

) H -Papyrus NASCAR Racing CD-ROM (S75 value)-Weblalk™
I.() l«'l“\ Elll(l ll‘a“srﬂll (868 value)-Siartcom™ Message Center{S949 value) & Extarnal

VolceView™ Talkshop software

data simultancously
during a single phone call. Our ACCURA DSVD Modem comes
bundled with Papyrus™ NASCAR” Racing. Of course, il also works
with a variely of gaming software. You're getting a 28.8k bps ACCURA
modem Lthat's fast, reliable, easy Lo sel up and easy Lo use. All the
benefits you need to make online gaming an adventure you'll never forget.

I'or a FREE CD highlighting our ACCURA
products, call 800-377-4377. For product
information. call Hayes Fax Response al VoiceView"
) B00-HAYES-IFX and select document 983 TALKSHOP"

Haye ACGURA Modems-Your Passport To Gaming Adventures,

36336, Haves Worldwide Web Site: hupsdwww haves com or Telnet to “hayes com” 1996 Hayes Microcomputer Products, Inc. 20.Box 1052038, Allanta, GA 30348, Hayes, the
yare reglstered trademarks, and ACCURA and Smartcom are trademarks of Hayes Microcomputer Products, Inc, Papyrus™ and the Papyrus logo are trademarks of Papyrus
ing is officially licensed by NASCAR® Other trademarks and reglstration marks are those of their respective compantes. *See rebate conpons in store or visit one website for details.

I'M GONNA

NUKE YA,
CHUCK...

-.IN YOUR
DREAMS,
DHVE!
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Dialing...
Gonnecting...
Gaming!

CGW Explains The Latest Modem Technology
And Puts Five Fast Modems To The Gaming Test

How many of these communication terms
do you understand?

= DSVD

| ADSL

= Latency
. PnP

E T1

= ISDN

"| DirectPlay

And how will knowing ahout them help
you play/shoot/conquer/kill faster?

OCTOBER 19906




ONLINE ' AMES - VMODEMS

TR AR 5}

sm o

IR

PSRRI

familiar with the dreaded initialization strings that set

modems' various feature switches on and off. Though

arcane at first, once you get the hang of them, they're not
50 horrendous. There’s a fairly standard lexicon of AT com-
mands among modems; however, vendors often have their own
as well. Check your documentation to see how to implement
these features. We'd like to tell you there's a siiver-bullet init
string that will work across the board, but there isn't. More
often than not, it comes down to trial and error from game to
game and modem to modem.

Many titles* readme files include modem string settings for

different modems, but here are a few string Settings that usually
work well with: most games:

String What It Does

Resets modem to the configuration
stored in nonvolatile memory and
clears any ofher seltings. .

I f you've done any modem-based gaming, you're no doubt

Most basic setting; puts modem in
“autoreliable” made, where it will negoti-
 ale error carrection and cumpressmn lor

J.cnnuﬂcl[nn il
Sets carrier detect lhe Way many games
- expectit.

SR o i AR

| AT &61 &n2

his could be the year online, real-ime gam:
ing really takes off, with a host of services all
vying to become your online playground. If
you want o play it on the line, a modem is
your ticket to the fun zone. Modems have
greatly improved over the lasl few years, with
qains nol only in speed but in capabilities

" like fax and simultaneous voice and daa.

But madems are notorious for causing more than their share of
configuration headaches. Because of rapidly changing standards,

'j modems have been dogged by compatibility problems that some-
~times keep them from communicaling at their top speeds. Adding lo
~ the confusion, modem seltings—what's enabled and disabled—vary
from game to game. So one game's smoath settings may make

- another crash and burn.

The key to making online gaming happen is knowing the three

| things gamers need most out of a modem: low latency, speed and
- compatibility.

Latency is the amount of lime required to transmit data from your

§  rig fo another to keep a multiplayer game going. Low lalency is espe-
+ cially crucial in action litles, where the lag time can make or break the

overall experience. Modem speeds have been on the rise, with the
data rates making their way loward 28.8 kilobils per second (Kbps)

. and newer modems going to 33.6 Kbps. The fatter pipe means more
* dala across the wire, more opponents, more mayhem, more...You get

the idea.
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In general, modems communicate with one another with varied
success, with throughput ranging from pretty speedy to butt-slow. In
particular, early on different vendors” modems manufactured to the
V.34 specification had difficulty connecting to one another in higher
speed modes; somelimes lhey couldn't establish a connection at all.
Many of the incompatibilities have since been remedied, and most
modems from different vendors will connect to one anather. The hit
rate on establishing higher-speed connections is also on the upswing.
But to better understand the issues involved, it's helpiul to consider
the whole “network” involved in making modem connections happen.

CALL ROTO-ROOTER

In fairness, the modem isn'l always the culprit; phone lines often
dictate how fast two modems are going to communicate. Phone lines
were originally designed lo carry voice signals, not data generated by
modems, and line “impairments”—caused by the distance the signal
fravels and by certain pieces of routing equipment that phone compa-
nies use—often keep modems from achieving top speeds. Line quality
for any given call can vary greally, which partly explains why you'll get
21.6 Kbps on an Internet service provider (ISP) connection one day
and 24.4 Kbps the nexl.

The latest International Telecommunications Union (ITU) specifica-
lion, which new modems use, is called V.34. It calls for throughput of
28.8 Kbps. ITU recently agreed upon an extension of V.34 that calls
for boosting throughput to 33.6 Kbps. For gamers, the fatter pipe may
mean more opponents, sometimes as many as 16, which can make
for quite a ruckus.

But while modem speeds have been steadily increasing, one issue
has by and large been ignored: latency. Experienced online gamers are
already painfully familiar with the problem, where a game’s rate of play
is consistently poky, or worse still, varies wildly. Unfortunately, my
esleemed profession is partly to blame for this predicament. Because
the focus of modem reviews in computer magazines has concentrated
on speed, speed, and more speed, that's where modem vendors have
concentrated their efforts, instead of trying to minimize latency.
Modems use different buffering schemes to increase overall through-
put, but any memory buffer is like another train stop on your home-
ward commule, so the exira speed comes at the cost of added latency.

In Web surfing and other online activities, where most of the traffic
is flowing one way—to you—latency isn't really noticeable. But with
highly interaclive, twilch-and-splatter litles like Quaxe, or real-lime
strateqy litles like WARCRaFT II, where data needs to be passed rapidly
back and forth between two or more rigs, latency can really rain on
your parade. What's more, game data usually has to make four
modem passes—out your modem, through your ISP's modem,
through another ISP's modem, and into the other guy's modem—
lo reach a fellow gamer, compounding the latency problem

Recent research at ZD Labs showed that nearly all modems have
similar latency times, ranging anywhere from about 80 lo 100 millisec-
onds with good line conditions. As a rule, as line condition goes
soulh, latency increases. Lalency problems are further exacerbated by
Ihe Internet, which is no speed demon. If you've ever used the Ping
command lo see if another computer is on the Net, you've probably
seen il returns a round-trip time of milliseconds—typically in the



I.i_et‘_\f'prk énd modem ac?tjpn ~
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200-300 millisecond range. So Internet gaming can somelimes be
subject lo almost a half-second of latency, which normally isn't much
time but in an action game can be an eternily.

Some online gaming services have been crafling workarounds to
bring fatency down, but the jury is still oul as lo how effective these
tricks will be. Emerging technologies like Asymmetric Digital
Subscriber Line (ADSL), Integrated Services Digital Network (ISDN)
and cable modems may begin to address the problem (see sidebar),
but they're still a ways from widespread implementation. In the shorl
term, we'll be dealing with at least some latency.

So how do you squeeze the most performance oul of the current
crop of modems? We tested five modems to see how they fared for
gaming. Three of these modems also have Digital Simultaneous Voice
and Data (DSVD) technology implemented, which lets you make a
data connection with another PC and lalk lo the gamer at the other
end of the line. We trekked down to ZD Labs and used their TAS tele-
phone network emulator to evaluate the unils. The TAS simulates typi-
cal line conditions found on the Plain Old Telephone System (POTS)
that most of us use to get onfine. TAS allowed us lo have the same
testing environment, or line condition, for all modems evaluated.

Unfortunalely at press time, none of the Windows 95 titles we had
in house that used DirectPlay—the modem/networking component of
Microsoil's DirectX application programming interface (API) family—
were solid enough to use as tesling tools. But as those lilles begin to
ship, we'll be looking al their head-to-head modem play and how well
they do when connecting lo online gaming services.

So without further ado, let's have at it.

YOU WANNA TAKE THIS OUTSIDE?
The first painful lesson we leamned here was this: Gef a Plug-and-
Play external modem! If you have to go with an internal model, make

surg it's Plug-and-Play (PnP). Non-PnP internal modems are fraught
with configuration problems under Windows 95, and will probably
conflict with your rig's existing COM ports. Unless you really enjoy
whiling away the hours trying lo solve seemingly paradoxical /0 con-
flicts, save yourself the trouble and go with an external modem.

The external PnP units we evaluated installed in less than 5 min-
utes, and were pretty much ready to rock in both DOS and Windows
95. In both our test systems, we ran into numerous conflicts with
non-PnP internal modems trying to hook to COM ports and having to
fight Windows 95 {o access them. Inter-
estingly, Hayes's PnP Accura internal
modem came up withoul a glitch, as did
Creative's external Modem Blaster 28,
also a PnP unil.

CREATIVE LABS MODEM
BLASTER 28.8

Creative's Modem Blaster (is
there anything these guys won't
blast?) had one of the easiest
installations. Both internal and
external versions are PnP, but
only the external version came
up in both Windows 95 and
DOS sans difficulties. The
internal version relies on
Creative's PnP utility to get its :
110 resource settings in MS-DOS mode, and
this utility wouldn't assign the same I/0 settings we used success-
fully in Windows 95. In addition, the DOS-based Diagnose utility
wouldn't allow us to map the same 1/0 resources used in

hough latency tends to be the primary culprit in sluggish

modem gameplay, a fatter pipe wouldn't hurt either. A

recent quote from id programming guru John Carmack

is telling. Commenting on Quake’s somewhat sluggish
modem play, he said, "I've been playing it over my T1 connection,
and the gameplay seems fine." A T1 connection is what most
medium-sized corporations use to connect their entire outfit to the
Internet. T1 offers 1.54 megabits per second (Mbps) of bandwidth,
over 50 times faster than current modems, but it's prohibitively
expensive for most individual users (Ferrari drivers excepted).
Faster; lower-latency communications methods are needed fo get
the online gaming train really rolling.

Predictions about the next dominant communications pipe are
best Ieft to genies and mages. Here are a few technologies that are
brewing and may make their way into your home over the next few
years:

Current modem technologies connect to one another at a top
rate 0f 33,6 Kbps. Using clever compression fricks; modems can
sometimes deliver an effective transfer rate of 115.2 Kbps. But
games often want compression disabled for their connections,
since this feature tends to-add'overhead (more latency): There's
been quite a buzz surounding technologles like Integrated Services
Digital' Network (ISDN), which can deliver a 128-Kbps pipe, and
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cable modems, which may one day be widely available to deliver
even fatter pipes. ISDN's other big appeal for gamers is that its
latency is considerably less—reportedly about half—that of conven-
tional modems.

Both technologies face their own hurdles, though. There's still
some specification squabbling over how ISDN achieves its 128-
Kbps pipe. And as for cable modems, which may be able to deliver
a 10-Mbps plus pipe (burn, baby burn!), cable:companies will first
need to retrofit some of their infrastructure before these modems
can become widely available.

Since phone companies don’t want to'be left in the dust, they
are developing a new specification of their own. Asymmetric Digital
Subscriber Line (ADSL) will run over standard phone lines, and
may deliver as much as 6 Mbps downstream (into your home),
and 64 Kbps upstream. Latency for ADSL is supposed to be com-
parable to that of ISDN, and will be good news for gamers if it
achieves widespread implementation. ADSL may even have a fight-
ing chance, since it requires very. little additional equipment and
phone companies don'‘t need to do major plumbing upgrades to
make it happen. We'll be-following all these technologies as the
online gaming world  continues to blossom, and we'll keep you
apprised. Stay tuned.
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* into DOS. Overall, Hayes

DSUD Modems:ABig Happy Dysfunctional Family?

number of modem vendors have recently brought out
Digital Simultangous Voice and Data (DSVD) modems,
which let you falk to a fellow gamer. Al first glance, it's a
pretly cool lechnology: Most implementations take a
28.8:Kbps connection and divide it up; giving the voice channel about
9.6 Kbps and data ransmission the remaining 19:2 Kbps. Voice quality
is on-a par with what you'd hear on a normalphione, and hands:free
headsets are widely available, letting you focus your attention where it

belongs.

But like any technology, DSVD has its limitations. Most notably,
DSVDiis a point-to-point technology, meaning it works fine for two
people connecting directly, but online'game services aren't imple-
menting DSVD features; they are opting instead for their own
voice-chat functionality. So once you're in a chat raom:or into a

* Windows 95, citing a resource conflict (probably with itself—go
~ figure).

Under DOS, the external version performed respectably, con-

. necting with several different vendors' modems and delivering rel-
- alively smooth overall performance, though Quake was somewhat

poky.
Given a choice, the external version of Modem Blaster is proba-

bly your best bet. The internal came up fine in Windows 95 using
PnP. but had trouble under DOS. Overall gaming performance was
- fine, making the external unil a good candidate, especially for the
& price.

HAYES ACCURA 28.8 DSVD

Hayes has been in the modem game for many moons, and Hayes
compatibility is something of an industry standard. Their Accura 28.8
DSVD is positioned as “The Total Gaming Solution,” and it does cover

© many of the bases. Their software bundle includes starter kits for sev-

eral ISPs and online services, fax and communications front-ends, as
well as a voice mail application that turns your PC into an answering
machine. Most notable for gamers though, is a bundled copy of
Papyrus's NASCAR RACING.

Windows 95 installation was absolutely painless. After we put

.~ in the PnP card, Windows 95 detected the Accura on starlup. We

fed it a driver disk, and Windows 95 installation was a done deal.
Because PnP devices can sometimes be allocated I/0 resources
that DOS applications can't use, Hayes includes a DOS program
called COMSET16, which sets 110 resources when you rebnot

had the easi-
est installa-
tion of just
about all
modems
reviewed here.
Gameplay
over the Accura

CcG
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game with more than two players, DSVD can no longer be used.
DSVD has also suffered from compatibility woes, with different ven-
dors offering slightly varied versions of DSVD modems, which may
or may not talk to one another in DSVD mode.

To squeeze your voice: data through a 9.6-Kbps pipe, DSVD
modems use a speech coder/decader, or codec, to compress and
decompress your voice transmission. Vendors have pretty much
seftled on two different codecs for DSVD: one called TrueSpeech,
and another called Digimalk. DSVD modems from different vendors
that use the same speech codec can usually connect in DSVD
mode; two modems that use different speech codecs, cannot.

Is DSVD. a good option: for gamers? If you're headed online for
multiplayer adventures, DSVD doesn't bring much to the party. But
if'you do a lot of head-to-head gaming against people with compat-
ible DSVD madems, this technology lets you'squeeze the frag and
the taunt into one phene line instead of two.

was good for the most part. Doom SE and NASCAR played smoolhly,
while Quake, admittedly not a very modem-friendly game, was some-
what sluggish for the client-side player (the one who dialed in to join).

PLoy Gapgs
OnLine &
TeLK 10 your
Opponents
SiMuquN&_ougu

HEADON

Digitar Simug torgous Volce & Daya

I bregihy
TRDE i

' Pus & Py
('n-.‘. ity

Q(&EQUEM

In DSVD mode, you can use a hands-free headset, an
analog phone or speaker phone made.

EIGER LABS HEADON 28.8 DSVD

The 28.8 DSVD is Eiger's second digital signal processor (DSP)-
based HeadOn offering, following the 14.4-Kbps version that shipped
aboul a year ago. Our initial impression of the 14.4-Kbps model was
that it had some good ideas but also some rough edges. The non
PnP 28.8-Kbps version hasn't refined these rough edges, which
include a borderline-sadistic installation routine and a proprietary DOS
utility designed to connect you lo other gamers—in DSVD mode if
they're also using a HeadOn.
Curiously, the HeadOn is the only DSVD modem reviewed here
that needs additional /0 resources (one IRQ and one 10 address)
o enahle its DSVD functionality. Because HeadOn relies pretly
heavily on its own ulililies to make modem connections happen
. for games, il only supporls a limited AT command set, which
;-_ makes manually configuring it a bit more difficult.
~  Infact, we fussed with this modem for four hours, and despite a
~lengthy tech support call and various altempted workarounds with
two different systems, we were unable to get the HeadOn to come
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m |6MB EDO DRAM

m Destination™ 31" VGA Monitor

m STB® 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

8 |GB 10ms EIDE Hard Drive

m 3X CD-ROM/3.5" Diskette Drives

m |6-Bit Hi-Fi Wavetable Audio Card

| [ptel 166MHz Pentium Processor

| |6MB EDO DRAM

m 256K Pipelined Burst Cache

| Destination 31" VGA Monitor

| STB 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

m 2GB 11ms EIDE Hard Drive

m 8X CD-ROM/3.5" Diskette Drives

B TelePath® 28.8 Fax/Modem

® 7-Bay Charcoal-Colored PC Case

® Wireless Keyboard w/ Integrated
EZ Pad™ Pointing Device

® Wireless Field Mouse® Remote

® Four-Channel RF Receiver

® Microsoft® Windows® 95

B Destination Software Collection

$3499

Business Lease’ $129/mo.

m [6-Bit Hi-Fi Wavetable Audio Card

® TelePath 28.8 Fax/Modem

m 7-Bay Charcoal-Colored PC Case

m Wireless Keyboard w/ Integrated
EZ Pad Pointing Device

® Wireless Field Mouse Remote

® Four-Channel RF Receiver

m MS Windows 95

m Destination Software Collection

$3799

Business Lease' $140/mo.

® harman/kardon High-Fidelity
Sound System
Seven-piece Dolby® Pro Logic® Surround
Sound speaker system including AVR-10
audio/video receiver with remote,
subwoofer, center channel, and four
satellites for the ultimate multimedia audio
experience.

$699

“You've got a friend in the business.”

=2 888-846-0010

hitp://www.gw2k.com/destination

| [ntel 200MHz Pentium Processor

® 32MB Synchronous DRAM

m 250K Pipelined Burst Cache

® Destination 31" VGA Monitor

m STB 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

® 3GB 11ms EIDE Hard Drive

m 8X CD-ROM/3.5" Diskette Drives

m |6-Bit Hi-Fi Wavetable Audio Card

| TelePath 28.8 Fax/Modem

| 7-Bay Charcoal-Colored PC Case

m Wireless Keyboard w/ Integrated
EZ Pad Pointing Device

m Wireless Field Mouse Remote

® Four-Channel RF Receiver

B MS Windows 95

® Destination Software Collection

B Gateway Gold"™ Premium Service and
support™ for Big Screen PC’s

$4299

Business Lease’ SI38/mo.

* Includes one year limited
warranty for Destination 31"
monitor. Call or write for a
free copy of our warranty

iﬂ%ﬁ

........

©1996 Gateway 2000, Tne, GATEWAY 2000, G logo, TelePath, Field Mouse and *You've got & friend in the business™ slogan are registered teademirks, and Destination and EZ. Pad are trademarks of Gateway 2000, Inc.
The Intel Inside Logo, Intel and Pentium are registered trademiarks of Intel Corporation. All other brands and product mamwes ane tradeniarks or registered trademarks of their respective companies, Many Gateway 2000 products
are custom engineered to Gateway 2000 specifications, which iy vary from the retal version of the software anfor hardware in functionality, performance or compatibility, All prices and configurations are subject to

change without notice o obligation, Prices do notinclude shipping or applicable sales tay, "Leasing arranged by independent leasing companies to gualified commercial customers. Lease payments based on 36-month

term, Lease leems subject to change without notice or obligation,
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severe |nslarralton
* difficullies, we can'l
recommend the

- HeadOn. It seems

Elger Labs had

e some good ideas,
but their nonstandard, propri-
etary implementation seems to cause more problems than it solves.
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DIAMOND SUPRASONIC 336V+

The SupraSonic 336Y-+ is Diamond’s “high-performance” model,
whereas their SupraExpress ling is positioned as their “better-value”
offering. Given the fact that few applications pound on a modem the
way fast-paced games can, you'd do well fo shell out the exira bucks
and go with the high-performance model. Windows 95 detected the
PnP SupraSonic without any hiccups and installed the appropriate dri-
ver. The unit also worked fine under DOS, and because it's an exlernal
unit, there's no need for a PnP configura-
tion utility.

The SupraSenic is a 33.6-Kbps modem,
though you'll need another 33.6-Kbps
modem at the ather end to achieve that
speed. Even then, mediocre phone line
conditions may negotiate the connection
down to 28.8 Kbps or lower. But as more
33.6-Kbps units hit the market, connec-
tion speeds hopefully will creep up
loward the desired speed.

As firmware updates become avail-
able, the SupraSonic's ROM can easily be flash-updated.
Another nice feature of the SupraSonic 336V + is ils LCD display,
which displays what the unit’s doing (dialing, negotiating) and the
type of connection that's been established.

Gameplay with DOS titles moved along well with the SupraSonic.
Even Quake, which really pounds modems with a lot of dala, wasn't
bad from the client side, which tends to be the slowpoke. NASCAR
was very smooth as well. Given its ease of installation, LCD display
unit, and good performance running DOS fitles, the SupraSonic

WMODEMS « ONLINE[TUS]

deserves serious consideration as your next modem.

US ROBOTICS SPORTSTER VI
US Robotics' Sportster Vi is 2 DSVD modem that ships with a cou-

ple of ISP starter kits, a version of Intel’'s ProShare, and a fax/commu-

nications front-end. It's non-PnP, so you're left to muck with jumpers.

There's a Windows utility called Comtest, which recommends 1/0 sel-

lings before you aclually install the modem. But after we followed its

recommendations, Comtest failed to find the modem, despite trying
three different I/0 settings and two different modems. Also, the driver
installalion is buried in the Intel ProShare install disks, a minor annoy-
ance. As it furns out, the Sportster Vi's documentation wasn't updated =
after Windows 95 shipped, so there's no mention of Windows 95 |
installation, nor is there a configuration file to tell Windows 95 what
kind of modem the Viis. Some deep digging on USR's Web and FTP
sites finally turned up the correct .INF file. But because this modem is
non-PnP, we had a good deal of trouble clearing 1/0 conflicts in both

our test systems so it would work under Windows 95.

The Vi's DOS performance was good, and gameplay for
the most part was
smooth. However, the
Vi was unable to con:
nect in DSVD mode,

and installation under
Windows 95 required
us 1o go on a driver
quest in addition to the =
repeated I/0 headaches.

Overall, the Vi delivers

good DOS gaming per-

formance, but because

A
Ny
e 1
o

—

this unit is non-PnP and internal,
you'd do well to either opt for one of US Robotic's external models. If
you have to go internal, you may want to look elsewhere. &

Dave Salvator is CGW's Technical Editor, QuakeNel manager and
lead saxophonisl. The author wishes to thank ZD Labs Modem Guru
Jim Wolf for technical consulting on this article.
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Creative Labs Modem Blaster 28.8 Botn“ r—
www.creaf.com e (800) 998-5227 |

Hayes Accura 28.8 DSVD Both
www.hayes.com ¢ (800) 429-3739 |
Eiger Labs HeadOn 28.8 DSVD Internal
www.eigerlabs.com e (800) OK-EIGER |
Diamond SupraSonic 336V + External
Www.supra.com e (800) 727-8772 (it s
US Rohotics Sportster Vi Internal
www.usr.com ® (800) DIAL-USR

&%*q‘ o _.vﬁ““m o o
Yes  [Rookwel  [No [¥es |si9
”‘Yes' ™ Rockwell Y;,sh - Ye.s' $_259i
Yes  |PhylonDSP [Yes  [No  [$199
IYes  |Rockwell  [No |ves |$280
eaiaai i Yes  [No |[s179
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"l just wasted MY bEST FTHENd.

AN RES sTiLL TalKiNg 1O e’
HeadON 28.8kbPs DSVD Modem

Digital. SiMulLtaneOus VOice & Dofa

Eiger's HeadON DSVD Fax/Modem is the uLtiMate
ONLINE INTEractivE qaME EXPErENCE. NOw YOu caN
siMULTANEOUSLY taLK anNd pLay qames via your
HeadON MOdemM ON a SiNgLE PHONE LINE.

Website a¥:

ouU FULL VErSiON TEfaiL
Check out erlabs. com qaMES iNcLUdEd
!
T‘j m%m«mﬂ’ﬂ@“ FREE
for mO

D74/ compisa PATAVISION FUTURE SHOP.

Technology Made Easy, Performance Made Affordable (800) OK-EIGER

All tradenames referenced are the service marks, trademarks of the respective manufacturers.© 1996 Eiger Labs Inc.
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Boot camp

Basic Training For Setting Up TCP/IP In Win 95

IFright you
grmnls, so you
wanii go oul
and hunt down
the most dan-
perotis prey of
all: your fellow
humans, Yo
may think all

you'll need is a
shotgun, a Kevlar vestand an attitude, but
that’s not enough for the real workd, If you
want to play, vou got to get there —a
clean connection is everything, Conneet-
ing to the net for some virtual payback to
the buddy who fragged vou online is easy,
if you do it right. So listen up, meathead.
"The first thing vou need is a good ISP
ISP does not stand for luminati Socicty
of Patagonia. An ISP is an Intemet sevice
provider. As opposed to dialing up vour
huci(l_\-(lirck'l‘ Internet connections
require vou Lo first hook up to a fiendly
ISP. Some ISPs have hulletproof installa-
tion programs, but others will throw a
floppy at vau and leave you 1o rot.
Butyou've got the right weapon in
your kit: Windows 95, which makes con-
necting to the Net so easy a raw recruil

MNX Gives Unreal a

Dose of Reality

PEpic MegaGames (http://www.
epicgames.com) will be one of the
first games out to make use of
Intel's new MMX technology. MMX

LAB NOTES

to the Pentium and Pentium Pro,
enabling greater efficiency among
certain types of math functions. The
folks at Epic Games are using MMX
to make better use of color. The
MMX-enabled version of Unreal will

adds 57 specialized math instructions

like you can doit. Virst, the basics,

The Intemnet uses a network protocol
called TCPAP. Basic TCP/P setupis a
snap. You need the TCPAP addresses
used by your lntemel provider, the names
of its mail server and news server, an
account name and a password.

Next, vou need 1o be able lo connect.
[Having a moden is only the first step; you
also need to have dial-up networking and

TCPAP installed. If you don't have any

network stull set up—odds are you
don’t—you need to load this from the
Windows 95 CD. First, add the Dial-Up
:\(l;lptcr. It fnnl.-;}-'nlir computer into
thinking vour modem is a network card,
using the Point-to-Point Protocol (PP),
which can also handle other protocols like
[PX. NetWares main protocol.

Tovinstall the Dial-Up Adapter, man
Control Panel, select Add/Remove
Programs, and click on the Windows Setip
taly, The Dial-Up Adapter is part of the
Communications package: Just donble-
click on the Modems icon, select Dial-Up
Adapter, and let Windows 95 do its thing.

Next, you'll need to install the TCPAP
pratocol. Get that Control Panel back up,
run the Network applet, and click on the

use 8-bit textures (i.e., each texture
can have up to 256 colors) on polyg-
onal objects. However, each texture
will have its own palette, and the
game will run in 24-bit color mode,
which has the potential of making the
game look much better. If Unreal can
deliver the performance and game-
play to go with the better look, then
this game might just be, well, unreal.
The first MiviX-enabled chip, the 200-
MHz Pentium PS5C, should be ship-
ping by the end of this year.

Add button. Double-click on Protocol,
seleet Microsoft, then click on TCPAP.
Windows 95 will install the TCPAP driver
and restart itsell.

Now vou need to add the TCPAP
addresses of vour ISP, There may be a
number of different 1P addresses, but the
three main numbers are vour rigs [P
number, the primary DNS and the see-
ondary DNS. [P addresses look like num-
bers with too many decimal places —usu-
ally four numbers separated by three peri-
ods, DNS stands {or domain name sewver,
it's vour primary link te the outside world.
The DNS takes the computer name you
send it (say, ZD.COM) and translates it to
an [P address that it understands (say,
155.23.48.493). Once TCPAP has the 1P
address, it can then communicate with
the remole compuler,

Because there are only so many possi-
ble 1P numbers and millions of new com-
puiters on the Nel, some ISPs are laking
advantage of Win 955 Dynamic Host
Configuration Protocol (DHCP), 'This
allows the ISPs server to dynamically
assign you an 1P number each time you
log in, keeping more numbers available for
general use, since you give the number up
when you end your session. OF course, for

us gamer types, this method poses a prob-
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does not
stand for
Illuminati
Society of
Patagonia.
An ISP is an
Internet
Service

Provider. ’ ’



LOYD CASE

» If you've just dropped a wad on a
spanking new Pentium Pro system, you
may have noticed that game performance
isn'l what you expecled. Fear not, lhere's
help avallable, in the form of a utility
called FASTVID, FASTVID can be down-
loaded from the Action Games forum on

lem: What the hell is my [P number this
time? Games that can use TCP/IP directly
will require you to know your IP number
50 olher gamers can connect o your rig,
Kali9s will report this information, but if
you're going direct over TCP/P, you can
getyour [P number using an undocu-
mented Win 95 utility ealled [P Configur-
ation, which will report all relevant IP
information. Run it by going to the Start
menu, sclecting Run, and typing
“winipefg”. (If your ISI” has assigned you a
static P address, you won't have lo worry
about this; check with your ISP).

“There’s ane last picee of the puzzle you
need to get from the Windows 95 CD: the
Dial-Up Seripting ool Dial-up scripts are
strings of commuands and responses, like a
DOS batch file, that automatically log you
onwith your ISP The Dial-Up Seripting
Tool is on the CDYin the directory
\admin\apptools\dscript. Install it by run-
ning the Add Programs applet in the
Control Panel, selecting the System tab,
then finding the correct directory on the
CD. When you install the seripting tool,
SOMe san |p|(: seripls are installed: youcan
modify them, but the tweaks aren’t neces-
sarily straightforward. Because cach ISP
handles logins in its own quirky way, you
may need to contact your ISP tech sup-
port desk for help. Microsofts Plus pack
has an Intemnet Wizard installation tool
that eases TCPAP setup, though manual
selup will also get you there.

AVOIDING THE THUMB SCREWS
Ilyou have a good ISP, then they've
probably tried to make installation fairly
painless, but the results are often mised.
For example, AT&Ts Worldnet software
uses its own TCPAP software to connect

cG

CompuServe (GO ACTION). Written by
John Hinckley of Vistapro fame, FASTVID
streamlines memory accesses and data
transfers by the Pentium Pro. For exam-
ple, a Pentium 166 may run Quake at
11-13 fps (at 640x480); with the same
graphics card, a Pentium Pro may get
Quake at 16-17 fps. FASTVID can boost
the performance up to 22-24 ips.

to the Net, rather than Windows 95 pro-
locol stack. [t works, but it makes installing
other TCPAP applications difficult. | use a
local ISP that has one of the best installa-
tion routines I've seen. It even configured
the dial-up script for my connection; all |
had to do was add the IP addresses for the
DNSs and the phone number | wanted to
use fo connect.

OK, you've installed TCIP/IP, got the
Dial-Up Adapter working and can even
run Netscape or Internet Fxplorer to con-
neel o outside Web sites. What about
games? Unfortunately, there’s no standard
waty lo connect to other games. Online
gaming services, like the Total Entertain-
ment Network, MPath, and Dwango
charge money, but they facilitate the
process of finding other gamers and their
networks have some provisions for speed-
ing up overall game performance. ‘Tools
like Kali95 (see last month’s column), let
vou play vour IPX-networked games over
TCP/P. Some games, like QUAKE, can
use TCP/P directly. So until some of the
standards begin to shake out, it will really
depend on the game,

Once you can actually connect, there
are still two big headaches you might
encounter. The first is modem hassles.
Your modem and those used by your ISP
may not get along very well. L had enor-
mous problems with US Robotics
Sportster modems with one particular
ISP, but have had no problems with the
same modem in connecting o Compu-
Serve or other services. Contact your ser-
vice provider’s tech support for advice.

“The second problent is more sublle,
perhaps more insidious, and is difficult to
control: fatency. The Internet is a huge

network of interconnected computers, If

vou're playing a game with a [riend
through the Internet, the data packets
may have passed through a number of
computers in a complex relay (called
hops) to get from your friend’s system to
yours. Even in the best of connections,
there’s a bit of time delay added — this
time delay is called latency.

Recently, I participated in a NetMech
game using Kali95, and discovered that
ane particular Mech couldn’t be killed,
even when four other players were
pounding on him. He wasn't cheating;:
latency was the culprit. | lis NetMech pro-
gram was out of syne with the others, and
so the damage from weapons fire wasn't
being properly recorded.

GET THE MACHINE THAT GOES...

You can test the latency in a crude way
by using an undocumented utility called
PING that exists in your Windows 95
COMMAND directory. 1o use it, you
need to know either the domain name or
[P address of the server in question. You
bring up a DOS prompt ina DOS box
(i.e., run the MS-DOS command prompt
from the Windows 95 task bar). Tipe “ping
domain name” or “ping IP address”.

PING will respond with messages that
indicate the number of milliseconds it
took to send a packet to the other server
and get a reply back. You'll find typical
response times of 200300 milliseconds
over the Internet, which can be too long
for some games. Modems compound the
problem somewhat with their own latency,
which can range from 170 to about 250
milliscconds. So between the Intermet and
your madem, you may get upward of a
half-second delay. For garden-variety data
transfers and Web surfing, it's not much of
a problem. But games requiring latencies
of less than 200 milliseconds are probably
not good candlidates for play over the
Intemet. Unfortunately, the intemal net-
work latency of a multiplayer game isn't
published in the documentation, so trial
and error, or a call to the game vendor’s
tech support rep, may be the only answer.

There’s a lot more to the Intemnet
than we can cover here, but you've gol
the basics. Now get out there and frag
somebody. %
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The speakers that came with your computer are fine when you're creating reports and spreadsheets. But when it comes to playing
games,your speakers don't cut it. Our ACSSS three p|ece Dolby Multimedia Surround Sound Speaker System is an integration of
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Visit our web page:
http://www.joystick.com

[t Sounds as Good

as it Controls. . .

The 3-D AUDIO Stick

All joysticks look the same, but how do
they act! Our of the box, the Winner

3D Audio Stick is ready to ROCK. The
Built-in Spatializer Audio Chip produces
3D Sound thar blows the comperition away.

Plug it into your Sound Card—PLAY 1T

LOUD — Listen to your games deliver a far more
vealistic and true-to-life sound field then you ever
thowght possible! It also sounds great with music, too.

@B SPATIALIZER °
&,  sosiereo

Circle Reader Service #80

The 3D Audio Stick is loaded with fearures. The
base is equipped with Rudder, Throttle, and Volume
controls. The handle has 4-fire buttons and a Flight
Hat ro make sure thar you blast your opponents away.

Prepare to enter the 3-D Sound Realm.

To purchase, visit your computer dealer or contact us

directly: Internetat:  httpy/www.joystick.com
orcallusar:  1-800-664-5552.

Winner Products Inc. Phone (909) 595-2490

21128 Commerce Pointe Drive Fax (909) 595-1483
Walnut, CA 91789



By Thierry Nguyen

or WorLrens e 30 through
DukE Nukes 30, the keyboard
was the controller, For QUARErs
out there, the mouse is the mas-
ter. Now, Space’lee wanls lo
make i rubber ball on a stick
vour controller for any 3D
action game,

Spacelec’s SpaceOrh 360 features a
“powersensor” orb that can be pushed,
pulled and hwisted; it also has six buttons
and soltware to miake it programmable,

Sa how does it play? Pretty good, once
vou getused Lo it The fact that you can
simultaneously control all six degrees of
motion can be prelty daunting to those
who use the keyboard a lot. Initially, you
may have some trouble, but with the soft-
ware training utility and more play, it'l

grow on you. Aller gelting used Lo it, [ was
able to circle strafe with extreme ease in
Dok NUKEM 31, and was able 1o casily
outmancuver the robots in Disciny 11,
‘The SpaceOrb comes with preconfig-
ured software for DEscENT, Doo 1,
DUkE Nukest 30, Hixe, Hiriene and

P APPEAL: 3D action gamers looking
for something better than the key-
hoard, or something new altogether.

PPROS: Good design with intuitive
control input for 3D games; customiz-
able; comes with preconfigured
drivers for many 3D
action games.

PCOMS: An initial
leaming curve is
required; installa-
tion can lead to

=
i RATED

SPACEORE 360 * REVIEW

On The Ball

New 3D Controller Lets You Do It All

MECHWARRIOR 2, QUAKE canfig files
weren't available at press time, but Space-
“lee said that new files will be made avail-
able on their 117 site. Tor now;, the soft-
ware only has a batch file that will make
vour SpaceOrh substitute for a mouse.

The main technical annovance is the
use of aserial port. You need a free
COM port for this controller, If vou're
like most peaple, who have a mouse on
COMIand a moden on COM2, you
are going o have to unplug one of them
and plug in the SpaceOrb every time
vou want to use it, or buy a new serial
port and get into the fun of sharing IRQs
and extra COM ports.

With customization options and the
promise of [uture game support, the
SpaceOrh 360 looks like a good controller
for 30 gamers. &

e

Price: 599
System
Requirements:
486-33 proces-
sor, 3-30 MB
hard drive
space, CD-
ROM drive,
DOS or
Windows 95, free serial
(COM) port.
Manufacturer:
SpaceTec IMC,

Lowell, Massachusetts
(508) 970-0330
www.spacetec.com
Reader Service #: 318

ITHUNDERSEA

Feedback System Used in

Real F-16 Simulators
Now Available to the Public

“VIRTUAL UTOPIA!”
Marc Dultz, STRATEGY PLUS

“A DOUBLE MUST-HAVE.
Anyone who plays computer
games will want this
AMAZING CHAIR!"

POPULAR ELECTRONICS

“I could actually FEEL the
punch of the afterburner!"
Ed Dille, ELECTRONIC GAMES

HOW IT WORKS
A 100 watt subwoofer built into the base generates
low frequency sound that resonates through the

Marc Spiwak

Whether its the rumble of youg
NASGAR or recoil of your Ghain Gun, the
ThunderSeat lets you blast off to a new
level of realism.

."

wave chamber hidden inside the chair. Thus you not
only hear bul FEEL your simulation. Paired with your
amplifier, the ThunderSeat makes your favorite flight
sim as realistic as it can be without a motion
simulator!

OPTIONAL SIDE CONSOLES
put your favorite joystick controls and mouse at a
convenient position. Add a keyboard holder and you
have the perfect setup for both flight simulation
and office work.

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1= 800 = 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle, Suite C 1 livine, CA 92714
714.851.1230 « FAX: 714.851.1185

Circle Reader Service #121



Price: 2 MB, $199;

4 MB $279
Manufacturer:

Matrox, Inc.

Dorval, Quebec,
Canada
www.matrox.com
(514) 685-7230
Reader Service #: 317

REVIEW * MATROX MYSTIQUE

30 Royale

With

S

New Matrox Card Delivers Fast 2D And 3D Performance

by Dave Salvator

atrox has entered the 3D
fray with Mystigue, an
SCRAM-based accel-
crator that delivers
sereaning 2D Windows
performance, solid
DOS perfonmance, and
goad 3D performance

as well. Mystigue sup-
ports Microsoft’s
DireetB3D AP so it will ran those titles
when they begin o ship this holiday sea-
son. o get the party started until those
fitles arrive in foree, Matrox is bundling
Virgin/Criterion's SCORCHED PLANET,
Activision'’s MECHWARRIOR 2, and
Sonv/Psygnosis’s DESTRUCTION DRy 2,
though Dirsy won't quite be ready when
Mystique ships (huvers will receive a
coupon). What’s really inviting aboul
Mustique is ils price: $199 for the 2 MB
version, and 5279 for the 4 MI3 version.

Despite a tradition of blazing Win-
Beneh performance, past Matrox aceeler-
ators had less-tan=stellar DOS perfor-
mance and compatibility problems with
some DOS titles, but Matrox has taken
these problems to heart, and the result is
[lawless, _-.[n.'cd}' DOS-lle i){,‘l'li:l'ln;ltlu:
will EF2000, DUKE Nukes 3D, Thi
NEED FORSPEED SIE, and QUAKE, [tame
rates on all these titles are smooth, even al
some higher VESA display modes, thanks
in part lo Mystique’s VIEESA 2.0 support in
ils firmwarc.

Mystique continues the Matrox tradi-
tion of kicking ass and taking names in 2D
Windows performance, with WinBench
scores staying in the 29-30 Graphic
WinMarks rnge al S00x6005256 colors,
S00x600x16,530 colors, and 1024x768x256
colors. 'LCHTT UNLIMITED 95, which uses

CcC OCTOBER 1346

DirectDraw, ran well at 640480 with all
renclering features eranked up.

On the 3D side, Mystique offers hard-
ware acecleration of perspective-comect

testure m.'lpping, Gouraud x]i:t(iin'__:. les-

ture transpareney, double-buffering and

farmat. The result is that more-detailed
paletic information for each texture can be
stored invideo memory and bilinear inter-

polation won't be as necessary 1o clean up

blocky texture coloration."The texture
maps on MECHWARRIOR 2 use CLUT'S

VIVE LA DIFFERENCE The Mystique-accelerated MeciWagrrior 2 (right) adds rich
textures to scene landscapes while keeping the game's overall frame rate smooth.

Zebulfering, O the Direet3D titles that
were far enough along to nm, Microsoft’s
HELLBENDER looked pretty impressive,
and the enhanced seenes sped along
nicely compared fo the title minning sans
hardware aceeleration. Of the bundle-
ware we saw, lhe Mystique-aecelerated
version of MECHWARRIOR 2 was drnati-
cally improved over the nnaceclerated
version, with all ground surfaces beauti-
fully texture-mapped. And despite a lack
ol bilinear filtering, these texture-map sur-
faces looked smooth.

Matrox decided not to have Myslique
suppor bilinear interpolation in favor of
keeping frame rates in the 30-phus fps
range, since his feature essentially quadru-
ples the compulation involved in render-
ing every texel (lextured pixel). Matrox
believes that developers will instead favor
a form of texture compression called
Color Lookup'Table 8, or CLUT'8. T his
form of compression gives cach texture ils
own 8:-bit (256-color) palette, as opposed
to storing the textures in 16-bit RGB

running on Mystique, and the result is
impressive. Irrespeetive of whether a
DircctB3D itle uses this form of texture
compression, Mystigue will aceelerate it.
Allin all, Matrox has put together a
very fast 2D board wilh pretty impressive
31 performance as well. Mystique is very
compelitively priced in bothits 2 MB and
4 MB versions, and would be a solid addi-

tion o a tricked-out gaming rig, &

rAPPEAL: Gamers who want to
accelerate their DOS titles and be
ahle to get more out of Direct3D

games when they ship en masse.

PPROS: A 2D screamer that delivers
solid 3D performance as well. Nice
added touch of embedded utility for
changing resolutions.

PCONS: Does not support bilinear fil-
tering, which can -

smooth overall
image qguality.
Minor texture
distortion in Mecx-
Whannior 2. The
installation is a
hit confusing.




CRYSTALIZER TIDALWAVE 32 ¢« REVIEW

Grystal Glear Sound

But Not Quite Ready For Prime Time

in part to a 2 MB General MIDI wave-

table patch set, Most of the instruments,

by Sheldon Leemon

he "TidalWave 3

outstanding performer with an

than monaural sound with the 'Tidal-
2 is touted as an Wave's Sound Blaster emnulation, In
as well as drum kits, sounded very good, Windows 95 however, we came across no
other hiceups, and titles using Direct-

Sound worked fine, with General MIDI

music sounding very good,

especially easy Plug-and-Play though the homs were somewlat thin,
(PnP) installation. In fact,

the board does deliver  [55

Supposedly, the card ean record and play

back audio at 45KHz

good overall sound qual-

ity, but its icksome in-

stallation utility docsn't
quite live up to its claims,

The TidalWave 32, like most
recent sound cards, is com-
pletely software~configurable.
But here’s where it gets Kludgy. Windows
95 detected the PnP board's presence at
startup, but the install routine didn't finish
the job. According to the documentation,
drivers for the card's four components
(audio, wavetable synth, joystick port, and
IDE CD-ROM controller) must be
installed individually, in a particular order.
The installation software originally set the
wavetable device to IRQ 10. An error
message indicated that this device wasn't
working, so we had to manually switch it
to IRQ 7, using the Device Manager, in
order to get it to work.

Once we slogged through the installa-
tion, the card sounded very good, thanks

(DAT quality),
but the bundled wave editor’s maximum
sampling rate was 44 KHz (audio CD
quality). We couldn't test the full-duplex
audio feature —useful for speaker
phone—like applications such as Intemel
Phone—because the drivers weren't
quite ready.

Some games like WARCRAFT 1l can
“AntoDetect” andio hardware, but they
were unable Lo automatically identify this
card as Sound Blaster compatible. In
these cases, manually tweaking the sound
card settings usually fixes the problem, but
Duke Nukem 3D couldn't produce more

Crystal Computer is a relative new-
comer to the sound card arena,
and while the TidalWave 32 gets

some things right, its rough edges

can't be overlooked. If vou're

[ looking for good gaming audio
? and clean General MIDI, and

~ don’l mind massaging its installa-
tion a little, TidalWave 32 delivers
on much of its promise. &

FAPPEAL: For those interested in
good gaming audio and wavetahle
synthesis with General MIDI.

FPROS: Good sound once installed,
fairly solid Sound Blaster compati-

hility.

PCOMS: Clumsy

installation that

is somewhat at Price: About $175
odds with the Manufacturer: Crystal
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csigning an
adventure
game for
one person
to play isn't
terribly diffi-
cull; design-
ing it for

eight puupiu

is probably
eight times more complex. Hundreds of
strange events unfold when players begin
to do unexpected things. Now imagine
designing a graphic adventure for thou-
sands of players, with a consistent story
lilmllg| 1oul an enonmous gﬂl ne \\'Ur!d.
multiple quests, rewards and contingen-
cies. Its a challenge the people who “cre-
ate worlds™ at Origin are facing every day
on the Urivis ONLINE project,

Onee finished, this multiplayer block-
buster is supposed to have a fully detailed
and sclf-sustaining virtual world larger
than that of all the Uriivas combined.

"Two thousand players can parlicipate

Murgin!
FE goaning

hak b i F
L

SKELETON CREW In Utmima Onuing, you'll view monslers
from the familiar overhead perspective seen in earlier Utmima
adventures—even when you're running away.

CG

PAUL SCHUYTEMA °

Designing For Absolute Chaos In Origin’s ULtivA ONUNF

simultaneously, each pursuing their own
quests and agendas. In short, Urii
ONLINE hopes o deliver on the “eyber-
space” promise by offering a virlual world
more exciting and rich than our real
world. "That is, if the designers can ever

figure out how to get the thing going,

WORLD GENESIS

With a name like Starr Long, vou
might think Uriss ONUNE's producer
would be a former adult filim star. Actu-
ally, he's a former play-tester. Long starled
at Origin in the quality assuranee depart-
ment, play-testing games, His numerous
suggestions landed him in the role of
associate procducer for Utrma 9, ot he
dreamed of creating a multiplayer
U, Richard Garriott, aka. Lord
British, ultimately gave Long a shot al
spearheading the project.

“The original idea,” Long says, “was lo
Lake an Ut and just make it so that
you could have a parly of people (ravel
together.” That idea soon withered when
the design team began
looking at MUDs and
the large number of
players that could par-
ticipate simultancously
in those environments,
Unfortunately, most
MUDs require a system
administrator for even
dozen players orso, to
constantly reset loca-
tions and tweak the
game. This structure, in
which a region is resel
after the current players

leave the area, is called

OCTOBER 1595

the “room mentality.” Though typical of
many multiplayer environments, it makes
for a static world and docsn't give plavers
agood reason to revisit game regions.
With this consideration in mind, the
design team decided early on that Ui
ONLINE should be a dynamic world, and
aworld that keeps itself in halance.

“Tart of the fun will be that we don't
know exactly what will happen once we
i it on,” admits | ong. “We will have a
game administrator who will be watching
the world state, though, Te'll sort of be
playing Porurous, if vou will, He'll
walch the resources in the world and
tweak and adjust things anytime it gets
out of whack.”

A DELICATE BALANCE

Designing a dynamic world is tricky
business. How do you ereate enough
quests to interest 2,000 people? Origin's
solution: don't. Create a world with
enongh logical condifions that it will
generate its own quoests. l'or :.-_\'mn])lc,
consider a cave in the virtual world, Any
selfrespecting cave needs a monster, so
vou assign the cave a “need for monster”
request of the game-world engine. Poot!
Amonster, lets sava r]mgnn, is then spon-
tancously created in the cave, Drigons
are big eaters, so the dragon sends out a

“need for meat” request. Meat, in the

GAME DESIGN

‘ ‘ Imagine

designing an
adventure for
thousands of
players in an
enormous game
world with mul-
tiple quests and

rewards. ’ ’



PAUL SCHUYTEMA

ditional RPG role —you can be the baker.”

As in earlier Uras, a player can mix
Mour and water and bake it in an oven to
make bread. In Urrnvia ONLINE, you can
sell the bread for hard cash (to both other
players and NPCs) and be on vour way
down a new “virtual carcer path.”

“If you don’t want to do any of that, if
vou want to just hang out in the tavern
and drink simulated ale, vou can do that,
too,” | ONg Says with i grin.

dozens of skills to know, from swordplay
1o picking locks, but a player will only be
able to be proficient in several skills at a
tirne, Work on askill and it will increase:
leave askill idle, and it will degrade.
And iow about sociopathic plavers?
“Ihere’s going lo be alol of them,” Long
admits. But to balance the scales, the
urban arcas of the game will tightly
enforce the law. Powerful guards will be
posted on nearly every cor-

DOUBLE YOUR DANGER Chatting with other players in

Utnma Onwime is a great feature, but debating too long can
bring other entities to the party.

A N

CHAOS 50UP
Despite the strength of a

ner, and ifa player breaks the
faw inva town, he'll be tagged
an outlaw: If he retums to

form of deer, roams the forest outside the
ave, so the dragon’s life consists of leav-
ing the cave to consume deer. If some-
thing happens that lowers the deer popu-
lation (had weather, overhunting or a
game administrator strategically killing off
deer), the dragon will have to widen its
search for meat, which might lead it to the
sheep pastures outside town,

Al this point nonplayer characters
(NPCs) can be useful to tell real players
about a ravenous dragon roaming the
countryside. NPCs can also sweeten the
pot by offering rewards to anyone who
canslay it. But what are they going to say?

“All of the [NPCs'] conversations come
from a dynamic conversation pool which
is linked Lo the world state,” explains
Long,. "This means that if you, as a player,
were fo walk into this lown, any one of the
villagers will say something like “Hey, we
need your help—this dragon is eating all
our sheep.” Thus, the “Kill the Dragon”
quiest is under way —snceeed, and the vil-
lagrers will handsomely reward you,

I addition to quests
generated by the world
itself, beeanse of the
“world halance” dynam-
ics, other quests arc
generated by “quest” for-
mnlae based onwhat
the game NPCs need.

You can play a tradi-
tional hack-anc-slash
role in this game,” says

Long, “or you can

choose to play a nontra-

cG

s you read this, Utima Onuive will most likely be in beta
testing. Origin hasn’t announced an official “live release”
date yet, but you can check the company's Utima Onuine
Web page for up- FETETT——
dates: http:/fwww.owo.com/ i
uo.html. Once the game is
released, it will be administered
entirely by Origin, and access will
be via a 32-bit Internet connection
(though a 14.4 Kbps modem will
suffice in terms of throughput).

condition-generated world,
there are other problems Lo
deal with. What happens
when a player leaves the
game? This can oceur
uncler several situations,
but the two most common
are when a player finishes

anightly gaming session or

when a glitch in a player’s
Internet connection
hounces him or her from the game.

“We've debated it back and forth and
changed it aboul 25 times so far,” says
Long, “The easiest way, of course, is to
just have the player vanish, but, fictionally,
that really sucks.”

Another problem that plagues multi-
player games is every gamer’s lendency
toward homicide, New players are often
easy marks for more experienced players
who want their possessions.

1o lessen the gap between experienced
and new players, the designers decided to
create a skill-based character system as
apposed lo level-based (as in many tracli-

tional pencil-and-paper RPGs). There are

STAR OF THE SHOW

“We're doing our
damnedest to make sure
this will feel like a real
world," says Starr Long,

Utnma Onving producer.

town, the guards will imme-
diately converge. Ontside
the cities, it will be a different
matter. “Is chaos,” he says.
“We're not saying that you
can't be asociopath. but it's
going to be avery different
game for you.”

IT'S THE GRAY MATTER,
STUPID

Despite the challenges in dealing
with so many variables, the payoff conld
be unprecedented depthin a graphic
adventure. Who knows, mavhe |1(1np|r
who've had a taste of Urrmas Oxeine
won't want lo go back to boxed games.
“You're never going to get the gameplay
out of a computer that you can get out
ol another person,” Long says. “Other
people are what really make games
interesting,

“During our public pre-alpha test,
we had people who literally did not log
off for a week. Groups of players
formed tribes, and at the end of the test
there was a huge battle between the
two largest tribes. None
of that we set up—we
gave them the woild 1o
play in, and human
nature took over.”

Will Urivia ONLINE

gy Ty

and others of its kind
descend into tribal warfare?
We'll have to find out. But
at least we'll have the
opportunity — Origin
created the world, the

g;uncpluy is up to you. %



WICKEDLY FAST
IND-BLOWING :

orecan | From the people who braught you Matrox Millennium,
52 Tandt Test | the world's favorite graphics acceleralor, comes lhe
/ next wave of graphics innovation for your home PC.

Discover the new Matrox Mystique. At last you
can experience truly immersive, wickedly fast
3D game play with all the high resolutions and 3
color depths you've come to expecl. e

Diamand Stealth 3D 2000 XL

With Matrox Mystique's lightning fast 3D texture
mapping engine, you can finally accelerate
the avalanche of Direct 3D games coming to
markel. You'll also get the world's fastest DOS
game play with its 32-bit VGA core.

|

Scores in Frames per Sees

Immerse yourself in no-compromise 3D game performance with
up to 30+ frames per second at full screen and in realistic colors,
That's twice as fast as the competition’s 3D decelerators. And for
the ultimate gaming solution, add on Matrox Rainbow Runner Video
lo play your PC games right on your big screen TV!

More than just another 3D game accelerator, Matrox Mystigue
integrales blazing fast Windows, video and DOS acceleration
into a single board for the most complete 3D entertainment and

multimedia solution.

Make obsolescense a thing of the past. Add more memory for
4 MB of gaming power or enhance your video performance by
adding on the Matrox Ruinbow Runner series of video upgrades.

Video features include hardware MPEG playback. Grabbing still
video frames from your VCR or video camera. And watching TV
on your PC,

So don't settle for the competition’s 3D toys. Transform your home

PC into a complete 3D entertainment and multimedia system with
Matrox Mastique. Starting at only $199 (ESP 2 MB, PCI bus).

4}.

matrox - ok
SCONGHED Joreny’ MECHWARRIDR

1-800-362-9349 http://www.matrox.com/mga
Matrox Graphics Inc. 1025 5t Reges Bivd Dorval, Quebec, Canada, HOP 274 Tel: 514.569-6320 Fox: 514 959 6363
In Ouebrec, call: 514-855-6330. *Hetal versicn ooly
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Absolute 3D graphics. You want them to scream,

You want them to be real, You want them to be S3d." SEEL

The What: The 53d acceleration chip makes games, FidD

Internet 3D, and all Windows applications dance. It lives on

something to scream about,.

accelerator boards and computer systems carrying

the S3d logo. It revs all 3D and 2D games and software,

but when you match $3d logo hardware with $3d logo
software, the results are extreme: the best 2D graphics,
the most realistic 3D, and an affordable price,
The Where: seek 53d on computer systems like
Compag, Dell; Hewlett Packard,’ and Packard Bell!
Find $3d on accelerator boards from Diamond Multimedia,
Number Nine, and STB." Demand S3d on games from
Interplay,” Activision,” Eidos,” Mindscape”and on titles like

Descent II" MechWarrior 2, Confirmed Kill" and MegaRace 2.

The Why: Because you want 3D so real it screams,

hit our web site for the real stuff: seek.s3.com

§3d is compatible with Windows" 95, Windows 3.1, Windows NT,” and 0/52.



Real F1 cars.
Real drivers.
Real teams. *
 Real tracks. %R«
Real competition.
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SCORPIA + _ ADVENTURE/RPG

Tex Murph
Part Deux

lired Of Walking Out Of Interactive Movies?
Ity THE PANDORA DIRECTIVE

tall started so simply. Tex
Murphy; old-style 1., is

4 approached by Gordon
Fitzpatrick to locale an
old friend, Thomas
Malloy. Its just a whim, so
he says, brought on by see-
ing Malloy’s picture in the
newspaper. Murphy, down

on his luck and needing
cash, takes the case. Before long, he’s
involved with serial killers, the 1947,
Roswell, NM UFO; conspiracies; dou-
ble-crosses; inscrutable Mayan refer-
ences; and a mysterious beautiful
woman. Finding missing persons was

» Gazing into the crystal ball this
month, your adventure-game
soothsayer sees a
famous man...a big |
man...a man who has
played Fred Flintstone
in the movies. Yes,
it's John Goodman,
and with him are
members of the
seminal '70s come-
dy troupe Firesign
Theater. What are these clowns
doing in CGW's crystal ball, you
ask? Why, they're involved in a
full-on, hilarious-looking parody of
one of the best-selling computer
games of all time. We'd tell you
which one, but we're getting all

CRYSTAL BALL <

never quite like this in Hammett and
Chandler. “lex begins to wonder if he
might not be in a little over his head,
but it’s too late to tum back now, l'or
better or worse, he must follow the
twisting trail to the end.

