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1t’s in your veins. It’s on your hands. And you’re screaming for it

It’s a tidal wave of first—person shooter carnage...

Wha to KIH zumbies, Cultists, garguyles, ‘u”“{ unds, mimes, hats, rats and more

e SN ‘ R .

Where to Kill: graveyards, crematorivms, mavscleums, sfaughter houses and more

You carved your scul to shreds in servitude to a dark god, hut false promises
and hetrayal were your only reward. Now you've got a score to settle,

and it will he measured in ...

Spill scme,

shareware availahle in stores now

M S Download the demo at www.gtinteractive.com/blood e
5 DOSIPC
CD-ROM &7 10"

www.lith.com

© 1997 Monalith Productions, Inc, All Rights Reserved. Blood is a trademark of Monolith Productions, Inc. PO Box 3268, Kirkland, wnmmsuamammmlumwwwdswmm Published and distributed
?ST Imaractive Software Corp. Mummem«smwntmmonmmnwﬁw
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This rugged and mighty off-road

J _ i SR

Land Rover"
Defender 90 Chevrolet’

handling keep the Jeep in every race.

K1500 Z71"

£ L R i e N L e

Quick and agile, this V8-powered : .
import can negotiate the tightest Extraordinarily powerful and surprisingly
spots due to its compact stature. controllable-a true off-road monster!




~ Conquer The World’s
Most Wicked Terrain!

Three unique environments:
Desert, Snow, and Forest affect
the way your car handles and
maximize gameplay.

: : | Four ways to race: SINGLE RACE,
t ; FULL-SEASON, CLASS LEAGUES,
rav_:ks test your off-road skills. and MIXED LEAGUES.

gotiate treacherous terrain as you

ttle for the checkered flag!

View the action from
any of 9 camera views
selectable on the fly!

Engage in wild MULTI-PLAYER
ACTION via network, modem; or
split-screen racing.

“ .like Need For Speed™ in an off-road environment”
-Computer Gaming World

OFE-RoAD

Test Drive Is a trademark of Accolade, Inc, ® 1996 Accolade, Inc.

' i * = - - All rights reserved. Developed by Elite Systems. The Land Rover
0 Order dlreCt ca"' 1 800 245 7744 name and logo are trademarks of Rover Group Limited used
KID% TO ADULTE under license. Hummer and Humvee are the registered trade-
- 7 marks of ALM. General Corporation. JEEP and Jeep grille design
¥ i FE%}M gl el Ar 1 i are registered rademarks of Chrysler Corporation, US.A. and
kL R ey e ™ are used under license. ®CHAYSLER CORPORATION 1996,
| A 10s 5 I, S e Chevrolet K-1500 271 and Body Design are trademarks of
§ i Chevrolet Mator Division, General Motors Corporation, used
k ! mﬁﬁ.ﬁg& www.accolade.com under license by Accolade, Inc. The Need For Speed is a trade-
ESRB

mark of Eleclronic Arts.
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THE FATEOF THE WORLD -
0 IN YOUR HANDS!

You'r(_a in the cockpit against Earth’s deadliest menace in this high-tech flight-based

game with blazing arcade thrills. Battle alien attack fighters as you obliterate the ¥
City Destroyers deployed overhead by the massive Alien Mothership. As your

mission progresses from city to city, you fly faster and more heavily-armed planes, S

from the F-18 Hornet to the captured alien fighter from Area 51, building to a

death-defying climax in a whiplash-paced assault inside the Mothership!

; ﬁghter BEast your way 'thmug?l Qver
Smn et a dozen missions that tik
“ouifrom the Grand Ganypn;
* o Tokyo, to.Pansis

10.
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"= How do you follow up the b
second biggest grossing

movie of all time? For Stephen
Spielberg, you not only make a
movie sequel, but a digital
sequel replete with the most
advanced technology we've ever
seen in a PC gaming title.