THE PANDORA DIRECTIVE, the sequel
to Access’s hit UNDER A KiLLING
Mooy, is a complicated story, and a big
part of the game is watching that story
unfold. So it wouldn’t do Lo give away
too much of the plot. Besides, how
things go in the game depends in large
measure on how you play the part of
“Tex Murphy.

misty-gyed just thinking about the
comic possibilities. Look for a
sneak preview next month,
wreel > Another celebrity in
the crystal ball is hor-
rormeister Wes Craven,
who is collaborating with
§ Cyberdreams to create his
Y first computer game,
Principles of Fear. We don't
know much about this late
'97 release yet, other than
that it’s (what else?) a psychologi-
cal thriller, told from the perspec-
tives of a man and his 10-year-old
daughter, with much of the action
taking place within (what else?)
the dreams of the characters. Uh,
Freddy is dead, isn't he?

FORKS IN THE ROAD

You can choose from three main paths
through Pannor, leading to seven differ-
ent possible endings. 'The routes can be
summed up as “nice guv” (Mission
Street), “neutral guv” (Lombard Street)
and “nasty guy” (Boulevard of Broken
Dreams). The Mission Street path has two
endings, Lombard one, and Boulevard
four,

Tex's actions in the game, particularly
how he deals with peaple in certain situa-

tions, determine the oute and conelusion.

So it isn’t any one event buk the develop-
ment of Tex’s personality over time that

determines the onteonme —as well as sev-

ﬁ ﬁ The
ability to
develop Tex's

personality
is worth the
price of
admission
all by

itself. ’ ’

MURPHY, P.I. Players familiar with Unoen A Kiing Moon will
feel right at home in The Panoora DiReciive. I features the
same engine with an identical interface as its predecessor.
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SCORPIA

Price: $79.95

System Requirements:
IBM-compatible
486/66, 8 MB RAM (16
MB recommended), 10
MB hard drive space,
VESA-compliant SVGA
display, 2x CD-ROM (4x
recommended),
mouse, Supports all
major sound boards
(16-bit recommended).
Protection: None (CD
must be in drive)
Designers: Chris
Jones, Aaron Conners
Puhlisher: Access
Software Inc.

Salt Lake City, Utah.
(800) 800-4880
Readar Service #: 342

The big gaffe in The Pandora Directive
is the Mayan date puzzle, based on
the 260-day Mayan calendar. To open
one of the Pandora boxes, you first
figure out some Mayan dates (which
is easy), then calculate what they

would be in our calendar, and line
them up on the box. | thought this
would be a snap, since | happen to
have a Mayan calendar (really).

As it turned out, however, the puzzle
designer set it up wrong, inadver-
tently treating Mayan days as months.
This gives results rather far from real-
ity. | discussed the matter with
Access, who were a little nonplused

by their error. However, after double-
checking the material in the game,
they believe that if players work on
the puzzle using only the clues pro-
vided, they will come up with the
solution the game expects. So, don'l
go running off to the library for a
book on Mayan civilization. Use only
what is provided in the game itself to
solve the puzzle.

eral smaller incidents along the way.
"There is definitely more here than solving
a few puzzles,

PANDORA also presents two modes of
play: Entertainment and Game Player,
"The twa coincide fairy closely in most
respecets: the main difference is that
Enlertainment can give you answers if
vou're stuck, while Came Player has more
points and a few exira puzzles.

Entertainment mode doesn't tell vou
everything, however. The answer sereen
will get you through the adventure part of
the game, including conversations. With
the Pandora puzzle boxes and a few other
things though, you're strictly on your own.
If you find them too hard, you can lype in
acode to solve the puzzle automatically,
al a certain cost in points, but you won'l
get any hints toward the solution.

In Came Plaver mode, no hints or help
are offered; vou depend strictly on vour
own brainwork, Additionally, the puzzles
at this level come with bonus points and
cither a time limit or a mave limit. or a
time-limited puzzle, vou have a certain
amount of “free time” on the clock.
When that runs out, both regular points
and bonus points begin decreasing.'The
bonus can run down to zero, but most of
the time the rc.guhir points maintain a
minimum regardless of how long it lakes
to reach a solution. "The move-limited
puzzles are similar, except that you have
free moves instead of free time, [you use
up vour free moves, once again both
bonus and regular points start decreasing,

Should you find that too tough, vou
have the option to switch lo
Entertainment level. This is a one-way
street, though; you can't go back to Game
Player mode.

co OCTOBER 1706

DUCK YOU SUCKER

The game’s interface is simple and
mostly inouse-contiolled, although hot
kews are available for many actions. You
move around ina 3D, 360-degree envi-
ronment. You ean look up to the ceiling,
down to the floor, to either side and
behind vou. Importantly, vou can also
stand on vour
toes or crouch
close to the
ground. In
many
instanees, you
must change
VOUN viewing
angle lo see or
find things.
Staving al eye
level isa sood
wav o get
stuck quickly.

Traveling
between loca-
tions in the
ganme has been made very casv: Yon're
given three maps: one for Chandler Street
{'lex's neighborhood), one for San
I'tancisco (his citv) and one for North
America, To go someplace, you simply
clisplay the appropriate map, elick the
desired location, and you're there. Ifa
location has several areas, vou can namow
your choice to the p.‘Jl'I[('llI.‘!r one yotl
wanl,

Interacting with the world is simple, As
the cursor moves over objects or pcnplc
on the sereen, words such as “Look and
Move™ or “Look and "Talk™ light up, show-
ing vour options."The right mouse button
eveles the choices, and lefi-clicking

chooses the action,

Inventory items are displaved in the
upper right, and there appears to be no
limit to how much you can carry. Objects
usually disappear onee they've been used,
which helps reduce clutter. Some items
can be used in combination with oth-
:_-h—.mntllcrilnpnrl;llﬂ feature.

Conversations are of three main types:

BODY SNATCHER The original pod man, Kevin McCarthy, is cast as
Gordon Fitzpatrick, the man who hires you for your latest case.

autormatic, personal and informational.
Automatic conversations iwppm sponli-
neously at certain points during play. How
they go and what's said depends largely on
how Tex has been behaving up to that
moment,

Personal chats generally oceur when
you Lalk to someone for the first lime, or
whenlexis trving o get on his ,r}'ir“-rit‘nd'x
goud side. Tvpically during these inter-
Incles you have three choices of response,
and often these correspond to the three
game paths, but not always, And vou can't
be sure of what exactly Tex will sav. The
mianual recommends saving before con-
versations, and so do |,

During informational conversations,
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SCORPIA

you can ask people about topics from a list
of subjects or give or show from the inven-
tory: Naturally, not evervone will know
about everything, but its usually a guud
icea to go over everything onee with each
person.

You can save your game alimost any-
time. 'The save feature is, in fact, the most
claborate I've seen. The number of saves
is limited only by your drive space, and all
save files are less than SK. Fach save is
stamped with the real-world day and lime
and the game day and location, and to
these you can add your own comments.
Finally, more than one person can play at
the same time: You provide a player name
at the start of a new game, and this is used

for the on-dlisk save-file names.

PUZZLING EVIDENCE

PANDORA has a lot going for it, but as
with any game, there’s a dark cloud 1o go
with the silver lining. While it ran rela-
tively cleanly, the game was subject to
transient crashes, tvpically with some sort
of DOS4GW problem. They didn't hap-
pen very often, but it was annoying when
they dicl. Happily, there is an offset to
this: The game remembers exactly where
vou were al the time, and on relaunch
will ask if you want to resume the current
game. Answering “yes” returns you to the
point at which you crashed, even il vou
haven't saved for a while.

FACT OR FICTION? In another cutscene, players learn of some con-
nection between the Roswell crash in 1947 and Tex's current case
in San Francisco, circa 2043,

CcG OCTOBER 1396
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PLAN 9—NOT! As shown in this movie-quality shot, The Pandora Directive's plot goes
from a simple missing-persons case to something much bigger.

‘The dialogue is captioned throughoul
(if you want it to be), and that’s good,
especially for people with hearing prob-
lems. What isn't so good is that you need
to be able to hear to solve some puzzles.
Someone ought to have realized that cap-
tions alone aren’t enough to get through
the game.

Another sore point is the inclusion of
“coordination exercises,” At Roswell, you
must go throngh a laser field a minimum
of five limes, on one occasion running as
fast as possible, on both levels of play. On
Came Player level (only) you have to
cross the Mayan Firehall Room —lava,
narrow paths, flaming
death from above —
for no purpose except
as a time-wasting
obstacle.

The time limits for
solving puzzles are
silly. "There is no rea-
son you should need
o, for example,
reassemble a lom
photo within so many
seconds, It makes no
difference in the
game itself and lends
an air of artificiality.
And if the designers
insist on time limils,

at the very least they could have been fair
to those in Game Player mode and not
had bonus points and puzzle points run

oul simultancously.

PATHS OF GLORY

Despite these critcisms, THE PANDORA
Dinctive: is still a superior entry in the
adventure field. [tis evident that Aceess
took a great deal of care (most of the time)
to provide a game that's enjovable for both
novice and experienced players. Com-
plete caplioning, dual-play mode, a
detailed hint system, a simple interface,
easy travel, a wide range of puzzles, an
excellent save facility and an interesting
story line all combine to make a pretty
good game in themselves.

Best of all is the the multiple paths.
“The ability to develap the lead charac-
ter’s personalily in cerlain ways—ways
that have a definite, material effect on
the canclusion, irrespective of 1:-||?zlc‘
solving—is worlh the price of admission
by itself. This is something you expect in
a role-playing game, but rarely if ever see
there. "To find it in an adventure is amaz-
ing, to say the least. So don't let the
“interactive movie” label put you off;
THE PANDORA DIRECTIVE is worthy of
your attention, whatever your level of
gaming experlise. &
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SCORPIA * SCORPIA'S MAIL

Hinting Around

Don't Take An Axe To Your Rig—Read Scorpia’s Tips Instead

0 here we are, out of the dry

(gamewise) summer and
inta, everyone hopes, a
bountiful pre-Christmas
season of gaming. [ sure
hope so, because we can
certainly use some good
new products, especially
role-playing games, Many
of the letters I've been

receiving lately have said, pretty much,
“adventure games are nice, but where are
the CRPGs??” Where, indeed?

So few have been released this

Year you can count
them on one hand.
That’s dismal, to say
the least. The renais-
sance of the adventure
game has really over-
shadowed the RPC the
last couple of years. So
we can only hope that,
before loo long, ramors of such games as
the new MicHT & Macic, Urnva IX,
LaNDs OF LORE 11, DAGGERFALL,
Wizarnry VI, an so on,, will tum out to
be reality (any game not in my claws, or
not in the stores, is a ramor as far as 1 am
concerned). In the meantime, there’s still

tachSeorplaat:
PAOL: Scorpia’s Lair (keyword:
scorpia).
PDelphi; GameSIG (Groups and
Clubs menu).

PGEnie; Games RoundTable (type:
Scorpia)

binternet: scorpia@aol.com

PU.S. Mail (with a self-addressed,
stamped envelope if you live in the
United States):

Scorpia

P.0. Box 338

Gracie Station

New York, NY 10028
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mail on older games to be answered, so
lets gettoit,

RippiR: People fooling around in the
Isis well may be having a little trouble
“breaking the lee” (heh). The Egyptian
hieroglyphics can be confusing, and this
can be a tough puzzle until you catch on
o the secret. Then it's as simple as A, B,
C, il you know where 1o start, and you
should.

STONEKEEP: Fighting in this game was
pretty easy for the most part, until the
party arrived in the Palace of Shadows.
"Then it turned very tough, very quickly.
With every combat a real life-or-death

struggle, | looked around for a better
way, and found one: invisibility! Once
the group couldin’t be seen, the mon-
sters were duck soup. We could walk

right up to them, beat on them and

they never noticed a thing. Goaod
stuff! Just remember when fighting
those skeletons that you have to pick
up the skulls, swords and helms they
drop, or the critlers will come back
together again.

CABRIEL KNIGHT 2: THE BEAST
WirHN: A lot of gamers are having
trouble finding matches al the
hunting lodge. First, the fire has to
be going in the fireplace. That means vis-
iting all the rooms upstairs, including a
cerlain locked one. Then check the man-
tle over the fireplace very carefully. The
box is small and easy to miss. But if the fire
is going, the matehes are there, so look
close, and you should see them.

LANDS OF LORE I: People are still play-
ing this one, and still having the same dif-
ficulties. One of those is the White "Tower,
particulady the snakes upstairs. Unfor-
tunately, there isn't anything you can do
aboul them once they appear; vou just
have to stand there and take the damage,
So you have to stop them from showing
up, and that means killing the ghosls as
soon as possible, 15 the ghosts that sum-
mon the snakes. No ghosts, no snakes.

That’s casicr said than done (as [ well
knowl), but using emerald swords can
help matters a greal deal; these are the
best weapons against spooks.

ExtoMoret: Some folks are a little
bugged (heh) by not being able to do any-
thing in the pyramid. At leasl, not without
a cerlain coin. This is a tricky thing to find,
but if you look carefully around the third
rebel hideout, you may come across it
Just don’t expect anyone there to roll out
the carpet for you.

Urrva VIE: SEreeENT ISLE: Yep, the
ULrinvas remain popular, and so do the
problems. In this case, it's getting the pass-
word o a cerlain gate up in Gwani land.,
“This one is not easy. First, of course, you
have to help the Cwanis. Then you have
to remember you're looking for Batlin,
“Then you have to do something to get on
his trail again. Finally, after all that, you

need to find someone (not too
far off) who will give
you the password.
AnvIL OF Dawn:
Some gamers are, 50
to speak, stuck on the
heights. They've gone
through Quagmire,
5 climbed the mountain,
and now discover they
can't go any farther, at least not on their
own. Reaching the evil stronghold across
the way requires help, and if you think
otherwise, you're just whistling in the dark.

RAVENLOFE STONE PrOPHET: Players
at the end game are wondering whal to
do now that they have Anhktepot coming
after them, Well, I don't suggest tryving to
fight him; that's a losing proposition,
However, if you've reassembled the two
seals and used them in the proper places
(which vou should do before waking the

follow-the-leader and bring about the
happy reunion.

And thats it for this look into the mail-
bag. Until next time, happy adventuring! %
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Price: $29.95

System
Requirements:
[BM-compatible
48BDX-66 or beller
processor, 8 MB RAM,
35 MB hard drive
space, MS-D0OS 6.22,
Windows 3.1 or better,
SVGA graphics, 2x CD-
ROM, Sound Blaster
16-compatible sound
card, mouse.
Macintosh require-
ments: 68040
66/33MHz processor,
System 7.5.1.
Protection: None (CD
must be in drive)
Designers: Shannon
Gilligan, Sam Egan
Publisher: Activision
Los Angeles, CA

(310) 473-9200
Reader Service #: 320

REVIEW ¢ THE ELK MOON MURDER

‘Shallow Grave

THE ELx Moon Murper Looks Pretty, But Gameplay Is Left for Dead

by Jeff Green

HE LK Moo MURDER is
the computer game equiva-
lent of a beach-vacation mys-
tery novel. Itwon't last long,
vou won't remember it a
week later, but if vou're com-
pletely willing to lower your
standlards and shift your brain
into neutral, vou might find it
makes for a quick diversion.
If that sounds like faint praise, it is. For
while there’s certainly room in the world
for casy, lightweight computer games,
Frk Moo is not nearly as good as it

potter, has been shot dead in her studio.
At the time of her death, she had been
working on restoring a valuable, ancient
pol—now missing— that was to be
returned to the Santa Vera Pueblo after
being kept for years in the private collec-
tion of a rich local arl imaven,

You are a rookic detective assigned to
the case along with your partner, John
;\‘igh? Sky, and your hoss is giving vou just
five days to find the killer before the I¥BI
jumps in. Unfortunately, like a cheesy
Murder, She Wrote plot, just about every
character you meet seems to have had a

reason to kill the vie-

{1} EM’I III l E

MESSAGES RECEIVED
suBECT

S REBECCA ORLANE

SAY, IS THAT A NEWTON? Your main interface in the game,
from which you'll perform all your detective work, is this per-
sonal digital assistant.

could be, even on this level, and it has
enough problems that even newbie
adventurers should probably think twice
before laying down their cash,

DEAD AND LOVING IT

Activision’s wo-CD inferactive murder
mystery is set in Santa Ie, New Mexico—
almost Tony Hillerman country —and the
story bears more than a passing resem-
blance to that mystery novelist’s work
(specifically A Thief of Time). Anna Elk

Moaon, a well-known Native American

cC OCTOBER 1995

tim. There’s the des-
perate, shady real-
estale developer who
was publicly fighting
with Anna overa pro-
posed casino devel-
opment on the
pueblo. There’s the
former art dealer
who was furious with
Anna’s decision o
quit and who publicly
threatened to destroy
her. There’s the arl
collector's nephew,
who believed thal
the pot was rightfully
his. There’s her drunkard husband, her
jealous lover, her jealous ex-husband, her
husbands jealous ex-wife and her disgrun-
ted former gardener. And, believe it or
not, there’s even more, but | have chosen
lo 5!]21“_' ‘\T)ll lhl_' rest, \ill]’l'(_' \\"(.'1(.‘0"]('.

Gameplay is basically a matter of
choosing suspects and informants to talk
to from an overhead rendering of the
town and then watching video clips of the
interviews. Your primary interface is a
Newton-like PDA , which lets you order
and receive forensies reports and alibi

verifications: review caseliles, evidence
and notes; and receive barking voicemail
commiands from your boss. The acting
thranghout the game is surprisingly good,
as is Uie dialog, which helps elevate the
characters well above the level of carica-
ture common 1o this genie, Along with
the realistic sets and well-designed inter-
face, ELK MOON, ona superficial level,
has the aura of a first-class production. Its
only when you actually try to play the
thing—a minor detail, | know— that you
calize just how superficial it is.

TIME OUT OF JOINT

Essentially, T ELk Moo MURDER
is an adventure game rail-shooter, guiding
vou along and only letling you talk to cer-
tain suspeets at certain limes—and onee
you've seen he two or thiee video clips
recorded for that person, you can't talk to
them again. If you've since discovered a
crucial picee of information that contra-
dicts their lestimony, too bad.

Worse, the game is nol smart about
knowing when you've picked up informa-
tion from one character that would affect
your questioning of another. That is, the
first time you talk to someone, you will
always ask the exact same questions and
get the same video responses, the second
time you talk to them, you'll get the sec-
ond round of canned questions and
answers. What this means is thal, depend-
ing on the order in which you talk to peo-
ple, you're often going Lo know way more
than you're going to be allowed to ask.

"lo give one small example, once | knew
that Karen Gordon had spent the night
with id Snyder, Twent o talk to him. But
because | was visiting him for the first
time, I was watching Canned Video Se-
quence #1, and Karen’s visit doesn't come
up alall We know he’s lying, yet we don’t
confront him. This relianee on canned
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Do you own a PC that is
(2 1BM or O MAC based?

« Do you prefer a
(1 CD-ROM or (3 FLOPPY DISK?

« Do you have
0 Windows 3.1X or O Windows 957

e Are you an AT&T customer?
Ovyes Ono

TO RUN WORLDNET ON YOUR IBM-COMPATIBLE PC YOU WILL AT LEAST NEED:

« An IBM-compalible computer « An 80386x processor or faster « Microsoft Windows® 3.1X, Windows for
Workgroups 3.1, or Windows® 95 - 8 MB RAM and 11 MB of available hard disk space = An intemal or
extarnal madem running at 14.4 kilabits per second or faster « A phane lin connected to your madem

but not connected lo a LAN, nor an ISDN

TO RUN WORLDNET ON YOUR MAC PC YOU WILL AT LEAST NEED:

AMacintosh® or Power Macintosh running System 7.1 or higher » Apple Open Transport 1.1+ (i using
Open Transport) « 8 MB RAM (or more for better performance) and 11 M8 of available hard disk space
« An internal or external modem running &t 14.4 kilobits per second or faster
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TerraNova: Stn'ké '

Zork Nemesns
Force Centauri Adventure
Arcarde Style 5066600 DOS 48666 or MAC B30

DOS Pertium, Smb, M

Al o I| .'.'.

THE GREAT

Star Trek Deep Space

Nine: Harbinger
Adventure ST ZR0E
DOS 4BH/5E, Bmb, M

The 11th Hour
5054309

Int@racti

Game
M

- .
Phantasmagoria
Adventure 5004502
WIN3 1 46685 or MAC LCIIL 8mb, M

CD-ROM DEAL...

Mission Critical Adventure

A\ \‘1 DOS 485733, 4mb, M

S062807

Mindscape Complete
Reference Library Gen, Reference 5037106
WIN3.1 3E6733, Bmb, M
The Family Doctor Medical Rel. 5055207
WIN3.1 4B5/33 or MAC LCII, 4mb, M

Spoits 5054200

- “m -Picture Perfect Golf
WINS.1 386, dmb, M, J K

JALEA

ProGRAMMER'S LIBRARY

BRIGIH A LML
PLUE ALLS
Y

THY FLE
M

MK
v

5
CONSUME

The Ultimate Doom:

JAVA Programmer s
Guide

Thy Flesh Consumed

Police Quest: SWAT
WIN3.1 48633, 8mb, M

Caesar |l
DOS 386/40, 8mb, M
i Fantasy General
IR 0o s s
The Pagemaster
WING.1 486 ar MAC LGHI, 4mb, B

Woodruff And The Schnibble
WINI1 486, 4mb, M

How Multimedia Compurters Work
WIN3.1 386/33, 4mb, M

PT5 Official
Windows ‘95 Tutorial
WINZ.1 386733, dmb, M

Trivial Pursuit
WINZ, 1 386 or MAC LCIII, 4mb, M

Aces Collector's Edition
WIN3.1 486, 4mh, M

Precision Mapping 2.0
WIN3.1 386, dmb, M

Police Quest: Open Season
DOS 386, 4mb or MAC LC, Bmb, M

Arts And Letters Draw
WIN3.1.386, 4mb, M

Discovering Shakespeare
WIN3.1 486 or MAG LCII, Bmb, M

NN

Imternet Guide 5077200 Arcade ’s'tyin: ! S044408
WINZ. 1 386, 4mb, M 1 /33, Amb, M, K
Screamer Micada Style 5058005
DOS 48666, 3mb, M, J, K
Just Me & My Dad Children's Ed, 5067400

“EH WIN3.1 486 or PMC LEII, 4mb, M

The Bible
WIN3.1 386, dmb, M

Print Artist 3.0
WIN3.1 386725, 4mb, M. K, P

Bitde Reference 5031703

Home/Personal 5051404

The Incredible Machine 3 Strategy Game 5043302
WIN3.1 386 or MAC LCIL, dmby, M
Outpost Strateny Gams 5007703

WIN3.1 386, dmb or MAC LCIIL, 8mb, M, K

- Connections Adventure

" WIN3 1 486/33 or MAC 68040, Bmb, M
Dr. Ruth's Encyclopedia Of Sex
WIN3.1 486, 4mb. M

Sports lllustrated
Multimedia Almanac
WIN3.1 386/25 or MACII, &miby, M

Spoits

Mastercook Deluxe
WM Fying.1, 36625 or MAC I, 4mb, M

How To Select CD-ROMs For Your System.

Each seleclion incluties the follawing impartant information:
minimum system required, minimum CPU requited, minimum
amount of RAM required, and required peripherals
(M=mouse, J=joystick. Kskeyboard, P=printar)

207150

Home/Personal 5027602

5036504

Home/Personal 5052709

]
|
|
|
|
|
|

For all tites, the mmimum system requirements recommended (unfess
herwise inchcaled) are; Hardware: SVGA monitor (256 colers), sound
card, 40mb hard drve, double speed CO-ROM drive, Operating System: §

DOS 5.0, Windows 3.1, Macintosh System 7.0

3
!
d
1

King's Quest VIl
The Princeless Bride
WIN3 A 386/33 or MAC LCII, dmb, 1

Resume Maker

Deluxe €D

WIND.1 306/33, Bmb. M. P K
Inside The SAT & PSAT
WIN3Z,1 386 or MAG LCIL Bab, M, K

Golf Digest's Best Places To Play
WIN3,1 486, 4mb, M

ADI's 2nd & 3rd Grade English
WING.1 486733, Bmb, M

ADI's ath & 5th Grade English
WIN3.1 486/33, Bmb, M

Trophy Bass Fishing
WINZ. 1 486/66 ar MAC LCIN, Bmb, M

How Your Body Works
WIN3.1 486 or MAC LCII, Bib, M

Corel Gallery
WIN3.1 386, dmb or MAC LCHI, Zmb, B

Pool Champion
WIN3.1 486/86, Bmb, M. J. K

MecKenzie & Co./
Games For Her
WIN3.1 486/50, Bmb, M

el

ST

For faster service, use your credit card and call us toll-free 24 hours a day.

1-800-792-1000

Adventure
Strategy Game
Strategy Game
Adventure

Adventure

Computer Tutor.

Computer Tulor
Strategy Game
Flight Sim
Travel
Adventure
Home/Personal

Literature Goll,

Arcade Style

Home/Personal
College Prep.
Sports
Children's Ed
Children’s Ed.
Arcade Style
Medical Re!
Clip Ant Library

Arcada Styla

Adventure

5062500

G0G8606

S0673M

5027008

5037304

6044300

5043807

5027404

5037008

5071204

5002003

5048301

5051600

5024401

§050703

5060702

5045208

5052006

5053301

5054101

5044201

5010301

9060306

5052808

“E\IL
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Nine Month Miracle Medical Ref. 5060603
WIN3.1 386/33 or MAC LCHI, Bmb, M
1001 Really Cool Web Sites Internet Guide 5053004
WIN3.1 386 or MAC Classic, 4mb, M, K
7th Guest Interact. Game 5004700
DOS 386/33 or MAC LCHIL, Amb, M

g\er Brainy Book Children's £d.. 5048905
WIN3.1 486, 4 mb or MAC LCIII, 8mb, M Ages 4-8
Let's Pretend Children's Ed. 5036304
WIN3.1 486/33 or MAC LCII, Bmb, M For ages 3+
808 Great Letters Gen. Aeference 5041702
WIN3.1 386, dmb, M
Doom li frcade Style 5021506
D05 38633 or MAC LCII, 4mb, M, J. K
MTV Unplugged Music Coll, S079702

WIN3.1 48656 or MAC 68040, 8mb, M

\‘1 veritet Pl
-1‘:\ arving Mgy

11 L 1 U
m}-j}c" w_tr.'.'.a‘.-.'.-&w“,!-’-‘ “Ew ;
Compton’s Encyclopedia NICI( Jr. Math
Gen. Aeference 5046008 I.dren’ Ed. J!]JNUJ‘
WIN. 4mb, M #6733 or MAL BSTIH0. Bmbe M. K
Beer Hunter Gen. Interest 5040803
WIN3.1 486 or MAC LCIIL, 4mb, M
\“._qi - Angel Devoid Adventura 5065404
R DOS 486/66 or MAC LCIL Bmb, M
And More Calendars Home/Personal 5049507
WIN3.1 386 or MAG LCIL, 4mb, M, P, K
N‘.‘H Peter Rabbit & Benjamin Bunny Children's Ed 5067103

WING.1 4B6/56, Bmb, M

Mavis Beacon
Teaches Typing 4.0
VWIN3.1 38633 Bmb, M, K

Typing Tutorial 5052402

Instant Internet Access Internet Guide 5031000
WIN3.1 386, 4mb, M
Mixed Up Mother Goose Deluxe  Children's Ed. 5042304
WIN3.A 355 or MAG LCII, 8mb, M For ages 3-6

1 Dlnntnpla Adventure 5083003

* DOS 486/66. 8mb. M

S
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Command & Conquer
Strategy Game 5050208
DOS 486/66, 8mb, M

Mechwarrior 2
Arcade Style 5043609
DOS 4086/66 or MAC 68040, Bmb, M

Gabriel I(ni'g'ht:

The Beast Within
Adventure 5060405

Hexen
ArmdL tyle

Spycraft:
The Great Game
Adventure 5063201

5056403

5040, Bmb, M

DDS 3556 or MAE BBD3D, Bmb, M

GIVE OR GET

WIN3.1 486/33, B, M

CD-ROM:s ror

PLUS 1 MORE AT GREAT SAVINGS!

(See details below.)
E‘ﬂ Heretic Arcadz Syl BOBGT09 - The Raven Project
005 465, 4mb, M (L eyl
i« VirusNet Utility 5080106 Navy Strike

L M 00S 466765, Amb. M, J, K

'E‘ﬂ = William's Arcade Classics
D05 486/33, 4mb, M

F. ?H « Official Guide To
" Netscape Navigator

Shivers

WIN3.1 486/33, 8mb, M

Adan; The Inside Story

WING.A 385, dmb, b or MAC LG, 8mb, M

_;' :Road Trips
| N WING1 465, dmb M

Jumpstart First Grade
AN, | 436 or MAC LCIN, 4mb, M

The Lost Mind Of Dr. Brain
WIN3.1 486 or MAG LI, 4mb, M

Jumpstart Kindergarten
VNG 346, Imbior MAG LCUL 4mb, M

- Are You Afraid Of The Dark?
005385733 o MAG LG, 4m. M

The Daedalus Encounter
WIN3.1 486733 or MAC LCIIL Bmb, M

A,

Berlltz Live Spamsh
L;nquawﬂdur 50-13-101

... Compton's Complete
el £ street Guide
= WIN3 1 386, 4mb, M

el

Travel sesseg MBI

The Unexplained Historical 5079801

WIN3.1 486733, Bmb. M

A whole new way to get the most exciting
CD-ROMs this holiday season - games, reference, edutainment and mare - all
al greal prices! Great to give as gifts, Great to keep for yourself, Just write in the numbers of
the 2 CD-ROMSs you want for $9.95 each, plus shipping and handling. In exchange, you

agree to buy 4 more CD-ROMs in the next 2 years, at our regular prices (currently as low as

WIN3.1 486, 4mb or MAG LCII, 8mb, M

Adventure 5069307
Flight Sim 5051309
Arcada Styla 5072400

Computer Tutor, 5061908

Adventure 5056102
Medical Ref. 5059605
Travel 5066006

Children's Ed. 5045901

Children's Ed. 5037502

Children's Ed. 5027701

Children's Ent. 5072905

Adventure 5034707

Zone Raiders FX Fighter
Arcade Game 50568904 a\rr.ldn b:vuc 5045100
sueui Stars Of The Louvre Artist Coll. 5067608
WA Wins 1 326, Bmb or MAG LC, 4mb, M
R MTV Unplugged Music Coll 5079702
SWEMS a1 495755, 6mb of MAC 69040, Bmb, M
Nascar Racing Driving Sim, 5001300
DOS 386/40, Bmb, M. J.K
o Quest For Glory Anthology Adventure 3072806
SN2 oS a5, amb, M
I\E\H . Cyberia 2 Adventure 5074703
e DOS 486758, Bmb, M
-

Send me these 2 CO-ROMs for just $9.95 each
plus §1.75 each shipping/andling (lotal $23.40)

Columbla House CD-ROM Direct

Yes, please enroll me under the terms outlined in this advertisement. As a mamber, | nead buy just
4 mare CO-ROMs at your regular prices within the next 2 yaars.

Send my CD-ROM selections for: (check one only) [ 1PC (1) [ Macintosh (3)

Dept 6(,‘( 3109 Lanlu.)uv L‘r-url
Bloomington, IN 47404-1498

Write in the selection #'s below

[#

[#

$29.95, plus shipping and handling) = and you may cancel membership at any time after
doing so. What's more, you can get one more CD-ROM right now for the low price of
$19.95 and have less to buy later (see complele details in coupon).

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 limes a year)
reviewing our Fealured Selection - plus scores of alternate choices, including many lower
priced CO-ROMs. And you may also receive Special Selection mailings up lo four imes a
year. (That's up to 17 buying opportunities a year!)

Buy only what you want! if you want the Fealured Selection, do nothing — il will be
sent automatically. If you'd prefer an alternative selection, or none at all, just mail the response
card always provided by the date specilied. You'll always have 14 days lo decide; if nol, you

Buy your first selection now and have less to huy later!

Please check how paying: [ My check is enclosed,
[ ] Charge my introductary CD-ROMs and future CO-ROM Direct purchases to:
[ mastercard [ piners oo U] amex [ visa [ Discover

Account Numbar

Exp Dato

My main CD-ROM interest is: (check one) (Mot You e atways frew o chose lrom any cal

[_ ] Atso send my firstselection for $19.95 plus §1.75 shipping/andiing which I'm adding tonmy $2340
payment (total $45.10). | then need to buy only 3 more (instead of 4} in2 !_.rears I;T

(BYMBYQ
(BYN/BYR

may return the selection at our expense,  Entertainment trjuj:j:zt-a;:\ LI Edutainment O Productialy
(ncludes chidren's thes)

Money-Saving Bonus Plan. If you continue your membership after —— Phona ( )

fulfiling your obligation, you'll be eligible for our generous bonus plan. It enables you lo enjoy ; A

great savings on the CD-ROMs you want - for as long as you decide to remain a member! Address — Apt

10-Day Risk-Free Trial. We'l send details of how Columbia House CD-ROM Direct City. State Zip

works along with your introductory package. If you're not satisfied, return everything within 10
days at our expense for a full refund and no further obligation.

Act now, membership in CD-ROM Direct may be imited.

Moo
apy

Alnska, Hawall, i"m o Rico, U.S.
Applicable sales tax added to all orders.

ight 1o request addition: ormation, o lmi
ip. Offer imifed to re
. territories, APO and FPO

s of tho o

miszrshi
13 Linitod £

lmpurlanl" n.d vou remember to choose PC or Mac? will your selections run on vuur syslcm"
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REVIEW *THE ELK MOON MURDER

GREETINGS FROM SANTA FE To navigate through the game,
you pick locations from this overhead perspective of the town.
Ain't it purty?

video also leads to numerons moments
when time is completely out of joint, One
time through the game, just for the heck of
it, I dlichn’t bother visiting one of the key
suspects until the fonrth day; but the first
thing he said to me was thal he'd “heard
ahout [the murder] this moming.” But he
Baen't, Fle'd heard about it four diws ago,
“This s just slappy:

The five-day time seheme is, in fact,
extremely annoying. Fyery question vou
;n.l' ey aebion yon i:1|;,e_-, 1s gome o eosd
yorral laagh 13 minntes Recemiee of this
anet bacaniees af the lodbiesane sannb 3
suispeets aned yed Desrinog yons e 1o
wale: hwongh von're soing 1o anietly find
yowrself ot the cned SF the gape helorne v

Lyvenrr it lilees aftor inet o Fonv eoal Hps

INFOL feplay intarvies,

VIDEO KILLED THE COMPUTER GAME STAR Be nrepared tn wateh Inte
of video in Tre Eik Moon Murper, because that's pretty mueh all you

do in this game.

CG OCTOBER 1006

hours of play. sus-
pect this was done to
create the illusion of
“replavability,” but
really, there isn't any.
This is a game wilh
just one correct
answer; when you hit
upon il, you're done
lor good, Making you
play the game over
and over just o heam
all the elies is not the
same thing,

What makes the
time limit particularly
obnoxious is that the
time costs for your
aclions are completely unrealistie. At the
crime seene, for example, vou can take
phatographs of all the evidenee in the
room, bul cach photo cats up another 15
minutes. (Adding insult o injury is the fael
that the photos aren’t even worth taking,
sinee they don't help vou solve the erime
alall), When you visil the loeal llabher-
months at the Mongoose Twern, each

person you pall: tey solteets st her 15

minnles whieh ic fine eveept that the last

oy edoese e e o] heost coniles af
verr el e il Tose 15 mminnites This is
chris '||rr|||y-|l tha aanite, afl

Ve tepe pyoin? af Ve lone e
Vit henaly comiecslien b Bipe e
apreset = angpesi 1 b v diseones
hie gamnes i anilty A8 that allimagd af |
el npyslespies: nressenting v watl il
veatien gl Hae iael epeanet that ven eomiled
e pessibly e cliseeseresd on vonre omn
while, plaving the game

Wihen von grrest ane ol 1 |)|Jlll‘i1|!]!'
agperte pont are ~aenalle mbermen me
v hge o v e ven Bes Hye el
e Wt ehe syae an the glhiong at e
tine Al e mnrder o faet thal g ponehere
tov e .l-rulnfl i Hhe eenapae of e s
With anather suspeet we are inle that his
alily bl Hp e thongls e hiawe cone
nletely contep: infarmiatinon

L alher innocent apecls, when
Vi ir_\' bovarmes! l]:r'm \\-'i" et von ol
paint hlank rmee —one Fills von and the
nrll-;rpnlr VoL in fhf:i\rmpi!:i{ Anather, at
the moment of arrest, kills vou by beaning
vor over the head with a shovel. Now: |

ask vou, if these people didn't commit the
murder, why in the world are they attack-
ing —murdering—a police officer? Is this
whal they do for fun in Santa Ie? No
explanation is provided for their behavior,
as, again, you are immediately escorted to
the exit sereen in each instance. (And,

by the way, what kind of detective, other
than Inspector Clonseau, would, when
making an arrest with his partner, manage
1o gel elobbered on the head with a
shovel?) Granted, in all these cases vou
gave the wrong answer and therefare lost
the game—bul these are cheap and
unsalisfving resolutions to all the red-her-
ring stories. 111 picked the wrong suspect,
fine. Great. [ ost. But how about showing
e where | slipped up, rather than just hit-
ting me on the head with a shovel? That’s a
game ending? Certainly the designers

conld have done better than that.

GOODNIGHT, MOON

When you do finally hit upon the right
suspect, the denouement is quite good,
and the myriad clues are tied up in a
decent fashion. Unfortunately, by then,
VOu may be too an:m_\'cd to care. It’s too
had, really, because if the designers had
just concentrated as much on the game-
play as they did on the rest of the title,
they might have had something here. In
any evenl, iFyvou're still on the fence about
whether to buy the game, think about his:
Yooy the 530 vou'd spend, you could go lo
vourr loeal video store and rent Vertigo,
Rear Window, "Tovch of Bvil, Chinatown,
the Third Mem and five more mystery
dassies, for more than 20 hours of oul-
choneling enterlainment — at least twice as
lowygz s vou'll be playing THE ELK Moo~
vienpr And none of those movies will
Deatvorin the end. &

FAPPEAL: Mystery fans and adven-
ture game newhies looking for an
evening or two’s entertainment.

PPROS: Decent mystery plot with
good writing, acting and production
values.

pCOMS: Limited
gameplay coupled
with extremely
flawed time
scheme will frus-
trate all hut the
most forgiving of
gamers.

(&7
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SPIRAL INTO THE SUBTERRANEAN DISCOVER THE WONDER AND MYS* LIGHT TORCHES. ILLUMINATE PAS-
TOMB OF QIN SHI HUANGHDI. TERY OF CHINA'S MOST RUTHLESS SAGES. ENLIGHTEN YOUR MIND.

EMPEROR.

“Indiana | ones

INCREDIBLY BEAUTIFUL, HIGH RES-
REALMS OF PERILOUS BEAUTY AND OLUTION, 3-D RENDERED GRAPHIC
SPLEMDOR. ADVENTURE GAME,

?

NTURE GAME WHERE THE
Wiy | k
ULTIMATE WEAPON IS...YOUR MIND. -

i

| b

IN STORES NOW

Piogac

SOLVE PUZZLES AND AVOID TRAPS COMPASS GUIDED NAVIGATION

AS YOU FIND YOUR WAY TOWARD WITH PULL-DOWN REALM MAPS TO
MULTIPLE GAME ENDINGS. GUIDE ¥YOU THROUGH THE TOMB.

IAV1IY 02 NOSEZd L1SWId 2ML 38 NOA 1TIM

aresl

MUSIC SCORE RECORDED ON DO vyOu POSSESS THE wisSDOMm TO

AUTHENTIC PERIOD CHINESE UNEARTH THE TOMB'S SECRET?
INSTRUMENTS CREATES A FULL
STEREQ SOUNDSCAFPE, Circle Reader Service #286

fh’n‘l:pe The Qlin
o Ie YR

LIAITY AEWOL I NL

© TWER 1796 TIME WAHNEH ELEGTRONC PUBLISHING IS5 AN ARRANGEMENT OF
WihDaws oo-Rad WARNER BOOKS, INC. AND LITTLE. BROWN AND COMPANY (INC. }

weiciaaer- | TOUR QIN ON THE INTERNET AT
F HTTP://PATHFINDER.COM/TWEP/PRODUCTS/QIN
Distributed by WEA Visual Entertainment and Warner Books
R
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Price: $39.95

System
Requirements: 1BM-
compatible 486DX-66
processor, 8 MB RAM,
2 MB hard drive
space, Windows 3.1 or
better, SVGA graphics,
2x GD-ROM, Windows-
compatible sound
card, mouse
Protection: None (CD
must be in drive)
Designer: Byron
Preiss Multimedia
Publisher: Simon &
Schuster

New York, NY

(212) 989-6252
Reader Service #: 320

i N

REVIEW ¢ PHILIP MARLOWE, PRIVATE EYE

Dance, Littl

Sister, Dance

Dis Philip Marlowe CD Don't Stink Up Da Joint

by Charles Ardai

he Little Sister was the first of
Raymond Chandler’s Philip

Marlowe novels that 1 read,
and what | remember most
about the experience is being
confused. | later grew to love
Chandler, and Marlowe, and
have since read all the Mar-
lowe novels more than once,

but that first time I was disap-
pointed. So many characters to keep track

of, so many relationships knit logether in

GET UP, YOU LOUSY BUM This old
drunk was lying there “like an old Ford
with a leaky head gasket.” Forlies-style
animation and hardboiled prose help you
get into the Chandler ouevre.

such a tangled web of deceit, so many
archietypal scenes piling up ina kind of
nightmare repetition...reading The Little
Sister was hard work. It made my head
hurt,

So, which of Chandlers seven novels
does Byron Preiss select lo tum into a
computer game for Simon & Schuster?
The Big Sheep, with its well-known charac-
ters and plot? The Lady in the Lake, with
its single main setting and satisfving, inex-
orable denouement? Nope: The Little
Sister, the hardest of them all to getinto
and gel out of.

Since this is the same developer who

[ o4 OCTOBER 1008

CAPES & CARTRIDGES Hmm...this evidence seems
to point equally to guns and comics. Real funny until

somebody gets an ice pick in their skull.

gave s Ry BRADBURY'S THE MARTIAN
CrroNICLES and Isaac Asimovs RopoT
Criy— tuming these fine works into
some of the weakest CD-ROM games
around —you must forgive me for ap-
proaching PHILIP MARLOWE, PRIvATE EvE
with some trepidation. But wonder of
wonders, miracle of miracles, this ime

the Preiss is right.

FAREWELL, MY LOVELY

At first glance you may be forgiven a lit-
e trepidation as well: after some nifty 3D
animation sets the scene, vou will be star-
lled to see the game's characters repre-
sented by flat, crude, almost ngly cartoon-
like drawings. A gangster looks like his
sneer was drawn on with a single swipe of
a felt-tip pen. But then the characters start
to move, and their movements are fluid
and dimensional. They may be flat
sketehes, but they move as il they were
real people. I1’s a little like the style of art
used in the current Adventures of Batman
and Robin TV series: deliberately artificial,
evoking the style of anthentic 1940s car-
toons without that periods technical limi-
tations. It takes only a few scenes to grow

an you here.

Author Barbara Lanza has
taken some liberties with
Chandlers story, but players
get to choose for themselves
what degree of liberties they
will tolerate. The first choice
the game offers is between
the novel’s original plot and
an alternate story line cooked
up especially for the game.
Fither way, the first half of the
story unfolds 'The same way:
the honorable but hardboiled
detective Marlowe gets a visil
from mousy, nervous Orfamay QOuest,
and after some dickering, agrees to help
her find her missing brother Orrin.
Marlowe starts by digging around
Orrin's last known address, a scedy Bay
City flophouse, and two of the men he
meets there shortly tum up dead with
ice picks expertly inserted at the base
of their skulls. Looking askance at

1. The man in the rooming house
was bald when you met him, but
has hair when you find him dead in
the hotel. It's worth a look under
his toupee.

2. Don't let the police sirens scare
you out of an apartment you've
broken into. You usually have time
to scan one or two screens before
they take you inte the station, and
even then they just hassle you.

3. When you come 1o in the doc-
tor's office with a dead body in
front of you, though, get out as
fast as you can. If the police catch
you there, the game's over.










RAMA wlil captivate your mind and senses
with it's amazingly complex and beautiful world.

Your survival depends on interpreting languages
and cultures of creatures never before encountered.

An epic science fiction game based on the critically
acclaimed RAMA series by Arthur C, Clarke and Gentry Lee.

Launched by an unknown
intelligence, commanding
technologies we do not un-
derstand, RAMA presents the
human mind with its greatest

challenge. Discover a series

of complex alien secrets,

avoid unseen dangers and ARTHUR C, CLARKE

4l & GENTRY LEE'S
reveal tantalizing clues—you ™

may even survive to report

your mysterious findings.

hitp://www.sierra.com
See your local software dealer or call 1-800-757-7707

Licensed in conjunction with International Computer Group. Arthur C. Clarke's and Gentry Lee's
interactive multimedia rights are represented by International Computer Group, ©1996 Sierra OnLine, Inc.
® &nd/or ™ designate trademarks of, or licensed to Sierra OnLine, Inc. All rights reserved.
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REVIEW ¢« PHILIP MARLOWE, PRIVATE EYE

Marlowe's fortuitous proximity to two
homicides, the police start giving
Marlowe their usual hard time.
Meanwhile, anonymous phone calls
start coming in at Marlowe's office.
“This is a warning, Marlowe,” they say,

L luyeWTeny

the nightmare repetition | mentioned
above. Chandler’s readers grow accus-
tomed to secing the same scenes tum up
again and again. Marlowe gets knocked
oul; Marlowe gets drugged; Marlowe gels

avisit rom wo twitchy guys with guns,

LOTSA LEGWORK Bein' a P, ain't all fists and dames. Make sure to use the files on these goombas—and
check back in your casebook. Enough lumps on the head, you might go into the big sleep and forget somethin’

“Back off. Stop nosing around. Keep out

of our business!”
Did I mention that Marowe gets cold-

cocked at one murder scene by a dame in
dark glasses and knocked out at another by
ashady doclor with an crotic letter opener

and ready access to potassium hydro-
cyanide? Well, now Lhave, It all part of

-~ MarloweMania

f the seven Marlowe novels, the first is the
best starting point. Though its plot is baroque,
The Big Sleep has some of the most memo-
rable characters and by far the most stagger-
ing final punch to the reader's gut. Playback, Chandler's last
novel, is extremely readable. The Lady in the Lake shares
that virtue and also gives you a chance to see Marlowe
operate in a setting other than his usual urban “mean
strests.” The High Window is as strong a novel as The Little
Sister but also as hard to get into. Farewell, My Lovely is
easier, but only if you can get past the casual racism with
which Chandler peppers his prose. The masterpiece of the
lot is The Long Goodbye, a sobering exploration of loyalty
and betrayal; it's the one everyone should read.
Rabert B. Parker, of Spenser For Hire fame, wrote
two authorized Chandler sequels, Poodle Springs and
Perchance to Dream. Neither is as good as the originals,
but they are better-than-average pastiches. An even better
modern helr to Chandler is Lawrence Block, whose novels
about ex-cop Matt Scudder are the best hardboiled detec-
tive stories since the Marlowe books. For sheer suspense,
start with A Ticket To The Boneyard, for a brilliant puzzle,
try A Stab In The Dark; or for raw emotional power, read
Eight Million Ways To Die.

cG OCTOBER 1995

Marlowe also gets pushed around by the
cops. gets warned off his case and visits
refined-but-deadly mobsters at nightclubs.
Finally, Marlowe cracks wise with hot
dames and occasionally gets to lock lips
with themas well, Only the names change
from book to book.

15 all there in the game, too, even in
the alternate plot line. What you might
expeet o be tiresome repetition, however,
is actually welcome familiarity: Just a
readers of Flomer cherish each reference
to “the wine=dark scas,” readers of
Chandler grow to cherish each cold-
cocking and every laconie “Iere was
nothing in that for me, so et it pass.”

Along with Chandler’s scenes, Lanza
lifts entire chunks of Chandler’s prose
verbatim, whicly is probably the smartest
thing she could have done, Fake
Chandler can’t hold a candle to the real
thing. And what you get here is usually the
real thing, though a bowdlerized version:
“a cheap bastard” becomes “a cheap
bum,” and a pair of siylish glasses is
deseribed as “slinky” but not as “cockeyed
and oriental”

The repartee is delicious: The sluttish
Dolores Gonzales is “as hard to getasa
Iaireut”; tough movie star Mavis Weld is
“so smart [she] could talk her way out of a
safe deposit box.” The actors delivery is
good, though Mardowe is a little too nasal
and everyone sounds rushed. As long
scenes of the oddly compelling animation

play oul before you, you surrender your-

self to them, luxuriating in the decadence
and charm of Chandler’s world.

THE LONG GOODBYE

You may well ask, however, whether
this is a carloon or a game. Am | walching
or am | plaving? The answer is that mostly
you are walching, The interactivity con-
sists of choosing which scene to watch
next by selecting locations from a map of
California. When you travel to locations
at which no character is present, you get
to do some adventure game-style explo-
ration, scarching a room for clues before
the cops pick vou up for breaking and
entering (not that the game ends if you're
arrested; vou're allowed to continue even
after your license is revoked). When
you run into other characters, you occa-
sionally get to affect the direction a con-
versation takes by choosing between two
alternatives: Do you ask Orfamay about
Orrin or about the rest of her family? Do
vou wake the sleeping hotel manager
gently or rudely?

"This hardly qualifies as adventure gam-
ing, though, and on the whole PriLip
Martowe, Privare: i delivers little for
gamers to sink their teeth into. Still, for
fans of the Marlowe novels, Privaie Exe:
is a treat, a teeth-rolling little bonbon
they'll gobble up. You can keep your trig-
ger finger from getting arthritic by playing
QuakE: and your adventure game muscles
limber on GasrieL, KNG 2; the fact
that PRIVATE EE is light on game ele-
ments shouldn’t keep lovers of hardboiled
mysleries away from this pleasant and
faithful adaptation. &

PAPPEAL: Anyone who longs to
hear Marlowe’s timeless wisecracks
spoken out loud to the accompani-
ment of saxophones and gunfire.

PPROS: Authentic Chandler prose
and plot twists, presented in a differ-
ent and ultimately satisfying graphic
style.
PCOMNS: Not
enough of a
game-just a little
light snooping &
and a tiny bit

of interaction
inserted into long
scenes of conver-
sation and action.




"BEAUTIFUL, SENSIBLE, AND WELL-BALANCED...

AN INSTANT CLASSIC...DOES_EVERYTHING YOU'D
EXPECT A GREAT GRAPHIC i Y
ADVENTURE TO DO... iy
SIMPLY BRILLIANT

PC GAMES, JuLY ‘96

The Holy Grall of
adventure games.
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'NEMESIS: THE E.KE NUKEM ‘BLOCD & MAGIC T — WARCRAFT 2

v WIZARDRY ‘Ass stompin’ The 1st ever real- . LR, T The battle
mts ADVENTURE A ains. have ang- time, strategy \!\f_:_h{uh’;l M between the e
y unique. combina- ed, and the computer game orcs and the noble

The ~dHRomag Adventurs | oS Cments humans suddenly based on a never humans rages on.
creates rich game- find themselves before seen area With  powerful

play destined to atop the endan- of the most popu- new allies, terify-

revolutionize the gered species [ist. lar ADEDworld, the ing new creatures
adventure/rpg The odds are a Forgatten Realms, and ingenious

standard. 4 COs : R million to one, but where you com- new weaponry,

packed  with . Et\i Duke  Nukem mandabroadange the struggle for

mRTEGe Sl mut | e knows what's got of characters into the domination
media, deliver an to be done. Kick epic batties of good s of Azeroth con-

epic story. CD $42 aben butt! CO$48 andewl. CD$46 ! tinugs. CD $46

] Meet ‘THRUST- 'FLYING TCIELINTAAI 'FIRE  FIGHT'
Commander MASTER CORPS' Wilh a TN Your mission s

Zod,  You'll GRAND PRIX superb  land- to discover the

| answer to him 1' Gives you scape, accurate identity of who

as you lead the competi- 4 flight model and is behind the

armies of beer tive edge in depth “New  Order"
swilling, with  vari- research, Flying Confront  the

druken robot able throttle Corps is the ulti- enemy in a cli-

soldiers from and braking mate in World § maclic batllz at

planet to plan- at your fin- War 1 flight sim- their home field.

gt destroying gertips and lightning fast thumb acti- ulation that will The fate of mil-

averthing that vated shifting. Securely clamps lo your quite  simply lions of Innocent

8 stands in your desklop. Total steering range is 180 take your breath civilians is in your

way! CD $44 degreas of travel. §74 away. CD$42 hands, GD $38

'REALMS  OF 'LINKS LS’ ‘AZRAEL'S

4 ARKANIA  3: Watch the div- . TEAR' This Is a
SHADOWS ots fly, see the 18t person,

real lime 3D
adventure role
playing game,
fealuring com-
plex interac-
tion with other

OVER  RIVA'
Something sin-
ister is happen-
ing in the sea-
side city of Riva.
Qutside its pro-

fog roll in, or
walch your ball
back up on a
wedge  shot.
New  control
panel and easier

tective  walls, interface, characters,
thausands of 'DUNGEON KEEPER' As an ultra evil sorcerer who modem/network high tension combal, and a host of puzzles for
Orcs  threaten has collected a hoard of treasure over decades of play and amaz- you to solve. Complex puzzles requiring imagi-
the people's thievery and other mischief, you now retreat Into PyTel ing course accu- native engagement with the game and top qual-
edstence, CD$46 your dungeon to enjoy your unjust rewards. GD $45 - racy! CD$46 ity digitized sound effects! CD $39
IBM HARDWARE IBM ACTION IBM ADVENTURE g |BM ADVENTURE IBM'ARCADE IBM RPG IBM SIMULATION g IBM SIMULATION
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Gravis GriP Cnirllr £84 Duke Nukem Forover  S46 Birthright W35 548 Myst 2 £82 Pinball World 535 Dark Sun Online W95 515 Alr Warrlor 2W85 544 Interactive Sallng 35
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Head-On Gama Maodem8175 Hard Boiled W35 540 Circle of Blood 544 Qrion Conspiracy 536 Toh Shin Den 844 Dungeon Mastar 2 £3g Battle of the Ironclads $46 Max Overkill Mutti 348
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FLCS Limded E4. 5399 Shadow Warrior 549 Orowned God 340 Snow Crash W35 344 Fritsy Garl Strat Badl  §34 Skyrealms of Jorune 333 Destruction Drby 2 §40 Msoft FS5 Flight Shop  §52
Flight Contr. Pro 599 Sipge 45 Druid Daemaons Mind 539 SnowJob Wa5 $39 10 Anthatogy 564 Star Trail 336 EarthSiege 2 WA5 £40 Msoft FS5 Objct Dsgnr $46
Flight Control Sys  $52 SkyNET 544 Echoes $48 Solar Grrsade 4 Kilraihi Saga 534 Star Trek Deep Space 9 529 F-22 Lighling 2 848 Mud Kicker 845
Game Card £25 Space Hulk 2 44 Eestatica 2 £40 Soul Keeper 544 Kings Quast Anthl £25 Star Trek THG Colleet  $69 F16 Fightng Falcon ~ $46 Nascar Racing 2 S48
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‘THRUSTMAS-
TER F-22 PRO’
With a powder
coated  metal
base, glhss filed
ABS handie, metal
gimbal  mecha-
nism, and heavy
gauge spring ten-
sion, the F-22
PRO gives you the
edge you need in
advanced tactical
warfare. $126

'BATTLEGROUND
4 SHILOH Covers
the 2 days of Apdl
Gth and T7th
N 1862, where the

Corfederas Ay,
commanded by
Albert Sidnet John-
y ston, bunched a
bold  surprise
aftack  against
Grant’s  unsus-
pecting  Union
Amy.  CD$42

WARCRAFT 2
BEYOND THE
DARK  PORTAL'
Alter destroning the
mystic gata into
Azeroth, the
Humans  discover
that the nft which
illows the oms
passage into. their
workd st exists!
Venture into
uncharted lnds of
the Horde. CDE29

‘DEADLOCK’
Your incredible
3D rendered
opponents poss-
€5 unique attrib-
utes that will tilt
the balance of
power. Intimida-
ftion is key as
they huil insults
and carry out
strategies  that
can mean. your
doom.  CO$47

) i - Lj w’; l.v_. i(_L)

vinbhvi by

‘THE PANDORA DIRECTIVE' Travel along three
different paths to any ol seven different endings
on your quest to dissect [he unnerving mystery
surrounding the Roswell UFD Crash, 6 CDs $48

TOMB RAIDER'
 Dive into the

attion packed fan-
tasy world of infa-
mous atventurer
Lara Grofl, in her
quest to retrieve
the legendary
“Scion”. Explore
an  environment
| that takes you
f through  jun-
gles, ruins and
more!  CD$40

IBM SIMULATION IBM SPORTS IBM STRATEGY IBM STll:ﬁTEG\'

Sail Simulator 840
Screamer 2 844
Sensory Overload 542
Shattered Steel 546
Ship of the Line W5 844
Shock Wee Assit W95 539
Sierra Pro Pilot W85 845
Silent Hunter S4B
Silent Hunter Patii 1 515
Seent Hunter Patl 2 515

SimCopler W35  $38
SlamScape W95 bL]
Space Academy Wi
Startighter 339

Super EF2000W95  §40
Super Motocross W25 $33
Super Tank Commanders40

Supersonic Racers W95534
$40
TFX EF2000 45

Tank Comemander Net  $19
Test Drive: O Road 42
The Condemnned W35 S48
The Darkening $53
Tie Fightr Coll M7
Tom Clangy's S5N 5
Top Gun Fire at Will -~ 544
Trophy Bass 2 349
VX Racing W35 S44
Viper.Oper Rd Set W85 535
Werowoll y Comanch  $33
Whiplash £46
Wing Commander 3§31
Wing Commnde 4 Wa5 $47
Wipe Qut XL 30

o World Rally Fever ~ $44
w World of Combat ~ $33
w5 Wrid Cire Gran Prix 2 $44
1 Wrld Ciec Track Attck 542
O X-Car Exprnnti Ren $44
= X-Winp Calicctor 84
X-Wng Vs Tie Fghtr $54

ABC Monday Night FB §52
Fron Page Football 87§48
Front Page Ba: 86 $48
Front PgFB Pro 96 S48
Hooves Thunder W35 $35
Legends FB 67 WOS  S44
Links LS 546
Links Pro Courses ea  $19
Links Pro 386 319
Lunar Golf e
Madden Football 97 548
Micrleague Basebll 96 534
NCAA Champ Bskibll 534

HHL Hockey 56 44
NHL Hockey 97 o
PEA Bowling 2 535

PGA Tour 96 Spnsh Bay319
PGA Tour Goll 96 Wa5 $37

SimGolt $38

IBM STRATEGY
Tth Legion 2]
Advancd Civilieation ~ $39
Afterlite 46
Age of Empires 548
Agents of Justice 2]
Alleglance L]
Ascendancy 44
Battte Bugs 519
Blood & Magic 546
Capsar 2 47
Capitafism 842
Celtic Tales s
Chags Overlonds W85 520
Citiz Bekwir Allr §42
Civilization Hetwork  $25
Civilization 4
Civilirtn 2 W/W95 542
Calonization £25

Comm Cong Covert Opr&22
Com Cngr Rd Alrt $48

Command & Congr 847
Command & Connuer 2548
Complate Carrlars War §42
Conquest New World 546
Constructor Wa5 44
Drk Erth Strgy WA5 545

Deadlock 547
Destiny W35 §15
Doeminien M
Dune 2 320
Dungeon Keeper 345

Emperor ol Fadng Suns 542
Empire Dix MstrEd 522
Enemy Niions W35 546
Explaration 30
Flight Commander 2§39
Fortes Corp Rder Gme 545

Free Enterprise 539
Galactic Mirage 548
Genghis Khan 2 524

Heroes MEM Wa5 534
Hernes Might & Magic 534
Heroes of MA M2 534

Into the Yoid L2
Jaggd Allne Ddly Gama $43
Jagged Aliiance 525
Jutland 519
Lords of the Realm 2 S48
Lost Admiral 2 $39
Master af Magic $40
Master of Orion 525
Mastor of Orlon 2 $46
Metal Marines 348
Mission Force 318
Ocean Trader 4
(tfensive $36
OrionBurger 539
Qupnat Wi 546
Duipost 525
Pax Imperia 2 W05 546
Pirates Gold $19

Planelary Raidors 545

Raturn Fire W95 bxrg
Rogarinan Agenda $39
Romance 3 Kingdoms 4534
Settlers 2 529
Sharow of tha Emparne 535
Shattered Hations &6
Sim Earth S840
SimCity 2000 Collectn 551
SimCity 2000 W95 Net §51

Simlshe 535
SimPark WI5/3 33
SimTower L}
SimTown 333
Space Marines 34
Spaceward Hol 4 W33 524
Star Base 4z
Star Contral 3 347
Star General 43
Star Heach $3%
Star Trader $45
Starcraft Wa5 $46

Starship Troapers 539
Syndleale Wrs Wa5 S46
Tiny Troops LS8
Total Mayhem §42
Tranpsort Tycoon Dk 342
Unnatural SelectionCD $29
Wages of War Wa5 29
Warcraft 2 546
Wareralt 2 Add On -~ 829
Warhmmr Shad Him Rt £43

Warlords 2 S0
Warlurds 2 Dix M
Warlords 3 §42
Warwind 343

Waoodn Shp Irn Mn 539
Wotld of Wonders 544
Warlds of War £48
¥-Com Apocalypse 845
AComTerrimOp 841
%Com UFD Delense  §24

: 544
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‘MAGIC: THE
GATHERING' This
top seling trading
card gama is now;
for the first time,
an interactive mul-
tiplayer online
computer game.
It's an addictive
fantasy game fea-
luring  wizards,
exploration,
adventure and role
playing. CD $41

. 'MEGAPAK 5" 10

. 3 na'natms
| on CD ROM.
. Terminal Veloaty,
" Hight Unfimited,
Primal  Rage,
© Pinball Fantasies
| Deluxe,  Jagged
Alance, FX-Foher,
Wlonts 2 Deluee,
Grosat Nervad Biatthes
4, Pool Champion
& Entom-
orph. 10 GDs $32

‘CH PRODUCTS
PRO THROTTLE
You can easily
master tha shes
with this authentic
lft-handed throt-
tle, modeled after
the throtlie found
in the F-16 jet.
Fealuring 20 pro-
grammahle
functions and a
three year war-

ranty! $98

‘WORLD CIRCUIT RACING: GRAND PRIX 2' Fend off

chaliengers at Monaco or blast down the straightaway at
Monzal Real tracks, real taams, raal cars, real sponsors

all in breathiaking, Ifetike graphics.