You complained,

and we listened—
Gamer’s Edge is back, and
now it's bigger and better than
ever. Check here every month
for in-depth strategies to the
hottest games on the market,
written by some of the best _ e
gamers in the business. j ; {? ——

Diablo

Optimal Upyrades
For Your PG

In the final segment of our series, Contributing

Technology Editor Loyd Case helps you devise the
optimal strategy for upgrading your PC. Find out what it
takes to turn your middle-of-the-road PC into a lean, mean
gaming machine.

MARCH 1037




SNEAK PREVIEWS »  ReVIEWS

[ Redneck Rampage b
[ Darklight Conflict X ) ,
[l Abe's Oddysee i e Diablo
EW The Great Battles T T | Phantasmagoria: A Puzzle of Flesh
of Alexander e A e g Titanic: Adventure Out of Time »
P g : Noir
Clandestiny
. Timelapse
_ Crystal Skull
ACTION
Diablo EEET 1000 Tomb Raider
Red Alert Y 1 HyperBlade
l Quake : gl Destruction Derby 2
War Wind e - 18 SkyNET
Syndicate Wars h  Fu R S 1200 Marathon Infinity »
i SkyNET . 124 Neo Hunter
CG Tips! v Grid Runner = Ari
. : : . Virtua Squad el ig:;‘]' -
Necrodome S

[l Hardware Loy G0 basts ol i storege ace CLASSICS/PUZILES

EI Adventure/RPG sinCrustacean Scorpia roviews  [LC AL S
142 Battleship

SPORTS

148 Front Page Sports: Football Pro "97 _
152, SimGolf
156, NASCAR Racing 2 e
160/ Daytona USA

A Simulations Demy Atin targets sim add-ons from onine sowrces MRS

Strategy/War ree———  SIMULATION
Batieground 6: Napoleon in Russia {7 MRS TONGITIi%

FE1 Martin Cirulis What's The Deal With...Video Games?  {SBV/ NS iare il

DEPARTMENTS ; - 17| SSN

12 Justthe FAQS  Answers to frequently asked questions§ | e
18 Editorial  The eight-step path to great game design STRATEGY/WARGAMES

22 Letters Our readers speak out 178/ Master Of Orion 2

28 READ.ME News, views and the latest releases 182 Red Alert »
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They killed your sister. Now they’re out to get the U.S. of A.

They've messed with the wrong Champion.

ACIIVISION.

www.activision.com

gg[lﬂﬂﬂ‘&lllﬂlﬂ A '
Antonio Malochio ) |

e T e

Coming Soon on Windows®95 CD-ROM



..I.-' : B -j
-

overl'/AN[orihood-to-hood)

jon I o reglstored trodomerk and Inferstat 74 is @ ) i
nark of Advislan, Inc. © 1997 Actvision, Inc. Al ights resecved., _ ; / %} .
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IN
THE
PAST,

WE
EXCEEDED
YOUR
EXPECTATIONS.

SOON, .
WE'LL
CHANGE
YOUR
ENTIRE

DESTINY.

www.westwoc

Lands of Lore: Guardions of Destiny is o registered trademar B 1996 Westwood Studios, Inc. All rights reserved.
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GUARDIANS OF DESTINY™



JUST THE FAQS

Al Ihat’s on the demo disc and how do | use it? What can |
UV doif 1 nave aco subscription and | didn’t receive a

P

| demos aimed right at your
i head: HEROES OF MIGHT AND
Mnem Il from New World Computing;
War Winp from SSI, which
WA S 5 comes wilh its own
ME,. . custom scenarios;
; FaLLEN Haven from
Interactive Magic;
o EMPEROR OF THE FADING
Suns from SegaSoft;
and Synpicate Wars, from Origin/Bullfrog.
A oa Also this month, be sure to check out
=+ Origin's gorgeous-looking space simulation/trad-
ing game, Privareer 2: THE Darkening, and SSI's excellent
waigaine SteeL Pantrers 2. You'll ge[ }ruur money's worth,