IBM TRADITIONALR IBM WARGAMES il I1BM WARGAMES

Avatar Princ Confliet 538
Battleship Wa5 £
Bridge Dix 2 Shrt §3z
Chessmstr 5000 W5 535
Clua S40
Connections 34
Mapic Gatherng W5 845
Masterpiece Mansion 839

Monopaly 240
Mnty Pyth Hly Grail $38
Muppet Treasr Island 8§40
Otheflo 528
Paparazzi 519
Pert Plyr Poker W5 524
Pinball Arcade 328
Playboy Inferviews %32
Pool Champian e ]
Pool Master $19
Power Chess WSS §38
Risk W35 541
Serabble )l

Shanghall Grt Mm W5 526
Simpsns Vell Spmgfld 842
Soltware Toolwrks Rel. 539
Soltaire Dlx W93 §25
Soltaires Journey 316
TV Guide Crossword  §12
Take Your Best Shot 519

Tang Chi W5 525
Trivial Pursuit 825
USCF Chess 840
Ultivnia Trivia 516

Ultimate Yahtzes 328
Universal Neverlock 519
Vegas Games 95 W95 524

Virtual Chess 534
Virtual Pool 540
Virtual Snooker 819
Virtual Vegas 2 £24
You Dan't Jk Qst Pek §20
You Dn't Knw Jok 2542
You Dont Know Jack  $30
Service #68

Asgis $19
Alrika Korps s42
Alde de Camp $45
Allied Genaral 543

American Chil War 845
Bartla Tnk Barharossa 29
Baftle of Austerlitz ~ $24
Battle of Bulge 42
Batllgrnd Gityshrg $32
Baltlgrmd Antietam $42
Battleground Ardennes $34
Ballleground Shloh$41
Ballleground Sinai $42
Batllegrnd Walrloo $42
CincPac Midway 526
Civil War 1861-64 538
Civil War Mst Piyr e
Civil War No Grt Glor  §16
Close Combat W95 §37
Custers Last Command $32
D-Day Amer invades  $39
Defend the Alama 519

Dreadnoughis £29
Fantasy General L2k ]
Fillh Floet 539
Gene Wars 33
Harpoon 2 519
Harpn 2 Admrls Ed 548
Harpoon 2 Deluxe $29
Harponn Classie 519

Invsion Amrca General $44
Last Blitzkrieg i
Operation Crusader 339
Over the Reich $39
Fioz2 $34
Pacitic Storm Midway $29
Panihers in Shagows  $42
Panzer General 2 842
Panzer General £29
Panzer General Online §15
Panzerblitz 2
Perfect Gen 2 wiScen  $30

Point of Attack 24
Pure Wargame $29
RE Lea GW Gen W35 848
Red Sky Maming §19
Road Sumter Appomat 2529
Sin Meir Cral War $58

Stalingrad 830
Steel Panthers 39
Steel Panthers Cmpgn  $13
Steel Pnthrs 2 W95 $43
TACOPS $44
Third Reich 539

Tigers on Prowl Camp  $15
Tigers on Peowl Map 323
Tigers on the Prowd  $42
V Victory Bundle $28
ViorvVictory2 544
War Collage L)
Wargame CS3 Rifles 542

IBM HINT BOOKS

Betrayal at Antara 516
Civ 2 Strat. Guide 516
Close Combat 316
Comm Conq Red Alent $13
Deadlock:0. Guide  $16

DNiablo 516
Dungeon Keeper 518
Elder Scrolls 2 513
Enemy Nations 516

Heroes ol M& M2 516
Into the Shadows $16
Ledsure Sult Larry 7 $16
Master of Orign 2 516
Pandora Directiva 516

Pax Imperia 2 £16
Star Controf 3 816
Starcraft 516
The Darkening S8

Wreeft 2 Bynd Drk Pril $13
X-Com UFO Defense  $16

cosM

‘FiA-18 HORNET
There's 28 differ-
ent Persian Guif
combal missions
1o test your skills,
you can biow up
everything  from
ammunition
depols using the
ME1 Vulcan can-
non (o MG fight-
ers  with an
AIM9  Side-
winder! CD $48

TROPHY BASS 2
Challenge
friends on any of
- fen lakes, each
featuring  photo-
graphical  and
topographical
maps, accurate
depth readings,
and weed beds.
Get over 100 pro
tips in smooth al
new full motion
video! CD 548

GAME OFFER

Spend the specilied
amount om any in
stock software and
choose a free IBM
game from the come-
sponding list below.
Request must be
made at time of order.

SPEND $80

Return of the

Casino
15,
3.5,

Phantom,

Gambler  Kit
Falcon 3.0
Arcade Act Kit 3.5

SPEND $160
Grandest Fleet 3.5,
3.5, Rallroad Tycoon

Jutland
rlect General 3.5,
tles in Desting 3.5

IBM BUDGET

Augis §19
Air Cmiit Paclic 1942 516
Battles of Destiny 12

Dawn Patrol 2
Falcon 3.0 16
Grandest Fleot 516
Harpoon 2 §10
Jutfand §19
Links Pro 386 816
Retuin of the Phantom 516
Tek War 519 F

Under Killing Moon ~ §19
Warlords 2 $19 8



ASSUME THE ROLE OF
JAaAckKk BUTGCHER, AND THERE
WILL BE A LOT OF PEDOPLE
WHO WANT YOU...DEAD.

CAUGHT IN THE CROSS"
HAIRS OF AN ARMY OF
TERMINATORS, YOU’LL
HAVE TO FIGHT . YOUR WAY
TO SAFETY DODGING A
FIRESTORM OF BULLETS
THROUGH DOZENS OF
FLOORS AND WINDING
HALLWAYS OF TERROR.

A.l. assisted search & destroy. 7

sy

MATURE EXPLODES ON WINDOWS® 95 CD-ROM!
ey i www.inscape.com/assassin2015 s
l.l.m . or call us at 1-800-510-1791 for more info -

Aol o iNSCAPE"
Circle Reader Service #214



PETER OLAFSON *

The Terminator Returns In Bethesda’s SkyIeT,
The Sequel To FUTURE SHock

ow quickly
we forget:
Before
Ounke, there
was [UTURE
Stock. This
Terminetor
spinoff was
the first of the
true 3D
action games and the first game to make

me feel sick to my stomach. Of course, it
may have been forgotten in the excite-
ment over QUAKE,

“The follow-up, SkyNET, due in Octo-
ber, is set to bring FUTURE SHOCK back
up to speed with its competition. A first
look at a late alpha version found the
game, while still distinctly a work in
progress, rich with potential.

Originally planned as a multiplayer
patch for Furure SHOCK, SKYNET has
matured into an cight-mission stand-
alone miniature with an add-on price (in
the 520 to 530 range) and a raft of new
features: SVCA graphics, a multiplayer
mode and a range of lesser refinements.

And, naturally, a new story — buill

around SkyNet’s plans for a city-
busting nuclear missile left over

act with the dark and Doom-like
ERADICATOR, @ cyborg shooter
that will allow you to select one
of three characters. Raven is
using the Cvclones Il engine for
the handsome NECRODOME, a
game of tank-based arena
combat coded for Mindscape.
However, Mindscape has
silenced SILENCERS, an ABUSE-
esque side-view shooter

INSIDE ACTION ¢

» Accolade’s getting into the 3D |

fronm the last war and the hunan resis-
tance’s plans to thwart it. Once again,
you're taking orders from John Connor
and crew, and running the dusky gray-
and-brown gauntlet of post-apocalypse
LA on foot, in ajeep orin a hunter/killer
aircraft.

But it’s not quite the same. The levels in
which Future SHOCKS 17 missions were
cartied oul were often sprawling horizon-
tal struchures. SKYNET runs
under an improved ver-
sion of the Xngine —astep
up from the one used for
DacCERFALL—that can
throw around about 20
percent more polygons,
One nice side elfect is that
the designers have been
able to build more com-
plex levels that use vertical
space to much better

effect.

An outstanding exam-
ple is the third mission, in
which, having found the
missile and made your escape, you musl
locate the Cyberdyne building, make
your way onta ils roof from oulside the

structure, wind your way down through

» Hevigenoer, Terminal Reality's
follow-up to FuRy 3 and TERMINAL
VELocity, seems to be coming
along nicely: A prerelease version
of this Win 95-specific 3D shoot-
‘em-up offers lots of detailed
scenery, voice narration from the
get-go, and fluid flight. Oh, and
you have full freedom of move-
ment this time around, through

' dozens of 3D levels.

MECH MY DAY Some of the biggest enhancements for
SwcyNer are beautiful SVGA graphics, a more dimensional
philosophy to level design, and meaner robots.

ACTION

the building to activate the clevator, use it

1o reach an otherwise-inaccessible arca to
apena door inits cellar, t)q)lnrc said cellar
and {pant, pant, pant) make your escape.

Problem is, now, the elevator’s out of
commission (another pant).

I don't see any big advances in Al; like
FUTURE SHOCK, SKYNET remains a “get
them before they get you™ shooter with
objectives and the odd puzzle. The metal-
heads know you're out there and, Tike a baby
going after mashed bananas, will make a
heeline for von once you come within range.
But now you'll know they're there as well. A
second tap on the “1" key now replaces the
weapon-of-lostcauses (the lead pipe) with a
motion delector: a glimmering electonic

semicirele imported from Aliens.

OCTORER 1990 (=

due in
October, is
set to bring
FUTURE SHOCK
back up to
speed with
its competi-

tion. ”



PETER OLAFSON

BIG BANG SkyNet will add multiplayer gaming to FuTuRE
Stock, allowing you to blow up cohorts on foot or from
jeeps and airplanes.

They've also taken QUAKE's explosion-
at-the-butcher-shop approach to outra-
geous violence to the next logical level:
comedy. In multiplayer mode, you can
blow a rival’s head right off its lorso, leav-
ing a little red-ringed stump of white ver-
tebrae, and then shoot the head around,
all while the poor owner is foreed to
walch from a tumbling point of view. (Al
press time, there was even some talk of
allowing you to put the head through a
basketball hoop.) In something of the
same spirit, a missile s-eye view has also
been incorporated, and it should be
delightful to watch your opponents flee in
terror atils passage.

And while I was playing an early ver-
sion, which crashed if | looked at it funny,
I also noticed that SKYNIzris distinetly
cleaner; irritating little problems in
Fuure SHOCK, like the inability o prop-
erly target enemies at lower elevations,

weren'l present.

IS THE BEST YET TO COME?

[ can’t comment on some of the poten-
tially most promising aspeets of the game.
I couldn’t display the SVCA graphics (I'm
told they're much erisper, and that distant
objects look better), and the story anima-
tion wasn'tin place, Bethesda is also try-
ing lo include levels of visual damage for
cerlain in-game objects like walls and
cars, but that hadn't been implemented
yel either.

Nor had multivehicle play. In the origi-
nal game, you couldn’t swileh between
vehicles. In SKYNETs multiplayer mode,
vou will be able to—and a generous setup
sereen will allow you to configure the
eight multiplayer levels in detail. "That
means youll be uble to hop inand out of
jeeps and fighter planes to mow down
vour [riends in deathimatch,

However, Twas able to explore some of
the multiplayer landscapes: the baked-
brown hills with a huge, fallen-down
HOLLYWOOD sign; a sewer with
mucky-sounding foolsteps and corridors
built for ambush (with a death trap or
two); and a nighttime desert rich in
weapons and cover. | can alieady sce the
long-dlistance artillery battles unfolding: a
sort of SCORCHED Farii 3D. Cleary,
SKYNET will be worth another visil,

If I have any concerns based on (his
early look, it's that Bethesda is letting its
creative eye stray a little too much toward
the competition. SKyNET allows you to
adopt a third-person view in multiplaver
mode, (Duke Nukes 31 has an optional
third-person view.) In SKYNES multi-

plaver mode, vou'll be able to destroy cat-
walks, (Gee, DUKE has destructable cal-
walks.) One of the new weapons is a rico-
cheting pipe bomib. (Gee, DUKE has
those tao.) See my point? A little of this
borrowed design could be a good thing, /
lot of it risks making the original look like
apretender, and in the year of games that
are (orappear Lo be) true 3D, thats an
important distinction. SKyNE1 needs to
cut aswath of its own.

One thing I'd liked to have seen them
borrow from DUKE isn't in the offing:

a built-in level editor. I'm told that
Bethesda’s in-house Lools are loo devel-
oper-oriented for general consumption.
"That’s a good reason Lo tune them up —
much as Bungic has tuned up the Forge
design engine for inclusion with MARA-
‘THON INFINNY. I'd urge Bethesda to re-
think its pesture or at least make the data-
file geometry available to enterprising
shareware coders, as id has done with
Doou. Editors have given the nearly
three-year-old Doon a good extra wo
vears of life, and there’s no reason for
FuTure SHOCK not to benefit from the
same fountain of levels.,

But, that said, there’s more than
enough new here Lo keep 1UTuRE SHOCK
velerans happy for weeks —and even to
send them back into the original game
with a fresh perspective, as SKYNET will
also update IS with the new features.

In other words, SKYNE s still a patch.
But it's also a full metal jacket, and a very
hip and up-to-date one to boot, and |
can't wait to try it on. Ill be back. &

QUAKE'S SECRET
NIGHTMARE LEVEL

If there's a problem with the share-
ware edition of Quake, it's that, even
at the “hard" level, it's far too easy.
But have you tried the Nightmare
level? Did you even know there was
one? (Maybe not—the entrance is hid-
den in a region you're unlikely to
explore.)

Pick any of the difficulty-level halls.
When you reappear in the episode-

selection halls, take the corridor to the
right—the one leading to the off-limits

ENTER MY NIGHTMARE After you drop down
from the pool onto the beam, enter this dark
hallway to confront Quake's Nightmare level.

fourth episode—and drop into the pool
at its end. Allow yourself to sink. Before
you reach the bottom, swim to one
of the three sides closest to the
point where you dropped in. That
way, when you fall through the pool’s
false bottom, you'll land on an over-
head beam, rather than on the floor
below. The exit on the left leads to
the corridor that selects Nightmare.
Once you exit the teleportation
portal at the end of this corridor,
you'll be taken back to the episode-
selection hall, with the difficulty now
ramped up to Nightmare level

[ OCTOBER 1995



THES E REEARKABLE

ADVENTURES

BEGAN A LONG TIME AGO

IN A GALAXY
FAR,FAR AWAY.

CEHEPRICESFHOWEVER 1S QUIEEESR@WIN.TO EARTI .)

Includes the world-
wide exclusive CD; it b
MAKING MAGIC: - { 4]}
A Behind-The-Scenes: |57
Look at the Making of | 'm
the Star Wars Trilogy:
Special Edition, '\ oo

Five incredible titles for MS-DOS & Windows 95. All for one incredible price.
_ Clrcle Reader Service #119
™ og © 1996 Lucasfilm Ltd. All Righls Reserved, Used Under Authorization. http://www.lucasarts.com



SNEAK PREVIEW * TOMB RAIDER
by Peter Olafson

magine ALONE INT111: DARK
removed to Indiana Jones turf,
injected with a big hypo full of
pretly, rugged lexture maps, and
reconfigured as an action game,
and you'll have some sense of the
splendor Core Design has

achieved in Iidos Interactive’s

Tomp RapER. But while the
[English developers have bor-
rowed ideas from diverse sources—a little
ArrD, a bit of PriNCE OF Persta and the
B collected works of Harrison Ford — Tomp
RAIDER, due in November, has a feel dis-

tinctly its own.

"This third-person 3D action/adventure
game —a huge hit with crowds and critics
at last spring’s I3 trade show—puls you in
control of a sort of “Indiana Jane” charac-
ter, one Lara Croft. She's an adventurer
who's contracted with a shrewd busi-
nesswoman named Jacqueline Natla to
find the three picces of the ancient
Scion, a mysterious artifact whose qual-
itics, at this time, are about as nebulous
as its name.

On her quest for the lost picces,
Lara will explore four huge
worlds, cach with
three levels, drawn
from civilizations lost
to ime: an Inca city,
a Greco-Roman labyrinth, an
[Sgryptian rin, and, finally, the
Pyramid of Atlantis. 'The
twist in the story,
Ihnugh, is that Natla dou-
ble-crosses Lara after she
has recovered the first
piece, so | ara must
find the remaining lwo
picces for hersclf and
face Natla’s forces in

Atlantis, where the con-

flict between villain and
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She’s A Beauty

Toms Raiper Dazzles With Beautiful Graphics And A Cool Heroine

PRETTY The graphics in Tome Raiper will take your breath away. The textures on the poly-
gons in this room look gorgeous, and this isn't even the 3D-accelerated version.

hero, and the mysleries of the Scion, final-
ly come to a head.

INTO THE RUINS

I had a chance to play a pre-alpha ver-
sion, with carly incarations of three of
the levels and the museumlike training
ground, the Cym, in which you can try
out awide array of moves without having
towatch your back. (If you need 1o be
persuaded of your character’s Indiana
Jane status, the Arc of the Covenant can
be found in this mansion as well.) The
gameplay and environment were so good
| was hooked.

Sowhat’s to like? Lots. lor starters, it’s
just nice having a woman in the driver’s
scat. Sure, it’s been done before, typically
by Sierra’'s Roberta Williams, but also typi-
cally without pushing women’s roles
beyond the conventions of literature and
film (e.g, a princess, a girl detective, a
dreamy blonde wilh a possessed hubby),
and not in this sort of game. Tom
RAIDER could conceivably coax young
women into a genre that’s typically been
exclusively a boy’s club. And, to adopt the

language of Core’s wry synopsis, “psycho-
logically, a male playing the game will be
more involved with a woman character, in
some macho protective little farty way.”

Maybe. But Lara’s a thoroughly mod-
em, versatile young lady, even if she is
made of textured polygons, and she can
look after herself very nicely, thank you.
She has a high, clear forehead, an entic-
ing shadle of lipstick, a mail-order hiker's
onlfit—ineluding a bottomless little
backpack with a rotating graphic inven-
tory, which seems to hold everything the
ancient regimes can throw at her, Lara’s
biggest asset, though, aside from her
fircarms, is her (_)i}'ll'lpi(‘-g}'l!]II;I‘-[ consli-
tution. And once the game’s rmmped up
to SVGA, she becomes even more life-
like, her movements more supple and
lithe.

PHYSICAL EDUCATION

You can also tell Lara’s been taking her
vitamins, because her actions are alimost
superhuman. When she jumps straight
up she almost touches the ceiling. She

can also somersault in three cardinal



directions with barely a grunt of effort.
When she swims underwaler, she holds
her breath as though escaping the
Poseidon. When she pushes a great stone
block, she puts her back into it. When she
grabs the edge by her fingertips and pulls
herself on top of it, it seems the most nat-
ural thing in the world. And when she
daes a backflip aver a charging lion and
then pumps it full of lead from behind,
vou get a true appreciation of Lara’s
power, and her beautifully animated
movements,

Iiven at ease, she rocks gently, catching
her breath, and no wonder. The places
she’s picked to explore would give Indy
himself a workoul: Deep, shadowed pools
lead to gorgeous sunken ruins or lo
underwater dead-ends where the air nins
out. (Its an unpleasant end, and the game
brings its ravages home clegantly and sim-
ply.) Surfaces are almost never flat— the
game is pockmarked with recesses,
bumps and crevasses— and the rare flat
wall flat is seldom unadomed. The inered-
ible detail helps give these places a real
presence and brings home their enor-
mous size.

TEMPLES OF DOOM
Puzzles? Well, yes. There will be puz-
zles. But most were still undler discussion,
and the few nonenemy obstacles in the
pre-alpha involved throwing an obscure
switch to open a hidden door (with a
helpful little cut seene showing the af-
fected portal) or using Lara’s athletic
wherewithal to get out of
ooms \\"ilh e il])l]il]'(.'lli L’Xilﬁ.
And there will be traps—
including old spikes-in-the-pit
deals, pressure plates con-
nected to fireball-spewing
mechanisms and a certain
famous rolling stone ball.
Despite all the great traps
and puzzles, TOMB RAIDER is
more aboul exploration and
the art of self-preservation
than anything else. Its a nec-
essary skill, for Lara is not
alone. Nature has reasserted

through the great double doors into the
Inca cily before a pack of wolves set upon
her like, well, a pack of wolves: circling,
jumping and biting, Down went her life
bar. Around and around went this richly-
animated pack,

Happily, vou can avert such disaster,
because Lara enters the game packing a
pair of 45s which, once drawn (a tap on
the spacebar), automatically and inde-
pendently target nearby enemies. Natu-
rally, there are better weapons —and first-
aid kits— ot there for the taking, incluc-
ing a pair of magnums, Uzis, a sholgun
and grenades. You'll also find nastier
beasts than mere wolves: lions, bears,
giant rals, dinosaurs, the odd human
being and man-eating plants— o name
just a few of the game’s inhabitants.
When something great and gray sidled up
beside Lara in a poal, | jumped as though
I'd been burned. It was a croc. A hungry
croc.

1fyou can put some distance, and lead,
between yourself and your attackers,
you'll leave them with their polygonal legs
stiffly in the air, and so they'll stay for refer-
ence. [Fnot—and “if not” happened a
lot— Lara will keel over bloodlessly, and
the wolves won't have to go to the store to
pick up dinner. (The difficulty level of this
entry level should be pared down for the
release version,)

Much as I enjoyed all this, I do have a
few wish-list itens for the linal take. The
dynamic camera perspectives are indeed

very cinemalic, but need some work lo

TOME RAIDER ¢ SNEAK PREVIEW

GO FISH Lara’s range of movements and the environments
she'll explore are numerous; among the coolest of both are
animations of her swimming in the game’s many underground
rivers and pools.

mix better with gameplay. Typically, Lara
is scen from behind. But I'd tum her
around to face some new opponent, and
find the game zooming in on that high
forehead and not on the bat that was
harassing her. Fidos knows some of the
camera panning is a little odd, and they
report that Caore is still tweaking the cam-
craangles,

I'd also like to see Lara react more to
her surroundings — show an expression
other than the waiting-for-the-clevator
face she carries through the pre-alpha.
She seemed alittle, well, dispassionate,
and perhaps that's why the macho-
protective bond never wholly kicked in.
(Acclaim’s DD is a usefnl reference point;
it's perhiaps the shortest computer game
ever invenled, but it
gives you a reaclive
heroine you ean love.)

Besides, Lara has no

ason to be so diffident.
She should be confi-
dent—she’s got a great
gig—and so should
Iidos. Tomp RabEr
already looks fantastic,
and as summer passes
into fall, it can only get
better. This treasure-
hunting combination of
great environment, great

itsclfin these abandoned
places, and in our pre-alpha,
Lara had barely stepped

RUN AWAY Lara will face not only ravenous wolves, but also some of
Natla's henchmen, such as “Mr. Lumberjack™ here.
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exploration and gun-
toling action, can’l come
out soon enough. %
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“Strategy Game Of The Year”

—~Computer Gaming World

“Turn Based Strateqy Game 0f The Year” :

-Computer Games Strategy Plus

“Get this game, it's a classic”

~Wade Glasscock

“It's one of the BEST strategy games
I've ever played”’
—Mark Asher

“Heroes of Might and Magic is an excellent game”

—~Tony Damiani

“It's great, wonderful, long term play value
(Win 95 version), and highly addicting”

—Barbara Christensen

“An excellent and entertaining game”

—Darrin Fesperman

New World Computing, the New Word Computing logo and
Hurogs of Might and Maglc are and/or reg of Tha 300
Campany (c}1996 The 300 Company, All rights reserved.




[ Great Game!}

Myi.hical creatures come to life as you battle for control of newly discovered lands in

the award-winning strategy game Heroes of Might and Magic™. Explore virgin territory and
capture strategic positions and resources while expanding your influence and establishing
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords

for supremacy. Victory is within your reachiif you have the'brains and the brawn to take:-it.

@ QOver thirty unique combat units
® Dozens of strategic scenarios

® Custom “World Builder” included
in the Win 95 version

@ Exquisite SVGA graphics
® Intense Computer Al

Spectacular web offer check out ® Multiplayer: h.Ot‘Seatf modem,
http:/www.nweomputing.com network, direct connect

e NEW WERLD COMPUTING

T
E“ "u H 5 Available at your local software retailer or order direct from New World Computing at
R 1-800-251-9563 (818-734-7136 outside the U.S.), or by mail:
P.O. Box 4302 Hollywood, CA 90078-4302,
Kew World Computing, the Hew World Compuling bogo and

Heroes of Might and Magic are trademarks and/or registered tademaks of The 300
Campany (11996 The 300 Company. All ights reseived




HANGAR ON—Before you start saving the city in SmCopter, you'll start in the heliport,
where you can purchase equipment upgrades and bigger, faster choppers.

SNEAK PREVIEVW ¢ SIMCOPTER

The Inner Gity

Maxis’ New Game Takes “Sims” To A Whole New Level

by Scott A. May

very player, at one time or
another, has no doubl fanta-
sized about what it would be
like to actually be inside their
favorite game. The more real-
istic the game, the more
tempting this nation becomes.
Mais will soon give SMCrY
fans a chance to live that
dream—virtually, of course —
in SIMCOPTER FOR \WINDOWS 95,
Scheduled for pre-Christinas release,
SIMCOPTER is an ambitious attempt to
bring arcade-flavored action and third-
person virtual reality to the familiar
SIMCTY environment. Becanse many of
the key features were nol yet in place in
the beta version previewed here, carly
evaluation relies more on concept than
on actual g;llllt‘p];l_\'. Yel, eveninils mngh
form, the title looks promising, if not a lit-

tle bizarre.

GOING DOWN?
Given the long and prosperous history
of Maxis’s SIMCr1Y line, this type of game

would seem the next logical step. In previ-
ous oultings, ]]|i1}'vf.‘- assumed a Il llike
position, overseeing all aspects of city gov-
emment, urhan renewal, civic concerns
and disaster relief. "This time, though, you
drop down from the clouds, right into the

cG OCTOBER 1095

landscapes, a greater pop-
ulation and more fre-
quent emergencics.,
Survive all 10 levels and
vou'll face the ultimate
challenge: Macropolis, a
hig, nasty crowded city of
the future, guaranteed lo
tax your acquired skills.
Paints are camed lor

NEW YORK, NEW YORK You can always get out of your
bird and bask in the glow of your city while mingling with

quick responses to—and
successful resolutions
of —avariely of emer-

the natives. The skelstal pilot here will be fully rendered in ~ gencies. Use these credits

the final version.

heart of the action. Your tasks are now
much more specitic: dealing dircetly with
emergencies in real time. In other words,
vour role is now senvice-oriented, rather
than strictly adiministrative.

Adhering to this hands-on approach,
SMCorTER offers a more dynamic
graphical view of your cily. Traditionally,
the SMCry environment was seen only
from an overhead thiee-quarter perspec-

tive. Although you conld
zoom inon selected arcas, a
feeling of distance remained,
which left you emotionally
detached from the daily

1 grind. SIMCOPTER bridges
i this gap, allowing you lo not

only fly in and around the 3D
architecture but to actually
lan your vehiele and mingle
with the masses. In effect,
you become a SimCilizen,
Your role in the game is
that of a helicopler pilot,
\'.'m'kinxjr in conjunction with Sim( lily
hospitals and police and fire departiments.
The heart of the game is a multimission
career progressing through 10 levels of dif-
ficulty and 30 prebuilt cities. ach new
city s larger and has more challenging

to purchase chopper

upgrades and specialized
cquipment thatmake vour job easier, The
final version will have nine types of vehi-
cles available, modeled on real-life birds
ranging from Bells to the latest Nortar
coplers. Though not a flight sim per se,
each successive copter features reason-
ably accurate flight characteristics, such as
speed, handling, passenger capacity and
quality of add-on equipment,

AND THEY'RE OFF

[Fach mission begins at the main heli-
copter hanger, typically located on the
oulskirts of town. Onee you're in the air,
emergency calls immediately begin pour-
ing in via radio dispatch. 'The dispatch
operator’s digitized voice is extremely
authentic, imparting a real-time sense of
urgency: Fach call identifies the nature of
the emergencey, its geographical location
and priority. As you progress in the game,
these calls pour in more frequently, often
one on top of another.

Therein lies much of the game’s strate-
v —deciding which calls to respond to
first, based on a number of different crite-
ria: the magnitude of the emergency,
potential for loss of life and distance from
vour present location. Action taken on
low-priority situations may result in



-

Psychologists say inside every
18 to 35-year-old male, there lies
a potential psychotic killer.




SNEAK PREVIEW ¢ SIMCOPTER

docked points or complete mission fail-
ure. The further vou get into the game,
the more eritical your split-second deci-
sions becomne,

Cities are divided into nine sectors, and
vou have an on-screen map that lets vou
zoom inand out of the city. Because cach
city is extremely large and densely con-
structed, the map will also let you filter
out certain information, making naviga-
tion casier while removing extrancous
details that might cause confusion.

So what could possibly go wrong in
your idyllic SimCities? Some dispalch
calls involve crimes and include high-
speed car chases and perpetrators flecing
on fool. In this case, your job is to locate
the suspects, report their location to
police, and attempt lo track them with
your high-powered searchlight. Once illu-
minaled, the perps slow down, hopefully
for long enough that nearby squad cars
can make the collar.

[Zven more intense are riot situations,

I lere vou must hover overhead and use
vour onboard loudspeaker to order the
crowd to disperse. If that fails to break up
the melee—whicliis likely—you can go
one step further by launching tear gas
into the crowd and using your spotlight
and squawkbox to assist officers on the

ground. According to Maxis, the “Sim-

Rioters” will be intelligent, in that they are
motivated by real-life mob mentality,
often resulting in unpredictable behavior.
Other dispatch calls are more disaster
oriented: fires, plane crashes, automobile
accidents, sinking hoats. In some cases,
vou'll be the first on the scene and will
have to radio for the appropriate support
personnel (fire, police, ambulance). Often
you'll be called an 1o assist officials who
ane :l|TL';=L|y in l)l.'!t‘t.': rescuing viclims, air-
lifting injured Sims to the nearest hospital
wilh your fully-operational gurney and
drenching fires with your water bucket.
Depending on the size of the blaze or
scale of the aceident, upper levels of play
often require that you simply dispatch
help to the seene while you respond to
higher-priority calls. 'The game is also
designed such that even identical inci-
dents are different from one mission to
the nest, based on the location where they

OCCHr

TAKING IT TO THE STREETS

Ifyou want lo get even closer to the
city, vou can. SIMCOPTER allows you to
land vour bird on any lat surface —from
rooftop to parking lot — exit the vehicle
and explore the city on foot. Fxactly what
you will be able to do is unelear, although
Mais has hinted at some lype of inlerac-

tion with other pedestrians. Inits present
form, this option offers little maore than
fantasy fullillment for those intrigued by
the nation of viewing this virtual world
from at ground level.

Craphics in the beta are mostly skele-
tal, but they provide a glimpse of the final
version’s 3 environment. The bulk of the
game is polygon based, wrapped in
detailed texture maps, with variable reso-
lutions designed to maximize animation
on slower machines. Multiple view
modes are available, including a first-
person cockpit display (with bitmapped
overlay) and several chase and top-down
views, which are handy lor rescue mis-
sions. An onboard camera will also allow
you to zoom in and out of the action
below: Peripheral graphic effects include
adjustable visibility (fog), lighting (day and
night) and object texturing,

SivCorter should appeal to the sume
gamers who enjoyed SIMCrivs multitask-
ing challenges, but have long desired to
experience first-hand the strategy and
real-time action previously viewed froma
more lofty position. [f Maxis can actually
pull off this immersive and visceral envi-
ronment, then SIMCOPTER could be the
beginning of a new era for the company’s
venerable SimSeries. &

Importing Your Own (itls

he vast real estate encompassed by SmCoprer’s 30 prebuilt cities  place higher demands on your copter's ability to single-handedly extinguish

provides nearly limitless variations of gameplay. Nothing, though,  fires or rescue trapped citizens. On the other hand, you could also make it

beats flying through a city : - . gasier to douse fires by including strategically

of your very own creation, ' ; i | placed rivers, lakes and reservoirs.
To satisfy every SmCiry player’s deep- In anticipation of riot situations, try designing
seated desire to inhabit their dream urban areas with limited pedestrian access or spe-
creations, SimCopTer will allow you to cial containment features. To increase the potential
fly missions in cities designed with risks from fire—and to up your strategic ante—
SimCiry 2000. Theoretically, this import cluster high-rise apartments near petroleum
feature will attract players from the refineries. Or you could create populated islands
previous version, while adding consid- that prohibit access to ground emergency vehi-
erable life to both titles. cles. Such hazardous possibilities are endless.

That may be the case, but the spe- Of course, one of the biggest kicks is viewing
cial strategic elements of this game your city’s geographic details and architectural
will probably send SmCrry 2000 own- objects from SimCopter's 3D perspective. Land in
ers back to the drawing board to cre- the middle of a football stadium and take a walk-
ate new urban terrain with SIMCoPTER'S ing tour of the field. Or, after a busy day, you
mission characteristics in mind. could simply land on a rural foathill and watch the
For example, you could design areas chaos unfold below you. After all, you can't be

with limited road access, which would everywhere at once, can you?

WE BUILT THIS CITY SmCorter will allow players to import and
then fly through the original cities they designed in Maxis's
SimCiry 2000.

m cG
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Download
Quake version
1.01 share-
ware from
www.zdnel
.com/gaming

Price: $50 (shareware
version can be down-
loaded free)

System Requirements:
IBM-PC compatible
Pentium 60; 8 MB RAM
(16 MB for Windows 95),
MS-DOS 5.0 or Windows
95; VGA graphics; CD-
ROM drive; 80 MB free
hard drive space (30 for
shareware); supporis
Sound Blaster and GUS
sound cards.

# of Players: 1-16 (LAN
or Internet)

Protection: None
Designer: id Software
Publisher: id Soflware
Mesquite, TX
1-800-idgames

Reader Service #: 319
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REVIEW * QUAKE

10 On The

Richter Scale

Quake Pushes Gaming Over The Bleeding Edge

by V. Long
he long-awaited QUARE is
finally here, and already it's a
sensation on the Intemet and
a deep indulgence for action
gamers everywhere, | think
it’s safe o say that the three-
year wait for id’s all-new,
totally 3D game was wortli i,
Since | wrote CGW's Sneak
Preview of the game (July), a
few things have changed —and id princi-
pal John Romero departed id —but the
gameplay didn’t change. Its still a tower-
ing programming feat that goes bevond
immersive to make vou feel like vou're
there in a combal enviromment.

Like its storied predecessars (WOLFEN-
STEIN 3D, Doown, HEreTic, HixEN, et
al.), QUAKE is a white-knuckle “kill or be
killed” splatterfest. You're a muscular, ax-
wielding hero who starts off in a futuristic
military installation and teleports via “slip-
gales” into nightmarish places populated
with monsters and other vicious creatures.
The difference is that QUAKE is a true 31
environment, and it promises to lurm
cyberspace into a raucous DeathMatch
playground.

TOTALLY AND TRULY 3D

Life is 30, and so is Quaki, Nothing
I've seen ona PC beats QUARE al crealing
a first-person environment on flat moni-
tors with such bloody, in-your-face imme-
diacy. Not everyone agrees with me —
some gamers expressed disappointment
that QUAKES graphics didi’t surpass
Doou the way DooM surpassed WoLE-
ENSTEIN 31, Others point to DUkt
NUKEM 3D as having more “innovative”
environments, weapons and level design.
But | think both arguments really miss the
point: Doowm’s and DUKES illusion of 3D
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Téeclook Or Die

is so convincing that its easy to overlook
that they are actually 2D cleverly simulat-
ing 31D

Everything in QUAKE, in contrasl, is
polygon-based, mapped with sinister tex-
tures and rendered in real-time, The
architecture is constructed as it s in real
life, with rooms above and below and
structures spanning open space. 'To appre-
ciate it, and to survive, yau need Lo take
advantage of the game’s “mousclook” fea-
ture, which lets vou slew your view as if
you were luming your head. This is some-
thing no other 30" game can tlouch: It
decpens your sense of immersion and
alfords deadly-Fast targeting accuracy.

While other “3D” games still utilize
cardboard-flat sprites, QUAKE puts you in
the micst of ereatures that move much
more smoothly and convineingly and can

be viewed from any angle. Various olher

WKE's awesome, true-3D environment can only be ap[irecialed by using
“mouselook,” which gives you the ability to look fluidly and intuitively in any direc-
tion. It's perfect for glancing up and down, swimming, and hitting opponents on the run.

touches, such as deep shadows and dy-
namic lighting effects, add realism. Fire a
rackel into a passage, and the rocket’s
glow illuminates the corridor as il travels.

Although neither creatures nor players
cast shadows, the real-time visuals are
nonetheless impressive, even at 3205200
resolution. The only downside to the
totally immersive environment is that it
takes a Pentium 60 to runit,

A DELICIOUS NIGHTMARE

Some gamers might go for DUKES col-
orful look and irreverent attitude, but |
prefer QUAKE's moody atmosphere. The
gloomy textures and color palette
enhance the spooky atmosphere and
combine with the true 3D and scary mon-
sters to make QUAKE all the more night-
marish. The lack of an auto-map feature
adds to the impression of being there:
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REVIEW » QUAKE

treat—though it cals ammo other like-minded gamers. Few things will

voraciously. puta bigger grin across your face than
pouncing on an opponent while you're

invisible thanks to the Ring of Shadows.

You'll need these nastier
weapons Lo tackle QUAKES
ghoulish monster menageric. As in DooM, players can engage in
"The hulking Shambler and DeathMatches via direct cable, modem
Buzzsaw Fiend, first introduced —— and IPX local area network connections.
in the shareware, are joined by Quakt: ups the ante to 16 simultancous
nastier kin. ‘The Vore—aspider- — players and adds options to choose colors
legged harpic — has a homing and assign teams. Id went even further by
attack that’s hell to outrun and integrating both dynamic entry, which

looks like a throwback to Doos— allows players to join at any time, and

1L The Rotfish’ dorsal fin cut- TCPAP connectivity, which permits play
GROUP GORE QUAKE'S crowning glory is the DeathMatch, With  ting through the murky depthsis - over the Interet. As a result, vou can drop
dynamic entry and Internet play, it's easy to get into; once asure sign o get out of the into any of the hundreds of 24-hour

you're in, you'll never want to stop. water. The Spawn are painfulto - fraglests hosted by fans on the Intemet.

Who has time to comprehend a 3D wire-
frame map while running for dear life? An
inventory system might liave been nice,
but it would tend to distract me from the
task of kicking ass.

"The ambient sound effects, by Nine
Inch Nails” Ifent Reznor, such as the drip of
waler echoing from the subterrancan sew-
ers and the wind whistling through seem-
ingly barren reaches, also add an
Hitcheockian aura of suspense.

Unfortunately, QUAKE's
landscape lacks inleractivity —
not even the biggest gun leaves
ascralch, The stained glass
doesn't shatter; buckshot
doesn't leave pockmarks; even
rocket blasts don't damage
walls. [n this case, al least,
DUk is ahead of Quake, but
when the setling is so decep-
tively real and the experience
so harrowing, you really don’t
have much time to play with
‘\"( T SUTTOL I(Iil I_‘,_;.‘i.

ENGINES OF DESTRUCTION

As in Doom, the weapons are straight-
forward point-and-shooters, even if some,
like the lightning-spewing Thunderbolt,
are exhilirating to watch in action. Id
added some lwists to QUAKE' arsenal:
With the g{tnﬂdc launcher, suicice is swill
if vou fire in close quarters, and discharg-
ing the Thunderbolt underwater is a sure
way to die. My favorite plaything is the
Super Nailgun, whose tremendous rate of
fire makes nailing foes a delicions
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deal with no matter what, and

the Death Knights, with their vicious
blades, inflict lots of pain. If you're smart,
you'll provoke the monsters into attacking
cach other. Some weapons won't even kill
the big-boss monsters: Use your wits for
the game’s biggest, Shub-Niggurath,

‘The registered version provides 35 lev-
¢ls, including 9 from the shareware. The
registered levels get much scarier and

THE UGLIEST ONE OF ALL You'll need your wits to
defeat Shub-Niggurath, the big bad boss who makes
the Shambler look cuddly.

challenging, with traps, more monsters
and great level design. Some, like the
Wind Tinnel level, are designed to lake
you for a wild amusement park=like ride.
Others are orchestrated to promote car-
diac arrest. The Elder Cod Shrine level,
for example, sends you flecing through a
darkened cemetery, bumping into head-
stones and falling into open graves, before

revealing its brutal surprise.,

MASS MIRTH AND GLOBAL MAYHEM
“The real fun, though, comes when you
play Ouaki: the way id intended: hunting

While some who dial into their ISPs for
Intemet DeathMatches gramble about
lag, it’s amazing that it works as well as it
does, No other game provides this degree
of multiplayer connectivity. With more
multiplayer options, such as Capture the
Flag, it could've been all the more out-
standing,

Although it’s not perfeet, QUAKE excels
at pure pulse-pounding action, and is
more fun than 've ever had on a com-
puter. Its the most immersive “visceral
realily” experience out now. 'm not alone
in thinking this: 'The overwhelming
majority of my friends quickly succumbed
to QUAKE's addictiveness, particulary
after trying DeathMatch and mouselook.
The fast-growing pool of playmates,
servers and add-ons will ensure that
QUAKI stays at the top of my playlist, and
the playlists of thousands of other gamers,
foralong time. %

FAPPEAL: Fans of first-person
action shooters seeking the next gen-
eration. Everyone else should at least
see what the fuss is ahout.

PPROS: Pure action shooter; cool 3D
architecture and creatures; outstand-
ingly moody atmosphere; multiplayer
mayhem second to none.

FCONS: Requires a muscular
Pentium; the non-
interactive envi-
ronment is a let-
down after Duke
Nukem 3D. The
soundtrack is
lousy compared
to Doom’s.
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CHEATS & HACKS « QUAKE

) Quake Aftershocks

Cheats, Hacks And Upaates For Killer Quake Action

by V. Long

UAKE is sure Lo be the
hottest action game of the
year, so il’s only appropri-
ate that we cover all the
new hacks and happen-
ings on the game for us
long as it’s hot. "This
month, we'll take a look at
icl's vision for Internet play
with QuakeWorld, show
you how to gel connected o Internel

DeathMatches, and offer cheat codes for
any quivering little wusses who need

WHAT SHAMBLER? You need fear no monsters in God mode; this
Shambler Is a weenie of a beast now. If you enjoy ultimate power, type
Impulse 255 to swat him down like a fly.

. s .
More information on
QuakeWorld is available at
the CGW Web site at
www.zilnet.com/gaming.

them. Next month we'll talk about cool
hacks for new weapons, levels and
options. We'll also see if we can make the
QUARE C compiler easy Lo use.

CARMACK ENVISIONS QUAKEWORLD

Jolhn Carmack, id’s lead programmer
and chief technology officer, has been
busy working on QuakeWorld, a pet pro-
jcct devoted exclusively to Internet play.
Id plans to fully integrate OuakeWorld
into QUAKE 2, but it should have custom
executables available to implement some
of QuakeWorld into the registered version
ol QUAKE,

During the R&D phase, id will run the
master server, which tracks all Quake-
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World servers, users and frags. This will
allow all QuakeWorld players and clans to
be ranked on a global ladder, as well as
help locate buddies on any QuakeWarld
server, Id's American McGee has been
developing a ranking system and
researching methods used by the Chess
Federation.

As part of the project, Cannack has
been continually modifying QUARES nel-
work code to improve Intemet play:
Reduction in (he size of the data packels
transmitied has resulted in actual perfor-
mance gains, while an increased fleibility
in the way clients process “game states™ has
helped improve perceived performance.

As it was explained to me, the lient
will not need to wait for the server lo
respond to cach request before processing
the next move or action. This will allow
for smoother play: U1 feel about 100
milliscconds faster than the actual “ping
time” would suggest,

To compensate for Intemet latency
between server and client, the
server will continuously syn-
chronize with the client— think
of the way a rubber band allows
some streteh, but always tngs
back. These corrections will
generally be so seamless as to
be unnoticeable, but the ocea-
sional “big one” may resull in
something like weapons fire
erupting from nearby instead of
from your gun barrel.

FRESH MEAT,
QUICK "N" EASY

For the time being, joining a
game of QUAKE via the Internel
is strightlorward but time-
consuming: you have to copy

time. But if QUAKE uses Windows 95 to
conmect via the Internet, why not exploil
the GUIand simplify the process down to
amere mouse-click or two?

That’s where freeware and shareware
utilities come in. Amang the ones I've
used are QUAKE Spy, by Joe Powell; Rift-
Quake Internet Multiplayer ‘Tool, by Bob
Jamison; QUAKE Server Explorer, by Rick
Ratayczak; and Quake: Net, by Doug
Berrett. [Each has its advantages, but they
generally do the same thing: poll a list of
servers, prioritize them by ping (or
r(‘sprmsc] times, wait for vour selection,
and then start QUAKE at the chosen [P
address. Don't be surprised if one of these
developers collaborates with id to ereate
the user interface for the QuakeWorld.

QUAKE fanatic Vie Long wrote CGW
Snealk Preview of the game in our July
issue, Though he is Technical Editor for
Computer Life magazine, his idiom tends

more towards “goopy streams of giblets,”

“frags” and “mass camage.” %

- (heaters Only!

he shareware episode may have
been a cakewalk, but the registered
episodes will pummel even the
toughest veteran. If fighting dirty

doesn’t bother you, try these cheats. Hit the ~
(tilde) key, and type them at the console.

GOD = God mode

FLY = Fly mode

NOCLIP = No-clipping mode

NOTARGET = Monsters don't see you

(until you start shooting)

IMPULSE 8 = All weapons and ammo
IMPULSE -1 or 255 = Quad damage
IMPULSE 11 = Get a rune

MAP E#M# = Warp to episode # mission #
GIVE # = Get a weapon

server [P addresses from Web
sites and type that information
into the game until vou find a
server with a decent response

GIVE S 200 = Get 200 shotgun shells
GIVE N 200 = Get 200 nails

GIVE R 200 = Get 200 rockets

GIVE C 200 = Get 200 cells

GIVE H 200 = Get 200 health



five FAQ’s about the most

unique maze/adv

who?

you! immersed in
the first-person
perspective, you
play a renegede
hacker trying to
destroy an
insidious virus
launched by

Rood 0'Dor,

an evil genius
out to trash

the world’s
computers.

what?

vertigo!
negotiate real-
time 3-D
interactive
mazes featuring
multi-threat
traps, dizzying
pratfalls, and
puzzling enemies
by mestering a
progressive set
of gravity-
defying skills.

enture

game ever!

where?
cyberspace!

surf to 18
virus-mutated
maze-like
worlds, free-
floating through
a. bizarre
interpretation
of the Internet.

when?
october! at your —
local software
retailer.

why?

because! PC game
players deserve
the same mind-
bending thrills,
gpills, and
skills formerly
available only
on high-end
cartridge games.

AND DESTROY™

FREE DEMO

hitp://www.grolier.com

D
&
(203) 797-3530
hitp://www.grolier.com

Swl and Destroy s a trademark of Grolier
Interaciive inc,
FireWalker i a trademark of
Silicon Graphics, Inc.



Fig. 1: Bhectric chi

Fig. 2: Gallows Fig. 3: Guillotine

Where's the sport in that?

CRIME IS RAMPANT. JAILS ARE OVERPOPULATED. THE COMMITTEE OF RECREATIONAL TERMINATION (C.O.R.T.) IS HELL-BENT

ON PUTTING THE SPORT BACK INTO CAPITAL PUNISHMENT. YOU'VE BEEN SENTENCED: DEATH OR DEATHDROME.™

YOUR ONE CHANCE FOR SURVIVAL AND YOUR ONLY HOPE FOR FREEDOM. THE RULES ARE SIMPLE: PLAY OR DIE.

ENTER THE ARENA, THE DEATHDROME, ON A FUTURISTIC DRIVING MACHINE IN THE ULTIMATE BATTLE TO
SAVE YOUR LIFE. EMBARK ON A LETHAL COMBINATION OF OPEN-THROTTLE DRIVING AND HIGH-TECH
WEAPONRY. SHOOT AND KILL YOUR FELLOW CONS FIGHTING FOR THE SAME PRIZE TO ADVANCE TO

THE NEXT ARENA. REACH YOUR “KILL QUOTA” AND YOU TASTE FREEDOM. IF YOU DON'T, YOU DIE.

ExPERIENCE DEATHDROME AT www.viacomnewmedia.com CaLL 800-469-2539 T0 ORDER.
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© 3 PERSPECTIVES INCLUDING FULL 360° vISION. © REAL INTELLIGENCE PROGRAMMED BY FORMER U).S. MILITARY SIMULATION TEAM.
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AvaiLasLE on: PC CD-ROM &
i THE PLAYSTATION™ GAME CONSOLE

ke your lite depends on it it does

Play

PlayStation & a trademaik of Sony Computer Entertainmeant, Inc. ngw ngIn i
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ROUNDUP * FIGHTING GAMES

Round 2, Fight!

Four New Fighting Games Battle For The Crown,
While Three Others Train For The Next Round

by Elliott Chin

ive years ago, a silent and powerful mar-
tial artist, master of the Shotokan school
of karate, arrived on the shores of the
United States, claiming to be the best
fighter in the world. He was as good as
his word, and more fighters, hearing of
his prowess, made the joumey to his
fighting ground, hoping lo challenge this
disciplined master and take his mantle
of World's Grealest Warrior,

That warrior five years ago was Ryu of Capcom’s
STREET FIGHTER 11, the now-classic 2D fighting
game thal created the fighting game craze in the
arcades. Not long after STREET FICHTER [ proved

that there was a market for fighters, Midway'’s
MorraL Komsar hit the coin-op world, and tumed
a one-man show into a head-to-head brawl. Over
the next two years, numerous fighting games came
and went, including a dozen iterations of STREET
[GHTER 1, three MorTAL KOMBATS and a slew of
copycats. Then, in 1993, a new fighter, with a totally
new style, stole the thunder from STREET FIGHTER
II's punch: Sega’s Vikiua FleHiER. This was the first
3D fighting game, and though it was still fought
pretty much in 2D —left to right — the characters,
arena and look of the game were all 3D, Since then,
several companies have followed Sega’s lead into
3D, enriching the battlefield, much to the delight of
fighting fans everywhere,

While this revolution and one-upmanship was
oceurring in the arcadles, computer gamers could
only watch witli envy the combatants duking it out
for the favor of fighting fans. The PC couldn't cqual
the arcades, or even console machines, in graphics

power and game controls, which meant that light-

ing games, which pushed both envelopes, couldn't

be converted to the PC. " u
Happily, that's all changing. Today, with Pentium VIrl“a F Ighlﬂr Pc 133

processors outmuscling the 32 bit chips on consoles,

and with PC gamepads popping up left and right, Ba“le Arena Tnsni“ﬂen 18"

the dawn of the PC fighting age has finally arrived.

L] "
L]
IX FicHEr, and the Morian Kovesr and Streer Hlse 2; Besu"eclln“ 186
FIGHTER porls, were only the beginning, Now we've

"
[
entered Round 2 of this tournament, and four new xennﬂhaue. Allen BI“““S“““ Iga

contenders have stepped into the ring.

: cG OCTOBER 1336
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PREVIEW
GAME STILL IN DEVELOPMENT

PerrecT WEAPON by ASC Games

PerrecT WEaPON isn't being
designed as a head-to-head game,
but rather a solo fighting game
adventure. The story has you, as a
special forces agent, suddenly spirited
away to a strange world by an alien
power. You must explore five worlds,
battle alien foes and find your way
back to Earth.

This game really stretches the defi-
nition of a fighting game, especially
since half the game has you exploring
your surroundings, picking up items
for your inventory and moving from
region to region. However, any time
you encounter an enemy—and this

T'LL TAKE YOU BOTH ON PerrecT
Wenpon is a fighting game-adventure
hybrid, taking you through different
worlds and thrusting you into
vicious five-on-one 3D combat.

happens often—the combat will take
on all the aspects of a fighting game,
only this time, you're fighting up to
five enemies who coordinate their
attacks to beat you into the alien
ground. You have your lifebar, and
your five foes have theirs. You also
get to execute specific fighting moves,
a la Texen, and move around in what
amounts to an enclosed arena (some-
times you're in a valley, other times
you're in a dungeon, but you're still
enclosed).

Die-hard fighting fans who just
want to bash heads might be disap-
pointed, but Perrect Wespon's combat

"The characters are composed of

FIGHTING GAMES * ROUNDUP

\VirTuA FigHTeR PG

his fighting game wins the
rouncup hands-down: It has
the best graphics and the best
gameplay by far. VIRTUA
Ficimer PC is actually a port of
the suecessful VIRTUA FICHTER
REMIX, a game released a year
ago for the Sega Saturn. VIY
REMIX was an update to the original
Virtua FicHTER, with gameplay
tweaks and, more importantly,
greatly enhanced graphics. VFPC,
being a port of VI* REnix, has
these same beautiful graphics, and |
in some cases looks even belter
than the Satum version.
VIPC is definitely the best
looking fighting game for the PC.

dozens of texture-mapped and
shaded polygons, making them

look like real bodies oceupying

space (as opposed to the charac-

ters in Mirage’s RISE 2, which look like
cardboard cutouts). Unlike the other
fighters in this roundup, the characlers in
VIPC also move fluidly and realistically.
When Akira elbows Lau in the back and
the old man stumbles forward, you'd
swear these are people fighting. And with
the textures and graphics cranked to the
maximum, the detail in VIPC is amazing;
the creases in Akira’s pants, Saralt’s pony-
tail bobbing up and down, the omate
slitching on Pai's vest.

Aside from the stunning graphies,
VIRTUA FIGHTER PC retains all the excel-
lent gameplay of the arcade fighter: Each
of the eight well-balanced characters has
aunique and realistic fighting style, so
there are dilferences, strengths and weak-
nesses to the fighters. VIPC also has a
huge battery of special moves and multi-
hit combos. VIRTUA FICHTER pioneered
two other innovations in this port: stomp-
ing attacks, a bone-crunching jump attack
onlo a prone fighter; and “ring-outs,” vic-
tories vou gain for ejecting an opponent
from the arena rather than killing him.

Like the venerable StreET FicHTER 1]
series, VI'PC has very deep gameplay.

It is fairly easy Lo pick up, and the graph-

ics, adjustable difficulty and well-
documented special moves make VFPC
immediately enjoyable. But as you play
longer, VEPC rewards you with numer-
ous combos, more-advanced special
moves, ways to break combos, and other
twists. This depth of gameplay is missing
from all the other games in this roundup.
VIFPC also has a varicty of game

SLAM CITY Virtua Fiiter PC is a perfect port of VF
Remix, with excellent graphics, great gameplay and cool
characters that dish out some painful attacks.

options. The game can be run in low reso-
lution, without shading ar texturing and
play perfectly. You can zoom the camera
in and out or adjust the angle to see the
fight from the side or back.

On the downside, VFPC lacks modem
or direct-connect support. What is more
iritating, is that VFPC is a port of the
three-year-old VI¥ REmX and not VIRTUA
FIGHTER 2, an even belter game with more
characters, more moves and more-mouth-
walering graphics. Still, the factis, VFPC is
the best fighting game for the PC at this
time. Its a great port of a great game, and
while I'd rather play VE2, VIRTUA FIGHTER
PC wins this tournament by a knockout.

PAPPEAL: Fans of arcade fighters
and those wanting to experience the
hest fighting game on the PC.

PPROS: Excellent graphics; excellent
gameplay; well-balanced characters
with distinct fighting styles.

PCOMS: A port
of an older game;
no modem or
direct-connect
capabilities.
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Price: $49.95

Syslem Requirements:
IBM-compatible
Pentium 90, 8 MB
RAM, Windows 95,
SVGA graphics, 60 MB
hard drive space, 2x
CD-ROM drive; sup-
ports Sound Blaster-
compatible sound cards
and most gamepads.
# of Players: 1-2
Protection: None (CD
must be in drive)
Designer: AM2
Publisher: Sega
Entertainment
Redwood City, CA
(888) SEGASALES
Reader Service #: 320

A



Price: $49.99

System Requirements:
IBM compatible 486-
66, 8 MB RAM, 2x CD-
ROM drive, VGA
graphics, 5 MB hard
drive space, D0S 5.0;
supports Sound
Blaster-compatible
sound cards and most
gamepads, Network
IPX or NETBIOS, 9600
Bauwd modems and
direct serial link,

it of Players: 1-2
Protection: None (CD
must be in drive except
for multiplayer game)
Designer: Digital
Dialect

Publisher: Playmates
Interactive

La Mirada, CA

(301) 407-1480
Reader Service #: 321
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BATTLE ARENA
TOSHINDEN

sone of the few 3D fighting
games on the PC, Barie
ARENATOSHINDEN definitely

stands out from the crowdl. Yet,

its a toss-up whether the nice

panning 31D camera or the

poorly ported graphics is what

calehes your eye first. Make
no mistake: 'This is not your Playstation’s
TOSHINDEN; it's worsc.

On the Playstation, TOsHINDEN hacd
great 3D graphics and nicely textured and
shaded polygon fighters. What was really
ground-breaking in this
game, though, was the 3D
aspect. Not only did the
game employ a panning
camera that frequently
moved inand out and
showed different angles in
3D, but it was the first
game to allow movement
along the z-axis, albeil
only ina limited fashion,
You could dodge left or
right and then attack from
the new angle.

The PC port of
‘TosHNDEN isn't as graphically impressive
as the Playstation version, and isn't as good
aport as Vikrua Mo PC.
TOSHINDEN has several graphics modes,
from a low 240x120 resolution to a
6405480 hi-res mode. And you can tum
shading, textures and hackgrounds on or
off. In hi-res mode with all the features
tumed on, TostNDeEN actually looks pret-
tv good and moves fairly quickly. But its
graphics still aren't as detailed or clean as

VIFPCSs, and definitely aren't as goad as the

Playstation version’s, However, the nice 3D
camera and 3D movement are still here, so
the game’s visually fluid and exciling,
Nothing in the graphics, though, could
hide TosHNDENS mediocre gameplay.
It's extremely straightforward, and your
fivst hour with the game will be the same
as your last. On the one hand, thisis a
plus, beeause TOSHINDEN is very respon-
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sive and casy Lo play (the special moves
listed in the manual also help). However,
beyond that, there are no tough combos
to leam, no complicated special moves
(except for one desperation move per
character), no new ways to attack and
defend. The characters also aren't very
balanced or compelling, For example,
given gamers of equal skill, Ellis (much
faster than the other characters) will win
nearly every match. In short: Tostin-
DEN' gameplay isn't anywhere near as

fun or rewarding as VIFPCs.

ALL THAT GLITTERS... The best thing about TosHINDEN is
its 3D movement and multiplayer options; other than that,
it's a mediocre fighting game.

What ToOSHINDEN does best is multi-
player games: It supports direet connect,
modem and network play, and only
requires one CD for a two-player match,

Onthe PC,TOSHINDEN comes across
as a beginner’s game, lis graphics and 3D
will draw gamers in, but the poor gameplay
will leave them spoiling for a (better) fight.

PAPPEAL: Fans of the Playstation
game or those wanting an easy intro-
duction to fighting games.

PPROS: Great multiplayer options
and 3D camera and movement.

rCOMS: Shallow
gameplay; char-
acters aren't well
halanced; graph-
ics aren’t up to
Playstation or
even VFPC

GAME STILL IN DEVELOPMENT

is fundamental, 3D fighting and
should be a very nice diversion for
action fans who want a little adven-
ture with their fisticuffs. Look for this
title to in late 1996 or early 1997.

Iron & BLoOD by Take 2 and Acclaim
Unlike Perrect Wearon, Take 2's
Iron & Brooo maintains the arena
fighting style, but adds several twists
in between bouts to bring something
very new to the genre. Iron & Bloon
is set in the AD&D Ravenloft universe,
so those familiar with Dungeons &
Dragons will recognize the gargoyles
and undead offered for play. There
are 16 fighters in total to choose
from, composed of beautiful texture-
mapped and gouraud-shaded poly-
gons. Each of the characters will have
diffferent attacks depending on their
race (armed undead might attack with
magic swords, mages will attack with
spells), and players will also be able
to acquire artifacts during the game
to complement their attacks. Your
character will also gain levels as he
progresses from bout to bout, and

THERE CAN BE ONLY ONE lron &
BLooo will certainly live up to its
name; this AD&D fighting game will
have a plethora of nasty beasts.

thus grow more powerful. You'll also
be able to save your characters and
load them up again for future play.

All these features and the dark and
magical setting of AD&D Ravenloft
will definitely draw gamers. And if the
gameplay is as good as Take 2
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Price: $49.99

System
Requirements:’ IBM
compatible 486-33,
4MB RAM (8 MB for
SVGA mode), VGA
graphics, 2x CD-ROM
drive, 3 MB hard drive
space, DOS 5.0 or
Windows 95; supports
Gravis GrlP and most
major sound cards.

# of Players: 1-2
Protection: Nene (CD
must be in drive)
Designer: Mirage
Sludios

Publisher: Acclaim
Glen Gove, NY

(516) 656-5000
Reader Service #: 322

ROUNDUP ¢ FIGHTING GAMES

RISE 2:

RESURRECTION

he original RISE OF 111E RoBoTs
was a shunning picee of SVGA
artwork. Yet, for all the glitz, the

gameplay was sorely lacking; few

characters to choose from,
maves that were hard to exe-
cule, very limited special moves,
and an overall absence of depth.

"laking heed of the criticisms, Mirage has

returned with a sequel, Rist 2: REsui-
RECTION, that fixes some of the old prob-

lems but creates some new ones.

HARDWARE CRASH Rist 2 is better than Rise 1, but is
still plagued by bad gameplay. Sure it looks nice, but it
doesn't compare to the other fighters out there.

"The graphics are still stunning in Rist:
2, and the characters look crisp and
detailed, right down to the metal wires
snaking through their armor-plated skins.
Nice details, such as electricity munning
over a 1obols body as it gets hitand
injured, also add to the visual appeal of
the game, It also supports the Gravis
GrlP, but doesn’t have any modem or
direct connecet capabilities.

This time around, you have niany
robots to choose from: 1§ are immediately
selectable, and 4 more are hidden away,
for atotal of 22 characters, Yet many of
the robots just seem to be clones of others
and don’t bring anything new to the
game. In fact, the sheer number of char-
acters makes solo play a pain, since you
liave Lo battle all 18 robols hefore you can
face the supervisor. Most fighting games
don’t make you fight more than 8 or 10
characters before they throw the boss at
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you (even if they allow more than that in
head-to-head play), Anything more gets
tedious, especially when Robot 14 looks
and acts suspiciously like Robot 1.

"The robols in Rist: 2 also have many
new moves, including spectacular finish-
ing moves, as in MORTAL KomBAT, which
is greal. Unfortunately, Mirage doesn't tell
vou how to execute them. The manual
lists a paltry two moves per character. |
don't mind having to find some moves —
thats part of the fun of a fighting game —
' but | would have liked to
have been spotted a few
more than two.

"I'he special moves are
still a bit difficult to time
and exeeute. | would have
appreciated more leeway
with timing so | conld exe-
cule more moves more
often. Also, the game still
seems shallow: what you
see is what you get. Good
fighting games, like ViRTUA
FIGHTER, reward you for
playing longer, with new combos, different
ways Lo allack and different styles of fight-
ing for each character.

Risk: 2 doesn’t seem like it has any

secrets Lo reveal, and even if it did, with the

tedious solo play, the difficult action and
the hidden moves, you probably wouldn't
want to hang around to find out,

FAPPEAL: Fans of the original Rise
of The Rosors; those looking for a
pretty fighting game.

PPROS: Nice SVGA graphics; lots of
characters to choose from; a free CD
carrying case.

PCONS: Too
many characters
to fight in solo
play; gameplay is
shallow; moves
are hard to exe-
cute; most spe-
cial moves are
left unmentioned.

GAME STILL IN DEVELOPMENT

claims, we could have a sleeper fight-
ing hit on our hands. Acclaim hopes
to have Iron & Brooo ready by the
end of the year.

Die By THE SWORD by Interplay
Interplay is also venturing into
the medieval realms with Die By The
Sworp, a fighting game with a
plethora of fantastic creatures—
knights, kobolds, goblins and ogres—
all wielding ancient weapons in hand-
to-hand melees in enormous arenas.
DBTS is a 3D polygon fighter; but its
3D movement is much more fiuid than
TosHinoen's. [t will take some getting
used to, but you really can fight in all
three dimensions in this game. It won't
come with that many special moves,
as Interplay expects gamers to create
their own. Basically, the game will
allow you to construct your own
moves (such as a forward rush fol-

YOU'RE UGLY All the gruesome
beasts and noble warriors of Die By
Tre Sworo will fight in real 3D.

lowed by a trip attack and then an
uppercut) by stringing together a few
keys and then saving this configura-
tion. When you enter battle, you can
simply. press that key, and your combo
or special move will be executed.

The arenas are truly huge, and you
sometimes fight in rolling hills or cas-
tles that cover several screens. As in
Perrect Weapon, you sometimes take
on more than one opponent at once
(kabalds come by the dozen). Die By
THE SworD should be out in early 1997.
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ROUNDUP ¢ FIGHTING GAMES

In Gontrol

software@

well. To truly get the feel of an
arcade hghtn.l, you need to play
the game with a gamepad. Shorl
of the arcade f ’
nothing feels as good as a nice mealy
gamepad in your grip. Here are three
that you can find, or will soon find, on

the store shelves. No gamepad ad,

though, unless the fighting game you're

playing supports it. Check with the

Gamepad Company
GriIP Gravis
Sidewinder Microsoft
Blaster Pad Creative Labs

GRAVIS GRIP

The GrlP is an excellent gamepad; it

Price

$119.95
$39.00
$29.95

lmurrh

Phone Number
(800) 6683-8558
(800) 426-9400
(800) 998-1000

Babbages_§

‘14'1;.«

may be a bit small for ¢
with large mitts. The six i
side buttons and the lef

tion |)dd in particular is nice (it
has small indents for the dia
onal directions, making diago-
nal movement easier). Best of
all, you can plug up o four
gamepads into a GrlP multi-
port, which plugs into the joy-
stick port in your s
The L-lil’l ighting Machine packag
» ames since it includes

ds (and a bundled game).

Grade: n

MICROSOFT SIDEWINDER GAMEPAD

The Sidewinder (_ull]]l.[)d{l looks like a




FIGHTING GAMES » ROUNDUP

nice; like the GrIP. it has indents for the diagonal directions. "This
gamepad has the most comfortable grip of this lot. However, when
trying circular movements, such as one fluid motion from down to
down/forward to forward, the |'i-.i||g cardinal |111:|||1{||1 the ]};|n| SOme-
times gets in the way. A greal [eature, though, is that you can daisy-
chain up to four Sidewinder gamepads via a port at the back of the
gamepad. This worked perfectly for Virrua FiGimer PC, with one
gamepad connected to the computer and another gamepad con-

nected to the first. Both responded fine and felt very comfortable.

The Sidewinder gamepad will be out in late October. Grade: A-

CREATIVE LABS BLASTER GAMEPAD
‘The Blaster Camepad is also a nice gamepad and has
aswilchsoit can function as cither a gamepad or joy-

stick. Asa fir,;hling;g;aln:_-pu:l, its not bad, though its rlmign

isn't as comforting as the GrlP5 or Sidewinder’. Still, it
has a load of programmable buttons (six on the right, a
select-and-start button in front, and two left-right buttons
on top). It might be a bit big for smaller hands, but never-
theless functions quite nicely. One plus is that it supports
BATTLE ARENATOSHINDEN, a game that needs all those
buttons. Grade: B

Comparing the new SpaceOrb™ 360
Reallife 30™controller fo the joystick,
keyboard or mouse is like comparing
an arthrific old geezer 1o an Olympic
athlete. The unique Omni-directional
PowerSensorhall is the key. It prac-
tically translates your brain waves info
on-screen mofion. Push, pull and twist
it to get fluid 360° motion in any
and every direction for otherwise
impossible combo moves. Use it to
play Duke Nukem™ Descent™ and
Doom™ You will be stunned at
what o technological leap this is.
Even more stunned when you see
the leap in your scores. Check out
the Spacetec GameMasters site at
www.spacetec.com for tricks and
tips from the world's best gamers.

Tne Compurer Wmdesons Mﬂybﬁ more.



Price: $29 (mail-order
or Internet)

System
Requirements: 1BM-
compatible 486-66, 8
MB RAM, 2x CD-ROM
Drive, 10 MB hard
drive space, VGA
graphics; supports
Sound Blaster-compat-
ible sound cards

il of Players: 1-6
Protection: None
Designer: Hot Warez
Publisher: Goldtree
Enterprises

Metairie, LA

(80D) 746-3772
Reacder Service #: 324
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REVIEW ¢ CYLINDRIX

‘Lost In Space

Goldtree’s Sci-fi Shooting Gallery Races Toward Oblivion

by Mark Clarkson

he trend in loday’s 3D
action shooters is to com-
bine sexy graphics and hi-fi
CD sound with mediocre
gameplay, but CYLINDRIX is
bucking this trend by muk-
ing the entire game —
gameplay, sound and
graphics —mediocre.
SYLINDRIX, a first-person
shooler with a science-fiction theme,
has a typical story: You're just chillin’ in
front of the TV when a god-like being
from the stars whisks vou into outer
space where you're foreed to baltle
ather beings, slaves like yourself, inside
gianl orbiting evlinders. Win your way
through to the end, and this Power just
might return you lo your couch in time
for the X-Files.

SHOOT ‘EM DOWN

The combat in CYLINDRIX at least
isin't fisticulfs; it’s all done from fighter
ships that can zip along the ground,
clinging to the inner surface of the cylin-
der, or take to the air. Each ship has
three weapons: lasers, missiles and a spe-
cial weapon such as the ability to cloak
itself or repel enemy missiles. The rules
are simple: Use the radar on your HUD
to seek out the enemy and destroy him.
You even have a couple of wingmen
along to help. You can give them simple
orders like Attack, Capture Pylons, or
Delend Base, and they'll carry them out,
unattended.

Besides the battling ships, eylinder
furnishings are limited to some pylons,
two bases and an energy square. Run
into the pylons and they assume your
team color. The more pylons vour team
possesses, the more power is available to
vour weapons. If the enemy takes out
vour base, vou lose your radar and
weapons targeting, making it very hard
to find the bad guys or destroy them
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STUMBLING BLOCKS Cvuinpgix has some interesting fealures, like commandable wing-
men, but the flat-colored polygons and dated graphics aren't very compelling.

once vou do. If vour shields are depleted
from enemy fire, the energy square will
replenish them.

There are 10 evlindrical arenas, each
orbiting the home world of a different
race. The eylinders” interiors, although
the same in dimension, are fumished,
decorated and lit differently. The physics
governing your ship’s movement —
acceleration, speed, ete.—change from
evlinder to eylinder, as do the opponents
vou'll face. Fach race displays different
characteristics in a light, but onee past
the team-oriented Sentries and the pen-
sive Bok, the role of your opponents is a

litany of anger.

BEEN THERE, DONE THAT
CYLINDRIXS graphics are very, very
basic. The pylons are boxes. The ships
are wedges, or boxes, or boxes with
wedges stuck onto them. Lixplosions are
spheres, which shatter into large trian-
gles. The eylinder’s inner surface is
grid. "The colors look like thev're limited
to a paltry four or five shades, and the
sound is even less appealing. The com-
puters voice has been altered lo make it
scem more machine-like, but in the
process, its heen blurred into near-total

incomprehensibility. Most damning, |
found the ships pretty hard to control,
especially in flving mode; they handle
more like blimps than fighters,

| experienced weird video problems
running the game under Windows 95,
but it ran flawlessly in DOS. That's
good, because the technical documen-
tation in the README file is peppered
not with helpful advice but with annoy-
ingly flippant jokes.

CYLINDRIX does have [PX network
and modem play, which is a saving
grace for almost any game. But even
head-to-head, I just didn’t find the game
much fun to play. %

PAPPEAL: Fans of fast-paced, first-
person action games who’re looking
for a little strategy on the side.

PPROS: Some additions to the stan-
dard shoot-'em-up fare, including
pylons to capture and wingmen to
command.

»CONS: Circa-
1890 graphics,
fuzzy sound, and
once you've seen
one cylinder, you've
seen 'em all.
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= By far, the largest, m
detailed foes ever see
fighting game. Up to 3
the screen's height.

¢ Innovative screen pan
zooming, realtime s
shadows, and spécial FYo%

* Interactive, animated; and
detailed backgrounds,that
often hide special da ar_sg

* B characters, 2 chamipions.
and a nasty surprise. L

* Special moves, cumhos%

resurrections, & humiligtions
* Blood sucking, claw slas
ing, tail whipping, karate
kicking, fist ramming, body
slamming, blood spurting
action — need we say more?

br—epe——— Developed by Argo Games Saftwara Creations Web BBS (http://www.swcbbs.com)
Form@Gen Published by Apogee Saftwars, L. WWW Sita [hitp: / /waw.apoges? .com)
INCORPORATED Distributad by FormBGen QS{GON{DEE] ADL [Keyword APOGEE]
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Price: $39.95

System
Requirements: 1BM-
compatible Pentium-60
(P90 recommended),
8 MB RAM, SVGA
graphics, 2x CD-ROM
drive, Windows 95,
mouse, Win 95-com-
patible sound card.

ft of Players: 1 (2-8 in
modem or net play)
Protection: None (CD
musl be in drive)
Developer: Chaos
Works and Epic
Megagames
Publisher: Electronic
Arts

San Mateo, CA

(415) 571-7171
Reader Service #: 325

REVIEVW ¢ FIRE FIGHT

Flaming Fighters

EA's Flashy Arcade Shooter Is Entertaining, At A Price

by Paul C. Schuytema

1 a far-flung system that knows

i1n||!ing but war, it is up to vou, as
anagent of the Phantom Coun-
cil, to uphold peace. Strapped
into the deadly Jagger, Orion-
'Tech’s nltimate surface fighting
vehicle, and armed with lmlhing
more than a collection of

weapons and some skelchy

orders, you must take to the air
and destroy, destroy, destroy:

BURN ZONE As a pure arcade game, Fire Fiit holds up pretty well. The missions are challenging, the
interface easy to grasp, and the controls a breeze to handle.

TWO STEPS FORWARD,
ONE STEP BACK

At its heart, Flectronic Arts' Fire
G is a shooter, much like the
arcade classic ZAXXON or Sega’s inven-
tive Genesis cartridge HERZOG ZwrL.
While the sexy SVGA graphics are
pretty, the game boils down to navigat-
ing vour ship Ihrmlgh a2l map,
statehing up or destroying the mission
objectives and blasting any enemies in
vour path. There are power-ups that
make yvou live longer and fight better,
and the weaponry on the Jagger is var-
icd, though part of the fun is discover-
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ing what weapons work best in which
situations.

IR FiGHris a good arcade game, bul
the scale of the skewed 3D view is alittle too
large for my liking. Winning at this type of
game requires the ability to anticipate danger,
and while e F1GHT does provide you wilh
midimentary threal radlar, it's often inacenrale.,
Attimes, enemies and missile towers appear
onthe sereen and begin to fire at you before
vou have enough fime to react.

CHOPPIN' THROUGH WIN 95

“The graphics are the game’s strong
point. The worlds of the four plancts,
from rain lorests o g|;l(.'i{.'l.\, are sumplu-
ous in 256-color SVOA. Fach level is
packed with imagery, but its never so clul-
tered or complex that it reguires alot of
time to figure out which way to go.

Unfortunately, there is a price for all
the lush scenery: performance. "The game
took so long to load from the antoplay
prompt that my sereen saver kicked in,
Once in the game, the animation suffered
from constant choppiness, even on my

P133 with 16 MB of RAM. The jerky

movement was especially bothersome
when trying lo dodge and counterattack
al the same lime—precise aiming was
almost impossible.

Multiplayer action is solid and pre-
dictable. | was disappointed by the
DeathMatch-style mode, but the base-
building game is challenging and enter-
laining. 'The idea is to gather bricks to
build your own base planetside while
stopping your opponents from doing the
same. "This extra layer of
activity makes it a very
fun and frenzied game,
The best part of the mul-
tiplayer action isn't the
play itself, bul the fact
that you get two CDs
l]i!(l wo ]“}"“IE]].\', mean-
ing vou can draft a will-
ing victim for head-to-
head action right out of
the box.

FIRe Fichrisa fun
game, butits certainly
not revolutionary. It does
what il sets out to do
fairly well, with the
exception of the sluggish
perfonmance. The bot-
tom line? If you've got a
few minules lo Spare on
vour coffee break, then Fire Fici, with
its pretty graphics and fun gameplay,
would be a good diversion. %

PAPPEAL: Arcade shooter junkies or
those who want yet another game to
play on the office LAN.

FPROS: Great graphics and no-
nonsense game-
play.

MCONS: Slow
yamespeed, and
the action isn't
anything new.
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paranormal puzzles

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

AME

of first-person corridor mayhem.

You're trapped — locked in an island mansion crawling with the undead.
T Clear heads with a penchant for puzzle solving must prevail. .

gal.l ow.§8 K umhaoatr
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supernatural storyline «»,  Use your brains and shotgun blasts to shatter the
£ 1 spell that has kept the island in a horrific limbo.

a

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

Windows 95 and

Power Macintosh

300, Studia 300, the 300 kges and Killing Time an
trdemarks andlor registered trademarks of The 300 Company.
Al olber trademarks o registered Urademarks ace the
peoperties of heir respective owmers.
©1595, 1536 The 300 Company. All rights reserved.
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Price: $549.99
System
Requirements: 1BM-
compatible 486-66
(Pentium recom-
mended), 8 MB RAM,
2x CD-ROM drive,

3 MB hard drive
space, 1 MB video
RAM (Windows display
accelerator recom-
mended), mouse,
requires Windows-
compatible sound
card.

Protection: None (CD
must be in drive)
Designer: Lion
Entertainment, Inc.
Publisher: Strategic
Simulations, Inc.
Sunnyvale, CA

(408) 737-6800
Reader Service #: 326

REVIEW ¢ DEATHKEEP

Doomed
Role-playing

The Collision Of Action And Role-playing In DearHkeer Is Fatal

by Petra Schlunk

n SS8Is DesiiKeep,
role-playing and action
meel in a manner remi-
niscent of a malter-
anlimatter collision—an
explosive reaction that
leaves absolutely noth-
ing of the two ingredi-
ents behind,

In the game’s story,
you must stop an evil necro-
mancer from hecoming horribly
powerful. Because DEATTIKEEP
is set in an AD&D world, one
would expeet the game 1o feature
certain requisite role-playing ele-
ments. Aside from the fact that
the characters, monsters and weapons are
stanclard AD&D fare, you'd assume thal
levels increase with experience, and that
the game world is composed of dungeons
that must be explored thoroughly.
Unfortunately, there’s little of that real

L m— 0lo-playing material here.

This real-time, first-person perspective
game achually has features in common
with popular action ganes. To leave
almast every ane of the nearly 20 din-
geons in DEATHKEEP, even those with
multiple levels, you have to find several
keys that unlock doors leading to the
appropriate exit, a la the elassics DESCENT
and Doos. There are also some mon-
stersin the dungeons, but they are fairly
casy lo defeat, even in the final battle, and
notvery scary. In other words, despite the
push loward action, you're nol going lo
get an adrenaline rush playing this game.

TOYS FOR THE TAKING

Basically, DextiKeer is a long dun-
geon cakewalk. With lots of levels to
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GHOST IN THE MACHINE Like this transparent wraith, DeatHKeep
is only a wisp of a game. Not quite action and not quite RPG, it
won't salisfy either gaming crowd.

explore, all sorts of secret doors, traps,
jumping puzzles, and ridiculous
amounts of treasure to find, expect to be
kept busy (though not necessarily
amused) while playing. The treasures
include enough food, potions, scrolls,
weapons, armor, and miscellaneons
magical and mundane items to keep
vour character well equipped (almost
too well equipped) for the challenges
ahead.

"The labyrinthine, multiple- level dun-
geons can be confusing o traverse, a
situation that is ameliorated h}'.‘] pretty
fair automapping systenm. The automap
can be set to display all the locations vour
character has seen or physically traveled
througl in the course of the game. This
latter feature is very helpful in several of
DEATIKEEPS mazes, The game’s inler-
face is fairly casy to usc after only a few
minutes of play. Best of all, there are
many saved game slots— handy for some
complex jumping sequences reminiscent
of those in Pacax,

LOWERING THE
STANDARDS?

DraruKEEP is an explo-
ration game with a veneer of
story; a shadow of role-play-
ing thanks to the AD&D
monslers, items and charac-
ters; and a mirage of action
due ta its real-time nature.
Its graphics, sound effects
and music are fair, neither
adding to nor detracting
from the game, although the
movement slowdowns that
occur can make DEATH-
Kizep frustrating to play. This
game is unlikely to satisfy
either role-playing or action
fans: It doesn’t have enough role-playing
clements for the former, and ils pace is
far too leisurely for the latter. Given these
caveats, DEATHKEEP might, al best, pro-
vide a mildly enjoyable diversion while
vou're waliting for this season’s better
games to released. But then again, that
would be like feeding a starving dog a rub-
her bone, wouldn'ti? %

P APPEAL: DeariKeer is for role-play-
ers who secretly crave some action or
for people who find traditional action

games a little too challenging.

PPROS: Numerous complex dungeons
and loads of treasure for explorers
and treasure-grabbers.

»COMS: Despite its apparent cross-
genre appeal, there are insufficient
role-playing elements for role-players
and not enough
excitement for
most action fans.
The glitchy move-
ment system some-
times slows move-
ment to a crawl.
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Price: To be
announced

System
Requirements: |BM-
compatible 486-66, 16
MB RAM, SVGA
graphics, 4x CD-ROM
drive, 24 MB hard
drive space, DOS 5.0,
16-bit sound card;
supporls IPX network.
# of Players: 1-2
Protection: None (CD
must be in drive)
Designer: Argos
Publisher: FormGen
Scottsdale, AZ

(888) 367-6436
Reader Service #: 323

ROUNDUP ¢ FIGHTING GAMES

XENOPHAGE:

ALIEN BLOODSPORT

pogee has thrown its
hatinto the arena with a
new 2D fighting game,
XENOPHAGE, It has detailed
SVCA graphies that look

3D rendered, but the game
really is a side-scrolling 2D
game. Thal’s not necessarily
bad il you've got the game-
play of STREET Flcimer 1,
butin a game like XENOPHAGE, it certainly
doesnthelp.,

"The story here is that representatives
from several alien races, including humans,
have been spirited away by powerful alien
gods. These aliens must fight to the deatl in
a bloady tournament for the amusement of
these powerful overseers: The winner gels
to live another day; the loser forfeits the life
of his entire race.

'Iwo things will hit you the first time you
fire up this game: The characters are, to say
the least, lame, and the blood and gore in
this title are excessive. There are some prelty
weirdHooking aliens duking it out here, and
the humans don't look at all like they're
ready 1o fight — the lone human female
fights in a skirt and blouse. Look at VIPC;
real women don't radle blows in office garb.
Still, the characters, no maller how strange,
are nicely rendered in beautiful SVGA
graphics. O course, since every other fight-
ing game in this roundup s cither in stun-
ning SVCA oramazing 31 polygons, being
pretty really isn't much of a distintion any-
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more, What is better though, is hat the

characters are large and detailed, taking up

a large portion of the sereen, :
Worse than the silly characters are thei

fighting styles. In VFPC, characters look like
they're really fighting; they employ real fight-

TAKE THAT XenopHAGe has some implau-
sible characters (would you fight in high
heels and a skirt?) that don't know how
to fight, but plenty of blood.

ing styles, and when they punch, they throw
their bodlies into it. In XExOPHACE, the
human characters look like they don't know
how to fight. Sclena’s front kick is an exam-
ple of such ineptitude. She throws out her
leg, with her anns hanging limply by her
side. Thats not how you fight. What hap-
pened to keeping your ams up for prolec-
tion or following through with your kick?

As far as he blood and guts go, this game
Spews them out in torrents, Fyven Simplc
slashes rom an alien cieature spill buckets of
blood. Major combos color the entire floor
crimson. lor the MORTAL KOMBAT crowd,
this is great, but if you find all the gore

JondRobin

distasteful, among the numerous oplions
Apogee provides is one for weaking the
level of gore, mercifully,

XENOPHACE' gameplay isn't exactly
great; compared to the amount of time evi-
dently put into graphics and bloody details,
the actual gameplay seems to have been
overlooked. Sure, you have the usual
assortment of special moves, different char-
acters lo leam, combos and ending moves
reminiscent of the Mok, Komear fatali-
ties and animalities, Yet, undemeath all
that, you won't find much that distin-
guishes XENOPHAGE [rom other fighting
games. Only the outward shell does that;
inside, you have characters that aren’t dif-
ferent enough or well-balanced enough to
make you want to try out each character,
and much of the fighting seems to be too
much like Moriat Komeat: In the end,
you have a fighting game that plays more
like Risk: 2 than ViRiua Ficimer PC. S

FAPPEAL: Fighting fans tired of
MormaL Komear who aren’t afraid to
play with lots of blood and weird
characters.

PPROS: Nice, big, detailed charac-
ters; lots of hiood
(if you like that
sort of thing).

PCOMS: Lame
characters;
mediocre game-
play; just another
MK ripoff.

First 3D fighter; best fighter on PC
The original bloody 20 fighter

First 3D fighter on the PC

Dinosaurs and glant apes awash in blood
Cute robots fighting in story mode

A bad port of the great classic

Nice 3D, bad gameplay

Lame fighters; lots of blood

Pretty robots duking it out

Here's how the most important fighting games stack up on the PC.
Game Company 20 or 30 Gameplay Grade Comments
Virtua Fighter PG Sega 3D Deep A-
Mortal Kombat 3 GT Interactive 2D Medium B-
FX Fighter GTE Entertainment 3D Shallow B-
Primal Rage Time Warner 2D Shallow C+
Batlle Beast 7th Level 2D Shallow c
Super Street Fighter Il Capcom 2D Deep C
Toshinden Playmates 3D Shallow C-
Xenophage Apogee/FormGen 20 Shallow C-
Rise 2: Resurrection Acclaim 2D Shallow D
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CHARLES ARDAI ¢ (LASSI(S & PUZILES
™1l

<

If 1 Only Had
A Brain

Puzzle Games Should Be More Fun Than The SAT

2

Lo

ack in school, peo-
ple thought 1 was
crazy when [old
them | enjoyed
taking the SAI
And when THold
them that the rea-

son | didn't like the

GRE as much was

that the logic puz-
zles in ls “analytical” section were too
easy, they usually tried to strangle me. But
how could it be otherwise for someone
T(.":“'(_'(I on ( :(H'”L’S I'I'li'l%il?.il'lc. [I](‘ pll?}'lt_'
column in Omni, and Martin Cardner’s
Iﬂillhl.'iﬂ'xl[i(‘ill Cﬂlllllldrﬂ?

[ have long suspected that one problem
with 10 and scholastic aptitude tests is that
they unfairy favor people who, because
they have a taste for puzzles, spend long
hours in their childhood figuring out what
number comes next in a certain serics,
which of several shapes doesn't fit
with the others, and in light of a set
of arcane ml;ﬂimnhipx, which

t's official: You Don't
Know Jack I, the
sequel to the winner
of CGW's best puz-

designer for Windows. We
were pretty impressed
with what we saw—expect
the full story next issue.

boat—red, orange, yellow, green, and

blue —is owned by Ardhur, Bill, Carol,
Dawn, and Edward. A person who has
experience answering a certain type of
question will surely do better answering that
type of question when it appears on a test
than one who doesn't. Unless you argue
that a taste for puzees correlates with intelli-
gence (possible, thongh I seriously salaatiarad
doubt it), this doesn’t say anything
about the person’s innate intelli-
gence. What it does say is that il
vouwant your kids to do better on
their tests you might want to get
them started solving puzzles, if not
actually taking simulated 10 tests,

carly.
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STOP MENTAL
ATROPHY NOW!

Some recent computer

MENSA TRAINING From dizzy dice to word prob-
lems to 30 spatial manipulations, Branstorm! offers

games give you a chanee to do

more IQ tests than enjoyable stimulation.

‘ ‘ Simon &

Schuster
suggests that
BRAINSTORM!
transcends
mere enter-
tainment—
your first sign

e Gl ply eme
N x

both. One of them,
Simon & Schuster
Interactive’s BRans ol

»For now, Cressmaster 5000
rules the pawn-pushing
roost. Sierra, however, plans
to challenge its supremacy

Zle/classic game award JACK ATTACK | with Powen CHess. No real
for 1995, will be released While you're date has been confirmed on
by Berkeley Systems this waiting for You | its release, we'll let you
fall—more guestions, Don'T Kiow Jacke | know as Sierra's opening
more irreverence. Need II, you might con- repertoire shows itsell.

we say more? sider the You Mn o_ther Chess news, by
PThe old Hong Kong the time you read this,
Matuong Pro has been ConreL CHess (yes, Corel) will
revamped by the original be making its move in the

highly competitive, and evi-
dently lucrative, castling
arena. Look for a full review
next issue.

of danger. ’ ,

explicitly suggests that its function tran-
scends mere entertainment — your first
sign of danger. And it suggests that even if
vout have no kids, vou may do well to
solve some puzzles yourself. You see, stud-
ies show that the human brain tends to
atiophy after age 20 or so, not coinciden-
tally the same time that formal schooling
typically ends. In other words, play
Brastorm! or you'll get Alzheimer's.,
Unfortunately, Branstora! is the kind
of product that gives 10 tests a bad name,

All flash and little substance, Brain-

sToRM! is simultaneously over- and
underdesigned. On one hand, it is full of
uscless frippery: pictures of neon-colored
erystals and glowing metal masks, erack-
ling lightning strikes and thrumming
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Price: $44.95

System
Requirements: 486-25
processor, Windows
3.1, 8 MB RAM, 11 MB
hard drive space, 256-
color VGA graphics, 2x
CD-ROM, Sound
Blaster 16 or compati-
ble sound card,
Protection: None (CD
must be in drive)
Publisher: Simon &
Schuster Interactive
New York, NY

(800) 983-5333
Reader Service #: 341

4

CHARLES ARDAI

synlhesizer chords on the soundirck,
excessively arty pholography. But its a
Potemkin village: Behind the ritzy facade
is a paneity that beggars the imagination.
Inseven practice lests of 20 guestions
apicee, the same question types urm up
again and again. (Inall, Testimate that
there are only seven or cight distinet
types.) 'Then, when you move from the
practice section to the “real” test, you find
notonly the same types of questions bul
the same guestions. Of course, you've
crammed on those questions alecady, so

vou know all the right answers, For filling

them in mechanically, the computer
awards youra “1414+7 10 rating. What les-
son does thal teach kids?

‘To fill out the package, Branstorm!
also contains a set of audio files about the
human brain that sound like thosc film-
strips they used to show in high school
(“The humvan brain is the supreme
achicvement ol nature...an average
weight of only three pounds...the more
we learn, the more we realize how little
we know.,.”) and a cateh-all “Mind-
busters” section allegedly containing

“rebuses,” “brainteasers,” and “puzzles.”

Only one of the “rebuses™ is an actual
rebus; the other nine are what Games
magazine used o call Wacky Wordies,
and are poor examples of the type at that,
(I'or instance, vou see “forwellmed” and
are supposed to guess “well mformed.”)
The Puzzles section contains all of five
puzzles of the sort you used o getin
math elass: A train pulls into a tunnel at
50 mph, its a quarler ol a mile long, the
tunnel’s a mile and a half long, yadda
vadda vadda. The Brain Teasers section
is the most appalling; it contains a grand

total of two brain teasers which, in

BRaINsTORM!

¥ For multiple-choice questions, start by
eliminating one or two choices that are
obviously wrong. Then, even if you are
forced to guess among the remaining
choices, you've improved your odds by
as much as 13 percent—especially
good for speeding through timed tests.
» When asked to envision a flal shape
folded into a cube, eliminate all answers
in which adjacent squares on the flat
shape turn into opposite faces of the
cube, This is impossible.

P If you have to select the symbol that
doesn't belong out of a set of similar-
looking symbols, start by mentally pair-
ing up symbols that are identical to
each other either entirely or on a char-
acteristic-by-characteristic basis. If two
symbols are the same, neither can be
the outlier.—Charles Ardai

SmaRT GAMES: CHALLENGE #1

» Warehouse—Remember that since
balls can only be pushed, not pulled,
there is no way to get one oul of a
corner, and that a ball's mobility is
cut in half once it is touching a wall.
The longer you can keep a ball away
from a wall, the longer you preserve
your flexibility.

» Word Buifder—When making as many
words as you can using each letter in
the alphabet only once, remember that

vowels are your most precious
resource: there are only 5 (maybe 6) to
match up with 20 or 21 consonants,
Avoid short words and words with dou-
ble vowels (lie, boa); try to think of
words with conso-

nents must either build all the way up
to hotels (an expensive prospect for
Boardwalk and Park Place), or wait until
new houses are available. This gives
you plenty of negotiating room to com-

plete your own

nant clusters Lz & el &l :: - ,,;.% monopolies, as
(grasp, thong). i l% B g; 1| well as to buy
b Cash Crop— i} i & time to collect
Where you have a | £y e :: #%: | enough dough
fimited number of |+ & |* -— M 4 i1 4| for your own
moves in which to |13k s - i2:8e!| hotel purchases.
drive your tractor  [* ————=u_1iC| » Once the
over squares ina |1 _K 1% & game is in the
grid marked with =g 2 2 CHl final stages,
dollar amounts, |~ are. . Y railroads
don't be afrad to [ *{EE==1=1% =l [ 772 < | become more
use up a move s o LS Lol sentimentalthan
crossing back over ERLBHERIND TO GRI.ND Getting @ monopoly practical. If it
a square you've on the orange properties IeI you “qufﬂ.eze gains you a
already cleared. the pulp” from the npp_osnmn—aspaclally monopoly, let
You don’t make after they get out of Jail someone have
0 A s e

any money from
that move, but it is possible that your
total income will be higher than if you
had moved in another direction.
—Charles Ardai

MonopoLy

» A simple solution to defend yourself
against house-happy builders is to play
with the normal limits for houses-only
the ones that “come with" the bank—
rather than lelling the computer gener-
ate an unlimited supply. Build as many
houses as you can to use up the sup-
ply, then watch gleefully as your oppo-

the third rail-
road, or even the fourth. The chances
that you'll land on more than one rail-
road are minimal, and the $200 you get
for passing Go is enough to cover a
ride on the Reading.

b Jail is a safe haven. Wait there as
long as possible, especially late in the
game, when rents are higher.

P The most cost-efficient properties are
the orange section: St. James Place,
Tennessee Avenue and New York Avenue,
Those leaving Jail, for example, have a
39 percent chance of landing on one of
these three properties.-Terry Cofeman

cGc OCTOBER 1996



addition lo being magnificently random,

require vou to get out paper and pencil,
since the designers have neglected to
allow plavers to do their fignring — or
even enter their solution—on the
sereen. (“ill in the missing numbers,”
say the instructions Lo one brain leaser,
but there is literally no way for vou to do
s0, short of drawing on the monitor with

amarker,)

A GREATER CHALLENGE

|"'nr|1|n.'|lrl_\‘, peaple looking for an 1Q)
challenge do have altermatives, Chicf
among these is SNarT Gavies' CHAL-
LENGE #1, which | reviewed in the July
isste. | can't recommend it highly
enough, The precise opposile of Brun-
storul, Criantexcr: #1 looks goad bul
doesn’t go off the deep end pursuing
snazzy visuals and sound effects, has

well-designed interface that doesn't leave

vou wondering whether it's you or the

game’s designer that’s an idiot; and most

ofall, offers plenty of depth.
‘Ihere are 20 puzzle types (there's
that magic number again),
including some of the same types
Bramsrorm! Tias, but within

cach type there are up to 20 vari-
alions, ranging in (|ifﬁt:|;ll}' from
very casy to very hard. You can
play CHALLENGE #1 for hours
without ever feeling vou've
exhausted what it has to throw at
vou, Partly this is because there is
no way to get an answer from the
computer—you just have to find
the answers for yoursell, and il
you can't that’s your problem. Bul
mainly its because the game is packed
like a sardine can wilh genninely clever,
difficult puzzles that will engage any puz-
Zle addicls imagination,

If 1 were a parent, | know which of
these games I'd give my kids 1o play.
Hell, I know which one [ will go back to

myself long aflter the reviews have been

CHARLES ARDAI

Hevigase D_I_'IEM Puzzie

THE SMART MOVE Branstorm! has some of the same types
of puzzles as Smart Ganes CHALLENGE #1, but CHALLENGE #1
knows the secret: You learn more when you're having fun.

published. Its been a few years since | was
20, after all, and, as they say, a mind is a
terrible thing to waste. My thanks go lo
Branstorm! for the medical advice —if
I'm lncky I'll be able to stop the cerebral
atrophy before | become a senile dotard
of 30 —but its CHALLENGE #1, not
Brastorat, that gets my business. %

/ ?3 VZM@@”’E’@KE
YOYSTICKSINEITHERISHOULD,

Racing with a joystick...is like trying to win a Formula 1 race with a flat tire!,..Grab hold of
the most professional and affordably priced racing wheel in the world. Let the Perdmer™
Turbo Wheel take you to the finish line of Grand Prix, NASCAR and the Indy 500.
Experience the racing sensation of real race car drivers by accelerating and braking
with the accuracy of Platinum Sound™ foot pedals. This will give you the ultimate
driving experience.., Virtual racing from the #1 Perdmer™ in the industry.

The Perdmer™ is compatible with all racing software and is available for
every gaming platform: Sega, IBM PC, Nintendo SNES, Nintendo 64 and the
Sony PlayStation.

—
“PLATINUM >
\ _SOUND" _

)

AVAILABLE AT: BEST BUY, COMP USA,

SOFTWARE ETC, BABBAGES, EGGHEAD
SOFTWARE, SUN TV & APPLIANCES,
ELEGTRONIG BOUTIQUE, KAY BEE TOYS
AND OTHER LEADING RETAILERS.

For more information call 1-B0D-408-4084

©1096 SCAT International, knc. The Platinum Sound loga is a
trademark of SCAT International, Inc, ANl ofher logos of product.
names are rademarks of thedr respective companies.

WEB SITE - http:/fwww. platinumsound.com
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Our New Righteous
Accelerate Miore T




3D Accelerator Will
an Your Graphics.

INTRODUCING RIGHTEOUS 3D. WHETHER YOU'RE INTO SERIOUS
FLIGHT S1MS OR HARDCORE MUTANT-BLASTING, THERE’S NOTHING IN THE
GALAXY THAT CAN PuMP MORE 3D REALITY INTO YOUR GAMES.

That's because Righteous 3D has
some of the most advanced features
ever designed into a 3D accelerator.

Like real-time interactive rendering,

dual 64-bit memory architecture,

Descent™[1: Destination Quartzon 30 Descent™1: Destination Quartzon 3D

Without Rightcous 3D With Righteous 3D advanced filtering and anti-aliasing,

built-in transparent and translucent effects and Windows® 95 Direct3D" support, to name a few.
But all this rocket science is just technobabble if it can't make your games more fun.

Which is exactly what Righteous 3D does. You not only get eye-popping visual effects —smooth

textured images and outrageous atmospherics — you get full speed

interactivity. Something no mere graphics board can deliver. Hlﬂmemls 30
In fact, Righteous 3D is the first accelerator of its kind that
can render complex 3D images at full-motion frame rates.

And much higher heart rates.

No more pixels. No more herky-jerky

stick figures. Just sharp, clear images that move like nothing you've

e s : . " ever seen on a monitor. Which can make good games great.
And great games truly awesome.

So get a grip on reality. Visit your computer retailer or

our website at www,orchid.com, or call us for more

information at 1-800-806-9142. And see what

a little adrenaline can do for your system. OR.CHID

A Micronics Company

1996 Misrnics Computars, loc. Micronics, Righteoss 30 and the Orchid |
wademarks are the propeny of their respective owners, Descem™i Dosting

re trademarks of Micronics Computers, Inc. All uther
n Quamzon 3D screen shois courtesy of Interplay™

Circle Reader Service #294



Price: $34.95

System

Requirements: [BM-
compatible Pentium 75
or better, Windows 95,
8 MB RAM, 2 MB hard
drive space, SVGA
graphics, 2x CD-ROM.
Protection: None (CD
must be in drive)
Designer: Future
Endeavors, Inc.
Publisher: 7th

Level, Inc.

Richardson, TX

(214) 437-4858
Reader Service #: 327

REVIEW » TRACER

Voracious Virus
Left Me Hungry

Barely A Trace Of TETRIS In TRACER

by Tim Carter
ver since TEIRIS
escaped from
the former
Soviel Union,
the market for
puizzle ganies
has exploded.
Unlortunately,
relailers’ shelves
and discount
bins have been cluttered
eversinee with pretenders to
the puzzle crown. Few of
these games have blos-
somed into addictive, enjoy-
able time-wasters the way
Tenws did,
TractR=the latest entry into the Tiriis

Tih Level's

replacement sweepstakes—falls equally
short of reaching the puzzle throne.

QUT ON THE TILES

As a hat-shot hacker, you navigate
various bits of compuler hardware witl a
tracer virus nipping at vour heels. Your
character begins the game with a preset
number of tiles, each with four colored

sicdes. You move over the grid by placing

/o ¢ Ll 011 the (loor, then stepping on it

Ifom the first tile, you can place another
tile in amy dlireetion, as long as its facing
color maltches the color of the tile youare
standing on. Once you start, the virus
starts cating away at the square you started
on, and it moves fast. Thus, the game
becomes a sorl of speed dominoes, as you
race o lay tiles quick enongh to stav in
front of the ravenous virus

Because your supply of tiles is limited,
the key Lo suceess in“ TRACER is maneu-
vering from one rc.‘;npiﬂ_\' station to the

next. As one might expeet, the stations are

CG OCTOBER 1056

WHAT, NO PASTELS? Cyberspace in TRACER is heavy on primary colors,
nearly as repetitive as the tiles you lay.

strategically located to push the limits of
vour ability to plan on the run and gel
vour color patterns right the first time, (As
with most games of this hpe, saving often
is i good idea,)

Unfortunately; this dependence on
resupply stations means that vou don'l
have much flexibility in planning vour
allack; for the most parl, vou must follow
the supply of tiles with little or no devia-
tion. This gives the game a “maze without
walls” feel, which can become frustrating,
Also, there is no overhead view of the
level you are on, which makes stralegic
planning difficult.

What you have instead is a 30 race
between your character and the virus,
made more difficult by the way the inter-
face landles vour perspective of the grid.
TracER uses the standard above-and-
hehind perspective, but your viewpoinl
relative o your alter-cgo on the grid
swings somewhat dramatically, depending
on which way your characler is turning

and where he is on the grid . This is quile

important, as your view
of the surrounding area
is limited, and you
must be able to see the
next reload station in

order lo move properly.

FLIMSY FICTION

The introduction,
documentation and
occasional messages
from your robotic con-
troller all suggest that
as you complete cach
level you progress
through the story=all
to no avail. What dif-
ference does it make
who my character is and why he is run-
ning from tile to tile, if it doesn't actually
affeet the tiles or the grid on which they
are laid?

I the end, TracER actually reminds
me of solitaire. Admiltedly, vou have
soine control over the flow of the game,
but ultimately vou are confined by the
structure of the game itself. Thus, TRACER
is more diversion than game-albeit a
diversion that is relatively attractive and
fast paced. On the other hand, if you are
looking to replace TETRIS on your hard
drive, keep looking, &

PAPPEAL: Those who enjoy rela-
tively mindless, speedy puzzle games.

PPROS: Runs smoothly; easy to leam
and play.

PCONS: No stra-
tegy element; noth-
ing to distinguish it
from many other,
cheaper, puzzie
games.
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T0 THOSE WHO WAIT...
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Feigmc e mamdtacturprs.

Ever heard the phrase
“Patience is a virtue?” Well,
never before has patience been
more virtuous than with the arrival
of Battlecruiser 3000AD--the most
complex, expansive, and enthralling
supergame ever created with multiple
game engines, the first ever neural
net-driven system, and more features
than any PC game ever.

WAL The Take 2 fog0 is a rogestencd trademark of Take-Teu Inte

Sure you've waited
seven years, now play it
and find out why.

Dereh St ITTECRUSER 00000, T
THELAST THIDG YOU'LL EVR DESIAE. 7~ -

ame graphics Circle Reader Service #170
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Price: 549

System Requirements:
IBM-compatible 486
DX2-66, Windows 95,
8 MB RAM, 1 MB hard
drive space, 256 color
VGA graphics, 2x CD-
ROM, Windows 95-
compatible sound.

# of Players: 1-2
(network)

Protection: None (CD
must be in drive)
Designer: Visual
Sciences

Publisher: Psygnosis
Foster City, CA

(800) 438-7794
Reader Service #: 328

REVIEW * LEMMINGS PAINTBALL

‘More Lovable

Lilliputians

Lemmings Leap Into Win 95 Facking Paintball Guns

by Charlotte Panther

hose of you who've encoun-
tered LEMMINGS before will
recall that, much like COW
staffers at lunchtime, these

cerebrally challenged critters
follow the leader without
thinking or caring where they
are headed until it’s too late,
In Leannnes Paviiacy, the
latest escapade from
Psvgmosis, vou'll get to know a few of
these cute and cuddly ereatures ona

more personal level Asin Leananes, the

idea of the game is to guide your furry
friends salely through an obstacle-ridden
landscape hefore your time runs out.
Unlike the original version, in which you
were responsible for a whole pack of
pests, this time you'll lave Lo care for no
more than four lemniings at a time.
Asqueaky “Lets Co™ indicates that the
vociferous vermin are about to be released
from a trap door suspended in mid air
[rom there on, it's up to you. "The first few
levels start easily enongh: You guide a sin-
gle lemming across a landscape (Point-
and-Click 101) to retrieve a flag that signi-

 Twolemmings AreBetter Than One

fies the end of each game. Don't be
fooled, though. Youll soon find yoursell
manenvering one lemming over a vast
neon vista, avoiding watery depths, pools
of fire and heated eoals, while another
lemming searches for levers thal operale
lifts in order to allow vet another lemming
lo jump to higher ground.

Also look for balloons, which help you
drift over water or fire, trampolines to help
vou hounce to safety, keys to unlock barri-
ers—and perhaps most importantly, paint-
balls. The rambunctious rodents, fully
armed with a paint guns, are not as harm-

finally, we have a near-per-
fect version of this Hall of
Fame game. The new Win
95 version also has addi-
tional sound effects,
including delightful lem-
ming squeals. You also get
additional new games—0OH
No, More Lemmings. As you

™ |

your puzzle collection, if only for the well-adapted

Win 95 version of the original Lemmings that's
included. Lemmings, which was originally designed for the
Amiga and Atari systems, later became available in a
problematic DOS version, which was incompatible with
several video cards. PC users will be happy to know that

I EMMINGS PainTeaLL definitely deserves a place in

PFegasrat=%nR

o N

guide the lemmings

the Lemming Tomato Ketchup Facility, and your furry
friends will be mush.

My only major gripe was, once again, with the resolu-
tion. While the game offers both high- and low-res options,
you'll soon discover that when you run the game under low
resolution, the lemmings are so miniscule as to affect play.
If you try to apply the high-res option, however, the viewing

[
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assigning them different

through grand structures, I
skills, you'll be surprised
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to discover just how talented these rascally rodents can
be: Watch them build, mine, bash, climb, float and dig
their way to safety before the clock strikes. And although
the call of the ocean is still alluring to these mop-topped
vermin, far worse fates may lay ahead: One false move in

HIGH OR LOW? Lenamcs for Win 85 lets you dig, build, climb, float and perish in high-res (left),
but plays better in low-res (right) with the full interface visible.

window becomes bigger than the screen, resulting in the
loss of the stop watch that allows you to keep track of how
you're doing for time. Nonetheless, this every-second-
counts puzzle remains a classic, requiring quick thinking,
strategic skills and impeccable timing.



......Play to !
and SEAAVeE yourself
some MmMoney.

SAVE UPT0

ake the ultimate move

for serious gamers who
know the score when it
comes to buying computer |
gaming magazines. Subscribe
to Computer Gaming World now and save

\ Score points and
—— cosmic savings now
w1th Computer Gaming World.
We're worlds apart from any other
computer game magazine.

up to 47%! * One year/12 issues — $27.94.
YOU SAVE 41%!

Every monthly issue brings you exclusive e Two years/24 issues — $49.97.

first looks at the hottest, newest games... YOU SAVE 47%!

the latest in multimedia, CD-ROM and Saving based on annual cover peiceof S47.40,

interactive environments. Plus winning

strategies, master clues, in-depth reviews — Ml an "] snw ||P “l ‘"II
all the help you need to pump up your

system and play out your fantasies on this ﬂc{Bﬂ]ﬂ] E]@Z]%m
planet and beyond.

To ensure savings, mention this code to the operator who
answers your call; 4295,



REVIEW ¢ LEMMINGS PAINTBALL

when your lemming retrieves a flag, Despite these little hitehes, Lenvines

Sometimes, herel be just one flag hidden, PAINTBALL gets my vole as a winner. The
which any lemming can graly; other limes user-friendly interface and casy lower levels
you iy need four lemimings topick upone—— make ita great game for beginners, but the
flag each before completing the level. Ifone— higher levels remain difficult and varied
ol your faithful crew gets drowned along the—— enough to maintain the interest of diehard
way, don't panic —you just need to search lenmmings fans. And as Psyenosis is includ-
ing the original Lianmines and On No,
More LEMMINGS on e dise, you gel thiee

games for the price of ane. Now, a bargain

for a duplicator, then you can reprocluce
lernmings to your heart’s content. But don't
lorget—you have to heat the clock if you

wantavoid lemming elimination. like that doesn't come along every day. &

[ach game provides a different land-

scape and many new surprises.This, in

HELTUM HELPER Instead of trading the usual aqualic fale
for a fiery death, our cute little friend hops to the next bal-
loon to safety in LEmMINGS PAINTBALL.

PAPPEAL: For hardcore puzzlers
and Lemmings lovers.

PPROS: Highly addictive Lemmnes
gameplay finally makes it to Win 95,

addition to four levels of diffieulty ( Fun,
“Tiicky, Taxing and Mayhen) allows for end-
less replay value. The perky characters with

less as ey look, With eneimy lenmmings

lurking around every comer, yowlldowell — background sound effeets add to the attrac- PCOMNS: LEMMINGS
lo pick up extra ammo whenever you can. tion."The downside? Despite the high-reso- PainteaLL isn’t guite
"Ihe lemmings also scem o have picked — Tution graphics, the visuals renain highly Spity the origieal.
g ano: Ve graphics, the visuals reimain higiy Some disappointing
upaniota of common sense ;llmng the way; |1ix(-.|.-llcr| ;m{l{]imppc :inlingl_\-’ grainy. And graphics and grat-
once you have clicked onaleader, youcan— will someonc please tell me why we lave o ing I;aekgmnnd
music.

actually instruct the others not to follow him.
Iach leve of the game is completed only

their shrill little mousy squeaks and the

have that annoying Muzak-like sonnd track

accompanying all puzzles these days?

without compromising skill level.

Plant Trees for America_

Trccs provide food, shelter, and
nesting sites for songbirds.

Trees increase property
values, and make our
homes and neighborhoods
more livable.

Trees help conserve
cnergy. They cool our
homes and entire citics in
the summer, and slow cold
winter winds, Shade trees
and windbreaks can cut
home utility bills 15-35%.

‘Itees clear the air we breathe.
They provide life-giving oxygen while
they remove particulates from the air and
reduce atmospheric carbon dioxide.

America needs more trees

The United States has lost a third of its
forest cover in the last 200 years,

Our towns should have twice as many
street trees as they have today.

We need more trees around our homes
and throughout our communities. We

=
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N

need more trees to protect our farm fields
and our rivers and streams. To provide
wood for our homes and a thousand
products we use every day.

10 Free Trees

Ten Colorado blue spruces, or other
conifers sclected to grow in your arca
will be given to cach person who joins

the Arbor Day Foundation.,

Your trees will be shipped
postpaid at the right time for
planting in your arca, February
through May in the spring or
October through mid December
in the fall. The six to twelve inch
trees are guaranteed to grow, or
they will be replaced free.

To become a member
and to receive your free
trees, send a $10 member-
ship contribu-
tion to Ten Blue
Spruces, National
Arbor Day Founda-
tion, 100 Arbor
Avenue, Nebraska
City, NE 68410.

Join today, and plant your Trees
for America!