DEMOS AND STUFF

Atomic 3D

BattleSport

Destruction Derby 2
Dragonheart: Fire & Steel
Emperor of the Fading Sun
Fallen Haven

Gamers’ Guide to the Internet
Harpoon 97

Heroes of Might & Magic |1
Koala Lumpur

Mplayer front end

‘Patches

Privateer 2.
Scorched Planet

Screamer II

- Sega Rally

Steel Panthers 2
Surface Tension
_ Syndicate Wars

- War Wind

War Wind Scenarios
WIng Com. Secret Mlsslnns
Wlng Com. Special Ops

CCwW

What's On The CD?

[5 fyou like strategy games, you've come lo the
[ | right place. We've got five good strategy game
i

PLATFORM

95

DoS
Dos
WIN/95
95

95

nia
WIN/95
95
WIN/95
95

nla
DOS

95

Dos
95
DoS
Dos
Dos
95
95
95
95
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disc? Where’s the justice in this world? Is anybody out there

even listening?

DIRECTORY

DEMOS\NEUTRON
NONE
DEMO0S\DD2_DEMO
DEMOS\DRAGON
DEMOS\EMPEROR
DEMOS\HAVEN
D:ATXT
DEMOS\KESMAI
H2DEMO
DEMOS\KLDEMO
DEMOS\MPLAYER
D:\PATCHES
DEMOS\PRIV2
DEMOS\SPDEMO

DEMOS\S2DEMO
SEGA
DEMOS\STEEL?
DEMOS\TENSION
DEMOS\SW
DEMOS\WARWIND
DEMOS\WWSCENAR
DEMOS\WING_SM
DEMOS\WING_S0

Auto racing fans: get your speed thrills with Screamer II
by Virgin Interactive and Seca RaLLy by Segasoft. What?
You say you want more contact? Perhaps you should steer
towards Sony Psygnosis’ Destruction Dersy 2. Too bad life
doesn't imitate this art!

How Do I Use It?

If you have Windows 95,
installation is simple: The CD
is Autoplay enabled—iust lock
‘n' load. Otherwise, from

i Windows 3.x, select Run from

the Program Manager menu,
and type D:\RUN-ME (where D
is the letter of your CD-ROM

drive) to run it straight from the CD. Then type
D:AINSTALL to create a CGW program group on your
Windows desktop. If you have installed previous versions
of the CG-ROM, this disc will use the program group
already on you: desklop

GAMES AND GOODIES ON THE CG-ROM S0

EXEGUTABLE

SETUPEXE
BINSTAL/INSTALL.EXE
INSTALL.BAT
DRAGON.MOV
SETUP.EXE
SETUP.EXE

via CD interface
HARPOON.EXE
AUTORUN/AUTORUN.EXE
SETUPEXE
SETUP.EXE

NI/A

INSTALL.EXE
INSTALL/WINDOWS/
SETUP.EXE
INSTALL.BAT
INSTALL/SETUP.EXE
INSTALL.EXE
INSTALL.BAT
SETUPEXE
SETUP.EXE

NIA

SM12INST.EXE
SO012INST.EXE
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Duel the computer anytime. If you can handle it.
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Sorcerous advisors teach Magic
in rich multimedia style.




JUST THE RAQS

Syndicate Wars

Where Are The CDs
I Paid For?

If you subscribe fo the CD version but you
have not received a disc with your magazing,
you can now email the company responsible
for fulfilling your order. Send your complaint
along with your name, address, phone number,
and subscriber number o cgw@neodata.com.
Neodata is a magazine fulfillment house which
is not owned or operated by Ziff-Davis.

If you have repeatedly contacted Neodata
either by telephone or email and have not
received missing CDs, or you wish to register a
complaint concerning Neodaa, please email
Charles Mast at cmast@zd.com. Include your
name, address, telephone number, and sub-
scriber number. Mr. Mast is the subscription
director for Ziff-Davis Publications,

How Do I Play The Demos?