The National
¥ Arbor Day Foundation
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Daggerfall, Bethesda's latest installmenity. = &
in the EldenSerolls Series and the sequel’
to the award-winning TES:Arena. K5

TES: Daggerfall'is one of the most s
ambitious computer games ever devised.

e - Thlt‘l?l 18 n;_ dungeon hack, no bit of fluff ; 78%

: - with medieval ttappings: Daggerfall’s 2 #0\6 Va

RE\'G‘““Q“&N“ worldishvme t_hef sgz,e.'of_'Great Britain, ™% ' This s the game that hargggrs

_Johnny Wilson f._illed:W1th.._peqple;..;a;denmtgs, and M i :HPG fans ﬁajve_been wailing for
gditor-in-Oiel,  scenery asreal as reality. This is.a world [ Je0ining... Daggerts)
qouter Gaming Word . desioned to allow you'to play the game B dinside g o 2.2 imar

i =Many way'youwant, Be the Heroorthe | foksand s g regeiy

Villain... of'anything in'between. R —PCGamer
. TES: Daggerfall is all your favorite '
- moyvies and books wrapped up in one
 package — with hundreds and hundreds
~ of hours of playtime. Prepare to
experience your new obsession.

I

e e T T R T R T T e = =TT TR m’__
R ey F

ne &LDCR SCIR
\ ‘I . ‘e ANVO
LSRR
I

i 22l ey e
arifeSEA Surtligics

1370 Piccard Drive, Suite 120, Rockville, MD 20850 + BBS: 301 990-7552 » Fax: 301 926-8010 » Website: htip://www.bethsofi.com
XnGine®, Daggeriali®, and The Elder Scrolls® are irademarks of Media Technology Limited. Copyright © 1994-96 Bethesda Softworks, a division of Media Technolagy Limited. All Rights Reserved.
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“Strateqy Game 0f The Year”

-Computer Gaming World

“Turn Based Strategy Game Of The Year™

—Computer Games Strategy Plus

“Get this game, it's a classic”
-Wade Glasscock

“It's one of'the BEST strategy games
I've ever.played”
~Mark Asher

“Heroes of Might and Magic is an excellent game”

—-Tony Damiani

“It's great, wonderful, long term play value
(Win 95 version), and highly addicting”

—Barbara Christensen

“An excellent and entertaining game”

—Darrin Fesperman

Naw World Computing, the New World nnrrput ing fogo and
Herpas of Might and Maglc are and/or ol The 300
Company (c)1996 The 300 r.umuanf NI rights roserved.
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| Great Game! ]

Mythical creatures come to life as you battle for control of newly discovered lands in
the award-winning strategy game Heroes of Might and Magic™. Explore virgin territory and
capture strategic positions and resources while expanding your influence and establishing
your dominange. Recruit your heroes, gather your armies, and challenge the other warlords

for supremacy. Vietory is within your reach if you have the brains and the brawn to take it.

@ Over thirty unique combat units
® Dozens of strategic scenarios

® Custom “World Builder” included
in the Win 95 version

@ Exquisite SVGA graphics
@ Intense Computer Al

@ Multiplayer: hot-seat, modem,

Spectacular web offer check out
network, direct connect

http://www.nweomputing.com

RHGAVER NEW WESALD COMPUTING

Eﬂ ITH “ 5 Available at your local software retailer or order direct from New World Computing at
. 1-800-251-9563 (818-734-7136 outside the U.S.), or by mail:
.o Y P.O. Box 4302 Hollywood, CA 80078-4302.

E H l] ] E E New World Computing, the New World Compuling logo and
A Heroes of Might and Magic are trademarks and/or registered trademarks of The 300

-~
Company (¢11996 The 300 Company, Al rights reserved. Circ:le Reader Service #138




HSTRIKER 96 WILL GIBAB i UU AND DEMANID '
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THE MOST DANGEROUS REVIEW SHOTS WITH DESIGN YOUR TEAM® 7 DISTINCT CAMERA
MOMENT IN SPORTS! INSTANT REPLAY! STRATEGIES & FORMATIONS. VIEWS BRING YOU THE

HEART OF THE ACTION.

NETWORKABLE FOR GOAL LINE TO GOAL LINE MULTI-PLAYER ACTION.
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FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772, Copyright
& 1996 Rage Soltware Ltd. All rights roserved. Copyright © 1996 C s Japan Enter Co., Ltd. Under exclusive license from Rage Software. Acclaim is a division and
registored trademark of Acclaim Entertainment, Inc. © 1996 Acclaim Entertainment, Inc. All rights reserved.

www.acclaimnation.com
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very kid has a
favorite NI'LL
star. Mine was
lran "larkenton.
The original
serambling quar-
terback, Sir
Irancis was the

soul of the

Minnesota

Vikings in the 70s, but came up small in
three heartbreaking trips to the Super
Bowl. I've always wondered how a team
wilh Tarkenton and a supporting cast of
halfback Chuck Foreman, Hall of Fame
defensive tackle Alan Page, and perennial
All-Pro free salety Paul Krause could flop
in the big dance with such depressing reg-
alarity. In later years, while playing Fron
Pack SrorTs: Foormsall Pro, L often
wished I could rewrite the Purple Gang’s
sorry Super Bowl history, but, alas, Sierra

only included teams back to the early 905

»More on EA's upcoming NBA
Live 97: We got a look at some
of the early screens for the
aame, and, along with the
aiready announced 3D polygonal
players; EA is completely
revamping the interface, going
for a funky ESPN2-style graphic
approach. The earliest on-court
screens show that the game is
going to look almost nothing like
its best-selling 2D predecessor,
but will be much closer to the
Sony Playstation title Sxoot Ou.
Considering that Sxoor Out's the
most stunning-looking basketball

ON DECK

Surfing The Web for Cool Game Add-ons

DENNIS McCAULEY : SPORTS

with their product. Would there be no
relief for this frustrated Vikings fan? Would
my only madem day sighting of Fran
"Tarkenton occur while watching late
night cable TV infomercials?

FRONT PAGE FANTASIES

[t took the Internet and Mike Gibrall to
ease my pain. Gibrall, a rabid football
gamer pursuing his own field of dreams,
found that if you build it, they will
come — to your Web site, that is, and
they'll download it once they get there.,
Gibrall is no stranger to the online sporls
gaming community, with a well-deserved
repulation for roster inkering, In fact he's
been designing custom teams since the
davs of Avalon Hill's Super Bowr, Sux-
DAY, a title so old that it shipped on cas-
sctte tape! Gibrall's home page (http://
www.esslink .com/~mpfl/ fpsf.htm) fea-
tures the most exciting set of classic teams

vou'll find anywhere. His hand-crafted

{ game now available on any plat-
i form that's a good thing. We’ll

¢ keep passing you more info

' about this hotly anticipated game
| as we get it.

| » Accolade is prepping the newest
| entry to its Jack NickLAus golf

,: series, tentatively (and cleverly)

| titled Jack NickLaus GoLr, which

| will feature a “course architect”

i that allows users to create 18-

| hole golf courses from the ground
| up. If you're into foursomes, the
i game will also support multiple

! players for LAN, modem-to-

¢ modem and Internet play.

collection features 46 vintage power-
houses, such as the Jim Brown=fucled
1964 Cleveland Browns. (Hey, remember
when they had pro footballin Cleveland?)
There's also Vince Lombardis '66 Packers,
and great AI'L clubs like the '68 Jets led
by OB Joe Namath, Of course, Gibrall's
site also offers the undefeated 1972
Dolphins, those devastating Steel Curtain
defenses, the dominant Joe Montana—era
49ers, and enough others Lo rain your
social life for a very long time. Gibrall's
teams are fun, accurate and come in both
the 95 and 96 Mlavors of the industrys
best-selling football game.

Of course, FRONT PAGE veterans know
that the play’s the thing. If vou're scarch-
ing for just the right combination of Ny
and O% to confound vour opponents,
check out http://hector.unil.ch/
~94418290/fbpro/htm. a gold mine of
custom plays for Sierra’s tootball games,
Shades ol ESPN SportsCenter, there's
evena Play Of The Week! Here vou'll
find 52— count ‘eim— groups of custom
plays created by hard-core FroxT Pac:
freaks from the world over. Want to block
more punts? Interested ina defense that
racks up 30-plus sacks per game? How
about an entire West Coast offense?
They're all here for the asking, along with

coaching profiles and links to over 40
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“ You'll
find the
heart of
sports
gaming on
the Web—
leagues to
join, extras
to download
and plenty
of sports

fans. ”
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THEM WERE THE DAYS The Oakland Raiders move the ball against the Vikes in a 1976
Super Bowl replay in Front Pace Sporrs Fooreae Pro "96. | downloaded both teams from
Mike Gibrall's Web page, which features 46 classic lineups of yesteryear.

leagues vou can join.

While vou're at it, don’t forget to check
out the FRONT PACE SPORTS FOOTBALL
95096 Ultilities Download Suite at hitp://
www.compusmart.ab.callsundby/index
htm, Caming wizard Lome Sundby
olfers avariely of free add-ons, including
draft and roster utilities guaranteed to
relieve some of the wash-day drudgery of
league management chores,

DISCO PUCK

IFvou're getting the idea that enly
FrowT Pacts FoorsaLL is well repre-
sented in eyberspace, think again, puck
breath, A quick skate over to Nguven-Anh
Les Disco Palace, hitp:/veb.cps.msu
edu/~lenfhockey/, will answer all your
NI 95 and NHIL 96 questions. This sile
ices the title of coolest hockey gaming
spot on the Web, racking up over 100,000
gamer visits in the past year. Fans of FAs
NHL series fock to Disca Palace for its
comprehensive gameplay tips and league
information, as well as the chance o
download player editors, game patches,
highlights, utilitics and roster updates.

Another popular A sports fitle, NBA
Livi 96, is the inspiration belind German
gamemeister Tim Tschimer’s site (hiip://
wwv-nsers.informatik.nvth-nachen.de/
~timt/mba%6.hitml). 1T it exists for cither
NBA Liviz 95 or 96, vou can bet that this
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sehlam-und-cnk of a page has il inchie-
ing a neal roster trick that adeds missing
players, a utility for editing skill ratings, a
patch that adds 29 top NCAA feams, and
links to a multitude of NBA-related stops
on the Infobalin.

With the Major 1eague baseball pen-
nant races in full swing as this issue hits
the streel, yon'll no doubt be feeling the
urge fostep up o the virlual plate of
vour favorite basehall sim, 18 Toxy
LARUSSA 3 1996 vour game? Stop In
Nick Keren’s Ultimate Ultilities page
(http:/fourworld.compuserve.com/lom
epages/NickKeren/). Ifits gol anything
to do with league or player management,
this spot has a custom ulility that “Toy
players won't want o leave home without.
Keren also has avaricty of universes avail-
able for downloading, incliding some for
the older 1.8 2.0, Naturally, gimers can
also link 1o leagues and other Toxy siles
of interest,

On the other hand, il statistics ae you
passion, perhaps games like STRA10-
Manc or APBA put the starch in your
bascball cap. A pair of reccommended
pages include Adam Wodon's most excel-
lent G most unolficial) Stat\Web
(http:/Avww.enternet/~adamw/stral
html) devated tothe Stra=O-Nxc
family of games. Strat\Web offers patches,
demos and roster modifications for

SONIS baseball and basketball offerings,
as well as an entire baseball encyclope-
dia’s worlh of information about these
games, I vou're just dying to test your
managerial skills in a STraO-Manc
league, vou'll find plenty of choices here.

An APBAsite that's worth the price of
adimission can be found at http:/flamar
.colostate.cdu/~drjfapba.html. An off-
shool of the well-known Buck Weaver
BBS, this site has links, utilitics and add-
ons for both APBA and BaseBALL FOR
Winpows, Although the page at one
lime offered classic seasons, this appears
1o be on hold at present due to copyright
CONCCerns.

But waill There’s more o sporting life
on the net than just elicking your way to
the URL nest door, Hard-core players
(like vou) really ought to be following
the discussions in the comp.sys.ibm.pe
ames.sport section of the Usenet news-
groups for up-to-date information and
opinions on compulter sports gaming,
Discussion groups are great equalizers,
since evervone has asay. In fact, its not
uncommon for major industry plavers to
checkin, as Sierra CIEO Ken Williams
dlic this summer when FRONT PAGE
SPoRTs: BasesarL 96 was taking some
serious online heat. Despite the ocea-
sional Mame war, this group provides an
invaluable resource for keeping up with
gaming’s day-to-day happenings, so don’t
s il

You'll notice that this month | stayed
away from official game company pages.
While such sites abound on the Web,
they're casy enough to find, being listed
cach month on CGWs Patches page as
well as on our Web site (http:/Avwwy
adnet.comfgaming/) and in most game
advertisements. The official pages are, of
course, quite useful for tech support, and
deliver the corporate spin, but it so much
more fun to dial in to the unofficial side of
the Net. 'That's where yvou'll find the true
heart of sports gaming—leagues to join,
extras lo download and dedicated players
that shire your sporls mania, Oh, and in
case vou were wondering what happened
with my Vikings and their Super Bowl
teplay, lets just say that Fran Tarkenton
shonld stick to infomercials. &
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Keep your head up! This game hits hard, | ————
Mind blowing graphics, incredible gameplay and awesome features make
Solid Ice the coolest game in town. Go head to head with the superstars of the NHLPA.
Experience the power, the speed, and the reflexes of the very best. Want more?
Solid Ice gives you a collection of game editors found nowhere else.

Create your own league with up to 26 teams, customize your players abilities using eight

different attributes, then design your team look with our incredible logo and uniform editors.

Now get physical and hit the ice in the fastest paced, most intense hockey action ever. -
Strategy First In
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Circle Reader Service #101
For more information visit our web site http:// www.empire-us.com or call 1 800 216-9706 -
© 1996 Strategy First. All rights reserved. Solid Ice is a trademark of Strategy First Inc. NHLPA, National Hockey League Player's Association and the logo of the NHLPA
e terdemacke aof the NHLEPA and are ueed under licenee by Strateov Eiret Ine. Officially licenced nroduct of the National Hockev Leavue Plaver's Association.




Price: $44.95
System
Requirements:
486DX66 processor
(Pentium 90 recom-
mended), 8 MB RAM
(for Windows 95) or
12 MB RAM (for
Windows 3.1), sound
card with DAC, SVGA
540x480 and 256
colors, 2x CD-ROM,
26 MB hard drive
space, mouse.
Protection: None (CD
must be in drive for
full sound or partial
installations)
Designer. Dynamix
Publigher: Sierra On-
Line Inc.

Bellevue, WA

(206) 649-9800
Reader Service #: 329

REVIEW * FRONT PAGE SPORTS BASEBALL PRO '96

Outnost

In Left Field

Sierra Builds A Field Of Nightmares With FPS BAseBALL PrO

by Jim Gindin

n Nathaniel Hawthome's famous
short story “The Artist of the
Beantiful,” awatchmaker recre-
ates mature in the form of a llaw-
less butterfly. | hale to spoil a good
ending, but since the slory is
almast 150 vears old, well. the
mechanical butterdly ends up
being crushed by a child. The cre-
ation of the pretty perpetual
motion machine demonstrated the value
and beauty of nature, but the effort itself
was impractical, vain and too delicate o
suvive.

Which brings us to FRONT PACE
SPORTS BaseBatL PrRO 96, Sierra’s
altermpt Lo recreate the game of baseball
from the physics on up. Like the com-
pany’s award-winning I'PS F'OOTRALL
series, this is an inmovalive game—even if
most of the innovation was introduced
when the game debuted in 1994, FPSBB
altempts to simulate organizational devel-

Lo opiicnl, carcer play and every aspect of

the on-field action. These are worthy
gouls, and Sierra, through its acquisition
of the Dynamix programming lab, has
altempted as much as any sports game
producer ever has.

I'PSBB 96 is, in fact, more like real
baseball than any game previously
released. Taken out of context, that
sounds like a ringing endorsement. It
isn't. The FPSBB 96 that reached store
shelves is more representative of
Hawthome’s erushed mechanical but-
terfly. Its too delicate to stay running
very long; it's much too slow and buggay;
and it justisn’ terribly entertaining,
What could have been the ultimate
haseball simulation is, instead, a major
league disappointment.
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RF Paul ONed

McDowel piching for Cleveland
0PO,0H,0R,0ER,0EB.0K

Rainas batting for New ‘York (A)
0.0,0R, 0 MR, 0 REY, 058,088, 0K

Boggs batting for New Yaork (A)
0-0,0R, 0HR, O RBL D 50,069, 0K

GATESBALL Front Page Sports Basesall Pro's interface has been completely redesigned
for Windows 95, Remember, Winston, this is a good thing.

STOP MAKING SENSE

Virtnally nothing in FRONT PAGE
SPORTS BASEBALL PRO "96 works as il
should; every module fails under elose
analysis. Unlike most other baseball sims,
FPSBB does not rate plavers from statis-
tics. Instead, hitters are provided wilh
numerical ralings in contact hitling, speed
and power hitting, while pitchers are rated
onsuch attributes as control and profi-
ciency at throwing certain pitches. When
vou're drafting a player, those attributes
are all you see. In spring training, you can
allocate different percentages of each
player’s effort into developing his various
attributes. You can thus build a team of
ballplayers from the ground up or tweak
an existing team to fityour personality,
Want to see Ken Griffey, Jr., go for 4002
Abandon power hitting and defensive
ability development and pour all his train-
ing into contact |\:'Iting_

"This is a wonderfully entertaining con-

cept, and the ratings themselves are nicely
blended with the training percentages and
ages of the players. It doesn't necessarily
RoachMote
g can't st al the
7 bugs in the shipping
- version of FPSBB
_ 96, because Sierra’s
own bug listis a three-page single-
‘spaced document. So here's our
Top Five:
1. A World Series that only lasts
e,
ielders are sometimes unable to

3. Players with “out™-class injuries
“are allowed to keep playing.

4. Position players pitch too often.
5. Pitch indicator shows green
‘when pitch is not a strike.
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CAME..... Meets Three =
__ Legendary Eras

i — el
L b |

- - E e .——
(RHGECT i T ; ‘; 5 ::
| - t:_:,.. f:‘g’:'.g;ﬁq_ ) g Wl
\ N g™ |
| ' °
: | | .t"l :
s not always sunny on the L : _
ridiron - battle it out in snow, » 20 man rosters require most : %5 a0 1 950
eet, and rain. You'll have to of your players to play both '
djust your gameplan to win. affénse and defense. Oet @ Rules favor the running

ready to use Dan Marino as
a defensive back or Junior
Seau at running back!

game.

» Goal posts were placed in
the front of the end zone. The
“Post” pattern was commonly
used to run defenders into
the posts for an easy touch-
down reception.

 The football is larger and
harder to throw. Do you take
a chance on the pass or grind
it out with a running attack?

8 - . _ I
b 4 |
b i e v !

uild a football dynasty like |
allas or San Francisco. Draft, .
ade, and manage players ‘
roughout entire careers! |

o Play a little rougher on the
All the NFL teams and players from four legendary receivers. You can hit them
eras of football: 1996, 1968, 1950, and 1932! anywhere on the field until
Incredible 2D i the ball is thrown... and it’s
| ncredinte 30 graphics all legal!
‘Advanced A.l. with team specific styles and _ P
: toaching strategies @ Players like Dick Butkus ruled
) . . - A the gridiron, paving the way
Intense multi-player action using the Gravis Grip for the modern day player.
Multi-player adapter

“Time Travel” with teams to create fantasy matchups
Action and Coach Mode play
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bieense available i PC version' only Logends Football 97 and Sport Accolade are trademsarks of Acvolade Ine © 1996 Acculale Ine All nights reserved NEL Toam Nanses lagos. helmet desigus and nbarm desugns are tradesnarks of the tean mdscated
NFL s 0 regpisterad trademark of the National Football Leagee The PLAYERS INC logo s @ tractesnach of tu Nationa! Fooball Leugus Players
Thus 18 an wllicially boonsed product ol e Natiosal Football League Flayers: NFL Properties Ine; and the NPL Quarterback Club lne Sereens shown are from the PG verston NFLPA Lcense valid for all nodern players and select ern players wnly
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“...the freshest premise of any computer football game in years...
Beautiful SVGA graphics and solid gameplay,”
Computer Gaming World
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You want stats? You got stats! : : T 5, ma
Track over 100 different RS S ALt ﬁr : SR
categories in single game N S~ Brooks e
or full season play e "U e
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= raS : etstilie 4‘.‘;}%" > iy N ¢
i i A B N T f sl
(Rt = | . <> i N s Vi T‘T' ey
= — R e b T )
B i 2 T . P Q} -
| f‘gil‘ g
L | > - g
s . ‘ - .
T P T e A e e

sk pon dn PRI IRt The best football gameplay to ever hlt the PCI

your own players with the best
Play Construction and Team
Editor ever made!

For More Info On Legends Football *97 Visit The Accolade Web Site At http://www.accolade.com
To order direct, call 1-800-245-7744
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REVIEW * FRONT PAGE SPORTS BASEBALL PRO '96

translate into better ballplayers,
however, and it's very difficult to
determine exactly why. Some
players with top-noteh ratings sim-
ply don’t perform well, while those
wilh average ratings end up lead-
ing leagues. Ultimately, you have
to ignore the ratings and concen-
trate solely on performance.
I"PSBBs stats basically leave a
ot to be desired. ‘There simply
is'Lmuch differentiation
between the good and bad play-
ers. The best can come from
unpredictable places, too. In my
first full season, Pittsburgh out-
ficlder Mike Kingery led the
league in slugging pereentage
(.581), hit 25 home runs and was
second in on-base percentage.
“Ihis despite posting a 1 slug-
ging percentage in hitler-liiendly
Colorado in real-life 1995 and
never hitling more U nine
home runs ina long carcer.

PRIME RATES FPSBB eschews a standard statistical
model for numerical player ratings in numerous offensive
and defensive categories.

"Thirty-five-year-ald ballplayers
don't suddenly post MVP-caliber
seasons oul of nowhere, espe-
cially after leaving the best hit-
ter’s park in baseball history.
liven aside from Kingery, the
numbers produced aren’t very
bascball-like, All but the weakest
two or three hitlers manage
more than 10 home s ina
season, but almost no one gels
more than 35 to 40. All but the
slowest steal at least 10 10 15
bases, but nobody steals more

=

I'lll(ll Wlll‘li

n the years I've been reviewing and enjoying
sports simulation software, I've never seen such
‘a negative reaction to the release of a game as
that of FronT Pace Sports BasesaLL Pro '96. One
center of public discussion, the Usenet newsgroup
,cqmp.sys,ibm.p&games.spurls. featured missive after
missm denouncing Sierra for releasing this product in
its original bug-ridden condition.
-~ Sierra President Ken Williams, to his credi, threw
himself into the discussion. But his comments, which
included getting the name of the game wrong, were
" more troubling than helpful: “FPS: Baseball 97 [sic] is
“one of the finest products Sierra has ever shipped and
‘desenves the success it is already seeing,” Williams
'mm& “There are certainly improvements that we will
_'-fﬁﬂ{ﬁii_l‘_l the years ahead, but I am 100 percent confi-
dent that essentially all of you who buy this product are
b gaing to be VERY pleased.” Soon after, however, Sierra
-announced that a major patch would be released in
mld August that would attempt to fix the game’s most
Igfanng errors. (On August 15th, the day this story went
‘10 press, Sierra announced that the patch would be
delayed indefinitely.)
~I'was able to briefly examine version 1.09.1 of the
‘-pmmlsed palch It seemed Dynamix programmers lis-
_:tened fo user complaints, although | can't be sure how
‘close this patch will be to the “real” one. They focused
.on making the game engine more usable, and while
problems remain, the early patch is an improvement.
~ The Swing window that rendered the hitting interface
hable is gone. To help quide batters, pitches within
‘the strike zone are green and pitches outside the strike
‘zone are red. Batting is now an exercise in timing and
‘color: recagnition. Since you still have to select the
‘location of your swing before the pitch, it makes no
‘sense at all to select any area but the middle of the
plate. You're not going to hit anything thrown to the
o or bottom of the strike zone, but the simulation is
.Udﬁ'-l"ﬁdre_ generous about awarding contact with a

'ere are still far too many foul balls, and fielders
-s!ill dmp way too many pop-ups, but dozens of prob-
lems have been fixed, including the bug that made run-
ners seriously overrun bases while advancing on a hit.
Troubles with simulation accuracy have yet to be
addressed, but at least the much-hyped, but previously
-absent post-season awards are now in the game.
“However, simulation speed is still slower than a series
“of Charfle Hough knuckleballs.

The beta patch at least makes FPSBB playable, and
_h_;ipafully 4 final patch will be in your hands by the
time you read this.
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than 40 to 50. Top-rated outfield-
ers, who normally make about
thiee putouls per game, rely

catch more than 100 fly balls in a
complete season.

On the pitching side, even the
greatest pitcher of this generation,
Greg Maddu, is often mediocre,
despite having top-notch rat-
ings=including a 100 mph fastball
that leaves his real-life 88 mph
heater in the dust. The game pays
little attention to individual walk
and strikcout tolals, giving every-
one pretly much the same results
Maddux has the best control rat-
ing, yet walked more than four
batters every nine innings—very
near the hottom of the list. A little
unpredictability is nice, Com-
plete abandonment of baseball

COIMIMOIN SCNSE is ilifluialing.

MOON SHOT

To make malters worse, this
game grinds hrough its simula-
tions as if it’s Irying lo caleulate
the exact paramelers of a space
flight to Mars. F'PSBB takes days
to simulate a complete season,
whereas most of its competitors
can do the same in an hour or
less, with much more realistic
results. In the best pure simula-
tions, league tolals will be fairly
close to normal league totals, and
the varations among players will
show a deviation from average
similar to that in real life, In
FPSBE, neither is true.

I'PSBB spends about a hall-
hour on a Pentivm 75 just to
chum out the physics of every
baseball put in play for a single
day. Your hard drive will sound
like it’s grating cheese, while all
you can do is wateh lelevision or
read a book (I'd recommend
Hawthorne’s storics, or maybe
War and Peace). Yel virtually any
other game on the market will
give you more interesting num-
bers in a hundredth of the time.

“Team management is an

i equally frustrating endeavor. You




You're coach, player and general manager of an NFL team.
play: g g
Better kick ass if you want to protect your assets.

For Windows 95 and DOS CD-ROM. 1' pH l |.| PS

hitp://www.philipsgames.com

The NFL Shield design is a registered trademark ol the National Football League. © 1986 Fhilips Media. a division of Philips Electronics North America Corporation.
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SUIT YOURSELF The graphics are the best thing about
FPSBB. You can customize the look of your team until

they're as pretty as you are.

can set lineups and pitching rotations, but

when its left to simulate, FPSBB shows

little understanding of the game. Your
starters play every game unless injured,
and there’s no way to designate backnps.
Its not unusual for a player 1o be on the
roster all 180 days of a season and have
three at-bats during that time, Some
pitchers get abused as well, repeatedly

REVIEW * FRONT PAGE SPORTS BASEBALL PRO '96

brought in for relief work even though
they're solely listed in the starting rotation.
Andy Ashby of the Padres, for instance,
5[3][[['{] _';'i gi]l]](_'.\' in Ill_\' il]illlg'lll'i]l SCAsS0n
and relieved in 60 others. (1o IFPSBB's
credit, he went from his usual All-Star-like
numbers to a league-high 6.44 ERA.)
Finally, the game has a tendency to put
outficlders on the pitcher’s mound in
close games. Pittshurgh’s Jacob Brumfield
and Los Angeles’s Karim Garcia were
both among the league save leaders.
Carcia was actually the Dodgers” best
reliever, posting a 3.40 RA in 54 innings.

NO-HITTER

All of these complaints could be
ignored if Sierra had at least put out a
good arcade game. [ wish | could say this
is the case. Unforlimately, as an action
game, FPSBB exhibits tremendous
potential but remains fatally fawed. This
is 1 Windows 95=style game, with a scries
of separate windows handling the SVCA

batter-pitcher inlerface, defensive play
and player information. You can cus-
lomize your playing environment by resiz-
ing and moving windows. The game
allows several levels of pitching, hitting,
basc-running and fielding, ranging from
automalic to impossible lo inconceivable,
Creating windows is very expensive
from a system resources perspective, and
nowhere is that more apparent than in the
batling interface. In real baseball, you
have about one-quarter of a second lo
decide whether to swing, where to swing
and how hard 1o swing a bat. In FPSBB,
you can choose the direction and how
hard to swing before the pitch is Hown,
"I pitcher then delivers the ball, and
you press a button to begin the swing,
liming it lo connect with the pitch.
Graphically, this is done very well. The
pitch arrives quickly, with a realistic light
path. Just as vou're ready to swing, how-
ever, I'PSBB starts to draw a Swing win-
dow on the screen, and by the time it’s

CMILLION

AT LATROBE COLORS

s a1

158 [ iml ] 7 E
ALAL !—!rL?l! Ra YR

Eve

e ¥

16.7
Colors— MNew Links LS
has unlimited screen reso-
II]II[()I'IS .'II!(! II[) o l(‘,?

«Up to Million

million  colors—resolu-
Ii(l" i!l{ll'.')l‘."lil_'rll meians
that Links LS can march

of

wur of Arnie's

GENDS IN SPORTS

..Amold Palmer— Armold Palmer ac 4
Latrobe—the first in our Tour Player
Series, delivers far more than 18 holes
IE The Arnold Palmer expe-
rience includes a virtual reality

workshop,

office and trophy room. Roam

freely in 360 degrees and examine
the tools of the trade behind the legend.
Listen to Mr. Palmer give insights and rec-
ollections about his PGA ;m(r Senior PGA
tours through Access Softwarc’s exclusive mul-
timedia fnol;lgc. Then tee ofl as or ug'.f.'imf the

P TSORT L‘uunsrsn E

OF pLAY

J[IIY T“I"'lil”r.!; I‘Ililxi"u"“
viewing capabilitics (even
1600x1200 and higher)
and up to 16.7 million
colors means the finest in
color quality possible.
You've simply never seen
any golf simulation soft-
ware this good!

Features include new Post-Shot Reactions and Multiple Views!

.The Most Realistic Golf Simulation EVER- The rotally new terrain rendering engine and ball
Might give Links LS a rcalism never before achieved in the gaming industry. As Links has always
done, we render not just the hole itself but the entire course and more—you literally can hir your
ball a half-mile out of bounds! Now, authentic ground, sand, and grass textures combine with
dynamic shadows and fog, to give you a course so lifelike you can almost feel the wet grass! Our
engineers have reworked the ball dynamics giving you true-to-life ball flight. Fade your drive just
like the pros or watch as your high arching wedge shor actually backs up on the green.

Cirele Boardor Qanvsirs #9240

digitized Arnold Palmer, who not only looks &
sounds exactly like Arnie, but plays with the same
style and tenacity that defined the Legendary Grand
h":l.‘i“\'f l‘r GUI{,

woMapalua— Resting on the wind-swept
dlains of the Golf Coast, two glorious
Hawaiian Island courses have been selected
to inaugurate Links LS as the first in the
serics of Resort Courses. The Arnold
Palmer-designed  Kapalua Village Course
has a distinctly European flavor and a com-
manding view of the West Maui moun-
tains. The 7,263 yard Kapalua Plantation 2225
Course showcases expansive slopes, deep
valleys and unique native vegeration. =
For more info, call 1-800-800-4880



finished, its too late to hit the ball. Hitting,
therefore, requires that you anticipate this
window when you begin the swing.
There’s no opportunity to evaluate the
piteh, and you've already determined the
placement of your swing,

I'PSBE isn't very generous about
granting contact wilh a thrown ball,
cither. Most pitches simply can’t be hit,
no malter how lucky vou are with swing
]11.1(1'1111'11[. Itsa pretty interface, but
poorly implemented. Unless you instruct
the program to throw all pitches to the
center of the strike zone, you will fre-
quently suffer entire games without a hit.

The fielding interface has been com-
pletely changed from FPSBB 94, When
contact is made, a fielding window pops
up on the screen, Stick-like fielders move
after the ball as it’s in flight. Despite the
advanced physics model used, theres lit-
tle perspective on the main window: So
ficlding involves trving to guide the near-
estdefender to a shrinking circle that esti-

FRONT PAGE SPORTS BASEBALL PRO '96 * REVIEW

mates where the ball will touch ground.
When balls are hit into the outfield, the
angle of view renders the main window
useless, You need to use a liny top-view
window to guide the ficlder dot toward
the touchdown dot. If this sounds enter-
taining, | can suggest some
sole games you might like.

IF YOU BUILD IT, THEY WILL WAIT
(FOR THE PATCH)

Aside from the numerous playability
problems, FRONT PAGE SPORTS BasE-
BALL PRO '96 looks terific. ' here are

carefully textured and detailed representa-

tions of every Major League ballpark, and

the pitches and batters look great,

In a time when game designers release
so many titles utterly lacking in inspiration
or imagination, it’s puinﬁ_il to have to criti-

cize Sierra heavily for a title that promised

somuch. But despite the designers’

noblest intentions, the bottom line is this:

As released, prematurely, by Sierra, this

T0s Atari con-

product is nothing short of a bug-ridden

dlisaster. Sure, with patches the game may

eventually prove to be great, but why
should gamers have lo put up with that?
We don’ need no stinkin® patches. After
shelling out 545 for a baseball simulation,
is il asking loo much to be able to play it
out of the box without suffering through
such atrocitics as a one-game World
Series?

Say it ain't so, Sicrra. %

FAPPEAL: For those who simply
must have every baseball game
released.

MPROS: Nice graphics, interesting
player-attribute model.

rCONS: Unreal-
istic statistics,
hutt-slow simula-
tions and a
locust-like plague
of hugs sadly
brings this once-
promising title to
its knees.
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Tex Murphy retur

“EaljWia

1IN /AL VY N

The Story— What is the truth behind
the rumored UFO crash ar
Roswell, New Mexico? Why
did the military suddenly shur
down and seal off the
Roswell complex? And
why the frequent refer-
ences to the lost Mayan
civilization? It starts out
like a hundred other
cases. $500 a da{ (plus
t‘xpk’llwﬂ) to track down a 4
missing person.  As you
pick up Thomas Malloy's trail,

rou realize you're not the only one
Tl.ll.lklll!., for him. By the time you dis-
cover that he's ex-military and knows
what really happened on July 6, 1947,
its too late, The governments biggest
secret ls 1'\[\'1{' .ll‘ll J(“lll tr-l}lilll l" a
deadly game of cat and mouse with
the most powerful and ruthless
agency in the world, Based on the
novel by Aaron Conners,

1S in the mo u::.:'egs.}wz: ol

teractive movie eve

The Features— The most replayabil-
ity of any interactive movie to date!
Follow one of three narrative paths lead- &
ing 1o seven different endings. Choose
between rwo levels of play.
The first level offers a
complete  on-line
hint system to help
}'I}“ t]lr(lll!‘;ll II“.'
tougher puzzles,
I'he second level
for expert gamers—
has no hints available,
bur rewards players with
higher bonus points, extra
puzzles and ,uc-.uinns. Our
unique “Virtual World” engine
allows you to slip under desks, rifle
thmuJ drawers, and sce the flies
anning in the light fixtures.
Without the restrictions of ren-
dered paths, you can explore Tex's
three-dimensional world wich full
freedom of movement.

"‘.""h'

*.ﬂ;.:}
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The Cast- Enjoy the differ-
ence Hollywood cinematog-
raphy, acting, editing, stunt

work, music, and direc-
tion make as the world
l.'l["l.l'x N'{ll]'llllv\' I}l'l.l}]nf.'.‘-
amazingly real. Starring
Barry Carbin (Narthern
Exposure, War Games),
Tanya Roberts ( View ro
a Kill, Beastmaster),
Kevin McCarthy
(fnvasion of the Body
Snatchers, Just Cause), and
L‘:hri‘- }H”L’.‘- l.l'.-'rn(f('r i
Killing Moon, Martian
|"'|ﬂ"?”"ﬂ’f”({ﬂ”-’. J’"JF!'I’JH
Streets) as Tex Murphy.
Directed |ly Adrian Carr

A (Quicaly Down Under,

Al’ff” rf”'” s”"“‘] R“"r.
The Power h’;mg: 7).
{‘lm-m.ll music by
Richic Havens and

Nicole Tindall.
For more info, call
© . 1-800-800-4880
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Advanced artificial intelligence lets you grow Network and modem Optigr;'s let ;)pu.f.héllenge

players from freshman to senior year.
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your.ffiends for season of tournament play.

Extensive recruiting feature let's you rebuild
your team after each season of play.



Win tickets to the Final Four®
Visit our website for info.
http://www.im.gte.com

' Entertainment

a"fi:ori‘é'l.l' Champion
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Price: $29.95

System
Requirements: 1BM-
compatible 4860X/66
processor, Windows
95, 8 MB RAM, 5 MB
hard drive space (15
MB recommended), 2x
CD-ROM (4x recom-
mended), 1 MB video
RAM. Supports Gravis
GriP.

Protection: None (CD
must be in drive)
Designer: Radical
Entertainment
Publisher: Virgin
Interactive
Entertainment

Irvine, CA

(714) 833-8710
Reader Service #: 330

REVIEW ¢ NHL POWERPLAY '96

- 1ce Breaker

NHL PowerpLAy "96 Offers Low-Res, High-Energy Thrills

by Tasos Kaiafas

ockey is so aggressive and
fast paced that even profes-
sional, human cameramen
can't keep up with the
puck all the time. Ina com-
puter sim, a wildly panning
camera controlled by an
algorithm is not equipped
to do a better job—not yet,

anyway. So its a relief and a
pleasure that Virgin Interactive Enter-
tainment’s NHL POwerrLay '96 bucks

that trendiest of new computer sporls

options and play calling, Powireray plays
much better as anaction game han as a
coaching game for stat-heads. That said,

the game does have greal depth of control,
as the plavers on ice actually appear to have
some fundamental knowledge of the sport.

"They may not be brilliant, but more often

than ot they Il be in the right place at the
right time and do what is expected of them.
I this respect, it actually mimics a real
hockey game even better than NHL 96,
Ability ratings are more than just cos-
metic, but :Jcln;llh' affect your pI'L\-'crx'

RN

'PUCKER UP Powerplay's graphics may not excite, but the on-ice action is fast and furious.

features — the careening, out-of-control
virtual 31 camera— and concentrates
instead on good, solid gameplay.

THE SPECTATOR'S SEAT

NHL POWERPLAY 96 uses a straight[or-
ward, old-fashioned, back-and-forth
serolling approach, with no additional
perspeetives lo choose from. Though
some gamers might bemoan this lack of
chaice, Lapplaud it. Unlike imany other
sports fitles, 'AS NHL 96 included. vou
can at least plav Powereray without ever
Iusing your focus,

Although there are some coaching

CG OCTOBER 199

teammate’s checking ability and speed,
and other strengths and weaknesses; some
have astrong slap shot, while others have
aquicker wrist shol. It really makes a dif-
ferenceto your success knowing what the
player with the puck can do.

Your team’s rating will also affect your
degiee of success. Il you take a fairy well-
rated team into the playoffs, you'll notice
that—regardless of your own proficiency
in the game —you can get through the
carly rounds much easier than vou can

later rounds against a higher-ranked team,

“There are times, however, where a good

team will dominate a lesser team to an

unrealistic extreme. | played one game

where | won 93 percent of the face-offs
and kept the puck in their zone for the

better part of the contest.

With the Gravis GrlP, Powerplay has
the versatility of control that console sports
games, particularly on the Playstation,
have had for some time. With seven but-
tons, you can make moves that used to
require a simultaneous two-button push,
something | could never get used to. In
addition to the standard pass-and-shoot
action, the GrIP lets you do dump, drop
and flip passcs, as well as skate backwards.
Although | like NHL 96’ double-click
control, Powerplay's controls are much
more straightforward and casier to grasp.

A FAN WITHOUT THE FANFARE
NHL POWERPLAY"90's lack of 3D
graphics and even a hi-res SVCA
oplion — almost unheard of in other cur-
rent games —is bound to tum off some
gamers. But to judge the game properly,
you need to look beyond the fluff, pick up
agamepad and plav through a couple
gaines, for this is a great example of how a
game does not have to make your eyes pop
out of your head to be enjoyable and
enterlaining. NHL POWERPLAY 96 is furi-
ously paced hockey that should satisfy the
animal in any hockey fan. %

FAPPEAL: Sports gamers who like
their hockey fast and violent with
some element of realism.

FPROS: Versatile and intuitive game
control, especially with the Gravis
GrlP; fast-paced action with lots of
checking; satisfactory Al and play-
calling.

PCONS: Behind-the-times graphics
without even SVGA support cause pix-
ilated players and lackluster visuals.
An unrealistic
action level and
lack of managerial s
options could make
hockey purists
scoff at the game-
play and sneer at
the lack of depth.
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Price: $44.99

System
Requirements: IBM-
compatible Penlium 75
processor, 8 MB RAM,

5 MB hard drive space

(30 MB recom-
mended), MS-DOS 5.0
or greater, 1 MB
VESA-compalible
SVGA graphics card,
2% CD-ROM (4x rec-
ommended), gamepad
and sound card
recommended.
Supports Gravis GriP.
Protection: None (CD
must be in drive)
Designer: lquana
Entertainment
Publisher: Acclaim
Entertainment, Inc.
Glen Cove, NY

(516) 656-5000
Reader Service #: 332

by Dennis McCauley

hiis vear is shaping up
as an historic one for
computer baseball
sims, with a number
of big-league releas-
es providing gamers
wilh more roundball
action than ever
before. It's too bad
that when the list of
noteable games is compiled,
Acclainrs FRaNK Thovas “Bic
Hurr” Basesars, will be just a
distant memory. That’s because,
in the midst of a hot pennanl
race for the title of best baseball
sim, BiG HURT is strietly a non-
conlender,

Bic: Hurr offers exhibition, All Star,
regular season and playolf options, as well
as # home ran derby module. Sounds
impressive, bul when you start the game
vou'll find that you're basically plaving
video game rather than the kind of sophis-
ticated basehall sim computer players are
used to, Don't get me wrong, there’s noth-
ing intrinsically bad about arcade-
oriented titles. 115 just that today’s top
games provide substantial league, player
and statistical management capabilitics in
addition to the field action. Once you've
moved outside the foul lines, however,
Acelaim’s offering has little to offer.

THE TAN MONSTER

Bic: Hurr has aceeptable graphics, but
they really don’t equal the best of the
competition. The game’s stadinm rendi-
tions are ordinary at best, inaccurate al
worst. Fenway Park’s famous lefi-field
wall, for example, known as the Green
Monster, has mutated, chameleon-like,
into a tan creature in BIG Fukr. Other
staclium graphics range from unremark-
able to dreary. Player graphics, however,
are convenienlly large and have some
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REVIEW ¢« FRANK THOMAS “"BIG HURT"” BASEBALL

-Hurts So Bad

Frank THomAS “Bic HuRT” BasesaLL Can’t Compete With The Big Boys

HURT ME With Bic Hurr's easy batting module, you'll be smacking the
ball just as well as the great White Sox first baseman himself.

nice movements, such as pitchers mop-
ping their brow before getting set, and
hatters cocking the lumber as they dig in
atthe plate,

On the mound, vou selet vonr pitch
and its speed and location. Bic Hurr is
farirly siccurate in this respect, and it’s not
too difficult to master. IEseems almost loo
casy Lo throw strikes, though, even for
pitchers who aren't noted for their con-
trol. Batting is also casy. Perhaps in keep-
ing wilh the shogging power of the game’s
namesake, balls fly out of the park with
case.'Tape-measure home runs are
the norm, and 500-foot moon shols
are not uncommon. OK, they hap-
pen in real life, too, bul the 478
and 523 foolers Roberto Alomar
jacked out of Camden Yards and Tiger
Stadium, respectively, were a bit much,

What really puts the hurt (sorry!) on this
game is what'’s missing. Mostimportantly,
there’s no all-computer mode. If you want
agame’s results, vou'll have to play it vour-
sell. That, my friends, is the kiss of death
for scasonal replays. Although Bic: Huri
does offer 26- and 52-game options along
with the standard 162 game season, they're
all rather pointless, even if you eare lo

invest the time.
Win? Because
there are no league-
wide statistics. You
canonly get the
5[“'5 r]UIIl _\'uur W1
team, and even
then they are pre-
sented in butt-ugly
fashion, four cate-
gories per screen,
with no printout
available. For the
sake of tracking
league standings,
the computer will
deternmine winners
and losers of games
you're not involved in, but itapparently
keeps no stats, or at least does not make
therm available. This means there are no
league leaders, no record-shattering perfor-
mances, little to rool for and zero excile-
ment. 05 as if Bic HURY'S designers under-
stood the mechanies of baseball, but not its
statistical soul.

The bottom line on this game is that
it simply can’t compele. It does nothing
better than today’s other baseball games,
and lags behind in several key areas, In
another time and place, the game might
not be considered so bad. Butin the
Year of the Bascball Sim, Bic Huri
strikes out.

FAPPEAL: Fans of arcade baseball
action who value ease of play over
complex league and stat-management
utilities.

PPROS: Good player graphics with
realistic moves; _
easy batting and T
pitching mechanics. ( B

FCOMNS: Minimalist i

approach to stats,
nonexistent player
manayement capa-

bilities and weak Al. BA

( —~

S~

%
EDRs




@';7‘1{'4’*?'1 o 0
R

B ety
e ST

AR

If you bought into Mr. Tesh as a sports announcer, obviously you don't know jack.
YOU DON'T KNOW JACK Sports is a totally irreverant trivia game with over 800 all-sports
questions, featuring all the style and humor of the original award-winning YOU DON'T KNOW JACK.
And you don't have to be a sports fanatic to play, you just need a CD-ROM drive and a desire to have a ball.
JACK Sports is a high octane mix of pop culture and sports trivia delivered quicker to your computer than a 100-mph fastball
with a wicked sarcastic spin. Get a taste at www.berksys.com, because unless we missed something, rookie, you don't know jack.
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CD-ROM for Windows®
YOU DONT RNOW JACH 16 3 tragemank of Jeinyvisson e, A8 toat and seund © 1806 Jeipvision, boc, Thi leily ! ol Jeiyh (it SCICON Eaphs, and pecragry, © 1064 Berkeiey Systens, e,
That Borkaioy Systoms logo 16 & regatered tndemak of Borheioy Syst 8 u L 1% @ rogrstonod fracemank of Apple Cotputer, Ing
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OFFICIALLY LICENSED PRODUCT OF

MIA 14
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UNIFORM #S, HELMET LOGOS AND NAMEPLATES OVER 500 NEW PLAYS

WEATHER AFFECTS GAMEPLAY
The NFL Quanerback Club is a irademark of Ihe National Football League, All rights reserved. PlayStation and the * & logo are trademarks of Sony Computer Entenainment, Inc. Sega and Sega Saturn are rademarks
adivision and registered lrademark of Acclaim Enlertainment, Inc. @ & & 1996 Acclaim Entertainment, Inc. All rights reserved,
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BUILD YOUR OWN DREAM TEAM ALL-NEW PLAYER ANIMATIONS
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Now on PC CD=ROM for Windows ‘95!
Aly Franity and Dan...play-by-play analysis...real time play calling...inteérnet play...
stats download...30 NFL teams/1500 star players...Win ‘95 native,..TVestyle replays...

advanced 3D...multiple camera angles...check us out at httpi://www.otsports.com

TER :
TIVE PLAYERS =

SPCATE TEAM ANALTSIS & TRACKING STETIWE

T —
=

Available for PC CD-ROM for Windows '95. ABC's Monday Night Football is a registered trademark of ABC Sports, Inc. Stats is a registered trademark
of Stats, Inc. Officially licensed product of Players Inc. The Players Inc. logo is a trademark of the NFL Players. NFL team names, logos, helmet designs
and uniform designs are registered trademarks of the team indicated. NFLand the NFL shield are registered trademarks of the NFL"/e 1996 NFLP.
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It seems like everyone these days is throwing together
some plastic handles with a few buttons and passing them

off as joysticks. But I'm a serious gamer. When [ want a

joystick, T look for a real one.
From CH Products.

The engineers will tell

you CH joysticks are
better because of things
like potentiometers

rated to 2 million

cycles, triggers rated

F-16 FighterStick
to 10 million shots

and a rotational life of up
to 5 million cycles. The

marketing folks point out how

CH joysticks and trackballs have been used for

20 years in medical instruments, robotics, games:

even movie special effects.

But gamers like me know CH jovsticks just feel right
and work better, They're made here in the USA, and

come with a great warranty. CH joysticks seem to last

forever, too. And believe
me, it’s no fun when a
wannabe joystick goes
south in the heat of battle.
[ know the royal run-
around when [ see it.
So when somebody tries
to sell me an anybody-
can-make-one-of-these
jovsticks, T tell him to keep it.
I'm hanging on to my CH.
CH PRODUCTS
R
Phone 619 598 2518

Fax 619 588 2524
CompuServe: Go GAMEDPUB

PEODUCTS America Online: Keyword: CH Products

Experience
the adrenaline

Tus dlr
combatl Enter the
"Wrﬁ'z.n (.‘fw-t 18 el dn eﬁfﬂn!

— TOP GUN

Call 1.800.56.TOPGUN
FIGHTER PILOTS USA

Visit us on the web;
http://www.chproducts.com/
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Design
(DID) just
| can't leave
| agood
program
alone. The

company is

= on the
verge of releasing a major enhancement
pack for EF2000, as well as a version for
Windows 95. Both breathe new life into
one of the best simulations of 1995,

Paul Grace, Brent Iverson, and
the rest of the San Mateo contin-
gent of Jane's Combat
Simulations have been working
hard on the final two products
based on the US Navy FIGHTERS

ON THE RADAR

DENNY ATI(IH .

SUPERCHARGED

12000 set the current standard for
PC flight sims when it was released last
winter, but it wasn't perfect. By the lime

the third patch (version 2.02) was released,

though, the program was clearly good
enough to cam a CGW Premier Award.
Now DID is taking the sim a step fur-

ther with the EF2000 TactCou (Tactical
Communications) add-on. The “Tactical”
refers to the new mission planner capabil-

ities, while “Communications” refers to
numerous new multiplayer options, Add
to that a number of tweaks and improve-

i  More exciting is US Navy

i FiHTers 97, slated for release in
{ October. This Windows 95 port of
E USNF takes the battle to Viet-

i nam, where you'll be able to fly

| the F-8 Crusader, F-4 Phantom I,

simulation - a1 MiG=17; ;and
engine. [ MiG-21 on 25
The first | missions based
to hit the | on actual naval
shelves will | air operations
be NATO “"~ in the Vietnam
FIGHTERS, an War. The net-
expansion work and
disc for modem play
AovaNcED US Navy FignTens 97 ‘ from ATF has
TACTICAL rovww. sl been retrofit-

FigHTERS. The F-16, Saab Gripen,
Sukhoi Su-35 and EuroFighter
2000 will be added to the flyable
stable in ATF. Also on tap are
new weapons, including backfir-
ing missiles and cluster bombs,
Jane's reference data on the new
aircraft, and an all-new 40-mis-
sion Baltic campaign.

ted into this version of USNF,
The Jane’s connection brings

35 minutes of video, as well as
photos and technical data. Along
with the Vietnam missions, you'll
also find all the original USNF
and MaRINE FIGHTERS aircraft and
campaigns.

L b

ments to the simulation engine, and you'll
find the biggest decision isn't whether to
purchase the add-on bul in which form to
buy it.

TacTCoM is an add-on disc for the
DOS version of EI2000. It incorporates
all the fixes included in the 2.02 patch, as
well as the new multiplayer and mission-
planning capabilitics. But you may want
to instead look at Super 1512000, This is
i Windows 95 port of EIF2000 that
includes all the capabilities of the origi-
nal package and has TacTCoM built in.
Functionally they're identical. TacT-
Com will be less expensive, but SUPER
12000 will let Win 95 users play with-

oul rebooting,

Y - GLRY,

Q= HIRT LER HEADING FOR GRiue

(SFEED: o 1.0

DEBE AT

 SIMULATION/SPACE

G wien

modem play,
a mission
planner and
dozens of
tweaks,
EF2000 is
finally fully

realized. ’ ,

EHOENI %10

VIEW TO A KILL The new tactical view lets you keep an eye on the

combat going on around you.

OCTOBER 1336 cG



DENNY ATKIN

MISSION MOXIE
With the
Mission Planner
feature, EE2000's
WARGEN cam-
paign mode is
finnally fully real-
ized. In addition to

pregenerated mis-

sions, VOUL Can now

design your own.

the airerall in E122000. Select altitude,
location (glacier, fiord, city, etc.), time,
weather, and difficully, as well as who has
the element of surprise. Then choose
zeto Lo seven wingmen and up Lo four
types of aireraft 1o battle, with as many as
six of each model in the air. Practice gun-
nery on easy-larget An-225s, or take on
24 19225, il you have a death wish.

And of course, there’s the multiplayer

mode. Inaddition 1o network play, the

Available in both

Bl
()
=L
[~™
wvA
[
-
(—]
e
=z
d
— )
>
—
v

TARGET SHOPPERS You can now assign specific targets to indi- updated version supports modem and (in

vidual planes in your flight.
N W e e ——— ]

paign modes, the Mission Plamer allows

single-player and the TactCos version) direct serial con-

multiplaver cam- nections. "There are more options here,

SupeiEF2000 for Windows35

you lo choose the type of target you want ampaign Medy !
Tyne * Base | largers TuRka] AiC

to attack, what hardware you'll use lo -DE 1R
attack it and the waypoints and altitudes oute Inlarmatign
1o use for ingress and egress. You can even
assign individual targets (such as hangars,
control towers and oil tanks) to each air-
craft, Numerous new map options let you —
view terrain contours, radar coverage, and Lzl
SAM ranges so you cim better plot your Helabt:<37508 - Zonim TORgIER
waypaints.

Depending on the mission structure,
vou ean also choose up to four different
aireralt types for a mission. For instance,
vou might assign Tomacdoes to take ont

SAM sites, =175 for an initial strike, your
anner lets you set targets and flight makeup.

flight of EF2000s for a second strike, and
Radar and SAM coverage are shown, so you can set the safest possible waypoints.

1225 as fighter escorl. Atsome points in

the campaign, the WARGEN mission
SOLO FLIGHT
Another welcome addition is the

generator may hog all the available air- including team play and base defense.

craft, and vou might have to fly a few Inaddition, vou'll find a number of

canned missions before you canagainuse Custom Air-1o-Air mission generator. new views, the best of which is Smart-

the Mission Generator. Here you can enter air-to-air combat View. Hit Shift-V and you'll be treated to
an external view of the nearest action,

whether it’s a dogfight or a ground strike.
No more scrolling through 30 planes sit-
ting on the ground to find some activity.

And those of you who were pummeled by

(fully armed or guns-only) with any of

PEF2000 (with 2.02
patch) Getting too close
lo a seaborne larget can

be suicide, as ships tend

to be very well equipped with SAM batteries. The best way
to take out a ship is to run in at about 400 feet above the
water to avoid radar detection. As you near a point 70 nau-
tical miles from the target, kick in the afterburner to
increase your speed. Once past 70nm (the max range of
the Sea Eagle radar), pop up to 2,000 feet. Use the C key
to cycle targets, checking the Zoom function of the left radar MFD to ensure you've targeted the proper ship
Once you've launched the missiles (use both missiles on one target, as the Sea Eagle hit percentage isn't
that great), immediately turn 180 degrees, drop back below 500 feet, and check your DASS warning system
for Incoming missiles, The Sea Eagle has ils own guidance, so once it's on its way, your job is done

T T T —

the super-accurate enemy aircraft in early
patches will appreciate the new skill-level
settings. Some might find it annoying to
have to spend money on features that
arguably should have been in the first

Sea Eagle Radar

release. To its eredit, DI has addressed

the deficiencies and bugs of the original
E12000 with free patehes. TactCon
adds significant new capabilities and
incorporates dozens of user suggestions.
Its well worth the small investment to
revitalize this excellent sim. g

(= OCTOBER 1386



A breakthrough in sound so real,

your PC will have

The crowd keeps gr OW'ing

until they have your house surrounded.
Then the chanting begins. "A-W-E.. A-W-E. A-W-E"
[t scems that Sound Blaster AWE 32" PnP is the first

sound card to develop its own cult following. That's
because it makes every other sound card seem like a blast

from the past.

its own groupies.

Systems, the professional audio experts,
inside your PC. It delivers the mind-bending
realism of wave-table synthesis—which uses
actual recordings of real sound effects and
musical instruments. And it plays up to 32
notes simultaneously, adding new detail
and richness to your favorite games
and software.

AWE 32 is the first sound card
that supports 3D Positional Audio’ so you can
hear those dueling guitars coming at you from
different places in the room. It also features
Creative's 3D Stereo Enhancement Technology’!
which makes your whole ®
system sound richer and
mere_powerful
(Our apologies to the neighbors.) )

-

Enund_HIaster AWE3R PnP. Hear What You've Been ﬂllssmg

Our downloadable SoundFont" technology lets you
add new sounds and instruments to your card. Add up to
28 MB of memory to create your own audio library. We

even included a microphone and software for recording
4 \\ music and sound effects. And, of course, the AWE 32

is fully Plug and Play and works with Windows" 95,
Windows 3.1 and DOS. So installation is a

no bi'ainer Chieck ont our new line of i — "

Sound Blaster® Speakers, sold B8 b ‘

Want tO  separately at your local dealer |5 b
complete your multimedia P j

dream system? Pick up the new
Blaster CD" 8x CD-ROM and Sound Blaster Speakers too,
at your nearest Creative Labs dealer. But take along your

bodyguard, in case

The AWE 32 g R h@,m* AT A 2 = the groupics ==
puts professional i7- LI, P Gttt | o get carried
sound technology 12 @0 & ﬂ/ s‘oﬁ} mam away. i
3 —
from E-mu - e 2 - www. GFBEIWBHDE com
[ Sound Blaster AWE 32 PP’ 00 MMM m
C R EATIVE
CREATIVE LABS, INC.
[ S— - ' S celogy Lad AN rghts pescrved Sousd Blinter and the Creativr Ladn loge sre regmarrnd trademurks of Crrativr Techaelogy Led Sound Blaser AUTAL, E-r WD Pomsrmnl
Aus * i i 2 e gitered trademark of E-ma Syvtem, Isc Windews b o tegnternd nademirk of Mo Corporatan. Specdaanons see st 1o chanpe wishoos rotice
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SO Viuch Action,

©1996 Interactive Magie. All Rights Reserved. M1 Tank Platoon is a registered trademark of MicroProse, Ine, Air Warrior is a registered trademark of Kesmai Corp. IM1A2 Abrams, Hind, Apache, American
Civil War From Sumter to Appomattox, and Destiny are trademarks of Interactive Magic. Harpoon is a registered trademark of Larry Bond and Chris Carlson. + *Voted “Best Sim of the Year"—FC Gamer

Interactive Magic, P.O. Box 13491, Research Triangle Park, North Carolina 27709, 800-298-0872
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omputer Gaming

- World, American Civil  award winning design

o U5
War includes a multi- |

media history of the

Civil War.

B SN TNy e

Simulation and Strate Gami INTERACTIVE g
imulation an gy ming JiEuba.

Get all the details at www.imagicgames.com
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SNEAK PREVIEW * PRIVATEER 2: THE DARKENING

Moody Blues

Privwieer 2 Combines A Slick, Futuristic
Look With A Good Story And Real Stars

by Terry Coleman

or those of us destined to
spend our entire lives planet-
bound, the skies mean a warm

shade of azure blue, the famil-

iar atmosphere of fluffy clouds,

winds, and rain that gravity
traps to surronnd ane protect
our fragile world, But space —
deep space —is cold and dark

and lonely. And in the aptly

named PRIVATEER 22 THE DARKENING, the

heavens are frighteningly beautiful vistas
of midnight blue, broken only occasion-
ally by the glint of distant suns, the faint
glow of a reflective moon, or the bright
flash ol a space vessel being destroyed by
pirates. The space “roads” you travel are
]nn:_; indeed, and despite 2000 years of
technological development in the mostly
peaceful Trrulan, Isaac and Hom systems,
humans have barely put a dent in the vast-
ness of the cosmos. So, if you've ever felt
that the universe could go on with its busi-
ness just fine, neither knowing nor caring
aboul the puny goings-on of humanity,

this is your game,

GREETINGS, SER

Outwardly, the two millennia of peace
should have brought prosperity to all the
inhabitants of the three star systems. But the
DARKENING universe is Machiavellian
through and through. T here are the sublle

CcG OCTOBER 1996

naming conventions, such s “Ser” for “Si”
Iiven the mane of Lev Arris, your characler,

would be perfectly at home ina Renaissance

WHAT JUSTICE?

Now a man on the run, you must imake
your living on the outskirts of the law, with
little more than a few
credits and a blaster
atyour hip. Shady
connections can get
you laser cannon for
your ship at a low
cost, food of ques-
tionable origin, and
escort mssions
where you're belter
ofl not knowing the
true identity of vour
PASSCIELTS.

Wingmen will escort

WHEN DARKNESS FALLS Space is the perfect backdrop for the

cockpit view of THe Darkenm. Everything from the weapons
loadout to shield/armor status to the streams of laser-induced

dealh are easily discerned at a glance,

novel about the Medicis, But it’s the vas!

web of conspiracy that distinguishes this cos-
mos. Comuption abounds, from the mthless
CI5 seeret police (think James Bond's MI5
run by old Niccolo himself), to the Kindred,
a |m\\'vrf| il g;ll;lrﬁr group of rackeleers, mur-
derers and thieves that combine the worst
qualities of the Mafia and the Borgias. These
two leviathans struggle over legitimate trade
rontes, black markel profits, even control of
governments,

[nto this tangle of deceit, intrigue
and double-cross, you awake as Lev
Arris, deprived of your memory, your
ship, vour friends, the whole of your
life—only knowing that you survived the
crash of a star [reighter by cjecting ina
lifepod. While vou are in the hospital
convaleseing, agents from both the CI5
and the Kindred come to colleet you.
In the ensuing firefight, you are
stunmed and sent off in an autopiloted
starship, while many of the doctors and
nurses who cared for you are ruthlessly

slaughtered.

VOUF CATZO, SO1IC-
limes at bargain
prices, and will just
as likely betray you to
the Kindred or the
military for a few extra credits, Dealing in
legitimate cargo is relatively safe, but slow:
Selling fircanms on planets cmbroiled in
civil war is a hair-trigger road to

riches. ...and a magnet for the CI5,

Stll, there are gray areas where you can
trade quile profitably. Theres always
someone willing to huy a nerve toxin to
poison an enermy or some illicit body parts
to lengthen their life, or someone who
needs some cul-rale Cerulean gemslones
to fill out their jewel collection. 1ike the
legendary pirates of the Caribbean, you
soon develop a sixth sense of where to
trade lnmber and Bex beer and where to
sell illegal pleasure borgs.

If the trading aspects were all there was
lo the game, it would be interesting but
nothing special, Setin the WING Cow-
MANDER universe, however, DARKENING
promises a lot of spaceship combal, and it
certainly delivers, The ships are even bel-
ter than those of WING IV: artfully shaded,
dark and deadly, they look perfect next lo
the moody, murky depths of the galaxy:



“There are fast cutter ships that let you flee
at the first sign of trouble, medium ships

with better shields and power, and heavy

vessels capable of standing up 1o a military

destroyer.

‘The missions themselves involve more
than just deciding on a rade oute. You
may have lo rescue a diplomat stranded in
an ejection pod deep in space, salvage the
cargo from a damaged vessel, or smuggle
medical supplies to rebels on a war-lom
planet. You may even ignore the plot of
the game entirely, and goona Sip
MEER'S Piraris=like trading and priva-
teering spree for hours on end,

But to get the full impact of the game,
vou owe it to yourself to dive hczt:lht.-.l into
the interwoven complesities of the story
line. Its a good mystery vam, as Lev musl
discover exaclly how his life as a privateer
fits into the schemes of the Kindred and the

CI5. Are they both really trying to kill him,

THE LIGHT THAT BLINDS The explosions of the detailed
ships are impressive indeed, as are the magnificent

light-source-shaded ships themselves.

and if so, why? What conmection, il any, did
he have with these nefarious organizations

in his previous life? Who is the beautiful

Maghe | can get 2 bargan...

PRIVATEER 2: THE DARKENING » SNEAK PREVIEW

worman whose face haunts him,
dancing at the edge of his memory?
As Lev struggles to find answers,
the game nicely parallels his search
for his past. The clever and some-
times surprising pl. il hwists jog Levs
memory: You leam (hings about
yoursell (as Lev) that vou must
come to grips with to successfully

finish the game.

CUT ME

The cinematic cul scenes are
even better than in WiNG COMMANDER
I and IV, with several top-noteh actors —
John Hurt, David Wamer, Christopher
Walken, among others—chewing up the
scenery with relish as they advance the
plm_ Many games (and films for that mat-
ter) have tried to out-do Blade Runmer.,
DARKENING is the first that elfectively
combincs aslick, luturistic look with the
tense, other-
worldly atmosphere so nee-
essary lo a believable sci-fi
selting, On the world of
Bex, for example, dirigibles
are the main mode of trans-
portation, because the reli-

gious sect that settled the

its beautiful countryside.
"The same planet, moreover,
wats also settled |)_\' agroup
of scientists who had diffi-
culty adjusting to the reli-
gious lifestyle of the monks,
"Their way of dealing with
the situation was to do alcohol research,
restlting in the widely renowned Bex

beer.

planct didn't want to pollute

Almast all the planets have similar ten-

sions, There are antiknowledge eyber- i

punks whoTl kill vou if they catch vou

reading a book (we don't know il COW ]
; =
connts), and planels where you can he b

arrested for eating or selling real meat.
"The fact that you ean trade such “illegal”
items on these planets shows that the vari-
ous worlds are well thought out, with rich
histories and vibranl, active |u]pl||;l[iu1i.~.
Livery world, every character von meet
has its own special agenda —which
makes DARKENING a wild ride indeed. IF
vou suvive the attacks of rival privateers,
vou'll have to outrun the military patrols,
Then vou'll no doubt nin smack into a
group of eyborgs who've vowed to annihi-
late humanity, Assuming you survive that,
vou tay find that your nonillegal cargo is
stibject to confiscation by cormupt lacal
officials. An just how did vou get such a
extensive reputation, when no one can tell
vou anvthing about who vou really are?
PRIVATEER 22 T DARKENING may seem
altimes to offer more (|m-s1inn~' than
answers, but like life two millenmia in the
future, it's a srlldill;llinr__: journey, regardless
of the solution vou seek. &

S ! ‘|.“.1:;'

i r::’s:- RS L)

[NEWS BULLETIN

Weapons, on the other hand, are pretty
affordable—especially the Banshee mis-
sile, fondly called the “shield buster”

And don’t ignore the news bulletins;
they often contain tips on new weapons
and lactics.

Joe the Bartender (John Hurt), will
gladly help you find *bargains® once
you've achieved enough notoriety.

Ships are more advanced (and expen-
sive) than in WinG IV, but this time the
Confed government isn't providing them.

4
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Price: 569.95

System
Requirements:
4860X4 100 MHz,
8MB RAM, VGA video,
2% CD-ROM drive, 15
MB hard drive space,
Sound Blaster or com-
patible, MS-D0S 5.2,
mouse.

Protection: None (CD
musl be in drive)
Designer: Geoff
Crammond

Developer: MicroProse
Alameda, CA

{510) 522-1164

Reader Service #: 333
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AWinning </

Formula

GraND Prix Il Leaps To The Front OF The Racing FPack

by Gordon Goble
ver sinee the original WORLD
Circur sent virtual drivers
hurtling down he track back in
late 1992, speed racers have
been \\'m!(lvring just what
Geoff Crammond and his
British MicroProse team would
conjure up for an encore.

How aboul the best racing

game ever?

Graxp Prix 1 is the official name of
the sequel to WoRLD Cireurt (its mar-
keted as part of the “World Circuit Racing
Series”), and for a number of reasons, il’s
the strongest PC racing litle lo date. Un-
doubtedly, that judgment will provoke
those who've been feasting on a steady
diet of hard-core Papyrus sims and those
who prefer the arcade style of racing, If
vou're one of those skeplics, read on.

KEEPING TRACK

Granp PrIX TGP 1), like its prede-
cessor, is a simulation of Formula One
racing, Here, you'll find 16 tracks that'l
lake you from the storied straights of
Hockenheim to the mazelike confines of
Monaco, from gear-crazy Interlagos lo a
Japanese double, Each track is an exacl-
ing replica of its real-life counterpart (as of
the 1995 season anyway), in(‘.luding recent
alterations such as salely modilications lo
Britain’s Silverstone circuil.

Now a better reflection of the reality than
WorLD Circurt=era technology could
offer, each track sports anthentic tums,
pavement that is bumpier in some spols
than others, and multiple semiauthentic
red-green start lights suspended from stan-
dards on the lront straight.

But its what lics just off the track that
really hits home in the “Wow!” depart-

cG OCTOBER 1996

SSSMOKIN! Tons of scenery and lots of scorched
rubber: the visual advantages to skipping qualifying
and starting from the back of the pack. This will
teach you how to deal with traffic in very short order.

ment. GP 1 supports eurbing, as did its
predecessor. Bul now, aside fiom being an
invaluable driving aid, curbing will actu-
ally tilt the car into the air, with an accom-
panying “errrrr” sound as each spinning
tire passes over the curb. Its wonderful
engineering lo be sure, complemented by
what occurs when one is in the unfortu-
nale position of running over the curbing
and completely off the track.

While grass retards these scorching
land rockels to speeds more befilling a
lawnimower, the addition of sandtraps fur-
ther increases he
frustration factor,
Sand traps are
designed to slow an
out-of-control vehi-
cle asit careens
toward a wall or bar-
rier. But just try and
extricate yourself
from one as your car
tosses clumps of
sandl into the air and

front wing, You'll feel first-hand
the downside of sand in real-
world racing,

CAR SHOWS

Being mired on the beach is a
nice place to drink in the aston-
ishing graphic world of GP 1.
Like most SVOA racing products
these days, its processor-intensive
(read: processor insensitive), and
a Pentium 90 should be consid-
ered bare bones for high-resolu-
tion mode.

On the track, cars are adomed
with logos and detailed color schemes,
They spark when they ground out, expel
unbumed fuel as bursts of flame and kick
up tire smoke when the wheels spin. In
your own car, you'll find that smoke waorks
in perfect svne with tire squeal, and that
long trails of it are quite evident in the rear
view mirrors.

Speaking of the rear views, they may
indeed be the most awesome facet of the
game. They actually provide a faithful
reprocluction of evervthing behind

vou—cerfainly the first time that’s been

START ME UP A gorgeous shot of a full pack of starters at the
Monaco Grand Prix. That big metal block mid-screen is the
back of the starting light tower.

bumps and grinds
up and down,
mayhe damaging a
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seen in the PC racing game., With all
detail options crnked up, their reflec-
lions are a sight to behold, textures and
all. Remember though, its questionable
whether the computer has yet been built

that can support all the graphical detail

in front and behind you without slowing

TUNNEL VISION AT MONACO With
graphics at full detail, it's near impossi-
ble lo run a successful race at under
five frames per second, and the current
position attests to that fact,

the game Lo a crawl.

Of course, another morbid graphic
detail we all enjoy is the pile-up. Although
GP s crashes don' live up to INohCar 11
in terms of car Imd_\‘ parts lost, wil s and

tires will detach and budies will break.

ranp Prix |1 is accessible
to beginning and
advanced drivers alike.
With helpful tutorials scat-

of opponent strength, |
and seven driver's aids
(automatic brakes,
‘automatic gears, self-
correcting spin, inde-
structible car, visible
ideal driving line, sug-
gested gear, and throt- .
\le assistance), anyone
can get the car around
the track within min-

good, good enough to win in Ace mode
or tumn an all-time fastest lap—that's
another story altogether. It's much
tougher than it was in WorLo Cireurr.
No longer s it a matter of driving fast

cG OCTOBER 19495

tered throughout the manual, five levels

GRAPH CAPER Il take a while to

Ut::s .'T' taking ine tive measures, your times should
WG : take a dramatic tumble.
But getting really .

[Furthermore, an entire chassis can and will
become airbome in moments of extreme
stress, flipping about somewhat unrealisti-
cally in what seems to be slow motion
before erashing back to carth,

‘The scenery here is without peer. The
pit area features visible erews for all the
teams, hands that come across the sereen
to clean your windshield (it never really
gels dirty), and so on."The landscape and
sky ave 1o be seen to be believed, and
the barriers and signage look to be straight
out of a TV broadcast.

BEHIND THE WHEEL

"The GP 11 cockpit retains much of the
feel of Woren Circurr, with elements
that, although not true to life, are definitely
appreciated on a computer monitor. With
aquick glance, you can check on suggest-
ed gears for upcoming lurns, which dri-
ver's aids you have lumed on, your current
position and lap, car damage and more.

As fast laps are tumed, they are posted
across the top of the screen, as are retirees
and cars in the pits. Tam workers display
green and yellow flags as the situation dic-
fates, and you can jump into a competi-

into a corner and using the ather cars
as your brake (for the most part, any-
way). No longer is the competition con-
fined to the ideal driving line. No more
will 2 couple of minor setup tweaks and

o B a kamikaze driving

S style see you
through to the finish
| line.

In GP I, each dri-
ver has a mind of
his own. Race lead-
ers, for example,
seem to get a sec-
ond wind and
renewed vigor once
they’ve been passed.
Overall, the Al is
magnificent, and I've
experienced numerous dices where my
rivals have assumed frighteningly human
qualities, including erring when being
pushed hard from behind!

The driving model too is bang-up,

masler data logging, but when you
do and can apply the proper correc-

AIRBORNE AT SUZUKA The green flag's
just dropped, and someone’s been a lit-
tle overly aggressive. It's common to be
able to pick up several spots at the start
by sprinting down the sidelines.

tor’s car to monitor what he’s doing,

"The underwhelming victory celebration
is a letdown, but post-race statistics are
comprehensive and printable. "The short
(20-second) and unimaginative replay pre-
sents more of a problem, simply because
occasionally it's incorrect. On one ocea-
sion, after having beenI*boned and
destroyed by another car, my replay
showed that | hadn't! As the game lets you
pick up again right where the replay ends, |
miraculously began driving again,
unscathed. What was good news for me
this time wasn't good news for the GP 11

with all the foibles and quirks of the real
thing. In particular, GP Il is an exercise
in controlling wheel spin. From the start,
where moderate acceleration will keep
the tires gripping the track better than a
“foot to the floor” approach, to sudden
braking that might just put you in a fatal
skid and opposile lock skids through
turns, it's all here. Mastering the beast
is difficult, but possible.

For starters, you should kill as much
of the lovely graphic detail as possible.
A smooth frame rate's going to help
you more than a view of the pretty
clouds. Then you'll want to pick a track
and stick with it. Learn every nuance—
only when you drive it with absolute
consistency can you begin experiment-
ing with mechanics. Remember to avoid
wheel spin and accelerate and brake
smoothly. Feathering both the gas and
brake pedal is not a bad idea.

Once your performance is consistent,
remain in practice mode and jump

!



The Settlers Il is a unique
new kind of economic simula-
tion. Watch as thousands of your
“subjects” perform their designated
tasks ~ erecting buildings, building
ships, transporting goods, battling
enemies and more — in real time...at your
command. ..right before your eyes!

No city coundl meetings here. Build catapults and
guard barracks to defend your borders and ex-
pand your territory. The fate of thousands is in
your hands!

Hundreds of detailed, animated graphics,
intriguing mission objectives and ad-
vanced resource management com-
bine to create the unique gaming
experience of The Settlers II.

You've never seen ANYTHING
like this! L
7 “The fate of thousands is in your hands”

>

6 6 Those seeking the ultimate game to
build the empire of their dreams,
will need to look no farther than
Seltlers II.

Computer Game Review

b All in all, Settlers I looks like a
substantial improvement on an
already excellent gaming system.$ %

Strategy Plus, June ‘96

“_A must for fans of the original and

gamers who like God sims. 99 For more information.abiout The r Blue
PC Power, April ‘96 " visit our Web - contact us directly af:
Blue Byte Software, Inc. ® 33 S. Roselle Road, Svite 201 ® Schaum
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SAVE YOUR BRAIN...
STOP MEMORIZING THOSE DUMB KEYBOARD
COMMANDS! DESIGNED TO PROVIDE THE MOST EXHILARATING

GAMING EXPERIENCE, THE MASTERPILOT CONSOLE MAKES
CUMBERSOME KEYBOARD COMMANDS OBSOLETE.

SAVE YOUR HAND...

USE IT FOR MORE IMPORTANT THINGS—L/KE YOUR
JOYSTICK] COMMANDS FOR OVER 25 FLIGHT GAMES ARE
PROGRAMMED ON AN UPGRADEABLE ROM CARTRIDGE. JUST SLIDE IN

A CUSTOM CARD AND ALL THE COMMANDS ARE AT YOUR FINGERTIPS.

SAVE YOUR SOUL...

GOD WANTS YOU TO BUY THIS! S0 CHECK OUT YOUR
ST o LOCAL COMPUTER STORE

S R

AND BUY IT!

Juick §not

WWw.QUICKSEHOT.CCM
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WATCH THE ROAD Although you may be tempted
to crane your neck to look at the scenery, you'd
better keep your eyes front and on the mirrors.

quality-control Tab.

Replay glitches aside, driving a GP 1
car is pure and simple. With enough
opponent strength variance, driving aids,
and car setup options to keep everyone
from rookic to sim veteran happy, the
program manages to provide accessibility
to the masses—something latler-day
Papyrus products have had trouble with,
In fact, all the courses are quile negotiable

>

around to the other cockpits (forward
and backward cursor keys). Find a hot
car such as a Williams, and watch for
gear—change timing, top speeds through

and such If-you can construct a car to
do what a Williams does, and drive it
like the drivers they hire, you're doing
something right. Keep the Ideal Line fea-
‘ture turned on and you'll get a graphic
idea of where {o enter and leave tums
‘while m Intalning maxlmurn speed

i I}o_n.; try little shorteuts like taking the
Inside line into a tum~—it may look
faster, but it rarely is.

We could do an entire article on how
_-to best set up your car; but here are a
coupls of constants tu get you started.
First, .laa_rrt and use the Data Logging
guide. This is much like the system
used by the real-life teams, and that
graph will tell you just where you're lag-
.-.gang hehlnd on all track sections.

Sacond. start by fashioning a speed
m_achina. Get that thing moving as fast
as it'can on the straights, then start de-
tuning it so it handies the turns. This is

CG OCTOBER 19%

various. sachcns appmaches to corners

with a simple joystick, something you
can't say of INDYCAR 11

"The game’s interface is clean, with a
noticeably high-tech look. Menus offer
plenty of options ranging from custom-
designed control settings that include an
amazing array of wheel lock and sensi-
tivity adjustments to extensive visual
oplions, and car setup screens that incor-
porate even the finest suspension tweaks.
Another WorLp Circur throwback, the
“two player/one joystick” mode has,
thankfully, been left intact.

Background music is original, vet will
certainly please any /2. Top fan."The on-
track audio features great engine and
fransmission noises, varying wheelspin
sereeches, the crunch of sand traps, and sev-
eral erash and accident effects. The game
manual is thorough, with lots of hints
throughont, as well as appendises that cover
everything from comering approaches to Il
facts and figures Lo car setups.

"They say good things come lo those

- Betup Advanced Menu

TUNE UP This is one of several setup screens,
detailing part of a pretty decent, but not perfect
Suzuka setup. Let's see: packers, slow bumps,
fast rebounds, bars...Are we talking car setup or  remember that although tire

strip joints here?

when you'll have to read the manual.
It’s filled with information on how to do
little things like dialing in more stick
without affecting drag down the
straights. Don't get frustrated if all this
takes hours—or even days or weeks—to
get right. Real F1 teams never stop
experimenting.

Once you have all this together; go to
race mode. Getting fast in practice is

who wail. Grann Prix 1, now the defini-
live racing package, has proved worth our
patience. %

P APPEAL: Open-wheeled racing sim
fans, as well as new drivers looking
for something easier to get started on
than other realistic racing games.

»PROS: Beautiful, textured graphics
with fully functional rear-view mir-
rors; great Al with a human quality;
excellent depiction of wheel spin;
curbs that actually tilt the car; many
strong features brought up from
WonLp Cincurr.

FCOMS: Drivers are based on the
1994 season; replay is far too short
and comes with a hare minimum of
camera angles; victory celebration
is totally lame. It'll take a truly
scorching proces-
saor to get all

the graphics

on, frame rate
smooth and
gamespeed up

to par

one thing, getting good with
other drivers all around you is
even more important. The
chance to practice races again
and again against the same
pack of drivers is an advantage
real drivers don't have. If they
did, you can bet they would
use it. Learn how slow you
have to be going to give a guy
a little nudge without incurring
damage yourself, and begin
thinking several turns ahead.
When you're out there,

noise sounds pretty cool when
your car is skidding through a
corner, squeal is not something you
want to hear. Any loss of adhesion is a
loss of time. Also, never cruise. Take
your foot from the accelerator only to
hit the brakes—there’s no in-between.
Last, but certainly an important tip:
You can drive with much more agility
with a good control wheel and pedal
unit than with a joystick, so go get one.
See you in the winner's circle.
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at Low, Low Prices!
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According to legend, 7,000,000

men labored for 15 years to build mations and video! What's more, this outstanding 64/3D

this beautiful and secret palace of drive is yours at an incredible price, Call The PC A I
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Net-generation 3D accelera-
tion delivers the most exciting gameplay
and increased productivity, Get lightning-
fast, high-resolution GUI acceleration with
DirectDraw and DirectVideo support, and
refresh rates as high as 12002 2MB single-
avcle EDO DRAM,
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Deadly Serious
Simulation

The Closest You'll Get To An F-16 Cockpit Witho

by Robin G. Kim

ome might say F-16 Fighting
Falcon simulations have
heen done to death and that
the last thing the world
needs is another one, BACK
10 BacHDAD (B2B), the
debut release from Military
Simulations, boldly defies
such jaded thinking, offcring
an unconventional combi-
nation of great depth and severely limited
scope. The design philosophy seems to

have been Lo focus strongly ona few key

ut Enlistir

ers may come away disappointed by
the lack of features they've come to
expect from contemporary flight
sims. Liven the target audience may
be put off by its demanding hardware
requirements and unprecedented Tist
price.

THE REAL THING
Where B2B truly excels is in aceu-

» GOING DOWNTOWN Missions will take you
over a variety of terrain types and locales,
including Baghdad itself.

ralely simulating what it’s like to
operate a modern fighter plane. Its
flisht model is state of the art,

matching realistic performance envelopes  decreased roll rate when pulling Cs.

areas while virtually ignoring all else. The
result should appeal to hard-core sim pilots
who share the designers’ priorities, but oth-

4

n lieu of the usual padlock view, B2B prnwdas a syslarn
called Hawkeye to help you track bandits during close-
in engagements, Hawkeye packs many. pieces of data
into a small window that floats about the screen, only
appearing in the forward or forward-up cockpit view when the
target cannot be seen in that view. Unfortunately, it only
works for airplanes; Hawkeye cannot track incoming missiles.
The following Information Is conveyed:-

~ Vertical bar on the left edge: Length shows target range,
Tram Oto 1I] nauUcaJ miles.

Caret on the left edge: Vertical
position represents target closure. The
middle position corresponds to zero
closure; moving up for increasing
positive closure and down for nega-
tive closure (increasing range).

Target image: Helps you deduce
g] plane type and target aspect. It
1 shows which way the target is point-
'b i | ing as if you were facing it directly
| no matter what its relative direction.
| Window position: Determines

ce OCTOBER 1536

under a variety of weight and drag config-
urations with a superb fecl. It includes
such various subtleties as deep stalls and

"The model incorporates a high degree
of pitch control, giving you much leeway
in trading off airspeed for turn rate. While

| whether the selected
| target is above, below,
~ or to the side of you,
- relatively speaking.
R\ For example, if the ban-
dit were at your high
1 five o'clock, the win-
dow would be in the
upper left-hand corner.
If you then rolled invert-
& | ed, the window would

' @ move to the lower right-
hand corner of the viewmg area—Hawkeye never obscures
cockpit instrumentation. The window will only slide
toward the center of the screen if the target moves
almost directly behind you.

Diamonds strung around the outer circle: Indicates
the number of planes in visual range and their bearings
relative to your aircraft. In the example above, the diamond
would start at the five o'clock position and end up at
seven o'clock when you're inverted. The diamonds are
color-coded to display friend/foe status, if known.




STAR TREK

: Coming soon for PC CD-ROM, _Macintosh CD-ROM and Sony PlayStation.
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ATINGY BHALD

LO=HDK
YOUR PREMIER
MACINTOSH GAME SOUHCY

BY GAMERSSECRUGAN ERS

http://www.interplay.com
Starfleet Academy Software copyright 1996 Interplay Productions. Trademark and copyright 1996 Paramount Piclures, Al rights reserved.
Star Trek, Starfleet Academy and related trademarks are trademarks of Paramount Piclures. MacPlay and Interplay are trademarks of Inlerplay Productions,
PlayStation and the PlayStation logo are trademarks of Sony Computer Entertainment, Inc. All rights reserved.
Circle Reader Service #273

™






rons too evil for the

The Dark Ages just got darker. Seven evil dragons rule the world of

agonheart: Fire and Steel. Seven fire-breathing, razor-clawed, gl
devouring monsters. Seven beasts too.savage for the movie. If you can cut

vour, way through hordes of medieval knights hellbent on your destruction...
if vou ean inaster the moves..if you can take the heat..then it's time to face
vour fiery aiightmare! In first or third person perspectives, in the wilderness

IT'S KILL OR 48 MEDIEVAL MANIACS:
BE GRILLED! IN AUTHENTIC ARMOR!

SUMMON THE FIERY
POWER OF DRACO!
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REVIEW ¢ BACK TO BAGHDAD

this flexibility will be appreciated by
experts, it does give overly aggressive pliy-
ers enough rope with which to hang
themselves—energy bleeds off rpidly it
youinsist on holding the stick all the way
back in a turning fight.

In addition to ils impressive flight mad-
eling, B2B boasts a highly detailed simula-
tion of the I'-16% avionics systems. 'The
cockpit ofa single-seat fighter as capable
as the Faleon is a complex environment,
and that carries thiough to the sim. There
are 10 HUD modes ane 9 air-to-air and
air-lo-ground radar modes whose intricate
symbologies must be mastered, in addi-
tion to 4 other multifunction display
(MED) layouts. The game even supports
use of a separate monochrome monitor
for usc as an external MIFD!

Aiir-to-air raclar madeling is top noteh.
You must nranage scan volume and direc-
tion to detect and track hogies, balancing
the amount of airspace scarched with
update frequency. Detection range varies
with targel size and aspect, and radar jam-
ming effects are especially well done,
Unfortunately, the simplified air-to-
ground modes climinate several of the

more powerful capabili-
ties of the real F-16C's
APG-68 radar. 1t doesn't
support ground mapping
of lerrain features (only
target blips appear on the
scope) or the generalion
of high-resolution patch
maps. Some flaws in the
terrain masking caleula-
tions also mar an olher-
wise ontstanding {mp]n'—
mientation,

B2B's Threat Warning
Indicator System (TWIS)
is especially noteworthy. Almost all jel
sis model some form of radar waming
receiver, but this one is a major advance
in lerms of both realism and functionality.
As an obligatory concession to playability,
the TWIS does include a missile launch
warning system not present in the actual
plane.,

"It miake the most of the many avionics
modes, B2B provides a good variely of
ordnance lypes, including some exolics
like fuel-air explosives and the B-61 tacti-

cal nuelear bomb, Weapons modeling is

) " Thatimnghdato

ncwing the ins and outs of the
Falcon’s TWIS s essential for sur-
viving sorties in a high threat envi-
ronment. The TWIS not only dis-
plays all radars it detects, it also indicates their
mode and prioritizes them by threat level. Here
are some tips to :
help you get the.
most out of this
painstakingly simu-
lated piece of
equipment,

The best way to
keep tabs on any
enemy radar sys-
tems’ painting you 8 -
Is to switch on the [ )
TWI's audible warn- | SR ’L | o
Ing mode. A bug in ¢
the game prevents you from doing this at the
start of every mission, so turn it on as soon as
the first contact appears on the circular scope.
Also make sure you activate the Low Alt mode

cG

when flying low, so the system can readjust its
threat priorities appropriately.

Slow beeps mean the radar is doing a wide
search, so you probably haven't been spotted
yet. If the frequency of beeps increases, the
radar has probably detected you, because the
search area has been focused in
your general direction. Different
radar types play different beeps, so
it pays to learn which is which.

When the beeps tumn into a con-

locked up and may soon have a
missile inbound. For most types of
radar; it’s possible to break the lock

by quickly dumping a chaff bundle.
When it works, the tone will be
replaced by fast beeps until the
radar can lock onto you again. If you're carrying
an ECM pod and decide to jam the radar, you
must keep the source in a 120-degree arc in front
of you for the jamming fo be effective.
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BIG STICK When diplomacy fails, a well-placed B-61 tacti-
cal nuke says what words can't.

generally excellent, but there are some
curious lapses, such as the lack of support
for toss bombing, negligible blast radius of
laser-guided bombs (blast effects are
modeled for other bomb types), and the
annoying ability of semiactive radar hom-
ing missiles to track you even alter the
launching platform has been destroyed.

GEOGRAPHICALLY CORRECT

Graphically, B2B is a mixed bag, "The
texture-mapped terrain and cities look
greal from down low, where they provide
an exhilarating sensation of speed, but at
higher elevations there’s an abrupt transi-
tion to lower levels of detail. "The ground
ends up almost featureless from above
12,000 feet. (A patch is available from
MS to up the threshold to 24,000 feet.)
The topology is generated from reams of
geographical data for a large region
around Baghdad, so the lav of the land is
totally accurate. The price to be paid for
this accuracy is a long mission loading
time. At the highest detail level, which
requires a whopping 32 MB, it takes about
§0 seconds Lo starl up a mission on a
133MHz Pentivm. A disk cache is
absolutely necessary— withont one you'll
be waiting minutes. Object renderings are
fairly plain except for I™-16s, which are
quile detailed. Aireralt are hard to discemn
at a distance, but their size can be artifi-
cially scaled up lo improve visibility:

B2B's cockpit view systerm breaks from
tradition, and the result is not entirely sat-
isfving. Fight fixed views are provided, but
they leave a huge blind spot overhead,
Visual tracking of bandits must therefore

fall to the novel Hawkeye view window



{sce the sidebar for details on its use).
Hawkeve efficiently communicates a ton
ol mfonmation once you get the hang of
it, but it looks so unnatural that it can ruin
a players sense of immersion in a dog-
fight. Seeing this little window moving
around, effortlessly tracking bogies di-
rectly undemeath the plane, one is con-
stantly reminded that it’s just a game,
Hawkeve has the additional disadvantage
of being univarilable when you're using
the Pixel |oad Management option lo
adjust the coarsencss of the exterior
graphics. This is unfortunate, because
reducing the PLM level really boosts
frame rate, which is important in a dog-
fight, but dogfighting is almost impossible
without [ lawkeye.

WHERE'S THE BUN?

Because B2B does such a good job on
the core I™-16 simulation, it's disappointing
that the game infrastructure is so limited.
Aside from 3 instant action and 13 trining
scenarios, the heart of the game is a sel of
31 canned “active duty” missions based on
a Coalition action to stop Saddam
Hussein from committing thermonuclear
terrorism. The missions are totally inde-
pendent, and can be played either
sequentially, for a campaign flavor, or in
arbitrary order. No mission generator is

included—what you see is what you gel,

FINAL APPROACH A good flight model
makes landings a joy, but most missions
can be ended in flight, if you prefer

(An add-on mission generator is planned,
however,) '
Nearly all sorties are flown solo. On the
rare oceasions when vou do have a wing-
man along, it’s still almost like flying alone,
because he cannot communicate with
youin any way—digitized speech is
reserved for the “Bitchin’ Betty” warning
systern. Wingman commands consist only

of “release™ and “recall.” There are no
multiplayer options built in, although an
add-on is planned that will support both
network and online play.

"The missions are challenging enough
al the highest difficulty levels o test the
meltle of even the most experienced sim
pilots — the Al of both bandits and enemy
air defenses is first rate. However, the
gameplay feels somewhat sterile, Rarely
does it seem like you're part of a larger
cftort, or that a war is really going on
around vour. Still, the missions are com-
plexand well designed; they should
remain interesting throngh several replays.

LESS ISN'T MORE =

BACK TO BAGHDAD * REVIEW

SPLIT DECISION

B2B5 lack of a meaningful campaign,
mission editor and multiplayer mode ren-
ders it a niche product. However, its
undeniable strengths in the areas of flight
and systems modeling give it a strong
foothold in that niche. This is just MSIs
first entry into the computer game mar-
ket, and thevive said they plan to expand
the base simulation engine in the future,
presumably broadening its appeal,

An overall rating won't mean much
because B2B tends to polarize gamers,

Those who insist on games that simulate

the unpredictable chaos of entire battles
or wars tmay be bored to tears by B2B. But

Asinras compli-
cated as B2B deserves
a large, thorough man-
ual. Sadly, it is instead
saddled with incredibly
Lerse and uncommu-
nicative documenta-
tion. Most of the infor-
mation yvou need to
operale the many
avionics systems ata
basic level is there, but
more advanced appli-
calions and even the
use of some important
key commands must
be discovered through trial and error. MSI
has placed a supplemental manual on
their Web site, www.military-sim.com,
which addresses some of these shorteom-
ings. It adds helpful descriptions of the
weapons, aircraft and vehicles in the
game, but the two manuals together still
paint an incomplete picture.'The usual
discussions of the physics of flight, instru-
ment landings and lactics are conspicu-
ously absent. Installation is also given
short shrift: While most games include a
separale installation guide, B2Bs manual
boils it down 1o four one-line instructions
for DOS and another four for Win9s. If
anvthing goes wiong, vou'te on your own,
as there’s no troubleshooting section. MS]
is developing a thorough manual for the
game that the company plans o sell sepa-
rately, but with a simulation this complex
that documentation should have beenin
the box.

SILENT BUT DEADLY A laser-guided bomb steers unerringly
toward a bridge in downtown Baghdad.

if coming as close to the experience of fly-
ing an actual I"-16 as vou can geton a 'C.
excites vou enough to aceept limited
gameplay, obtuse documentation and a
high price, then pack vour bags, because
vou're due for a rip to Baghdad. %

r APPEAL: Experienced hard-core
flight sim fans who value accurate
flight and systems modeling above all
else,

FFROS: Sets a new standard for the
realistic simulation of a single air-
craft. A variety of interesting missions
to fly. Extremely accurate terrain.

rcors: No real campaign play, no
multiplayer sup-
port, no wingman
communication,
lofty CPU require-
ments, extremely
poor documenta-
tion, and high list
price.
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UNDER PRESSURE?

N It starts out innocently enough—a
little want ad in the Sunday paper
catches your eye. The next thing you
know you’re heading up an under-
. water expedition ship that’s run into
L _) trouble in the South Seas. While you
The Autares, your futuristic research ship, Sear(:h for Signs Of unusual aCtiVity
is realistically rendered in 3D and flly on the ocean
explorable,
floor, a cryp-
tic distress call comes in from a Kkid-
napped colleague. Clues point toward
the trail of a priceless stolen treasure.
With some of your crew behaving suspi-
. * H One of the key members of your crew
ClOUSly’_ your Ollly a“y w untangllng the is Iralian biologist Luciana Capueci.
myStel‘les may be E.D.W.A.R-D.'—‘the Like others, your interactions with her
Oﬂb Oal‘d Pe Ompllter are critical to your mission’s success.

THE ADVENTURE BEGINS.

October 1996

THE SACRED MIRROR OF

110 West 40th Street Suite 2100
New York, N.Y. 10018
Enteractive" (800) 433-4464

© 1996 Enteractive, Inc. All Rights Reserved. The Sacred Hirror of Kofun, Enteractive, and Enteractive logo are trademarks of Enteractive, Inc.
Nirrla Roordar Condna #4190
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inal Scenarios Created With The
pick AGE OF RIFLES Game Editor

i

Computer Gaming World and 81 Present
The AGE OF RIFLES Scenario Design Contest!

You could be the lucky one who pockets $1000 cash or a beautiful
art print depicting a 19th century military scene! Simply create and
submit scenarios using the AGE OF RIFLES Game Editor and you'll
be entered into a random prize drawing. All scenarios that meet the
requirements listed below and are postmarked by December 15, 1996
are cligible. So crank up your Game Editor and start designing!

Rewaxd: GandPrize $1000 ( winner) - 2nd Prize: 1 Framed Cranston Fine Arts Print,
Worthup {0 $300 (2 winners) « 3rd Prize: Gift Certificate for a free game from SS1 Direct Sales (20 winners)

RE[]U][EIHEHIS: Scenarios must utilize a 100 yard scale on a minimum 50 x 20 hex map. Scenarios must be between
15 and 25 turns in length. Scenarios must feature land troops with a minimum of 2,000 froops and 8 game units per side.
Scenarios copied from AGE OF RIFLES or any other computer or paper game will not be accepted. Scenarios must be
created using the AGE OF RIFLES Game Editor.

Send your scenario, by pre-paid'U.S. mail, on a 3.5 inch [BM® compatible floppy disk, along with your name, address and
phone number printed on a 3 x 5 inch card, to the address below. Scenarios must be postmarked by December 15, 1996.

5> AGE OF RIFLES CONTEST * Computer Gaming World e 14th Floor ® 135 Main St. ® San Francisco, CA 94015

All scenarios submitied become the sole property of SSI and will not be returned. Criteria satisfaction will be determined by a panel of S81 Development and Computer
Gaming World editorial staff. Their decisions are final. SSI is not respansible for lost, late, stolen, damaged or misdirected mail. The random prize drawing of eligible entrigs
will be held no later than January 15, 1997. Random drawing will be conducted by Computer Gaming World. All decisions are final. All winners will be notified by phone
within ten days, and then by U.S. mail. Winners who cannot be contacted by phone and whose prize nolification letters are returned for feit their prize, and new winners will
he substituted via random drawing. Odds of winning depend on the total number of eligible entries received. All tax liabilities are the sole responsibility of the winners. Gift
certilicate redemption is limited to available stock. No purchase necassary. No prize substitutions, Void in Rhode Island and where prohibited. Contestants must be 18 years
or older. Cantest open ta/LLLS. residents only. Employees of Mindscape, SSIand Computer Gaming World and their immediate family members are not eligible. For a list of
winners, virite to the above address alter January 15, 1997, Contest sponsored by SSI. To contact 551 regarding this contest; write to the address above,

WARGAME CONSTRUCTION SET and AGE OF RIFLES are trademarks of Strateaic Simulations, Inc., a Mindscape -

Company. ©1996 Strategic Simulations, Inc. All rights reserved. All other trademarks and registered trademarks are \';lx".\
the property of their respactive holders. Bicss
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STRATEGY/WARGAMES

The Washmgw

Of Spears

ZUWviR! Is Balanced, Tense, And Above All, Fun

ince PANZER
CENERALS un-
aAway Success,
some hard-core
wargamers have
begun to decry
the demise of
“serious computer

wargames.” Al

first glance, they
seem to have a point:

P PanzER GENERAL, although ineredibly
addictive, can hardly be called a “serious”
wargame. There are a number of combat
factors that PG abstracts, including sup-
plv, morale, and replacements, so those
looking for great historical insights on
WWII probably won't find them.

¥ 'The biggest strategy hits of last year were
Coaniann & ConoveR and WarCRARI
1. The former had ludicrous fog of war
rules: despite satellite technology, vou
couldn't see a tree a hundred vards away
until vou sent a scout o recon. The latter
had too little qualitative difference
between comparable Ore and Human

» Given that Tom Clancy teamed
with Larry Bond to use the lat-
ter's Harpoon miniatures system
to “test-game” battles in his Red
Storm Rising novel-and that he
was on the Avalon Hill advisory
board for a time-it comes as lit-
tle surprise that Clancy is
involved in the production of a
computer game from Simon and
Schuster Interactive. Tom is evi-
dently writing the script for the
game, which is going to be

forces. Within the sci-fiffantasy realm,
both Mastir oF ORON and WARLORDS
I (designed some two years carlier) were
more “realistic” strategic simulations,
prompting some to call C&C-type games
“the great slep backwards.”

¥ The biggest strategy hit so far this year is
Cv 1. Realism sticklers have a field day

with this title, citing how calapults

1 -

(despite low odds) can

sometimes take out units

unrealistic it is to have
high-tech medical
advances in the 19th cen-
tury, and so on.

wargame design flounder-

anyone who can’t enjoy
the focus, great computer

Sois the state of with anothe

armed with guns, how Simulations

N act C+a1 I:"
ing? Hardly. I really feel for -dol JLdlil

thriller. ”

AVOID TEMPTATION Here the British player makes the
common mistake of splitting his columns to pursue Zulu
forces. Unbeknownst to him, there are several rabid Zulu

opponents, and wonderful
campaigns of PANZER
CGENERAL and CVILI-

warriors just out of recon range.

developed by a company in
Research Triangle Park, NC,
known primarily as a 30 Web
site tool builder. The product is
set for release in late 1997.

» Talonsoft's Battleground series
just keeps getting better (see
Johnny Wilson's review of StiLod
in this section). Next on tap is
Antietam, the bloodiest day of
fighting ever on the North

American continent. The design
Mrcontinued on page 265

2x110N 11 Certainly, the
success of C&C and
WARCRAFT I will spawn a host of real-
time imitators, but that doesn’t mean that
turn-based historical games are dead-far
from it. The irony is that PG, Civ 11,
C&C and WARCRAFT 1] are more alike
than their detractors admit. After discov-
ering SVOA graphics, multimedia and
lush sound, it’s doubtful that wargames
are going lo return to the days of yore. |
have a lol of respect for Gary Grigsby, but
given a choice between Paciiic War and
STEEL PANTHERS, it's obvious that the lat-
ter is no less realistic and a heck of a lot
maore playable.

Ah, but I'hear vou say, “PAciFic War

OCTOBER 1996
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Price: $44.95 (+
$4.00 s&h)

Required: 386 or bel-
ter, Windows 3.1 or
better, 4 MB RAM, 3
MB hard drive space,
SVGA graphics,
Windows compalible
sound.

# of Players: 1-2 (hot-
seal & e-mail)
Designers: Jeff Lapkoff
and Dennis Bishop
Publisher: Incredible
Simulations

Oak Park, IL

(408) 554-8381 (HPS
Simulations)

Reader Service #: 340

TERRY COLEMAN

has more depth.” It certainly is more work
than StreL Pavinegs, Fll grant you; but
it's also outdated and elunky, despite
Grigsby’s veomanlike efforts at updates.
Steen PANTHERS contains just as many
“Grigsby formulace” as its storied prede-
cessor, hut the complexities of the design
are miligated by the much more user-
friendly interface.

SHARPENING THE SPEARS

What makes this discussion all the
more interesting is that the Tatest design
from Incredible Simulations lands
squarely in the middle of the “realism
versus plavability” debate. Just calling
ZULUWARL another of those “Tast stand”
games doesn't really do it justice. Much

- {,

C ]

= IPS!
Tips For ZuluWar!

» Once the tide turns against the
Zulus, Cteshwayo generally flees

= 5 =

toward the upper left corner of the
map. Make sure to coordinate your
late reinforcements to surround the
Zulu king.

b As the Zulus, ambush the British

ment this requires often leaves little for
entrenched camps.
» To balance a game belween a new
and veteran player, give the novice the
Natal Zulus for extra firepower, but not
with the Guerrilla option.

i e e e s e
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BLOOD & FIRE Afler a victory (note the skull symbol), Zulu impi
and go home to celebrate the victory. Don’t win your battles too close to home, or the
remaining British will burn your kraal (as here) before your units can regain formation.

like the BAFILEGROUND Series from
Talonsoft, Jeff Lapkoff’s designs have
improved with each new installment.
DEFEND THEALANO! was actually real
time, which worked nicely o capture the
feel of Texan delenders, far too few in
number, trying to cover all the holes in the
Alamo’s delenses against overwhelming
Mexican forces. CUSTER'S Last
COMMAND let you play either “Yellow
Hair” or Crazy Horse in a traditional turn-
based setting. The number of “what-if”
oplions, combined with the competent
comphiter opponent to make for lively
and fairly balanced play—a nice job, espe-
cially considering the controversy of the
subject matler.

Z0LUWAR! marks Incredible
Simulations” most ambitious design yet.
Unlike Custir, the scale of the Zulu-
British conflict can't be confined into a
platoon-level game, 1T you simulate only
Rorke’s Drift, you lose Islandhwana, for
cxample. ZULUWAR thus fakes on the
entire campaign, showeasing the Zulu
warriors’ superior mobility versus the
incredible firepower of the British Army.
Tirns are five days each-by contrast,
Aol look only 13 days to recreate the
entire siege—and Iwo miles per hex,
appropriate for the battalion level maneu-
vering il simulates,

STIFF UPPER LIP, WHAT?

As British commander Lord Chelms-
ord, you face a daunting task: to subju-
gate the native tribes withoul taking too
many castallies=shades of Desert Storm,

Your task is madle all the more difficult by
Dbad weather, disease from the harsh
African climate, and an angry army of
fierce Zulu warriors, some 50,000 strong,
If you are too cautious, the Zulu forces
will become bold enough to attack British
camps; too bold, and you'll return home
in disgrace, having lost to a “group of sav-
ages.” Evenif you find the right march
tempo, however, you may find that victory
cludes your grasp long enough for the
Zulu king, Cteshwayo, to sue for a more
favorable peace.

When portraying Cteshwayo, you must
keep your royal personage away from the
insidious British until the gods grant your
brave warriors the final victory over the
hated foe. Your warriors are fleet of foot,
and they have more firearms than the
enemy suspects (vou may adjust the per-
centage of Zulus carrying flintlock mus-
kets when selting up the scenario).

IT IS A GOOD DAY TO DIE!

In normal combat, the British begin
with any machine gun fire, then the two
sides exchange rifle fire, and finally meet
in hand-to-hand combat. A popular Zulu
tactic is to try and ambush the British,
where the natives get to fire first, and their
superior melee strengths are deadly. The
British counter by buming the Zulu
kraals, putting the warrior impis out of
commission permanently. The fog of war
rules require the British 1o use their cav-
alry for recon, and keep Chelmsford's
columns from getling oo cocky. For
British players who have memorized



f the histori-
cal alterna-
tives avail-
able, the best

bet for the Zulu player is

1o opt for the “Guerrilla"
war, avoiding huge battles
in an attempt to frustrate
the British. This isn't
mere design chrome, but
a viable historical alterna-
tive=the British were horri-
fied at the prospect,
Think about how badly
the British fared when
facing guerrilla tactics
during the Boer War just

the location of the Zulu keaals, just rn-
domize their setup hexes before starling
the seenario,

‘There are a lot of nice touches in the
design. If, for example, a particular British
unit doesn’'t move its full allowance, what-
ever movement points it has remaining
are tumed into fortification. Soif you're
foree-marching your columns to the lim-
its of their endurance in an attempt to
keep up with the Zulus, you won't have a
forfificd camp to cover your assels when
the inevitable counterattack comes,
There is a real templation for the British
player tosplit his columms inan attempt
to pin down the Zuln forees. He often
suceeeds—at a terrible cost, Similary, the
Zulu player is enticed to go after British
forces in headlong assaults before enemy

W¥rcontinued from page 263

features some command control
restrictions on the Union to pro-
vide the proper historical bal-
ance, plus a “what if McClellan
woke up" scenario where the lit-
tle Napoleon can end the Civil
War in a single battle. After
Antietam is published, the series
returns to the 20th century with
BG: Sinal.

» In a departure for Talonsoft,
the upcoming AGe oF SalL will be
real time rather than turn-based.
It will be interesting to see how

»
D
=
—
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reinforcements arrive,

‘There's no magic formula that gives
vou the “best” winning chances, making
ZULUWARL a very replayable game. Also,
the :‘;.‘IIIIQ"H asyinmelric nature ||cI|)r- lo
keep the outcome in question, often
until the last few turms. The Al is stronger
than in most wargaines, and will try dif-
ferent strategies from game to game. Bul
where ZULUWAR truly shines is in two-
plaver mode, as there are mmierons
opportumitics for feint, manuever,
ambush and bludgeon, even in the
shorter scenarios. The better vou know
vour opponent’s stvle, the more devious
vour strategies become.

EYE OF THE BEHOLDER

Now, as an “old guard” gamer mysell,

the flow of play-you can give
orders to formations as well as
single ships-compares to Avalon
| Hill's Woopen SHips & IRon Men.
- Expect a sneak preview as soon
- as the game system s filled out
. enough for a test sail.

» Interactive Magic is happy
- enough with the success of
. AmEericAN CiviL WAR: FRoM SUMTER
10 ApPOMATTOX that they have
- reached an agreement with Frank
* Hunter to publish a similar title
- on the Napoleonic Wars, probably
next year.

TERRY COLEMAN

a few years later,
against troops
nowhere near as fero-
cious as the Zulus.

The “Hollywood"
scenario is exactly
that-about as realistic
as slave ships in Ben
Hur. But don't let that
stop you from having
some fun here. This is
a good way to get
your first win against
the Zulus, and it

PLANET HOLLYWOOD Cteshwayo wouldn't recognize these warriors, but | makes for a really
the fanatical charges help sharpen your defensive sidlls for the real game.| short game, regardless

of who wins,

I find myself Taving to ask: “ls ZuLuWar
realistie?” Given its operational scale, the
game cerlainly has a dilferent feel tan

sa, a Civil War or WWIT historical epic,
Theres enough Mavor with the Maxim
miachine guns, the buming keaals, the Zuln
ambushes-but those who want this ganme
to be “Chelmsford’s Last Command” may
want more tactical detail. On the other
hand, ZULUWAR is psychologically realistic,
because it puts you in the mindset of the
military lealers of the period.

Inthe end, ZULUWAR is a good exam-
ple of where wargames are headed these
days: well-balanced, tense, and enjovable,
it's a more than passingly historical game
that achicves its goals withoul becoming
mired in compleity for its own sake. And
for obscure subjects like these, you're
going lo get a lot more gamers hooked on
wargames with ZULUWAR than you are
with a dozen TacOPs, for all the latters

claims of superior “realism.” %

PAPPEAL: Anyone who wants a fun,
playable game on a relatively obscure
subject.

PPROS: Tough computer opponent;
unique situation handled simply but
fairly realistically; tons of clever
“what-ifs.” 3
PCOMS: Because
of the operational
scale, tactical
detail is lost, and
Custer/Alamo fans
may feel slighted.
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Catapules are excellent for
creating “backdoor” attacks and
catching your rivals by surprise.
Douse the enemy with boiling oil
— but beware of flaming arrows!

File

Storm the
castle using
siege towers.,
Use the
mini-map to
plan Lroop
positioning.

Break down castle
walls using the
mighty catapult.

When victory
is imminent,
use the
l‘an-Up"
tool to finish
off the enemy.

Build your own medieval weapons including swords, maces,
pikes, crossbows, longbows, knight armor and pitchforks —
hey, the peasants gotta have something to fight with.

All herald the arrival of Lords of the
Realm II. It’s the late 13" Century and
the Crown of England is up for grabs. It’s
time to sharpen your pitchforks. Round
up your archers. And fortify your garrison.
[ts a fight to the finish against your fellow
e 1o hesd lords. Where the winner becomes King.
And the loser has bloody hell to pay.

Reallime Batthes

. A sequel to the award-winning Lords of
il o ibe s the Realm, this medieval strategy/action
. game separates the men from the boys.
With challenging new tactics. Rich ani-
mation. Armor-piercing weaponry. And
real-time battles that are frighteningly
cuthentic. An improved interface makes
start-up easy. Plus, you can clash head-to-
head via modem, or 4 lords can lay siege
at one time via network.

Authentic

nedienal weapoes

Prepare to smash your way to the throne
-in the battle of your life. Because in the

(The Siege is On!)

g s 1-E R R4 : end, you're either King — or you're dead.

Impressions oesigned by impressions sottware
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Price: $44.95

System Requirements:
IBM-compatible
Pentium PC or
PowerPC 601 for Mac,
8 MB RAM (12 MB for
Mac systems), 2x CD-
ROM hard drive, SVGA
graphics, 20 MB hard
drive space, Windows
95, Windows 95-com-
patible sound card,
mouse, TCP/IP connec-
tion for two-player net-
work games,

# of Players: 2
Protection: None (CD
must be in drive)
Designer: Keith
Zabalaoui, Atomic
Games

Publisher: Microsoft
Redmond, WA

(206) 637-9308
Reader Service #: 335

REVIEW ¢ CLOSE COMBAT

p Glose

And Personal

CLose Compar Captures The Feel Of World War Il Combal

by Patrick C. Miller

f someone had told me a few
years ago that | would be playing
and enjoying a real-time historic
war game published by Microsoft
that ran under Windows, [ would
have laughed. Well, here’s CLOSE
CompaT, available for IBM-
compatible PCs and Macintosh
PowerPCs, and I'm not laughing
anymore. Designed by Atomic
Cames and published by Micrasoft, it
looks, sounds and plays like nothing clse: a
game that not only convincingly portrays
the blood-and-guts feel of close-range
combat in World War 11, but also gives
players a plausible taste of what it must be
like to be in command of real soldiers.
Civen the long, sometimes tortuous,
development that as surrounded this
game since it began as BEYOND SQUAD
LizapER under Avalon Hill, lets first define
what Crose Comparisn't. Itisn't a com-
puterized version of the popular board
game, Squad Leader. Iians of turmebased
games who prefer lo contemplate their

HUNGRY HEDGEROWS Just as in World War Il fighting
through the hedgerows of France's bocage will present a
unique tactical challenge for the Americans.

cc OCTOBER 193

A BRIDGE TOO AURE If you wanl o win, you'll have to use smoke
to hide your maneuvers. Here, the Americans lay smoke with their
mortars in preparation for an assault across the Aure River.

moves and conrol their units’ movement
and fire shouldn't automatically dismiss
Crost Comuar, but they should recog-
nize that it's quite different from the games
to which they're accustomed. 1 ikewise,
real-lime stralegy gamers expecting a
Covmand AND Conpur-like experi-
ence might find the game’s emphasis on
realism and its sluggish gameplay to be less
[un and more work
than they anticipated.
What CLOSE
Compar does best is
simulate small-scale
engagements fought
in the six weeks fol-
lowing the Allies’ suc-
cessful invasion of
France. The units
depicted belong to
the 29th U.S.Infantry
Division and the
352nd Genman
Infantry Division. As
the Americans, your
objective is to reach

the town of Saint-
Lo and drive the
Cermans out,
opening lhe road (o
Paris. As the
Cennans, your goal
is to delay the
American advance
as long as possible.
There are 39 battles
that ean be fought
individually or as
part of a campaign.
The battles are
highly tactical
alfairs, often fought
in the space of sev-
eral hundied yards, usually involving an
infantry platoon, support weapons and a
few armored vehicles.

I CAN'T TAKE IT!

What makes CLOSE COMBAT interest-
ing and unique is its treatment of soldicrs
as hunman beings who sometimes pull
bonehead stunts that get them killed and
somelimes perform acts of ineredible
heroisn, The game is based ona psycho-
logical model of combat stress developed
by Dr. Steven Silver of Tenple University.
[£ach soldier’s physical and emotional state
is monitored to determine how he reacts to
circumstances affecting his ability to follow
orders and perform effectively in combat.
"This means hat battles are less about
inflicting casualties and seizing objectives
and more aboul destroying the enemy’s
will to fight.

Battles can be played at an easy, normal
or hard level of difficulty, which deter-
mines [he forces you and the enemy
receive. You can't chaose or customize

your unils. The computer autonmatically
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* You ARE SPIDER-MAN....
CAN YOU DEFEAT YOUR DEADLIEST FOES?
e e S ® Cool Spider-Man computer animation, 3-D hackgrounds, and original music!
7 ' » Six different story lines and outcomes based on how you play!
V] * Four difficulty settings let you determine the challenge for Spider-Man fans!
pr = = ‘ ‘ - e * Web-spinning, wall-crawling action sequences and brain-teasing puzzles!

' 4 & s * Direct links to the Spider-Man: The Sinister Six World Wide Web site
7 LAY 5 and the Marvel Online site! T
L /A et $39.95 CD-ROM for Windows® 95

o TR\ and Windowse 3.1
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- THE TOTALLY NEW, TOTALLY HOT GAME [" RIS
BASED ON THE CLASSIC FILM BY MicHAEL CRICHTON! h
*A revolutionary combination of pulse-pounding action,
split-second adventure, and engrossing strategy!
*High-speed movement through three adrenaline-pumping true 3D worlds!
eIncreasingly difficult levels of chaos!
*20 different characters with distinct personalities and responses for a different
game every time you play!
*Combine objects to mﬂEe new ones in the full-featured inventory system!
eDirect link to the Westworld 2000 World Wide Web site for multi-player use!