To view the demos, first click on Editors’ Hot
Picks, Special Features, or Product Demos.
Then click on the title of interest. Each demo
has its own instructions for installation.

How Do I Get
The Patch Files?

Click on Patches under the CGW Features,
then read the instructions on copying the files
lo your hard drive. You can access lhe palches
from a DOS prompt by typing D:\PATCHES
(where D: is the letter of your CD-ROM drive)
and copying them directly to your hard drive.
We strongly recommend that you back up any
saved games before installing a palch, as this
may overwrite your existing program.

How Do I Get The CG-ROM?

Newssland issues come in two flavors: with
and without the CD. If you can't find the ver-
sion you wanl, encourage your retailer lo carry
it (or subscribe to ensure that you get a CD
every month by calling (303) 665-8930; specify
that you want the CD-ROM version).

Disclosure

As a matler 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 available online at
hitp:fiwvw.zdnet.com/gaming/disclaim.html
and is updated when we become aware of
such investments. &
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On-Line Editor  Kale Hedsliom
News Editor  Charlotte Panther
Assistant Editor  Allen Greenberg.
Copy Editor ' JopValina ;
Contributing Editors Scnrpiawvmnsames) .

Founder  Russell
DESIGN

Graphic Artist Dan Fitzpatrick
Gmphlc mm Jack Rodrigues

PRODUCTION
Production Director Carloslugo
Assistant Production Mgr.  Marin Wailiall
Electronic Prepress  Michele Kellong
Tamara Gargus
Roges Drake
HOW TD CONTACT THE EDITORS
Address questions and feedback 1o CGW Edilorial, 135 Main SL,
14th Floor, San Francisco, CA 94105. Or you may conlact us via:
Phone: (415) 3574900
Editorial Fax: (415) 3574977
CompuServe: (76703,622)
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Wieb stte: hitp-fiwwwezd.comigaming
ADVERTISING SALES
Associate Publisher
Lee Uniacke (415)357-4915
East Coast District Sales Manager
Laura Salamo (212) 503-48510
East Coast Sales Assistant
Audrey Dedesus (212) 503-3926
NorthWest Territory Sales Manager
Cathy Conway  (415) 357-4925
SouthWest Territory Sales Manager
Pal Walsh  (714) 851-2556
Senior Account Executive
Marci Yamaguchi (415) 3574320
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HOW TO CONTACT ADVERTISING SALES
Address inquiries to CGW Advertising, 135 Main SL, 14th Floot, San
Francisco, CA 94105; or call (415) 357-5425, fax (415) 357-4999.

SUBSCRIPTION INQUIRIESIADDRESS CHANGES
For subscription service questions, address changes or ordering
information, call (303) 665-8930 or fax (303) 604-7455 within the U.S.
and Canada. All other countries call (303) 604-7445 or fax (303) 604-
0540, or wite to Computer Gaming, P.0. Box 57167, Boulder, CO
B80322-3131. The subscription rate is $27.94 for one year (12 rssues).

Additional postage for orders outside the LLS.: add LIS$16 per year for
surface mail. Payment must be in U.S. dollars made by check or money

order drawn upon a LS. bank. Visa, MasterCard, AMEX accepled

BACK ISSUES
For back issues send $7 per issue ($8 outside the Uniled Stales) by

check or money order to Back lssues Dept., Ziff-Davis Publishing Ca.,

P.0. Box 53131, Boulder, CO B0322-3131.



COMING MARCH 1997 :
For your FREE CD-ROM demo call 1.800.760.6667 =
or reach us at http:/ /www.thearrival.com LIVE

An Enteraktion/HavokWare Production @ 1996 Enteraktion, Inc. All Rights Reserved. Lt
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THE FORMULA OME RACING GANE!