$39.95 CD-ROM for Windows® 95 Available at your local software stores this falll ~ c/cic roacer senice 2125

Marvel Comics Spicer-Man:The Sinister Six # of copies: x $3995 = Name:

Westworld 2000 # of copies: x $3995 = Address:

New York residents add 8.25% sales tax = Cty:  State:___ Zip:
Shipping/Handling in US. (please call for shipping rates outside US) = 3495 Teb___ EMail__
Total = Call 1-800-945-3155 or Fax 212-633-0332

- Check/Money Order [ Visa [ Master Card [ Amex welcome@bpme.com htip:/ /www.byronpreiss.com

Send eaupen 1a )

&S N PRe "y
crdtt—  Byron Preiss Multimedia Company, Inc. & i
Exp.Dater 0 [ Please send me o free catalog 175 Fifth Avenve, Svite 2122, NY, NY 10010

Marve! Comics, Spider-Mon, Peter Parkes, Mory Jana Watson-Parker, Habgoblin, Dr. Octopus, Vulture, Mysterio, Chameleon, Shocker und the distindive hkenesses thereof arc rademorks of Morvel Charoders, Inc. ond ore used with permis- %3 7 o
sion. Copyright © 1996 Marvel Cheracters, Inc. Al Rights Reserved. Westworld © 1973 Tuner Entertainment Company. All ights reserved. Westworld and ollother reloted charodters and elements ore trodemarks of Tumer Entertainment [IHE




REVIEW ¢ CLOSE COMBAT

(lose(ombat Survival Guide

lay as the Germans first, Defense is

easier and you have fewer units to

W command. Panzerfausts give

- German riflemen anti-tank capability.
During deployment, you'can check a

unit's line of sight by pressing the Alt key

Use the team monitor at the lower
left to give orders. Double-clicking on
a unit will select it and center the map
on its location.

To fire mortars, get the target in
sight, single-click on the mortar in the

while selecting the unit. team monitor, press the C key and
If e\mms:a;e moving too fast, set the then click on the target.
game speed o slow or medium. If you've selected an order you've

To issue orders, use the keyboard com-
mands: Z = Move, X = Fast Move,
C = Fire, V = Smoke, B = Defend and
N = Hide.

When the battle starts, immediately issue
a defend command to your entire force to
avold having units act on their own.
 Use the zoomed out view to minimize
map scrolling. On the Jump map, click on
the area you want to view and then zoom

decided not to give, pressing the Esc
key will cancel it.

It's easier to find and see your units
if you don't display forests.

To back up a vehicle, give it a nor-
mal move order (Z key) and then click
an inch or two directly behind it.

You can change a unit's target or destina-
tion by dragging and dropping its fire or
movement dot to a new location.

THE BIG PICTURE It's not exactly pretty, but the
zoomed-out map allows you to issue orders easily,
keep an eye on everything, and quickly zoom to
areas requiring your attention.

in. This map also labels spotted enemy
units, helping to quickly identify the most
significant threats.

deploys your units, but you have the
opportunity lo reposition them before
combat begins. Onee the action starts, it
doesn’tstop until one side’s morale fails or
both sides become exhausted. Unfortu-
nately, you're allowed no apportunity to
give orders prior to combat, which initially
can foree you to issue frenzied instructions
in an effort to avoid pointless casualties.
"There are six unit commands: Move,
Move Fast, Fire, Fire Smoke, Defend and
Hide. (Strangely; there is no command to
cease fire). While this sounds simple, mas-
tering tactics in the hocage (hedgerows)
and on the streets of Saint-1o is anvthing
bul casy. The artificial intelligence is quite
good at infantry tactics, but less impressive
at using armored vehicles. At battle’s end,
each side receives a score based on the
number of casualties inflicted, objectives
taken and vehicles and guns destroyed. You
can also view a detailed breakdown of how
cach man performed during combat, and
von can save a replay of the battle. Two-
player network play is supported through a
TCPAP connection, enabling play ona
LAN orvia the Intemet. Direet modem-to-

II]ULIL‘I nconnechons are nol '\lll)|'}!}1'tk'l|.

WHEN YOU WIN, YOU LOSE
In the campaign game, the Americans
strive to improve on the U.S. Army’s
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actual performance by attempting lo
advance ahead of the historical timeline.
‘The Germans try to put the Americans as
far behind schedule as possible. Some
players might be put off by the game’s use
of “dynamic play halancing,” which is
intended Lo keep one side [rom gaining so
great an advantage that they casily breeze
through a campaign. In theory, the idea
hias merit, but in practice, it has the effect
of penalizing suceess and excusing failure,
Crost Compat is a good game, but it
could have been better. Some will find
gameplay extremely frustrating, not
because the game is tough to leam, but
because the best technigues for giving
orders and moving around the map are
largely ignored in the manual (see side-
har). These amissions, combined with the
real-time system, slow map serolling and
delayed responses to mouse elicks, make
the game seem more difficult than it is and
more [rustating than it should be. Micro-
soft shotitsclfin the foot by failing to pro-
vide il('L‘till.‘lll' documentation on how to
best play the game. Of cowrse, you coudd
plunk down $16.95 for the Microsoft strat-
egy guide advertised in the manual.
CrLosE Comparis unmatched inits
ability to provide a realistic and challenging
experience from the perspective of a World
War Il infantry licutenant. However, the

biggest question mark is its replay value as
asolo game. Once you've mastered the
tactics and played the campaign lo its con-
clusion from each side, there’s little incen-
tive to revisit the game, Its focus is too nar-
row, its depth too limited and the capability
to create custom baltles is nonexistent.
Still, CrLosE COMBAT is a unique and
innovative work that provides multiplayer
capability and breaks new ground in real-
time wargaming, If Atomic can improve
and expand on the concept, the best may
be yetto come. &

PAPPEAL: Players seeking a realis-
tic, challenging real-time simulation of
highly tactical World War Il infantry
and armor combat.

PPROS: The graphics, sounds and
comhbat model make Ciose Comaar an
outstanding “you are there” real-time
simulation. The artificial intelligence
is generally strong and realistic tac-
tics are required for success. Two-
player network play is also provided.

»CONS: Sometimes sluggish perfor-
mance, even on high-end Pentium sys-
tems. Lacks docu-
mentation on key-
board commands
and shortcuts,
has no scenario-
editing capability
and its focus is
too narrow.
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Violence. Explosions. Profanity. It's a Drink beer, visit exotic lands, Amazing Artificial Intelligence
game designed fo become an obsession. kill the inhabitants. plays like it’s got one. (A big one.)
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Price: $49.95

System Requirements:
486-DX33 (Pentium 70
or better recommended),
Windows 3.1 or 95, 8
MB RAM (16 recom-
mended), 2x CD-ROM,
SVGA graphics, 5 MB
hard disk space, mouse,
Windows-compatible
sound card.

# of Players: 1-2
Protection; None (CD
musl be in drive)
Designers: John Tiller,
Jim Rose, Joseph
Hummel and Charles
Kibler

Publisher: TalonSoft
Software

Forest Hill, MD

(410) 821-7282

Reader Service #: 336
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REVIEW ¢ BATTLEGROUND 4: SHILOH

‘Sahhath

Slaughter

Barr.eGrounn 4 Recruits Gamers For Bloody Shiloh

by Johnny L. Wilson

he sun creeps over the hori-
zon, as Lnion soldiers stir
from their tents on a peace-
ful lennessee moming, The
calin is broken by the cerie
sound of a Rebel Yell, and
the disorganized Yankees are
driven to scramble for
defensive positions, Tvo of
these, the Hornel's Nest and
Bloody Pond, evoke images of bitter
strugele through their very names. Irom
the death-dealing buzz of Minié balls at
the former to the pathos of wounded
and dving soldiers ving for a last, per-
haps life-saving drink al
the latter, these places
are as tuch a part of
onr Civil War memories
as Pickelt’s charge at
Celtysburg, In fact,
Shiloh was such an
ungainly slaughter that
it scemed to prove the
point of the brilliant
Prussian general,
Helmuth von Moltke,
that the American Civil
War was merely “a
struggle of two armed

mobhs.”

“I'VE MET THE ELEPHANT BEFORE
AND THE WAY TO DO IS TO KEEP
COOL AND AIM LOW."

Private A. C. Voris of the 17th Winoks

BartisGrousn 4 Stntottis a brilliant
design for illustrating the chaos of
American Civil War battles in the West.
The package includes three historical bat-
tles (Shiloh, Wilson's Creek and Prairie

CcG OCTORBRER 1946

B2 01, I ha Datite of Wilsor's Creck

Crove), nine minibattles
within the Shiloh conflict
(from 7o 37 turns in
length), and four “what-if”
scenarios (one for Wilson's
Creek and three for Shiloh).
Whatever your preference
inlerms of Union or Con-
federate, playing all of the
seemarios will give vou
ample opportunity for cr-
ing altacks or bold defenses.
Perhaps the most inter-
esting difference between

SHiLoH and its predeces-

BODY COUNT Casualties for this Wilson's Creek replay are
about 1,500 casualties higher, respectively, than the
Union's real 1,235 and the Confederacy's 1,095.

sors, however, is the troop mix. The units in
these battles are Fargely untrained and
undisciplined. This means that they
become disrupted more casily and roul
more frequently than they do in the other
games of the seres. In terms of history, il
means that you can vividly see Sigels ad-
vanee falter at Wilson's Creek or watch in
wonder as entire units rout after their first
experience of receiving fire. In game terms,

it means that vou have to become a master

BRONZE MISSIONARY Cannon such as the one aimed at
this Union unit were supposed to “convert” the enemy or
“send them to kingdom come.”

of improvisation. Dicl that vanguard gel
decimated charging the hill? Better get vour
leadders over 1o the outed troops and try to
rally them at the same lime as you're draw-
ing your enemy’s attention witha (|ui(‘k
mancuver on the fank,

"The relative inexperience of the troops
also means that, inmost of the scenarios,
you'll want to trade speed for covering
terrain, The battlefields in StLon have
extremely wooded terrain and a great vari-
cly in land clevation. ILis well worth it to
lake an extra turn or two Lo travel through
the trees in order to bring your full-strength
and undismpted units adjacent to the
enemy before they take any damage.

In BArn s Grousn: GETIVSBURG and
BarneGrouxn: WATERLOO, maneuver-
ing was elegant and purposeful-a military
ballet of sorts. In StuLo, you depend on
quick moves and conntermoves—more
of amilitary sock hop where you ad lib
vour moves based on morale caleulations
and lerrain opportunitics, BOW gamers
may miss the infantry squares and cavalry
charges, but all BC fans will probably like

what the simaller units and increased
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MPLES=allows you:io buil 1€
e in the end _ ught between 1846 and 1905. Choose
paigns and 60+ scenarios — including 3 Civil War campaigns, 1l |
Var scenarios. Or create your own battles using the Campaign Editor! 'RIFLES :'

and 95

y § 1848 1905 |
TO ORDER: . i g @ T
Visit your retailer or \ e
call 1-800-601-PLAY
with:Visa/MC (North
Americaonly).

WARGAME CONSTRUC-
(TION SET and AGE OF
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/8 Mindscape Company.
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Simulatians, n. All rights reserved,
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REVIEW ¢ BATTLEGROUND 4: SHILOH
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7.3

FOOL ON THE HILL After an overly aggressive Union
charge at Prairie Grove, the Rebels pushed the Yanks to
the edge of the map.

emphasis on morale (not to mention
shorter scenarios) do to gameplay:

“THE SEARCHING BULLET FOUND
MANY AN UNFORTUNATE IN HIS BED.”

Mejor Gearge Mason

Another interesting aspect of SHILOH is
that the battles of Shiloh and Wilson's
Creck were surprise altacks. At Shiloh,
General Sherman insisted that no attack
was coming, even when his own officer

Spanishaeedlesina fencecorner”

Uinion defender at Shiloh

REBEL HELL Since SHitox is a hex-based system, make
sure you make your melees count. Surround the defend-
ing unit, so that if it has to retreat, it will have to retreat
through a Zone of Control (ZOCs are the hexes immedi-
ately adjacent to your unit), If there Is no other avenue
of retreat other than through the ZOC of your unit, the
enemy is totally destroyed. This has the advaniage of
not only clearing the hex, but scores extra victory
points, as well.

cG OCTOBER 1795

reporled that Conlederates were coming
in force. At Wilson'’s Creek, the rebels
didir't even believe the eanly sounds of
rifle fire when they heard it StiLon simu-
lates the surprise attack aspect very well
using the “fised” troop method (familiar
from the other games in the series) where
units are not released unlil the appropriate
point in the simulated day of battle. It's
fascinating to waleh the effects of hostile
fire on an unsuspeeling enemy:

Further, it seems like the Al has been
adjusted to become more aggressive in
SHion than it was in BGG and BGW. |
particularly noticed this when | was com-
manding the Confederates during the
Prairic Grove scenario, Contrary Lo his-
tory, where Union General Herron
awaited the rebels inthe timber atop an
Arkansas hill, the outnumbered Yankees
charged down the hill and into a deadly
crossfire from my troops hidden in the
woods. By the time General Blunt's troops

0 0. 1 ha althe of Steksh
firrioce Suhn Dicky A1 Scepwl Qeiord Heo

1062 Unson Navament Fhare, Dir

April 6t or any subsequent night (he died
trving lo rally demoralized troops). In
SHILOH, as in history, the :_;unbn;tt.s are
thorn in the Rebel side. To simulate the
impact of the gunboats, Stior allows
thein to use indireet fire (fire atany largel
within rnge, regardless of line of sight).
The existence of the gunboals makes
playing the Union interesting, even if the
catly going does look like Johnston’s plan
of rolling up the right and powering
through the center is going to work,
Union players always know they have an
acein the hole.

“T GIVE UP ALL IDEA OF SAVING
THE UNION EXCEPT BY COMPLETE
CONQUEST.”

General U, S, Grant

immedictely after Shiloh

At this point, | simply have to admit
my bias. It may be that [have simply
become more and
more comfortable
(and more and more
pleased) with the
BC system. With
more aggressive Al
more fascinating

music EIIIL! more

inleresting scenarios,
'''' I just can’t stop plav-
ing. o me, SHILOI

is the best inan

(47,471

already excellent

THE BLOOD BOAT Death was the Union army’s cruise director
when these floating artillery units pulled into port.

arrived lo reinforee |Herron, his troops
were routed from the map and my forces
controlled the objective hexes.

The other improvement in the Al
seems o be in target prionitization. The Al
nses counter-battery fire better than |
remember it in either BGC or BCW, and
it appears to hone in on weak units better
than it did in the other BG games,

“TONIGHT WE WILL WATER OUR
HORSES IN THE TENNESSEE.”
Ceneral A.S. Jolmiston

Of course, Johnston didn't get to water
hiis horse in the Tenmessee on the night of

series. Taken froma
reviewer who prefers
Napoleonic battle-
ficlds 10 ACW killing grounds, that
should say something. The BG series is
special and gelling more so. %

rAPPEAL: Comhbines the best
aspects of miniatures and bhoard
games with the distinctive Barmie-
Groun visual style.

MPROS: Challenging Al, fascinaling
scenarios, perfect music, interesting
terrain and new
gunhoats make this
the best BarLe-
Grounn yet.

PCOMNS: Some

people won't like
the necessary
micro-management.




rom acacde-
mics like John
Mearsheimer
to political
colummists like
P.J. ORoutke,
many com-
mentators
have remarked
that the
United States needs an
extermal enemy: As a
Canadian, Twould have to
disagree. Ina computer
game, though, opposition
is a necessity. And a com-
puterized president needs
anenemy—or more than
one. CyserJunas has ene-
mies in unexpeeted plices,
In Merit Systems” Cyserjunas, the
sequel to Stapow Presipent (SP), play-
ens Like control of the foreign policy and
budget of the United States. As in SP, lit-
tle or no domestic policy is involved, and
plavers spend most of their time looking
outward, CysERJUDAS builds on the solid
international model of SP, putting players
in command of a wide range of foreign
policy options, both nasty and nice,
Players may opt for one of three situa-
tions: Presidential Simulator, Cabinet
Wans, or CyberJudas. In cach game, you
must keep your popularity level high
enough to ensure re-election, while
attempting to boost a number of other
indicators of success, including your
effectiveness, the level of conflict in the
world, and the global stanlard of living,
You may use the full range of diplomalic,
economic, military, and covert actions in
support of your aims. The effects of your

CYBERIJUDAS  REVIEW

Hell To The

Iry Playing President With A Traitor In Your Midst

ON TOP OF THE WORLD In CveerJuoas, you play the ultimate role, that of
U.S. president, vying for world dominance, seeking re-election and rooling
out corruption in your administration.

actions are shown for both the United
States and the target country:

The level of detail in CysERJUDAS is
superb, with a highly complex set of inter-
actions between vour policy options and
the eventual outcomes bath at home and

abioad. For those not faniliar with forcign

policy strategies or international relations
in general, though, this level of complexi-
ty could be daunting,
Assignificant problem with both
Stanow Presipent and the
Presidential Simulator in
CyBERJUDAS is that the world is
just too benign. In this aceurate
model of the post-cold war envi-
ronment, the United States has an
abundance of military and eco-
nomic power, and generally has
an casy lime gelling what il wants,
This may be a good place to be in
reality, but it’s not so good if
vou're looking for a challenging

Chief

by Tim Carter

evening of gaming,

The designers have
moved o overcome this
problem by adding in
additional game situa-
tions. In Cabinet Wars,
your advisors [orcefully
push their own agenclas,
which may not match
vours and certainly won'l
match each others” Your
cabinet is a pretty touchy
lot, and threats to resign
will pour in once you start
disagrecing with them.
However, since the advi-
sors arc a key source of
information, ignnring

them makes winning con-

siderably more difficalt.

linthe Cyberudas scenario, one of these
individuals is actually a highly devious trai-
tor bent onyour destruction. This advisor
will take action without authorization, and
can make a mess of an otherwise peacelul
world. The presence of an enemy in your
midst, someone workin g .'|(‘l{\'cl}' against

you, adds remendously to gameplay.

GOOD DAY, MR. PRESIDENT Though your advisors
can be a good source of advice, they will often try
to push their own agendas.

OCTOBER 1995
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Price: 569

System Requirements:
1BM compalible 486-33
or better, 8 MB RAM,
20 MB HD space, 2x
CD-ROM, SVGA graph-
ics; supports Sound
Blaster compatible
sound cards.

# of players: 1
Protection: None (CD
must be in drive)
Designers: Robin
Antonick, Charlie
Athanas, Glenn Doren
and Brad Stock
Publisher: Merit
Studios

Dallas, TX
214-385-2957

Reader Service #: 337
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ARNDERSON,

I NEEDP A VOLUNTEER.

THAT TANK UP THE
ROABR? SOMEONE’S 6OTTA

TAKE IT OUY.

I NEEB SOMEONE I CAN
COURT ON. SOMEONE WHG’S

MAN ENOUGH TO RUN

THROUGH MACHINE GUN FIRE

TO GEY THE JOB DONE.

AND ANDERSON,
THERE COULD BE A MEDAL

IN IT FOR YA.



Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta
wife back home. Damn good soldier. You give him an order and he figures
out the best way to get the job done. So what's he doing cowering behind
that bombed-out farmhouse?

Saving his own butt.

That's what you should expect if you order him to do something 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.Gernans? X =
Which side you a weapon. Point and click and boom,

gonna take?

the shooting starts the second your

men step off Omaha Beach and it don’t let up "til they've

Wac™ vs. -
¥indows® 951 taken Saint-Lo6. Troops, terrain, situations —if you want

Which side

jou gonna taie? to get any more accurate, you’ll have to shave your head.

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

need is a TCP/IP connection. And guts. Cownload the trial
version and start jyour
To experience Close Combat visit your nearest basic iraining today.

recruiter or head straight for the battlefield
at http://www.microsoft.com/games/kickbutt/

Micresoft
bVIIERIZ DO YOU WANT TO GO TODA\-’!“l
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REVIEW * CYBERJUDAS

~ ThePathToTheOval OFice

ondering how to be a successful president? A
good rule of thumb is to start small and work your
way up. For instance, if you wish to deposg the
government of, say, Libya, don't immediately fos-

ler a coup d'elat, as your probability of success will be low.
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IT'S THE ECONOMY, STUPID Money equals success, so make sure
you encourage improved relations with powerful economic nations
like Japan and Germany.

Instead, spend a few months destabilizing the government and the
economy, then have the CIA place a strategic phone call to a gener-
al or two. Likewise, if you wish to build your social and economic
ties to an allied or neutral country, begin with a low-risk option such
as a cultural exchange, then gradually increase aid (if needed) while
launching more ambitious initiatives. Of course, there will be excep-
tions to any rule.

Getting your budget on track and making the U.S. economy grow
at better than the usual 2 to 3 percent is crucial to your overall suc-
cess. For one thing, lower taxes, high growth and a balanced bud-
get will do wonders for your popularity. Also, having extra cash for
massive foreign aid projects or increased military spending can
make a big difference in the success of your foreign policy.

My usual plan for economic growth involves balancing the
budget through military cutbacks and tax increases in the first
days of my presidency. Follow up immediately with a global free-
trade initiative.

This may cost you a few popularity points, but the election is a
long way away, and the resulting economic gains should allow you
at least two years of very high growth and significant tax cuts, with
money left over. Once the U.S. economy starts to grow fast enough
to produce a surplus, channel some money into infrastructure

Asaresult, the Cyberudas scenario opens
up new menus and options: You nol only
counter the traitor’s intemational
policy, butalso conduct your own intemal
investigation lo oot out the Judas. The see-
nario plays through three phases, cach with
its own Judas. So evenwhen you catel the
first triitor, you don’t have a “clean” cabinel.

“There are ways Lo ol out the taitor,
though. You may burgle hisher office, try to
break histher computer passcode, and
lavmich various other underhanded fricks in
pursuit of truth, justice and an election vie-
tory. Onee you have a suspeet in mind, you
can take action against the traitor—but he
carcful, some advisors have remendous
prestige and power and may not be casily
removed. Could Ford have fired Kissinger?
There are a variely of ways you can under-
mine the .'mlhl1ri|)'nf_mn|'r:\\n cabinet,
which hopefully should cut the culprit
down to size.

Still, even with traitors crawling all over
the While House, have to question the
designer’s decision to usc this particular
stralegy to liven up the geopolitical model.
Wouldn't it have been easier lo provide dil-
ferent world power balanees, thus giving the

cG OCTOBER 1005

investment, which will, in tumn, create even higher growth.

Unites Stales a few truly external enemies?
While [ wouldn't want to be the guy who
had to reprogram the entire database for the
1960s, thus reincamating the cold war, sure-
Iy it wouldin't have been difllicult to posit a
resurgent Genmany, Russia or China?

My disappointment is due, in part, to the
strength of the game's modeling of world
atfairs, and how the ULS. affeets them. Not
onlyis a full rnge of options available, but
the best results often come from patient,
well-planned strategies that require fairly
elaborate sequences of initiatives, as in real
life, Conversely, rash military operations are
punished fairly heavily, and the anned
forces really do become a tool of last resort.

Perhaps this is just a personal quibble, but
having so many neal loys seems i waste in
sucha dull sandbox. SHIL whenever alocal
crisis does enpt, an adventurous presicent
can easily make the world more lively and
challenging by setting very ambitious goals
and pursuing them aggressively.

A further erticism | have concems the
lack of victory conditions or a scoring sys-
tem. True, one must get re-clected (or in the
case of truly oubled administrations, avoid
coups and assassination attempts), but it

would be nice to have an additional yard-
stick against which one could measure each
game. (Of course, when playing the
CYBERJUDAS seenario, the goal is to cateh
the traitor, but even here it would be useful
and entertaining to have a Civ-like scoring
system based on the state of the world at the
end of the game.)

l i|lim;|tc.'|_\-', these are but minar com-
phants. On the whole, CYBERJUDAS delivers
what il promises, a detailed and relatively
accurate simulation of world politics, with
sonmie espionage and backstabbing thrown

in lo keep the pace moving. &

P APPEAL: For those who'd like to
experience the presidency first-hand,
students of political science, and Bob
Dole.

PPROS: Highly detailed simulation of
geopolitics. The Judas scenario adds
suspense and deepens the game.

PCONS: May be
too complex for
some gamers; not
for the impatient.
Benign post-cold
war milieu lacks
strategic intrigue.
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STRATEGY/WARGAMES

Price: $54.95

System Requirements:
IBM-compatible 486-66,
8 MB RAM, 2x CD-
ROM, Mouse, Sound
Card, 6 MB hard drive
space; supports
Windows Sound Cards
and 14.4Kbps or higher
modem/net play.

i of Players: 1-8 (LAN
or modem)

Protection: None (CD
must be in drive unless
Gigantic install is
selected)

Developer: Sierra
Publisher: Sierra
Bellevue, WA

(B00) 757-7707

Reader Service f#: 338

REVIEW * MISSIONFORCE: CYBERSTORM

Will Travel

Turn-Based Sci-fi In Sierra’s EARTHSIEGE Universe

by Martin E. Cirulis

ver he past couple of
years, Sierea has made lwo
altempls lo getinon the
Ciant Robot craze with
their EARTHSIEGE action
sims, both of which suf-
fered from direct compari-
son 1o the MECHWARRIOR

fitles. Bul now, they are
the first to get back o the
routs of the subgenre with MISsION-
Force: CyserstorM (MIFCS), a straight-
up lactical wargame based on the subject
matler of the action titles. "Those with a
love for the old Battletech board game will
be disappointed if theyv're looking for a
computerized version of the venerable
game, but those who can get past this fact
and play the game for what it is will find a
fairly good first attempt at giant rabot

wargaming,

TAKING CARE OF BUSINESS

MITCS takes place after a human vie-
tory in the FARITISIEGE universe, when
mankine has finally gotten back on track
1o the stars. Unfortunately, your old
enemy, the Cybrids, and their giant robol
fighting machines, though defeated on
[Farth, seem o be thriving in the depths of
space. You are a military commander in
some sorl ol corporate army composed of
Heres, the human answer to the Cybrid's
war machines, and vou are I);lsin:;lll_\'mll
there protecting mining interests while
beating on the Cybrids, Another major
premise change here is that instead of
noble humans imanning these machines,
you gel o breed artificial life forms called
BioDerms, which are specially designed
to link with Feres and fight imore effec-
lively than any mere human could.

CcG OCTOBER 1990
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GRID GAMES CypersToRmM's wargaming takes place under the pretext of galactic capital-
ism, as you buy and repair Hercs to both mine for ore and eliminate the rival Cybrids.

You are expected to fight vour way
through four different star systems, having
lo destroy the main Cybrid base in cach
syslem before moving on to the next,
IFach group of worlds offers more exotic
conditions and more ferocious resistance
to the company presence, until you finally
destioy the Cybrid home world.

Sinee youare a company man, every-
thing costs money, which you earn from
taking on missions in between your eru-
sades 1o save humanity from digitization.
You will find voursell doing standard mili-
Lary jobs like search-and-destrov or base
defense, along with ore mining missions
wilh special digger altachments on your

Heres=not exactly noble work.

IRON MECHS, ORGANIC CIRCUITS
‘The tactical wargame seetion of the

game takes place on the battlefield, where

your Heres fight and sometimes mine for

ore. Itis vour standard hoard game inler-
face, with a lop-down view; your ani-
maled pl;]}'ing pieces resemble tiny minia-
tures andl the planets themselves resemble
the stacked hexagon terrain that you can
purchase for tabletop gaming. The SVOA
graphics are pretty, and aside from that,
the combat is further enhanced with unit
facings and termain altitude, Unfortun-
illt‘f}_ while the altitude of the various
hiexes comes across nicely, things like trees
orwaler seem painted on the old fash-
ioned way, and it is not always casy lo pick
the best cover while under enemy fire.,

Some of the battles are very interesting.
but to be honest, most aren't that tough.
Luckily for us consumers, there is builtin
networking in this title, which allows up to
cightanmies Lo lake the field against one
another—and that gives this game enough
legs to make it worthwhile for social

gamiers, especially since Sierra was st



You've got a GD-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
e DAIANCING the check book.

Yamaha YST multimedia

speakers release the stun-

ning audio performance that's

already right there in your compuler.

Try playing an audio CD in your CD ROM drive to hear how your speakers really stack up. If you had Yamaha YST speakers
you'd hear smooth, crisp, clean sound. And you'd have plenty of power-with ratings from 5 watts per speaker to 45 walts of total amplifier power,

[’ Active Servo  Thanks to Yamaha active servo technology the speakers, amplifier, and enclosure actually interact to deliver deep, tight, satisfying bass.

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

you've got to have a subwoofer. For a complete salellile/subwoofer system choose the System 35 or System 45. Or add the MSW10 subwoofer to your existing

speakers o bring them to life. Y A M AH A,
And if you look at the bottom of this page, you'll find a computer relailer who's got Yamaha multimedia

. TieWay Your CompuTer
speakers. You've got to go get them. SHOULD SOUND.
-_—

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

Yamaha mullimedia speakers MSRP from $59.95 - $249.95 at these fine refailers.

B -l comprz  wo  figs

To receive product literature, call (B00) 823-6414 Ext. 503. €1996 Yamaha Corporation of America, Computer Related Producls, 6600 Orangethorpe Avenug, Bugna Park, CA 90620,
All rights reserved. Yamaha, YST, and the Yamaha logo are registered trademarks of Yamaha Corporation of America.
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enough to pack a bonus net-disk in the box,

so you can go head-to-head without your

friend needing to buy his own full copy:

STEEL DREAMS, RUSTING REALITIES
The problem with CypErsTORM is that

(racking Cybrid Bases

0 move on to the next campaign and even-
tually win the game, you must defeat the
main Cybrid base in a system—by no
means an easy task, especially if you com-
mit & couple of hasic mistakes.

The proper base-cracking force will consist of three or
four of the heaviest Hercs available, with a string of
next-best models strung alongside and two or three light
scoul Hercs fo give you long-range vision and fargeting.

All Cybrid main bases consist of two parts: a horde
of Mechs and a withering array of turret defenses.
Victory will always go to the commander who separates
these two components and destroys them indepen-
dently. Advance slowly in a bunched line and draw the
defenders to you, where you can concentrate firepower
on them without coming under the guns of the static
defenses. If you come under withering beam weapon
fire: from out of sensor range, you're probably too close
and should back up until the mobile
defenders are 5

e Oy
fal ne

AL hen S, 0 Ly i
) :::e atine O PP - tery baere®
pases, brids

Y :
ey
\|

mostly destroyed. For
the first base, make sure you have a cou-
ple of large Hercs equipped with nothing but the most
powerful beam weapons; these will act as anti-Herc bat-
teries to destroy incoming suicide-robots.

Once the Cybrids are down, rush the turrets in a con-
centrated wedge from one side of the base to another,
and victory is yours with minimal losses.

The only other things you need to keep in mind are
these: shields forward, use what terrain there is, and
crouch your Hercs at the end of their tumns.

cCcC OCTOREDR 1040/

REVIEW * MISSIONFORCE: CYBERSTORM

NO HUMANS ALLOWED Though you are supposed to breed artificial BioDerms to pilot
your Mechs, all you are doing is buying people and jacking up their stats with money.

it could have been so much more. Ini-
Lially, it seems as il it's finally going to be
the mech wargame that we have been
wailing for— but when you get down fo it,
il’s all just endless fights on endless worlds
against endless Cybricls, who fight mainly
the same way, in the same machines. I'm
afraid what you have here is yet another
SFVOID (varies only in degree) fitle. It
never changes, really; you just end up
doing the same thing against more and
IOTE CNEINes.

The different mission types, though
they seem initially o have different aims
and require different styles, almost all boil
down lo the same thing: "Kill off all the
Cybrids as quickly as possible.” The tacti-
cal subtlety is pretty limited, and its hard
even o get away from the “biggest is best”
strategy of Here force construction.

“The campaign game is particularly dis-
appointing. You never quite get the feeling
you are stuck between warfare and capi-
talism, much less that what you are doing
matters. Every once in awhile there seems
to be some sort Ufphll llpdallu.l)ll[ it never
really effects on the game, even though
vou keep hoping it might.

BACK TO THE HANGAR

CYBERSTORM is a good game at heart,
but it’s hobbled by Sierra’s desperate
altempls to reinvent a basically deriva-

live game. Combine the crucial lack ol

spark with regard 1o style and universe
with plot elements that never seem to
alter the actual battles, and the tedious
clements of this game rise to the surface
quickly enough that gamers are left with
20 to 40 hours of competent but repeti-
live SI¥ tactical wargaming and a fun
network game for Mech enthusiasts.
‘The game’s most grievous offense,
however, is the lack of a paper manual,
Online help files are great supplements to
arule ook, but it was a fatal mistake Lo try
this “no-paper” stunt with a wargame
where tables and charts, which you can
leaf through in your off moments in the
bathroom, are so important. The lack of a
real manual undenmines Cyberstorm's
potential considerably: | was hoping this
would be the great robot wargame we'd
like to see. Itisn't. Insteacl, it's just an inter-

(:hti[]gpl(ll(!t_\'[)l,‘.(i:

PAPPEAL: This comhat strategy
game is for fans of quick, easy and
light Battletech-style tactical robot
hashing.

PPROS: Extra CD for instant multi-
player gaming, pretty graphics, the
only robot war-
game in town.

PCOMS: Lack of a
manual; repetitive
missions; not much
challenge to
winning.




A Flight-Sim for Novices and Aces Alike
Beneath the animated, exoskeleton of Banzai Bug
beats the heart of a joystick-wrenching, pheromone-
pumping, action-packed flight-sim. Designed for all of
you gamers with better things to do than memorize a
tech manual the size of a calculus book, Banzai Bug
weaves a humorous story-line and wise-cracking
dialogue seamlessly into the aerial action. Lead Banzai
on a mission to drive the bug-phobic humans out of
the house forever. Banzai Bug will be flying off your
local software retailer’s shelf beginning this October.

i€

Banzai Bug! is a trademark of Grolier Interactive Inc. GRAVITY

Eight fully rendered 3D levels

Bug-phobic human adversaries 3 Auxis, 360° freedom of flight

GROLIER INTERACTIVE INC.

Scores of ground-based and (203) 797-3530
airborne bogies hitp://www.groller.com
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Introducing Blood & Ma%
The first ever REAL TIME AD&D" strategy game.

nchanted forests. A land of floating islands. in horrifyingly clear detail.

You're in the FORGOTTEN REALMS WORLD?, It is by your wits that you build armies, withstand
but in regions never before seen. Five entirely new  advancing legions, transform your Acolytes and
realms. Each with its own landscape and hidden exploit the landscape to your purpose. It's a world
treasures. Its own perils. of strategy. Of fantasy. A place you have never

You have command of up to 30 unique characters. been before.

Of armies brought to life with stunning animations, And it definitely isn’t Waterloo.

Download the interac dragonplay.com
01936 Tachyon Stugios. All rights buted by Interplay s, Al rights reserved
BLOOD & of TSR Inc. Al fights reseey :



ant strategic mind.
done with a body like this.

BY GAMERS. FOR GAMERS. ™ Vour premiet Narintesh Game Somce

@5 Realms (30 total missions), each with
its own unique landscape & exotic
magical items to manipulate

@Fantastic weapons, treasure chests,
magical potions and violent spells
await your discovery

@) command 30 unique AD&D FORGOTTEN
REALMS® characters and monsters from

wyverns to wizards Millable on Cand Hicinosh 0 Ao
Cir iz




STRATEGY * WARCRAFT II: DARK PORTAL EXPANSION SET

Grushing
The OrcsS

How To Lead The Humans 1o Victory
In BEYOND THE DARK PORTAL
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ARCRAFT 1],
while not
exceedingly
difficult, cer-

tainly wasa

challenge o
beal. The
cxpansion

set, though, setisn't a cakewalk by anv means,

is another but it isn't as difficult as the later

story. Biyosn T DAk POR1AL s

three acts. [T vou do find the scenar-

much tougher than the regular game, |8 TIP! At the mountain pass in Scenario 4, lure the 105 too hard o beat, Wi to the
Warsong defenders into an ambush so you have a
clear path to the towers for your Dwarven demoli-

tion squads.

and the scenarios will try the patience COWwebsite (wwwazd.com

ofeven the most advaneed Jgaming) for a walk-through of Act
WarCRAFT players. This issue, we'll [.'The true test of vour metile,
give vou strategies for finally eliminat- though, lies bevond the Diark Portal.

ing the Oreish threatand destroying the unite the clans and win back Azerolh,

Ore home world of Draenor. If vou wanl o

tackle the even tougher Ore campaign lo

cheek out nest month’s Ore walk-through,

“The first human act in the expansion

“DRAENOR, THE RED WORLD"”

In Scenario 4, you enter Diaenor

n all scenarios, you'll eventually have to

destroy. or conguer several Orc villages.

Here's the skinny on how to use com-

bined arms to crack well-fortified camps
in Bevonp THE DaRk PormaL, the original
WarCrarr II, or even multiplayer matches.
Next month we'll provide defensive strateaies
for thwarting invasions.

1. First, use Gnomish flying machines to
uncover the map and find out where the Orc
camps are, how many troops they have, how
the camps are laid out, and where the towers
are. Then, keep the flying machines close to
the Orc villages so you can monitor Orcish
activity and watch your own troops when you
move In. Flying machines stationed beyond

ICE STORM A devaslaling lactic in camp inva-
sion is to have a line of footmen stand ground
with several mages behind them. Then, when
the Ores come to beat on the line, cast blizard
spells at the edge of the Orcs to wipe them out.

tory without detection. The paladin’s holy
vision spell is also good for recon.

2. After you've scouted the enemy camp,
take out the towers. Use Dwarven demolition
squads to destroy those towers at the edge of
the enemy camp. Make sure, though, that you
have flying machines scouting the path that the
Dwarves will be taking. If there are troops in the
way, eliminate them, and then send in the
Dwarves. Against those towers protected by
walls or located in the middle of the camp, use
ballistas. Make sure that you escort them with a
force of footmen or gryphons though, because
they have weak armor. Ballistas are most effec-
tive when you double (or triple) them up, as a
group will be able to destroy a tower instantly.

your borders also give you advance waming of
incoming enemy units. If you have the magic,

invisible knights or flying machines also make
great scouts, as they can run into enemy terri-

3. Mages with blizzard spells are also good
for decimating towers or Orc troops. Just make

[~ OCTOBER 1996



WARCRAFT Ii: DARK PORTAL EXPANSION SET » STRATEGY

SCENARIO 4

O e
Legend I3 =Gold Mine (@ =Prisoners

throngh the Dark Portal. "o the west
through a mountain pass lics the Warsong
Clan (red). Destroy it quickly (be wary of
the towers), and build vour first camp here,
peppering it with many guard towers to
protect against dragons, Then send a foree
of peasants, elves and footmen south to
find the second gold mine, whicl is
guarded by a dacmon. Destroy it with the
elves and build a second camp. Set up
guard and cannon towers near this second
gold mine to kill incoming peons, as anoth-
er Ore nation will be trving to use this gold
mine as well. After you've built a large (20-
10 30-man) army, move inan arc cast and
then north to take out the other Ores,

In Seenario 5, move south o destroy

the small Ore village there and build your

own camp. While building vour town hall,

gather your knights, footmen, elves and

ballista into a nine-strong party.
Send this group eastward along
the southem coastline, Onee
vou find the two lowers guard-
ing entry into the Bleeding
Hollow Ore camp (orange),
have your ballista take out the
towers from afar, With that
done, send the entire foree
southward into the peninsula
and destroy the camp. Afler
you have secured this area

with several towers guarding

all possible entry points o the
camp, start building a town
hall and a shipyard or two.
There are also lwo more gold mines on
this landmass for the taking, Just remem-
ber to station lowers nearby for defense.
With three or four of your bases estab-

SCENARIO 5

TIP! Using this formation and a knight decoy, you
can lure the Warsong defenders to their death before
you invade the Orc camp.

lished and vour shipvards finishing up
constrution, all you need to do is con-
struct an adequate navy of subs and bat-
tleships to destroy the enemy shipvards,
Scenario 6 is incredibly difficult, but
there are two means of winning, You can
load up all troaps into vour transports and
send them, along with the warships, south-
east to Bleeding Hollow Clan (orange)
immediately. Make sure you use your war-
ships to clear the shore of any towers and
ships before unloading your lroops at the
northem shore of Bleeding Hollow. Then,
using the base-cracking tactics in the side-
Dar, decimate the camp quickly. Every
orange-colored building, including the

Bleeding Hollow oil platform, must be
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sure you guard them with gryphons or a line of
footmen. The good thing about gryphons is
that all ground units, except for trolls, will actu-
ally turn tail and run from a gryphon, so they
won't even touch your mage.

4. After the towers, you will have to deal
with any death knights the enemy has. You
can either cast invisibility on a paladin and
send him deep into enemy territory to exor-
cise a death knight, or, if you have enough
mages, send in a group of three or four invisi-
ble footmen to do the dirty work. Keep in
mind that death knights can still detect invisi-
ble paladins. You can also simply rush a
death knight with your footmen once he has
exhausted his spells.

5. The actual invasion force should consist of
at least two nine-unit waves, half of which

should be composed of footmen and knights
for the heavy-duty melee, with the majority of
the other half consisting of archers for support
and several mages for special attacks. Take out
enemy barracks first, then kill all the peons, and
afterward, move lo the Ore stronghold. If the
camp has towers deep within, take along at
least two ballistas with their own dedicated foot-
man escort, Never group Dwarves with your
attack formation; if they explode next to your
troops, they'll take them out too. You'll be in
good shape if you attack with at least numerical
parity, upgraded troops, and units grouped
together to attack single Orc units one by one.
6. Gryphons are great for taking out can-
non towers, buildings, ships and ground unils,
but have them attack targets away from your
main force because their thunderbolts will also

harm nearby friendly units.

7. If you're invading coastal camps, use
Gnomish submarines to take out any Orcish
ships lying near shore, unless they are within
watch of a tower In that case, use gryphons
or battleships to destroy these vessels and
any cannon towers on shore. Warships can
also be used to bombard and clear the shore
before you unload your troops.

8. Lastly, keep in mind three crucial things.
First, upgrade your stronghold and units as
quickly as possible. Second, don't stay on the
defensive too long, because the longer you
wait, the more entrenched the computer
enemy will become. Strike as soon as you've
amassed a large army. Third, if your first wave
doesn't do the job, keep cranking out the
troops; victory takes time.

OCeTORED 1008 [ od
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SCENARIO 6

destioyed belore you can load Danath and
“liralyon back onte your Iranspaorts to be
laken back to the Cirele of Power,
Alternatively, vou can defeat this sce-
nario by taking over the Warsong Clan
camp (red) in the southeast continent and
setting up two gold bases on the land-

mass. Make sure the first structures vou

build after town halls are lumber mills and
auard lowers Lo fend off the requent
dragon attacks. You should then be able to
build a sizable anmy in relative comfort.
Have plenty ol archers in both bases to
defend against invaders, and once you've
mstered a large enough army; board
them onto transports and sail to Bleeding
Hollow to the west.

Only attack Bleeding Hollow Clan.
They are vour scenario objective, so don't
bother with Shadowmaoon (black) to the
south and Bonechewer (green) o the
north. Not only are you no malch for all
three clans, you'll waste valuable

resourees discovering this fact.

“WAR IN THE SHADOWS”

‘The mission lo slay the monstrons
Deathwing is Scenario 7. Don't lose your
transports; they are the only ones vou'll
gel. Load up the transports, sail due cast,
and unload onee vou hit land. "Then move
towards the Ore camp to destroy it guick-
ly and free the large party of good warriors
held behind walls, Group the archers
logether and be ready to jump to your
destroyers, beeanse dragons will soon
attack by land and sea. Raise a small camp
with a shipyard and start building destoy-
ers, Onee vou've built four, load up your
transports and send Ihe expeition north-
caslerly along the shores of the northerm
lanel mass, hugging the coast. Don't even

cCec acrTapco (008

try to take on the Shattered Hand navy
(while): ximply Ivlo distracl any \\'.'il'.»;ll[ps
long enough for your troops to disem-
bark. Once ashore, vou'll have Lo fight a
minor battle against Warsong warriors
{red) to seeure the beachhead, but it
should be relatively casy. Then, follow the
maze of mountains to where Kordran and
his Gryphon, Sky'ree, are being held. Do
not charge through this maze, but send
invisible knights to scont ahead. 'There are

many skeletons and Ore troops lying in

wait, and Kurdran himselFis guarded by

SCENARIO'7

many undead and several towers, Use
Khadgar's spells and the palading exor-
cisims Lo solten up the opposition; also rest
periodically for healing via your paladins,

After you free Kurdran, have hin hire
Deathwing to your waiting archers, Make
Khadgar cast a slow spell on the dragon lo
prevent his escape, and then order your
elves and Kurdran to lear into him.

For Scenario 8, send your Gnomish
flying machine to scoul west across the
sea, where you'll find the Shattered Hand
stronghold (white). Have vour battleship
dlestroy the single tower guarding passage
into the camp, and then unload your
troops from your transport al the forest
opening. There are two towers inside the
camp, so send vour two dwarves to
destroy them. Have your troops move i)
o take out the setlement, and then raise
vour own camp. Fxplore the whaole island
and you'll find another gold mine, Build a
second hall quickly, and make sure you
erect several lowers at LL‘_\' entry poinls lo
ensure adequale defense, | ave amix of
cannon towers on shore Lo dest TOV i 1gger-
nauts and guard towers for dragons, Build
ashipyard and several destrovers, and
escorl an oil lanker to build an ol plat-

STRATEGY * WARCRAFT Ii: DARK PORTAL EXPANSION SET

form just southeast of your camp. Also

southeast is an island with an additional
gold mine. Take it when needed, though
you'll have to clear the island of trees
before vou have space to build a town
hall. With all your gold mines secured,
start cranking on the war production.
From there, it's a matter of whittling the
enemy Ores down with Gryphon harass-
ment, submarine attacks and then a full-
scale invasion of the other two Ore camps
far south.

In Scenario 9, first travel eastward
toward the Bonechewer clan (green) wilh
all your troops, except for two footmen. Do
not attack the town, but instead go slightly
north of it, skirting the Bonechewer towers,
to free the prisoners in a walled prison north
of the camp. Use the ballista you freed 1o
take out the Bonechewer towers, and then
fake the settlement. When you send your
traops to do this, also have your peasants
build justa town hall and lumber mill at the
first gold mine vou passed on the way east,
which is located at the bottom middle of
the map. Then surrotnd this compound
with fanms and guard towers. Use this loca-
tion only as a gold depot. The Bonechewer
camp should be your true base, After
Bonechewer is seeured, send a few peasants

SCENARIO 9



Sports Game All-Stars

We Pick the Best in
Football, Basketball, §.

Baseball & Hocl(ev

e PLAY to win.

e SUBSCRIBE
to save.

Here’s the move
that’ll blow’em away:

Call
1'800'827'4450

And grab the rock-bottom rate
other gamers would virtually die for!



v
Btk
P>
=L
(€
ot
=T
=
~
—
2
el
-
=
[~ S
Y-
v

STRATEGY * WARCRAFT IlI: DARK PORTAL EXPANSION SET

there Lo setup your real base, build up a
large army and attack Shattered |Hand
(white}. Then, when you have grvphons,
mages and paladins, attack north and take
ol the Shadowimoon elan (black). Use
dwarves and ballistas to take out the towers
and have invisible footmen hunt down the
death knights.

Ifyou still need more gold to defeat
Shadowmoon, there is a third gold mine
northwest of your camp, just south of the
mountain range. Remember that vou only
need to destroy Shadowmoon's compound.
lgnore the Warsong Clan (red) to vour cast.

“THE MEASURE OF VALOR"

The objectives for Seenario 10 tell you
to hold out till the Ore lorces withidraw,
but wailing will get vou nowhere; von
have to altack. Seeuring additional gold
mines isn'ta priority here, but build extra
camps if you can. Make sure you fortify
your northern canip borcler with guard

and camon towers and a few footmen,
SCENARIO 10

With that border secured, attack the
Shattered Hand elan (white) in the far
southwest, Shattered @Hand has death
knights, though, so upgrade your knights
to palaclins before you get there, After
Shattered Hand, move northeast to take
ont Bonechewer Clan (green). Thunder-
lord (violet) lies north, on an island, and if
you destroy this camp late in the game,
you can pretly much wipe it oul with
Cryphons.

Ina surprising bwisk, yvou getto com-
mand the Laughing Skull Ore Clan in
Seenario 11; they lie directly north of
your starting position. Your first task
should be to preserve your palading and
their healing powers, since the Ores have
no analogous ability. Next, build up a line

F o o AT ATET 1000

of towers behind a line of farms for pro-
tection from the west.

When you have dragons and sappers,
take them and a wave of troops southeast
to destroy the Thunderlord Clan (violet).
“These Ores have death knights, so send
in fodder, such as a grunt, to make them
waste their death coil power, and then
chase them with dragons. "This camp
should be easy, and afterwards vou ean

move up north from the Thunderlord site

to strike at Bonechewer (green).

"The very last of the human missions is
Seenario 12, This scenario appears hope-
lessly lost from the outset, as your meager
forees start the scenario by being massa-
cred by a huge Oreish horde. Quickly
take the three peons next to your castle in
the middle of the map and bring them
down to your southeast camp. Have them
build three additional towers at your
camps defensive wall for added protec-
tion against the inevitable horde.

Al the same time, in the north, break
voursell out of the mountain walls with
vour Dwarven demolition squad, then
group all your units fogether
and move them south into
Clan Warsong’s camp (red).
Have Khadgar rain icicles
on the nearest tower vou en-
counter, hopefully catching
several Ores in the blizzard as
well. Keep Kurdran close, and
have your units stand ground
so they don’t run off and get
massacred one by one. With-
out any ballistas or Dwarves,
vou'll have to order Kurdran
1o destroy the cannon towers,
Alleria has better range than

,E_.;l!i]ﬂ] lowers, so I]il\'l.' ilﬂ'l’

SCENARIO 12

| | PO A o

destroy those. As soon as vou clear away

the towers and destroy the camp, send in
two peasants to setup a camp here. Build
Iots of towers first though, preferably four
or five, because dragons and the rem-
nants of the horde will come to attack
occasionally. Once this base Tas been
firmly established, build an additional bar-
rack and starl churning oul troops,

‘The Shattered Hand Clan guards the
Dark Portal, which lies to your southwest
enclosed behind a line of walls. After
you've taken out the Shattered Hand
lowers with Dwarves, and onee you have
an army of rangers andl knights, escort
Khadgar to the dark portal, Only Khadgar
can destray the portal, so use the other
traops as guards against encroaching Ore
unils, and have peasants build several
towers to shoot down dragons and
incoming troops.

With this final victory, vou will at last
secure freedom and peace for Azeroth,
ending the savage threat of the Ores
once and forallor at least until

WARCRAFT 1. S

THE END GAME In Scenario 12, take this weslern pass
into Warsong territory (the clan's northem border is
better defended), to destroy the village and build a
second base.
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1. What Is the highest level of education that
you compleled? ﬁgheck one only)

01,3 Some high school or less

02. L] Graduated High School

03. ] Some College or Technical school

04. [ Gradualted College

05. (] Post Graduate schoal

2. Computer currently owned is:
(Check 2l that apply)

01.118M compatible {Intel standard)

02. [ Macintash

03, C1 Amiga

04. O Dedicated game machine

05. O None

3, Wintel, what fevel? (Check one only)

01, Power PG

02,01 Pentium (386)

03.0488

04,1386

05.0286

4, Do you ua\.n}m plan lo buy in nexl & manths)

a CD-ROM? (Check one only)
01. 0 Own

02,03 Plan to buy (6 months)

IT'S AS EASY AS 1,2,3
CIRCLE FOR FREE INFORMATION

1. Filkin your name and address and check off
your answers to tha seven research questions,

2, Circle the numbers an the card that correspond lo
Ihe ads or articles you'd like more information about.

3. The literature will be mailed to you from

the advertiser free of charge ]

Void after January 31, 1997

006 007 008 009 010 011 012 013 014 015 016 017 018 019 020 021 022 023 024 025
031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
081 082 083 084 085 086 087 088 089 090 091 092 093 094 095 096 097 098 099 100
106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
156 157 158 159 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175
181 182 183 184 185 186 187 188 189 190 191 192 193 194 195 196 197 198 199 200
206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 2/1 272 273 274 275
281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400
5. How oflen do TD'J wsually buy computer pames? Name CGW 10/98-4
(Chack one only)
01.0] Once a week I I
02. [ Once every two to three weeks L
0. (] Once a morth Title Telephone
04. [ Onee every two to Ihree months
05. 1 Once every four 1o six months
06. ) Once a year | | | |
6. Where are you mosl [kely to purchase games? Cnmpany Name
(Check all that apply)
01. L] Independent computer store 04. ] Computer store chain | |
02. ] Consumer electronic store 0. (] Direct from vendor
03. 1 Mass merchandising store 06, ) Mail order Address
7. What Is your (and others In household) lavarite type
of game? (Check one i\n':::s'lﬁolum“!:llher | = |
01, Stratagy City State | Zip
02. War/Military
03. Role Playing | , |
04. Brain Teasers
gg- g;‘udn 4.1 Please send me a one-year (12-issue) subscription to Computer Gaming World for $27.94
L — (U.5. price); all other countries add $16.00 for additional postage.
08, Educational

09 Adventure

In'a Hurry? Fax This Card To: 609-829-0692



FOR QUICKER RESPONSE
FAXTO

(609) 829-0692 9‘0%0 ﬂ

BUSINESS REPLY MAIL

FIRST-CLASS MAIL PERMIT NO. 433 RIVERTON, NJ
POSTAGE WILL BE PAID BY ADDRESSEE

e

PO BOX 10126
RIVERTON, NJ 08076-8626

”IIIIIllIlIII!IlIIIIIIlIlllllll"llllllll“”[lll”

NO POSTAGE
NECESSARY
IF MAILED
IN THE
UNITED STATES




PFREE
R.S. # COMPANY PRODUCT PAGE JR.S. # COMPANY PRODUCT PAGE

268
248
246
03

174
63
(V2!
66

<
i

291
4
42
191
98
4l
38
32
160
50

58

205
104
127
92
70
70

247

20th Century Fox Hlome En
Access Software, Inc.
Access Software, Inc,

Acclaim Entertainment
Acclaim Entertainment

Acclaim Entertainment
Acclaim Entertainment
Acclaim Entertainment
Acclaim Entertainment
Accolade

Accolade

Accolade

ACT Laboratory Ltd.

Activision

Activision

Activision

Altee Lansing

AT&T

Berkeley Systems
Bethesda Softworks
Bethesda Softworks
Bethesda Softworks
Blizzard Entertainment
Blue Byte Software

Blue Byte Software

Blue Bvie Software

BRE Software

Bungie Software

Byron Preiss Multimedia

CH Products

Chips & Bits

Chips & Bits

Columbia House
Compaq Computer Corporation
Creative Labs, Inc.
Cyberdreams

Eidos

Liger Labs
Electronic Arts
Enteractive
Falcon-Northwest
FormGen, Inc,
FormGen, Inc,
FormCen, Inc.
FormGen, Ine,
FormGen, Inc.

Camer's Cold

Gateway 2000

GoldTree Enterprises

Grolier

Graolier

Grolier

GT Interactive Soltware
GT Interactive Software
GT Interactive Software
CT Interactive Software
GT Interactive Software
GTE Entertainment
GTE Entertainiment
GTE Entertainment
Hayes Microcomputer Prod
iINSCAPE

INSCAPEE

INSCAPE

Interactive Magic
Interactive Magic
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.
lomega

ADVERTISER INDEX

Die Hard

Links .S

‘I'he Panclora Directive
Bubble Babble
Dragonheart

Iron Man X-0

MTC - The Plineswalker War
NI'L

Striker Soceer
Eradicator

Legends 97 Foatball
Star Control 3

Power Ramp

Interstate 76
MechWarrior: Mercenaries
Time Commando
Hearing Aides

WarldNet Senvice

You Don't Know Jack V.2
Daggerdall

SkyNet

N-Car

WarCraft IT

Albion

Archidemean Dynasty
Settlers 11

CDROMs

Marathon 2
Westworld/Spiderman
16

Mail Order Adult Software
\\\\'\\',l.’d"'lilg.l_'l}[lhf(.'! Iil]s.llhll]
CDROM

Presario 8000 Series
AWE 32 Plug & Play
NOIR

Tomb Raiders

Head On 285 DSVD Maodem
Roadrash for Windows
Sucred Mirror of Kofun
alcoln MACH V

Duke Nukem 30D

Duke Nuken 300

Duke Nokem 30
Shadow Warrior
Xenophage

Mail Order Products
Destination

Cylindrix

Banzai Bugs

Tronelads

Surfand Destroy
ANMOK

Bedlam

NINIE

X8

ZPG Product

NCAA Basketball
Timelapse

Titanic

Aceura 285 DSVD Modem
Assasin 2015

Drowned Cod

Ravage

Family Ad
Kesmai-ARIES online
Blood & Magic

MAX.

Shaltered Steel

Star Trek Starfleet Academy
Jaz Drive

455
26
27

115
256-257
282253

07
234235

216

G307
21223
23
99
172-173

549

7

125

147

233

213

52

197

42483

50

193

249
303

15

269
238

3l
158-159
148-149
28-29
241
202
4617

133
199201
260-261
304305

C21

C2-C4
C2-C4

231

191

303

17-120
306
287

13

179

77

155

30637
2il

3
28-229
296-297

44

110

160

O

141,143
242243

S0
285-259

113

41
255
58-59

PFREE

297
119
249
25
125
127
294
25

Jazz Speakers

| Algittfl'li

LaucasArts Entertainment
Matrox Graphics, lne.,
Minds

Megatech Software
Microfonim

Micronics

MictoProse

Microsoft

Microsoft

Microsoft

Microsoft

Mindscape

Mindscape

Mission Control Software
NEC Technologies

New World Computing
New World Computing
New World Computing
Novalogic, Inc,

ORIGIN Systems, Inc.
ORIGIN Systems, Inc.
ORIGIN Systems, Inc,
OT Sports

Ihilips Media

Philips Media

Phillips Media

Playmates Interactive
Pulse Entertainment
OuickShot Technology, Inc
R& G Cames

Rocket Science

53, Ine,

SC&I12

SEGA of America

Sierra On-Line

Sierra On-Line

Siera On-Line

Sierra On-Line

Siema On-Line

Sir-Tech

Sir-Tech

Sony Wonder

Spacetee IMC Con.
Spectrum HoloByte
Stereo Graphics

Stratlegic Sin wilitions, Ine,
Strategic Simulations; Inc.
S|Iil|t‘git‘ Simulations, Ine.
Strategy First

Take 2 Interactive Software
Talonsoft

The 3DO Company

The 3DO Company

"The 3D0) Company

The Avalon Hill Game Co.
The PC Zone
ThunderSeat Technologies
Uniled CD-ROM
Viacom New Media
Viacom New Media
Viacom New Media
Virgin Interactive Entertainment
Virgin Interactive Enterfainment
Virgin Interactive Entertainment
Virgin Sound and Vision
Vidual 11O

Wamer Books

Winner Products

Yamaha Corp. of America

Speakers

WingMan Warrior

Star Wars Archives, Vol. Il
Matrox Mystique

Sim Gity 2000 Network
Power Dolls

Huygen's Disclosure
3D

Mister of Orion 11
Basketball

Close Combat

Hell Bender

Hell Bender

Asracl’s Tear
Megallace

Mail Order Products
PowerPlayer

Heres I

Heroes of Might & Magic
Wages of War

Corp. Campaign
Crusader: No Regret
Privateer the Darkening
Syndicate Wars
Monday Night Football
Hard Core Games
Total Control Football
Downin the Dumps
Powershive

Bad Mojo

Master Pilot

Used Game Software
Rocket Jockey

S3d Aceeleration Chip
Perdmer Turbo Wheel
Virtua Fighter PC
Betrayal in Antara
Lords of the Realm
Phantasmagoria 2
Rama

Ultimate Pinball 3-D:Creepmight
Jageed Alliance Deadly Games
Nemesis: A Wizzardry Adventure
Compuler Animation Video
Spaceorh

Grand Prix 1
Simuleyes VR Goggles
Age of Rifles

Age of Rifles Contest
Necrodome

Solid Ice

Battlecnuiser

The Age of Sail

Killing Time

PC CD-Rom Games
Star Fighter

COwer the Reich

Mail Order Products
ThunderSeat

Mail Order Products
DeathDrome

Divide Enemies
SlamScape

Command & Conquer: Red Alert
Toonstruck

Z

Jonny Ouest

i glisses!

Wamer Books

3D Audio Stick

YST Speakers

63

95

163

133

3

247

V]|

206-207

56

10-11

278-279

45

51

157

177

310

45

74

214-215

17

215

32-33

100-105

Ch

236-237

169.171

25

69-71

107

92

250-251

303

175

134-133

205

5253

139

266-267

79

153-155
21

97

3

129

158-189

136

59

b

262

187

219

209

307

194-195

15-19

166-167

109

253

127

309

IS0-181

39

6l

5657

8355

251

5

151

126

285
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THE MARKETPLACE [N

& R&G GAMES = ' |BRE Software

: —— — ——— — Onorders over £50,00, Credit card orders
X 5008 Glendale Hls, Il. 60139 FAX (.'.09] 432-2599 | FAXBACK Info System (209) 432+ 2o-54 call (B00) 347-6760. Send Money Order

We Buy & SeII New & Used IBM Games & Hinlbooks ; E-Mal: BRESWEAOL.COM | htip:/fwww.cybergate.comfbre dermheiuresﬁlw_ =

Top Dollar paid for newer games, Cal first for quoles

Check or 10% more for credit usualy processed in just 1-2
days.. Many more games in stock cal for prices:

Used Games'"* Jewels Oracle CD §29
3D Utra Pinball CD $30  Mechwarior 2 CD §32
110 Hour CD $29 MystCD $26
Alied General CD $30 Nascer Recing CD $28
Anvil of Dawn CD $26  Phanlasmagoria $32
Apeche CD $34 Polce Quest 5 CO $30
Ascendancy CO $26 Shivers CD $30
Beavis & Butthead Space Quest 6 $32
Caesar 2CD Spacebucks CD $32
Chilization 2 CD Stonekeep CD $30
Comnd&Congquer Termra Nova CD $33
Canqueror 1086 CD Tie Fighter $20
Cyberia 2 CD Top Gun CD x|
Dark Forces CD Torin Passage CD $30
The Dig CO Warcraft 2 CO $35
Doom 2 CD Wilchaven 2 CD $32
Dragon Lore CD Wing Comdr 4 CD $41
EF2000 CD X-Wing Coll CD $35
Earthsiege CD Zork Nemesis CD $36
Eerthsiege 2 CD ““Naw Games™**
Fri Pg Sp Ftbl 86 ATF CD $39
Ful Throllle CO Aflerile CD $40
FX Fighter CD $20 Civiization 2 CD $42
Gabriel Knight 2 $33 Comand & Conquer  $42
The Hive CD $29  Final Deom CD $43
Indy Car Rac 2 CD $33  Warcrall 2CD $42

For quotes or to order Cal & 1-800-625-GAME

Free UPS Shipping with purchase of $75 or more

Visa, MC, Discover, Am Exp, Cashier Check, Money Order accepled
Sam-Bpm Mon-Fri Slmmg uPs 55 Ovnrrighl $9 COD $10
Al games must have odginal manuals (RO COPIES) in good

condiion, working, complels & virus free, Mvmucepbue games will be
 relumed at your expense 55 ups per box. Prices Subject to change & Avalability,

Jad
ng 1a.uir(— #iving your

Send. your games lo:

BRE Software
Dept CGW10

7 352 W, Bedford Suite 104
Fresno, CA 93711

Al USED PG CD-ROM games inthuds onginal
stigping, add §9. Call. re

Circle Reader Service #177

Circle Reader Service #150

WE PAY CASH FOR USED GAMES

To'Sell Us Games or Make Inqiries Call.

WE HAVE OVER 2,000 mus:

L 11th Hour-CD 2 3-CD $25 Silent Hunter-CD
Tl iuqisf‘uarﬂ Fil-cD L [F;xh[ I;T'gf]GEl, & 15 girunésm,tguﬂnnm
s WL lien Loy abrel kn im Lty I -
Y I -800 5 l 4-2637 %“ER 6‘ 5 Aliens - EII Gr. Naval Billes 4-CD Sim '!ntxar-cn
A 0 Allled General-CD Hive-CD 19 Space Bucks-CD
. :Ioamncgim 29 E?ﬁ‘ﬁfﬁ 2.‘1: Eﬁﬁ?:y-cn 2:
12-5 Mon"rﬂ CST ‘ ’_ ”/ 0 l'"" sgaaﬂdTncg'-’GD i g:srgekl?:l;mlgﬁ -C0 2
" ki
In Canada;, call 605-339-2060 . < l" ﬂ[f S Bailo Beast-c0 Lorés of MignAL.CD Sioel Panthers.00 32
- (ﬁ ff.f,i' SED Fnr%sl-iﬁﬂ huslhﬁduﬂ:nﬂ_ =0 glu_lltkéep‘cn ¥ ?;
call for authorization before shlpplng or =\ @GA N\éa E':::'EE'E? u::h:z:“?;";gin H{r;( _Epﬂ:]maﬂ ol
FAX list for current quotes fo 605-334-8766 "= Eiv it Myt Thonsircape G0
(include your return address & FAX no.) - T\AS Bomng & Cong 6D 35 Nesdlor SpeeicD 33 Tie Fighs Coll, 44D 3
L7 : Comnd Aces Deep-CD Orion Conspiracy-CD Tony Larussa BB 3-CD
~Z ) ' 4 Conquer AD 1066-CD Outpost Top Gun/Fire at Will-CD
=2 Cong. New Warld-CD Phantasmagoria-CD 22 Torin's Passage-CD
4 | ) f Corridor 7 8 Police Quest 4 Trophy Bass-CD a3
WE SELL USED IBM GAMES o | EEELT 8
a . r — Cybermage-CD 29 Power House-CD Ullima B: Pagan 1
7} 3 ole] o] 3 Dark Forces-CD Primal Rage-CO Under Ill_l!nu Moon-CD
Call for current title availibility Desceat 20D S ann Ny oo, T Sl e FEc)

C 1 2
Duke Nukem 30-CO Rebel Assaull 2-CD Warcralt 2-CD

25
- - - o = Dungmn Masler 2-CD Red Baron-CD 9 Wing Commander 3-CD
" A Earl :alul Z-C0 g Relenliess-CO Wing Commander 4-CD :

Funiasy General-CO RSk Rule Anc.Emp-cO 23 Zone Ralders.Co
J (i} A - one Haloers-
10-9 MUII'SII', 12-5 Sun CST N F::nf“ne:nfg 10 Amnce ol 3 King. 4-60 23 Zork Nemisis.CO

Froni Page FB '98-CD Shannara-CD 19 CALL FOR MORE TITLES
Most items Shippﬂﬂ same duy. $5 Reg. /59 2nd qu Air Full Thrattle-CO Shivers-CO CURHENTLY IN STOCK!

VISA/MasterCardy/Discover/Maney Orders/Cashiers Check 1008 W. 41st Street ® Sioux Falls ® South Dakota 57105




IN THE WAR OF THE GAMING MACHINES,
THERE WILL BE NEW ENEMIES
THAT DO NOT KNOW HOW
TO PLAY THE GAME...

“l guess the thing that strikes people first about the
MACH V is how bleedin’ fast it is.”
- PC Gamer B i

- T

-

“In terms of raw per

surpassed the o
- Comp T

= e X 3
- Iaﬁﬂfai&-éf'-{ﬁé Yearﬁ~_i1995] T N
puter Game Review = 0
~  ““It's top-notch:performance is key, but'you'll -
2l amprodiate tns MAGH Vit exiasit - ~
@' -PCiGames: Rating:A I - T

f.'.. =y I'I. ‘. - : ; '__. B . “ *:1 -_ A g
'?’.} 4The -.-MncH:V_‘ma?:cost a bit moré*than other systems, .
~ . _but hard-core gamers will find lﬁgﬂoﬁﬁ- tﬁ,_ﬁ“nvmem_, N
¥ -PCMagazine - 4/4 stars e i e
e S -~ - ‘“The system’s performance was nothing short of excellent, chewing
e N Lo W, . through every benchmarking ‘program thrown_at it, scoring-an overall =

- average of 20% better performance than a similarly equipped :Gftyway 2000” N

-
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..AND FALCONS WILL FLY
OVER THEIR BROKEN HULLS.

"L Y 4. TheMACHV - 200 MHz system for $3,495: 6 e
Intel Pentium® 200 MHz Processor : SR
CALL TOLL FREE: Active refrigeration cooling system L e
_888_ FALCON 1 512K of 8ns burst cache
- 84bit PCI 3D accelerator with 2 megs EDO RAM
—-— Y 16 Megabytes of 60ns EDO RAM expandable to 128
A or 1 800-258- 6778 2.1 gigabyte 10ms mode 4 Enhanced IDE hard drive. S
Tt S s A e DS paad! CD-ROM drive - 130ms access time = L
' - e 7 .+ - Creative Labs SoundBlaster 16™ ) e e e
htl:p_:l/www.f_alqgn-nw;cﬁmi_ " <. . - Altec Lansing satellite/subwoofer speaker system S g e e
: o R CH Products Flightstick PRO™ & high-speed dual gameports. . e i
= el o o -~ GTX 15" ) digital - SVGA mnnitoﬁ?ﬁdp, flatsereen . - el =
X T © = = 104 key Windows 95™ ready kay'fma@__ith wrigt Test. o e e
- —— s MlcrosoﬂMuusa 1 ;‘. 0 — - =
% = e WINDOWS 96™ pre-installed and c'ﬁa‘red A N

The MACH V 166 MHZ sy stem fo’i' $2 995 = - One year parts &Tabor warranty_l_rﬁuding one. year on~5|te sgi'vrae s :

.. Intel Pentium® 166 MHz Processar. . S

--' ».I .‘_{ - I.
‘*.‘i?.‘ﬁ, h“k‘.

All.pf ouF systems are e Gustom uilL-ﬁ“nvopuong;Je avqllab'la. :

256K of 8ns burst cache - expandable to-512K . For more information, plaas,g_\call or visit our web- Uy
64 bit PCI 3D‘accelerator with 2 megs EDO RAM = o Sh Y el
16 Megabytes of 60ns EBO RAM expandable to 128 il Wi
1.68 gigabyte 10ms: mnda 4 Enhanced IDE hard drive Y ALY
8 speed CD-ROM drive - 130ms acces§ time-._ —i B
Creative Labs SoundBlaster 16™ - —— By
Altec*Lansing 'Eatalllte!sgbwoofel’ speaker systam e ey
CH Products Fllghtstlck PRO™: &high speed dua! e ———
. gameports v . L e < -
CTX 15" digltal SVGA monitor, .28dp, ﬂatsc | “'«.?‘Zg*
104 key W‘indows g5 raady keyboard with w rest _ : v ==
Microsoft Mouse™ - S | \ —~——s
WINDOWS 95™ pre-installed: and confi gured "*“ . e S—
‘One year parts, & lab rii}arra‘hty lnc[uding one yaar B ——
' on-site service ' | e *_" NG
i \k = 2% -.‘\\ \‘ S L) i : .
S A . ~ - Trademagk ars the property of their respective ovirers. Optional equipmedt pictured. o~
e g o, & i :.,\ R e = o ":"-...,‘ " ~—— - _ " —~
VURETS S S W S T~ — :

b - B’ s . . ° . Circle Reader Service #d2 - - -, <



EXPERIENCE 3D Al

pEmo: http://www.goldtree.com/

“CYLINDRIX 1S A NO HOLDS BARRED BATTLE TO THE DEATH!”
§ -PC GAMER

‘aase-1 .800-746-3772 -_emwo

INFORMATION GOLDTREE@COMMUNIQUE NET

Chirrla Raadar Sarvica #£73
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i f ?E‘ Iploswe ‘;Wﬁédl;Tlm‘ I Combat!

£9n

1%} _|J.r'.J_,llJ Lo )

ISEOrICAtIStrat

lowly Cadet to Admiral of the
| Navy? Enlist in the navies of Britain,
Spain, France, or the United States!

i

Complete Scenario Editor lets you create X
instant naval combat to your spg |catlnns e )

b Play HEAD TO HEAD via modem or
. against a crafty, seasoned computer
. opponent.

Seamless, intuitive interface, easy to play,
hard to master!

TALTIN Questions? call us at 410-933-9191 To order call 800-211-6504
S 0 F T | ororderdirect from our Web site Www.talonsoft.com

© Copyright 1995, 1996 TalonSoft Inc. TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050

4 e e e
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hitp://www.zdnet.com

PC Magazine

PC Week

PC Computing

Computer Shopper . 0 e
Windows Sources '
MacUser

MacWEEK

Inter@ctive Week
Computer Life

FamilyPC

Computer Gaming World

Yahoo! Internet Life



FREE SOFTWARE
with every purchase!*

L ®)

nited G ROM

/%?, — = 5 .
Call 71-800-864-8334

CALL US NOW FOR A FREE CATALOG! 5 qreat prices on your

% 1080008648334 rinTuE

. Tgiesk month’s issue of E
bty 19800 UNITED4 gZ2regls

NFL Quasreraack (ws 97
by Acclaim

b 100% trve gridiron
[ ?nrl Jam rlted with
- fokes, ‘II“{ﬂlms hail
b morys & o buslood of
authentic, inyaurface
plays.

5 53081 540

Bao Moo
by Acclaim
You ore o cockrooch
inside o dork & grifty
oportment  building
filled with perilous foes
& challenging puzzles.

g s
_491|0 546 .

Return Fiee = FinaL Doow
by GT Interactive | ) by GT Interactive |
Toke one of four vehi- | GRS The lost of the legendary |
clas, each suiled for o ¥ SV DOOM products feo- |
mﬂemn? style of game- § / fures 2 new 32avel |
play, through firestorms episodes-The End of the |1
of enemy worfore, 1 Undead & The Acid |
= Drenched Hallways.

| 49652 $46

DECATHLON A TPy Pus - RowTees:DooR 0 Dook
by Interoctive Mogrc Speren by Syracuse language Systems Your P“k by TravRoute
Compate in len differ- |} fo=es) = Now, enjoy ol the greo features of the original  Spanish 42593 Generates  oddress

specific delailed dri
b ving instructions & cus-
fomized maps for any
streed lo streed tnip in

enl evenls ogainst | = A Triple Play, plus oll new gomes thel use  Franch 42595
eight cpponents for the ' —ym Automatic Speech Recognition to teach reading.  English 42596
| presigious tile of | G Automtic Speech Recognition greatly enhances  Italion 44959
‘Best Athlete in the § —a - your canversational skills by leing you talk to  Jopanese 44960

World.” | b3 . the computer as you play. Fer ages 9 to odult. $ i the conrinenlal Us.
‘40 i ! _ “IY 34 # sas11 45
) e e L ' S
Fbm: Tl}ums Baseaa | i~ You Dor'r Hnow mx Smms o8 'Jm 2 Your Euﬁnrm!mr
v Acclaim i | &4 b Berkeley Systems H y Acclaim
Fronk wonted 28 30 ren- | ; : 4 A ?—y ts Cﬁ:‘ﬁgngr & entertain sports fanafics Pick You will need volor,
dered sodiums, 8 pikch | i | with over 800 questions of hilarious combing- Soorts 53679 cunning & unmalched
selecions, 6 modes of | g 4 fions of hassic spors & pop cultre references. ) T 2 538731 lighting prowess 1o
play & 27 st cotegories. | f IO \oluna 2: The next edition of the bestselling & g restore the Warrior's
He got it ¢l in the most e B crificolly ocoimed CD ROM gome. Includes b Code to the land
reclisic bD:CJ.'.\G'] sim ever, |- s AR 800 cITnaw quastions, celebrily quest appear- o“'? I e

enices, new question fypes & much more. $ 2 9

y 53086 s32

B o2
B Max Cous To Exkik

HicHucHTs Puzzigmans FLoPPY STORVIELLING

by Graphix Zone | i W by Graphix Zone | Macuing bymedm Intercctive

Brave ferocious storms, 6‘ 101 enteriaining puzzles | by Merlin Inferoctive I Max, o genfe olien, needs

dive fo recover smke'l il 7 2 fhal develop imporfant | A charming litfle robbit B your chid's help in making |

touins & foce bizome sen | AM=E g skills such o3 word recog: | & his delightful friends important decitions cbout |
areayres 03 you retym | £ 3 nifion, spefling vocobu intreduce your child 1o sharp objects, siongers, |
Arpo, the seal pup, 1o | el lary development & reod: o world of imagination | B | personal hygiens, elacki |
hermhabmr Bt S ing comprehenion, & humor. cc:‘obtem&we '

NG 4 $ $
A‘???BH. . 49977 2 2 50610 2 8 50611 2 7
OrFensive Back 10 BAGHDAD Wantoros |1 DeLuxe LMI Bum(mm

by GTE i . by Military Sim |
The ultimote wor simula- & § 3 Almast exoct emulafion
tion puts you in the frontfl__, S L of the F-16 circroft cocke |
line with 3D graphics, | [N ; BB i & weopons sysiems. I
four ongle baitle per | SN Missions based on the |
spm:hvl.& & uggmssw , e - " 4 USAF  Desert Storm ‘
PUWEI'{'U[ enemies. 1 Debﬂef"g boc&

‘i‘? g s3| If

Upgroded version of |}
Warords Il with enhance
ments such os network
play, on improved sce
nario builder, 30 new
scenarios, & much more,

43425 38 .

| The Botle of the Bulge,
Hitler's lost desperote
B chance for victory in the |
b West, is recreated in fhe |
batte sim featuring new |
operational AL, & more, |

37874 $38

AD&D Core Rutes

by TSR, Inc

The complete, inferac:
tive, multimedio rules &
reference & tool kit for

ke s ORDERASLATEASIOOUPM' 'SAME nmr SHIPPING*"‘.

** Orde i I 9:30 ru (CST) For 2nd doy ir.
e et s ooty Hours: MiF 8am-10pm; Sat 8am-5pm; Sun 12 Noon-5pm.

ond prices may vary occording fo formar ond are subject 1o

thange without natice. ol responsibla for inadvertent errors. CONTACT Us! ADAD  ployers &
Au Major CrReoT CARDS — CompuServe; 76043,1605 Fax back 1-217-352-8123 Dungeon Mosers.
) America Onine: UNITEDCD Fax orders 1-217-852-9749

CODEWID  Acrmes BBS 1217-352.9654 Int!l orders 1217-352.8737




ADULT ENTERTAINMENT

www.missioncd.com

New Machine Publishing :
Nightwatch 3- Visit the hottest nighiclub

in cyberspace!

:IA@INE

Dream Machine 2- The most advanced
Adult CD ever, Features I' Technology

e o

e e ey el i ]
New from RoreAngics

The game show for adults.
Features real

action video

and killer

animations

download -a- demo
www.planefpixis.com

DIVAX

E rebecca
= Interact with an erotic Diva who
heeds your every command.

www.igmag.com
SPECIAL OFFER!
FREE EROTIC DIGIZIN

Experience digital erotica first hand

resents it’s new CD-
6 dition. This first
ever adult multimedia

magazine puts erotic
exploration at your fin-
gertips with every issue.

TRY ONE
FOR FREE!!

Just call 800.999.7995 to [
get yours now. Shipping
just 54.95!

ORDER TODAY! CALL TOLL FREE

800-9399-1995%

OR 201=183=3600 = FAK 20I-183-3606

Send Orders To: MISSION CONTROL, 7 Oak Place,
CGW1096, Montclair, NJ 07042 + Mastercard, Visa,
Discover, Checks & Money Orders.  Shipping: $7
OVERNIGHT (most areas) Must be 21+ to arder.

Computer




ADULTS ONLY

ORDER
Now!

800-273-7910

L‘fteck aut our HOT enline cataleg! www.cdmag.com/adultsonly.html

PO BOX 14 DEPT 10774 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10774

OVERNIGHT SHIPPING IN US $4 PER ORDER. Mall to Ganada, PR, HI, AK, APD, FP0 $4 per order. Worldwide alrmail $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charnes. Cannot guarantee Customs clear
ance. Order ot your own risk. Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. G0 $8. Defectives replaced with same product. Most items shipped same day. Shipping times may
ability may change. All sales final. Restrictions apply. Call for detalls, MUST BE AN ADULT TO ORDER. Each order will Include a 6 month subscription ta Computer Games Strategy Plus magazing, for which 36 of the ordercost will be allocated.

TOKYO NYMPHS'
Totally hot Asian
women arg the
stars In this super
actlon packed sex
fest. All around
you these sex
starved, hungry
and passionate

women will fight for, tease and please their
shared boyfriend. The ultimate voyeuristic
feast. Watch them In awe as they give new
meaning to the word “insatiable™. CD $16

‘NET EROTIQUE'
The future of sex
is here! Hitch a
ride on the infor-
malion.  super
highway to
Europe with one
goal in . mind.
Video dialing for

new Sexcapades with the most gorgeous
waomen ever 4o travel over the hot wire. Log on
and experience the lust and possibility this

medium can provide.

CD $24

‘VIRTUAL SEX
SHOOT'
Imagine being
transported to
a mysterious
island and
having nearly
infinite possi-
hilities as you

create your own visual fantasy by con-
trolling cameras that are capturing
avery Intense moment of highly

charged erotic sex.

CD $44

‘P.UMSGFT 6 PACK' Dcuble Duwn.- Dwrs of
Passion 2; Senstious Girls in 3D, Massive Melans,
Touch Me, Feel Me and Private Screenings are

what you'll get in this sexy B pack!

6CD'S $39

‘HUMP  TOWER'
Upon amival at this
luxury hotel you vir-
tually check in. Taka
the elevator o your
erotic floor to inves-
tigate the naughty
Quests sex habits.
As you accumulate

pomlsywcanupgiadeywrmnmlmnmdﬂom
Get through all three floors and then enter the
Panthotis to be a part of the best sax ever. This game
has 100% of possible combinations! $9

VAMPIRE'S KISS'
Journey through
the coridors of the
vampire's anclent
virtual 30 castle.
Astounding inter-
active  graphics
allow you to search
for the secret pas-

sageway that leads to the vampire's private cham-
ber. Your actions determing the outcome, but
beware of things that go bump in the night, they
just might suck more than your blood!  CD $36

INTERACTIVE

Alleycats $39
Bustar Cherry $45
Casting Couch  $39
Club Caterina $29
Crystal Fantasy  $29
CyberPhotographr $34
CyberPeep Nurse $24
CyberPeep Inl $19
CyberStrip Poker $36
CyberXperience $40
Designer Bedies 329
Dirty Debutantes 2 $39
Dirty Tricks 546
Diva X Ariana $38
Diva X Rebecca $38
Dream Machine 2 $49
Eros 2 $24
Erotic Gms Sampl 8
Fantasy After Dark $35
Fun House $39
Fuzz Buzzers $39
Girllriend Teri $39
Girlfriend Tracy ~ $39
Heidi's House $36
Hollywood Bdy Dbl $44
Hot Slots 537
Hump Towers $39
Intrct Seymore Bl 2849
Intct Seymore Buls $39
Intaract Sex Thrpy $46
Internatl Strip Pokr $22
Intimate Journey  $24
Intimate Possblls  $39
Island Girl Resort $39
Japan Interactive  $44
Latex 44
Net Erotique $24
Nightwatch Int 3 $46
Nightwatch Inter  $39
Passion Poker 529
Panelration £19
Penthouse Interact $58
Porn Manla 549

Porno Poker 44
Scissors N' Stones $29
Sax Casile $29
Sex TV 30

Sexy Sports Trivia $19
Space Sirens $29
Space Sirens 2 $29
Spread-Em $34
Spy Club $32
Strip Black Jack  $44
Strip Poker Pro $24
Strip Pokar Pro 2 836

Strip Tease $24
Texas Table Dance $24
Time Warp $45
VCA's Sex $29

Vampire's Kiss $36
Venus Playhouse $35
Virtual Director ~ $39
Virlual Golden Eye $44
Virtual Sex 2 $39
Virtual Sex $39
Virtual Sex Shoot $44
Virtual Valerle 2 $36
Virtual Vixens 24
Virtually Yours 2 $39
Wheel of Fanlasy $26
Zoom $36

MOTION

101 Crient Delts 2 $19
Amateur Models 4 $28
Amorus Asia Girl2 $19
Asia X 527
Aslan Heat $24
Bacchus Six Pack $45
Bas! of Vivid 524
Black Book 534
Busting Out 519
Casling Call 2 $36
Deep Thrt Grls 4Pk$52
Demon School  $22
Dirly Debutantes * $24
Dirty Debulnt 6 Pk $44
Dirty Western 2 $25
Doors ol Passion 2$28

Exposure $24
Extreme Sex $24
Fantascenes 339
Fantasies 2 $26

Girls Doin' Girls 2§26
Glamor Girls 2 s$18
Group Therapy  $24
Hidden Agenda  $26
Hidden Obsession $25
House of Pain 524

Indiscretion g22
Jusline 30
Kama Sutra $24
La Blue Girl 3 §22
Legend 4 $16
Legends of Porn 2 §19
Lova Biles $26

Model's Memoirs 519
Mystique Orient 2 $24
Natural Instinet ~ $18
Naughty But Nice $24
Naughly Nurse  §19

New Lovers $24
Nice But Naughty $16
Nikki at Nite §19

Nova Callection 5 $19
Only the Very Best $26
Oriental Action 328
Oriental Syndrome $22
Criental X-Press  §22
Parlor Games 25
Passion Files $16
Platinum Six Pack $42
Private Collection $48
Private Moments  $19
Racquel Releasad $24
Racquelle in Wild $24
Rain Women $38
Red Hot Pink $19
Romsoft Six Pack 539
Romsoft Six Pk 2 $39
Samurai Parvart  $49
Secret Garden 2 $19

Seductions $24
Select a Pet 2 $29
Sex 2 §24

Sexy Six Pack 44
Southern Beauts 2 $32
Sprsirs Japan Porn$33
Superstars of Porn $24
Tokyo Nymphs ~ $16

Twin Angels $28
Ultimate Tokyo ~ $29
Ultra Sex 1 318

Virgins Vol 3 $39

STILLS

3D Darling $19
Adult Img Library $18
Adult Palate 2 $22
Adult Pict Libr 4§18
Asian Hot Pix 319
Asian Paarls $29
Busly Babes 4 $39
Celebrity Nudes $25
Domin-A-Trix 519
Elite Collge Girls 1 $24
Erotic Playground$z2
Girls Rising Sun  §14
Girls Vivid 2 19
High Vol Nudes 528
Japanese Pearls $28
Latin Lusl 520
Legs Lace Lingerie$24
Oral Fixation 519
QOriental Stars $32
Ropes & Chains  $19
Sacret Treas Japan$17
Select a Pet 329
Tabloid Beauties  $26
Thrills $9
VCA Pholo Disk 322
Village Collection $29
Visions of Erotica $28

GAY
Bacchus Six Pack $45
Boylriands $20

Boys Next Door  $20
Boys of Paris $17
Cruising Ground  $20
Dream Lovers 328
Home Boys 2 $24
Manhunt $18
Manpower $24
Men In Motion $32
Men In Uniform  $38

VHS ANIME

Adventure Kid 1 $24
Adventure Kid 2§24
Angel of Darkness $24
Demn Beas! 1-Gea $24
Dragon Knight $28
Dragn Pink 1-3 ea $24

Elven Bride $24
End Of Summer $24
F31-3ea 24
First Loves $24

La Blue Grl 1-6 ea$24
La Blue Grl Gift Bx $98
Magical Twilight  $24
New Angel 1-4 ea §24

Rei Rei $27
Urotskdji 4 1-3 ea §24
Urotsukidoji 324

Urotsukidoli 2 $24
Urotsukidoji 3 Bndl 385

VHS ADULT

Bad Girls 515
Casling Couch s15
Hanky Panky $15
Innocence Lost  $15
Young Lust $15

Spend $60. Get a Phone Sex CD or
Amateur Photo Gallery CD FREE.

Request musl be made al time of purchase. Quantities limited.
Ofter subject to change or cancellation al any time.

vary. Price/avail

"DREAM
MACHINE 2' A
conspiracy has
subverled tech-
nology, enforc-
ing absolute
restrictions  on
all sexual
expression. You
are  mankind's
only hope for
sexual llbera-
tion,  CD$49

'CRYSTAL FAN-
TASY' Venture
through  the
cave of lust and
find the secret
crystal, Interact
with the sexiest
young jewels of
{he MacDaddy

harem. Take snapshats of the girls and
play with them in your own private portfo-
lio. Six highly interactive, three dimen-

sional gorgeous habes!

D §289

‘TABLOID BEAU-
TIES!  What's
behind the head-
lines of Tabloid
Beauties? See 16
bodacions beau-
ties bare [their
hard bodies in
more than 500

hrJl. wet, mrcraclive nude photos. Hear the
girls reveal their most intimate secrels in
over an hour and a half of lusty interactive

phone conversations.

CD $26

‘ROMSOFT 3'PAK’ Triple your pleasure With the
hot aduit 3 pak from Romsoft. Captured Elegance,
Fenetration and She's So Sleazy combing 1o make

this 3 pak HOT, HOT, HOT!

300’5 $25

'PEEPSHOW 2: THE
GIALIE  GAME'
Explore our
cyberdelio, whera
dlmost anything you
click on has a sexy
fittle surprise! Lots of
rooms, nooks. and
crannies filled with

uads. girts, girts everywhere! The Gitlie Game is as
much fun s your cyber money can buy. With rich, lus-
cious graphics, still the best digital vidao around and a
unique sense of humor about it C0$49

you!  CD$%

beat the pants off

1
1




HALL OF FAME

elcome to the Cooperstown of Computer Games. Here,
raised upon pedestals, you’ll find the games that hroke

the records, established the benchmarks, and held gamers in
delighted trances for untold hours.

CHESSMASTER DAY OF THE TENTACLE
Mindscape/Software LucasArts, 1993
Toolworks, 1986 hen the zany team of Dave
he only chess program in the CGW Grossman and Tim Schafer created
Hall of Fame, Cressmasier is the the scripl for Day oF THE TENTACLE,  J§
Cadillac of castling. Every game in they had one goal in mind—to
the series has improved upon the desmn : create the interactive equivalent of a Chuck Jones
adding new features without sacrificing what has made the line so success- cartoon. They succeeded so well in their mixture of crazy dialogue and ofi
ful. Recent additions include advice given in digitized speech, SVGA graphics | beat sight gags that by the time they showed Dy oF THE TenTACLE to their
and improved sound supporl. For the chess enthusiast, the myriad of classic idol (Jones is arguably the king of the classic Warner Brothers carfoon
games, the easy-lo-use interface and variely of chess problems provide enter- | directors), he was impressed enough 1o lry to hire artists Peler Chan and
tainment for players of all skill levels, The current version, CHEsSMASTER 5000 Larry Ahern out from under the project. Fortunately, the artists stayed
(see September 96 issue), offers over five dozen opponents, many based on aboard; the animation team created smooth-flowing sequences that some
great chess grandmasters throughout the ages. From the classic attacks of | game designers had always said could nof be done; Richard Saunders
Boris Spassky and Garry Kasparov o the tough defense of Anatoly Karpov o 1+ (WKRP In Cincinnali's Les Nesman) led Lhe voiceover actors in a series of
the near-effortless mobility of 19th-century American champion Paul Morphy, 1 clever performances; and the script from Grossman and Schafer kept
all the portrayals are unique (each GM opponent even employs the appropri- gamers full of both challenge and laughter from start to finish. Day oF THE
ate historical opening repertoire), giving the gamer a steady stream of fresh | TENTACLE was supposed to be a sequel to Maniac Mansion, Lucasfilm
opponents, Games' first game as publisher instead of developer. DOTT even used the
When you toss in the mullimedia chess tour, the archives of greal tourna- same sel of tools as Mawac Mansion, the SCUMM engine (for Story
menls and classic chess matchups, it's hard to find faull with the CHEsSMASTER Creation Utility for Maniac Mansion), bul today Day OF THE TENTACLE IS Deller
series-whether you're interested in exploiting backward pawns, launching known and better loved than the game that spawned LucasArts" successful
queenside majority attacks, or just playing an enjoyable and challenging game string of graphic adventure games.
of chess. CHESSMASTER truly deserves
its status as the Game of Kings.

~ Moderninductees

Master oF Orion
(MicroProse, 1993)

ALONE 1N THE DARK
(-Motion, 1992)

’Inductees Prior To 1989

Bartie Chess (Interplay Productions, 1988)
(GHessmasTER (The Software Toolworks, 1986)
Dunceon Master (FTL Sorrware, 1987)

Eant Weaver BasesawL (Electronic Arts, 1986)
Empige (Interstel, 1978)

F-19 Steawrw Fignrer (MicroProse, 1988)
Gerryssunc: THe TurNING Poinr (SSI, 1986)
Knampraruppe (Strategic Simulations, 1985)
Mech Brigae (Strategic Simulations, 1985)
Micit & Macic (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

Piraves (MicroProse, 1987)

SimCiry (Maxis, 1987)

SmrruigHT (Electronic Arts, 1986)

:Tus Bm’s Tate (Electronic Arts, 1985)
'llumn lIl (Elrigln Systems, 1983)

‘Utnima IV (Origin Systems, 1985)
'Wnnilu‘ama'(su‘ategic Simulations 1984)

Berrava Ar Kronnor
(Dynamix, 1993)

Day oF THE TENTACLE
(LucasArts, 1993)

Doom

(id Software, 1993)

Fawcon 3.0

(Spectrum HoloByte, 1991)
Frout Pace Sports Fooreart Pro
(Dynamix, 1993)

Gunship

(MicroProse, 1989)
Harpoon

(Three-Sixty Pacific, 1989)
King's Quest V

(Sierra On-Line, 1990)
LEMMINGS

(Psygnosis, 1991)

Links 386 Pro

(Access Software, 1992)

M-1 Tank Puaoon
(MicroProse, 1989)

Rawroan Tycoon
(MicroProse, 1990)

Ren Baron

(Dynamix, 1990)

Sio Meer’s CiviLization
(MicroProse, 1991)

Tuer Finest Hour
(LucasAris, 1989)

Tue Secrer oF Monkey Istano
(LucasArts, 1990)

Tie FiGHTER

(LucasArts, 1994)

Utrima VI

(Origin Systems, 1990)
Uimima UnpERwoRLD

(Origin Systems, 1992)
Wine Commanpoen | & 1
(Origin Systems, 1990-91)
Worrenstem 3-D

(id Software, 1992)

X:Com
(MicroProse, 1994)



f}i@.umputer game programs have grown so massive and the
(&‘as' number of hardware configurations has become so huge
that incompatibilities and glitches are frustratingly common.

The llth Hour 2.42 Beta
Update: Bela update (o lhe video
player. To install, just place this new
version of v32.exe into your 11t
Hour directory. This player is sup-:
posed to improve video perfor-
mance on low-end machines and
correct sound choppiness. Note
that this patch is still in beta, so
there is no "“official” support until
all the bugs have been worked out,
but VirginTrilobyte has made it
available for use.

Aliens V1.0.3: General palch
update. To run it, read the detailed
instructions in readme.txt, but
here's a quick rundown; Simply run
the alien103.exe file, and then run
the game from your hard drive, nof
from the disc.

Descent II V1.1: A general
update file with many fixes. To
install, unzip the d2ptch1.zip to get
the d2ptchit.exe, and then run the
.exe file, which will install the patch
for you.

EF2000 Midlife Upgrade
V2.02: A paich that balances the
campaign, with improved Al for
both the enemy and your wingman.
Run the patchef.exe file to use.

IndyCar Racing II For
Windows 95 V1.01: A general
update file that includes fixes for
system crash while exiling and
modem play bugs. Copy this file into
your c:Asierralicr? directary, run the
wabicr11.exe. file, and finally run the
paich.exe command.

Jagged Alliance V1.13: Has
various corrections, modificalions,
fixes, and extras. To install, unzip
the ja_113.zip file into your Jagged
Alliance directory, and then run
ja.exe.

NHL ‘96 patch: General paich
file for NHL '96. Delete and then
reinstall the game lo ensure a clean

install. Then run the nhi96.exe file
in the ¢:\nhl96 directory, and let it
overwrite the suggested files.

Riddle Of Master Lu V2.05: A
general patch file with the following
major revisions: skippyfjumpy
mouse pointer has been fixed,
easier access lo the smoking
hutch, and the “player_enter
_scene” error has been fixed. Copy
the new riddle.exe to the appropri-
ate directory (gither c:\riddle or
c:\gamesiriddle) and overwrite the
old one.

Steel Panthers V1.2: A whole
slew of fixes, modifications, and
clarifications. Read the readme.txt
file to see them all. Copy all the
files in the .ZIP file to your Steel
Panthers directory and let it over-
write the old ones.

Top Gun: Fire At Will V1.1: A

general patch file that fixes a few
problems. Examples include vari-
ous crash problems, easier missile
dodging, harder gun kills, accuralte
fuel usage model, and a KEY file
for the Suncom F-15E joystick. To
install the patch, run the fgvil.exe
file in your Top Gun directory, and
then type “install” to install the
paiches. Afterwards, lype “clean” to
get rid of the unnecessary palch
files after installation.

Tony La Russa ‘96 Patch Disk
(Beta): This palch fixes a few
bugs, but is still in beta. If you still
want lo use it, simply place the
tony96.zip file into your c:\tony96
director. Then unzip the file and let
it overwrile the necessary files.

Virtual Snooker V1.1: Fixes a
few bugs in modem play, and also
modifies the Windows setup rou-
tine. Just unzip the snkr_us.zip file
in the directory where Virlual
Snooker was installed, and let it
overwrite the necessary files.

PATCHES

Software fixes, or “patches,” for buggy programs have hecome
a necessary evil, and will be until we reach the golden age of
standardized platforms and bug-free programs.

Warcraft 2 V1.2: Updates ver-
sion 1.0 10 1.2, Includes
war2kali.exe for netplay using Kali,
and the shareware version of Kali.
Also has IPX network code opti-
mized for belter performance; fixes
the Exorcism spell problem; also
fixes the error that occurs when
255 or more PUD files are in the
war2 directory. Just unzip the
we2_12.zip file and run the result-
ing .exe file to install the patch.

Worms Network Fix: A simple
patch file that will fix network play.
Just unzip the wormsedn.zip file,
and then copy the resulting
wrms.exe to your Worms directory.
This update is for the CD version
only, the floppy version's update is
a different file.

’ Publisher Web Sites
Many of these patches are available directly from the publishers, at the

following sites:

EA: hitp://www.ea.com

Accolade: htip:/lwww.accolade.com
Activision: hitp://www.activision.com
Apogee/3d Realms: hilp:/iwww.apogeel.com
Bethesda: hiip:/iwww.bethsoft.com

Blizzard: hiip://www.blizzard.comitech.htm
Bullfrog: hitp://www.ea.com/bullfrog.html
Domark: http://www.domark.com

» New Palches are
on disk,

These patches can usually be
downloaded from the major on-
line networks (CompuServe,

GEnie, ZDNet) and Compuler
Gaming World's Web site (http://
www.zdnet.com/gaming), but
can also be obtained from individ-
ual software publishers' Web sites
or direct from the publisher with
proof of purchase.

Id Software: hitp://wwwidsoftware.com

Interactive Magic: htip://www.imagicgames.com/games.htm
Interplay: http:/hwww.interplay.com

Looking Glass: htip:/iwww.vie.com/lgt/utility.htm
LucasArts: hitp:/lwwwlucasarts.com

MicroProse: hitp:/www.microprose.com/mpsiiles.html
Microsoft: htip://www.microsoft.com

Mindscape: hitp://wwwmindscape.com

New World Computing: hilp:/lwww.nwcompuling.com
Ocean: hiip:liwww.ef2000.com

Origin: http://lwww.ea.com/origin.englishiindex.html
Papyrus: hitp:/lwwwsierra.com

Philips: hitp://spidermedia.philips.com/media/games
Sierra On-Line: hitp:/iwww.sierra.com

SSI: hitp:/lwwwssionline.com
Take 2: hitp:ffwestol.com/~taketwolripperhtmipatehes
Virgin: htip//www.ie.comihimliviesupport.himl

Spectrum HoloByte: hit:/wwwirek microprose.com/shfiles.html



THE COMPUTER GAMING POLL © A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 "lucky” CGW subscribers are selected at random to rate 100 computer games. The resulls of that poll are calculated into the aggre-

gate results of previous months to yield a cumulative average for the best plays in gaming. We've converted to a new system, so rankings are likely to

be more dynamic than in recent months, and some Top 10 categories don't include a full 10 games. As more responses accrue, the rankings will sta-
bilize and all the slots will fill in. In the meantime, we hope you find the new ratings race as fascinaling as we do.

TOP ACTION GAMES

COMPANY

.~ TOP ADVENTURE GAMES

COMPANY

1 Duke Nukem 3-D Apogee/FormGen ~ Gabriel Knight 2 Sierra 8.37
2 Crusader: No Remorse EA/Origin 8.33 _ Zork Nemesis Activision 8.02
3 Dark Forces LucasArls 7.90 Spycraft Activision 8.00
4 Doom I id Software 7.88 Mission Critical Legend 7.7
5 System Shock EA/Origin 7.87 Full Throttle LucasArts 7.50
6  Descent I Interplay 7.80 . Phantasmagoria Sierra 7.37
7  The Need For Speed EA 7.69 The Dig LucasArts 7.36
8 Hexen id/Raven 7.65 Under A Killing Moon Access 7.33
9  Earthworm Jim: ... Can 0' Worms Playmates Interactive  7.62 Riddle 0f Master Lu Sanctuary Woods 7.24
10 Virtual Pool Interplay 7.38 Ripper Take 2 7.21

SIMULATION/SPACE COMBAT GAMES

COMPANY SCORE

~ TOP CLASSIC/PUZZLE GAMES

COMPANY ' 1
Berkeley Systems | Wing Commander IV EA/Origin

- GAME
#1  You Don't Know Jack Comma
"2 Incredible Toons Sierra 7.28 ~ Mechwarrior 2 Activision 8.45
3 Incredible Machine 2 Sierra 7.16 -64 Longhow EA/Origin 8.39
4 Titryst Virgin 6.86 “Wing Commander 3 EA/Origin 8.34
5 Monopoly Virgin/Westwood 6.77 Advanced Tactical Fighters EA 8.14
6 Connections Discovery Channel 6.71 EF2000 Ocean 8.13
7  Lemmings 3D Psyanosis 6.18 Silent Hunter SSI/Mindscape 8.03
8  Treasure Quest Sirius 5.50 - U:Boat II: Drumbeat Deadly Games 8.00
9 Gearheads Philips 5.36 U.S. Marine Fighters EA 7.94
10  Smart Games Smart Games 4,00 Nascar Racing Papyrus 7.79

OP STRATEGY GAMES

COMPARY

TOP SPORTS GAMES

. GAME COMPANY

1  NHL Hockey 96 EA Sports / Blizzard 9.01
~2 FPS Football Pro 96 Sierra WarCraft Ii Expansion Set Blizzard 8.97
3 NBA Live '95 EA Sports Civilization Il MicroProse 8.88
4 Tony LaRussa 3 '96 Stormfront Studios - Command & Conquer Virgin/Westwood 8.59
5  PGA Tour Golf 486 EA Sports § € &C: Covert Operations Virgin/Westwood 8.56
.6 NBA Live '96 EA Sports 6 Heroes of Might & Magic New World Computing  8.15
7 FPS Foothall 85 Sierra | 7 Master of Magic MicroProse 8.09
8 Hardball 5 Accolade y| B Fit Commander 2: Mission Builder Avalon Hill 8.00
8 Frank Thomas Big Hurt Baseball Acclaim 9  WarCraft Blizzard 7.82
10 FPS Basehall 94 Sierra 10 Jagged Alliance Sir-Tech 7.80
- TOP ROLE PLAYING GAMES m i TOP WARGAMES

COMPANY

COMPANRY :
1 Might & Magic: Clouds of Xeen New World Computing  7.62 ety | Steel Panthers SSI/Mindscape 8.64
-2 Anvil of Dawn New World Computing  7.51 j 88|/Mindscape 8.38
3 Stonekeep Interplay 7.18 Tar Ss| 7.51
‘4 Ravenloft: Stone Prophet SSI/Mindscape 6.94 (Close Combat Microsoft 7.50
5  Death Gate Legend 6.77 5 Battleground: Gettysburg Talonsoft 7.47
B Wolf Sanctuary Woods 8.21 8  Custer's Last Command Incredible Simulations  7.38
Y RTRES Stalingrad Avalon Hill 7.28
YRl Perfect General Il aap 7.08
i Allied General SSl/Mindscape 7.03
s TacOps for Windows Arsenal 6.77




GAME
WarCraft Il

a,_WarGlaH Il Expansinn Set

Civilization Il

_"Vﬂng Commander IV

Duke Nukem 3-D

:19

21
22

26

28
29
30

33
34
35
36
37

38

48

c&c:

ieeliri'anlhars
Command & Conguer

Mechwarrior 2

A Longhow

P‘anzer General
Gahriel Itntghi 2
Wing Commander 3

~ Crusader: No Remorse
Heraes of Mighl & Mapic
'-'E_Mvsnnad Tat:tlca! Fighters

NHL Hockey 96
 EF2000
Master of Magic

‘You Don’t Know Jack

*aa

Silent Hunter

Zork Nemesis
Fit Commander 2: Mission Builder

Spycraft

U-Boat II: Drumheat
U.S. Marine Fighters
Dark Forces

System Shock

- WarCraft

Jagyed Alliance
Descent I

Nascar Racing

FPS Foothall Pro 96
Mission Critical
NBA Live '35

The Need For Speed
Tony LaRussa 3 '96
CivNet

Warlords Il Deluxe

X-Com: Terror From The Deep

Hexen
PGA Tour Golf 486
Wings of Glory

Earthworm Jim: Can 0' Worms
Might & Magic: Clouds of Xeen

NBA Live '96

U.S. Navy Fighters
Fantasy General
Anvil of Dawn

 Covert Dperations

COMPANY

Blizzard

Blzard

MicroProse
EA/Origin
Apogee/FormGen

~ SSl/Mindscape

Virgin/Westwood
Virgin/Westwood
Activision
EA/Origin
SSI/Mindscape
Sierra

EA/Qrigin
EA/Origin

New World Computing
EA

EA Sports

Ocean

MicroProse
Berkeley Systems
SSI/Mindscape
Activision

Avalon Hill
Activision

Deadly Games

EA

LucasArts

id Software
EA/Qrigin

Blizzard

Sir-Tech

Interplay

Papyrus

Sierra

Legend

EA Sports

EA

Stormfront Studios
MicroProse

886

MicroProse
id/Raven

EA Sports
EA/Origin
Playmates Interactive
New World Computing
EA Sports

EA

SS5l/Mindscape
New World Computing

TYPE

ST
&7
ST
Sl
AC
WG
ST
ST
Si
Sl
WG
AD
Si

ST
RP

SCORE

9.01
Al
8.88
8.72
d.66
8.64
8.59
8.56
8.45
8.39
8.38
8.37
8.34
8.33
8.15
8.14
8.13
8.13
8.09
8.08
8.03
8.02
8.00
8.00
7.94
7.90
7.88
1.87
7.82
7.80
7.80
7.79
7.74
7.7
7.70
7.69
7.69
7.66
7.66
7.66
7.65
7.64
7.63
7.62
7.61
7.57
7.55
7.51

52

54
55
56

58

60
61
62
63
64
65
66
67

69
70

a1
92

94

Games on unnumbered lines have scores equal to the line above, * = Top game of type, [
Combat, ST = Stralegy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.

GAME
Tanks
Closa Combat

Full Throttle

Battleground: Geftysburg

FPS Foothall 95
Warhammer
SimCity CD-Rom
Virtual Pool

Custer's Last Command

Magic Carpet 2
Phantasmagoria

The Dig

Under A Killing Moon
Hyper 3D Pinball
Stalingrad

Terra Nova: Strike Force Centauri

Hardball 5

1942 Pacific Air War Gold

Riddle of Master Lu

Connuest of the New World

Incredible Toons
Heretic

Caesar Il

Ripper

Stonekeep

Aces of the Deep
Incredible Machine 2

Star Trek: TNG, Final Unity

Destruction Derby
Perfect General Il
Flight Unlimited
Allied General
Relentless

F. Thomas Big Hurt Basehall

Rayman
Legends of Kyrandia 3
Flight Commander 2

Ravenloft: Stone Prophet

Apache
Descent
Earthsiege 2
Chronomaster
Tritryst

FPS Basehall 94
SU-27 Flanker
Magic Carpet
Future Shock
The Dark Eye
Monopoly
Death Gate

COMPANY
SSI/Mindscape
Microsoft
LucasArts
Talonsoft

Sierra
Mindscape
Maxis

Interplay
Incredible Simulations
EA/Bullfrog
Sierra

LucasArts
Access

Virgin

Avalon Hill
Looking Glass
Accolade
MicroProse
Sanctuary Woods
Interplay

Sierra

id/Raven

Sierra

Take 2

Interplay

Sierra

Sierra

Spectrum HoloByte
Psygnosis

Qap

Looking Glass
SSI/Mindscape
EA

Acclaim

Ubisoft
Virgin/\Westwood
Avalon Hill
SSI/Mindscape
Interactive Magic
Interplay

Sierra

Intracorp

Virgin

Sierra
SSI/Mindscape
EA/Bullfrog
Bethesda
Inscape
Virgin/Westwood
Legend

TOP 100 GAMES

Reader Poll #144

WG
WG
AD
WG
SP
ST
ST
SP
WG
AC
AD
AD
AD
AC
WG

ne, AD = Adventure, RP = Role Playing, SI = Simulation/ Space

SCORE
7.51
7.50
7.50
147
7.46
.42
7.42
7.38
7.38
7.37
7.37
7.36
7.33
7.32
7.28
7.26
7.25
7.25
7.24
7.23
7.23
7.22
7.21
7.21
7.18
7.16
7.16
7.4
7.09
7.08
7.07
7.03
7.01
7.00
7.00
6.95
6.94
6.94
6.91
6.91
6.88
6.86
6.86
6.82
6.82
6.82
6.82
6.80
6.77
B.77




MARTIN CIRULIS

What's The.

Deal With...
Net Games?

t's hard to believe that
just @ short couple of
vears have passed
since | slarted griping
about the lack of multi-
player games. There
are enough con-
nectable titles now that
I can start getting picky about them.
In the beginning, it was enough just
to be able to battle other human
beings in strategic or action venues,
a much-needed alternative to the
shoddy state of compuler opponents.
Unfortunately, I think too many design-
ers have become fixaled on the
“Deathmatch” aspect of some action
games. These are almost always fun,
but many games are not detailed
enough to keep this activity interesting
for any length of time—though legions
of psycholic Nuxken and Quake warriors
lend to prove me wrong by knocking
each other around night after night on
the Internel. Rise oF THE TRIAD did an
excellent job of providing special levels
for grudge malches, but no matter
how ornate they were, without any tar-
gets other than a handful of human
players, they got boring. Just calculat:
ing the body count ceases to satisfy
alter a while. Even hard-core gamers
often desire purpose, objectives and
accomplishment within their virtual
worlds. Strategy game designers
seem to have caught on to this idea,
and Conmano & Conouer, WARCRAFT |l
and CivNer all allow you to mix human
and computer opponents, with varying

degrees of success.

The real issue is whether designers
make networking an organic part of
lheir games—or whether they try lo
tack it on at the end as a gimmick, or
more innocently, leave it until the end
of the programming period, in case
they are behind schedule and need to
drop an “option.” While | was happy
enough to accept these last two sce-
narios during the birthing years of net
gaming, | think the time has come lo
be a little more discerning. | would
really like to see the end of that little
note on boxes saying that the net or
modem capability advertised isn't
quite ready, and if you'll just send in
your registration card, they'll have it for
you in a month or $o. ZepHvr and
WARHAMMER: SHADOW OF THE HoRNED
Rar might bolh have been received
better by the market if multiplayer
capabililies had been integral lo their
designs.

The two companies that seem lo
understand gamers' desire for more
variely in mulliplayer play are Bullirog
and Blizzard, both of which seem lo
have a salid commitment fo creating
games with the social aspecl incorpo-:
rated from the ground up. On the
actionfcombal front, if Bullfrog is suc-
cessiul in bringing together two very
ambitious designs, they will at the very
least put themselves firmly in Lhe fore-
front of the industry—and possibly
score an upset against those id kids.
Dunceonieerer could revolutionize the
whole multiuser dungeon scene, in

much the same way that the first
graphic adventures made text-based
games obsolete nearly overnight.
But to be honest, the Froggie title

I am most looking forward 1o is The
INDESTRUCTIBLES, @ networkable, first:
person view superhero game,
which promises fo be the ultimate

» (¢ The hest

multipiay games
are those where
network play is

integral to their

design. 29

in Champions-esque software fitles. |
can't think of a game with longer legs
than one that will let you design your
own superhero and wander about a
dynamic urban environment, knocking
bad quys through walls or whacking
friends around with broken-off tele-
phone poles. Just think of all the Hulk
vs. Superman arguments to be solved!
On the more cerebral side, Blizzard
seems committed to strategy games

in which human opponents are part of
the initial design concept. Their Wag-
Crari2 is a real treat to play, and a
worthy technological successor to the
original WarCrarT (a game limited
only by the fact it was restricted to
head-to-head play). It may well be thal
Dusto will open up multiplayer fantasy
gaming to an even greater degree.

Right now, the industry seems lo be
on the cusp, and is evalving info a
more dynamic, popular form of social
entertainment, with many developers
laking advantage of Windows 95's
built-in networking and the Internet
itself, Unfortunalely, there is also a
drive to get the most gimmick for the
buck, and multiplayer capacity is slill
lumped in with features like SVGA-ren-
dered backdrops and exploding body
parls and tacked on at the end of prod-
uct development—if there's still time in
the fiscal quarler. If computer gaming
is to become a ruly social activity,
gamers (and reviewers, for that mal-
ter), need to demand more challeng:
ing variety in play, as well as rich,
dynamic universes where our virtual
enlities can make a real difference. It's
no longer enough to accept the same
old games farted up with some last-
minute bells and whisties. &

Cumputer Gaming Wartd [ISSN 0?44 6667} [ pubhshed mnnlhly by Zlﬂ' Dauls Puhlishlnu Dluisiun One Pa:k ﬂ\renue Ne.w ank NY 10016. Subscnplmn rate is 527.97 for a one year subscrip-
tion (12 issues). Canada and all other countries add $11.00 for postage. Postmaster: Send address changes to Computer Gaming World, PO. Box 57167, Boulder, CO 80322-7167. Canadian
GST registration number is 89371 0442 RT. Perindicals postage paid at New York, NY 10016 and additional mailing offices. Permit #672-910. Printed in the U.S.A.



-
wat y ¢ W,

L




W

{

‘ —— i (Le =
#= Experience _Millll‘lll.llll % ¢
Deathmatch with modem and
WIAN play. Unload'a ‘guided -
missile or li!tnji?ltllr and™
& ? switch gnur\llﬂv to cnntm‘l
; your weapnn.f? -

T
i f!i \ ’
Ty % ’I.j'la‘d




i rder and harder to find ly
: Eratlicatnrrls N ‘,

E #—iﬁw .lulg 199@,

Features

Use 1st or 3rd-person
perspective

Play as one of three
different characters

Unique multiple
“picture-in-picture”

- views
$ Up fo 8 players in
. network play

Twice as many
. weapons as other

* shooters

o o BONUS:
= e Includes full
¥ level editor

B Y . Jump and rip through the manu ‘worlds of &
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Spider Bomb -

Fast, maneuverable,
and deadly; this insect-
like weapon can give

you the edge

Cluster Bomb & =

Wipe out whole groups - R
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bounding |cuncf? |

weapon i

Li'l Buddy

An "overyour-shoulder e
friend-or-life” who .
serves, protecls, and
kills

Weapon Enhancement Chips
Modify every weapon's = -,
performance with these 4

unique power-ups

Plus over 15 other killer
wcaﬁons for you lo
pick up and usel

300 Windows. 85

Friendly

¢/ Pldy the Eradicator demo,

Moré damage, more mass dnslnlntlnn ]Ijsu evET h:fnr:l
Lock and Toad with more than 15 new and unusual
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ﬁ?ﬁ‘imgmr Hints & Tips Call Accolade Direct
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