POWER F1is the (atest heart~thumping, record-breaking, speed demon
Formula One game to hit the circuit. Based on 1995 season data, Power F1 features the
official cars, drivers and tracks to strap you into a visually entertaining and exciting
racing game with an arcade feel that puts the emphasis on fun!

I I I I W O O O O
Zlhi [

FEATURING:

* Multi-player and 2 Player split screen mode.

* Statistics based on 1995 season data.

® All 17 of the 1995 Formula One tracks modelled to great detail.

* Single race, championship or shoot out game modes.

¢ Workshop facility to allow total control on car set up and build.

* Realistic pitstops, fuel consumption and car damage.

» Tactical options for car set up, to counter all weather conditions.

7 MULTI-PLAYER }
L AND SPLIT SCREEN
. OPTIONS ~

Eides lnteraclive, 303 Sacrameato Streel, San Francisco, California 941N

creie Reaoer service #2274 Check out POWER F1 at : www.eidosinteractive.com

An official product of 1be fia formula ane championship. Licensed by foca lo fujl television. copyright & published 1997 Eidos interactive Itd. All rights reserved.



What Makes A
Good Game?

The Eightfold Path To Great Game Design

uring the
holiday
season, |
was privi-
leged to
be inter-
viewed by
a number
of broadcast journalists about
computer game qift ideas. Many of
the reporters wanted lo know what
makes a good compuler game. At
first, | wanted lo hedge. After
all, what makes a computer
game seem good to me may
be irrelevant lo you. Yet, | fell
that | could go a long way
toward building understanding B
of the hobby if | could articulale
a few coherent thoughts on the
subject, so here is my eight-step
path to great game design:
PA good game is winnable,
with the possihility of
defeat. Gamers like to win, bul
they savor a victory when it's a
close call, a hard-fought triumph.
(Games that are too easy aren't
fun, but neither are games which
are loo hard. Play-balancing—Lhe
art of adjusting the game’s values
so that the possibilities for victory
and defeat are either even or only
slightly in the gamer's favor—is -
even more important to a game's
success than the depth of the
graphics palette or the quality of its
soundtrack.
PGood games offer authentic
choices so that gamers’
decisions really matter. If the

. N .

game forces players through a cer-
lain pathway, regardless of their
earlier choices or successes and
failures, or both, they won't feel
like their decisions make a differ-
ence. When gamers don't feel like
they're making a difference, they
don't get any satisfaction out of
playing.

PGood games allow gamers
to feel like they are getting
more proficient. This can be

What makes these
games great?

shown in several ways. It may
become easier for them lo wipe
out the initial enemies faced in a
game, so that those spiders or
rals thal used lo take lwo or lhree
hits to destroy now only take one
or two hits. It may merely be that
gamers are lold hal they have
gone up a level in skill so that

they can succeed more easily at a

d ADFswa 10007

given task. It may be hal they
gain more command capability
and, as a resull, are allowed to
deploy more, or better, units or
resources. Il may simply be that
they are granted appropriate
recognilion through the presenta-
tion of medals, citations, promo-
tions, knighthoods, etc. Yet, how-
ever it is accomplished, a good
game lets gamers feel like they're
gelling somewhere.

PGood games allow gamers

Tz @ tu continually discover new

thmgs Games like CiviLization [,
Counuqu oF THE New WoRLD,

-:_ WARCRAFT II, and C&C: RED ALERT
© let gamers discover the game
™ world piece by piece, uncovering

a map from unexplored realms.
Games like Civiizaion I,

(‘NLWN]O\ | a MASTER OF Orion II, MASTER OF

i+ Maaic, Deantock, and even

§ lesser games such as
o Ascenpancy allow gamers to
‘é unfold a technology or discov-

ujmmfl - ery lree so that their capabili-
“ies constantly increase. For

adventure and role-playing games
like DagaerraLL, DingLo, and
Mission CriticaL, discoveries often
require finding artifacts, getling
informalion, and uncovering lrea-
sure through encounters with
aliens, monsters, suspects, or
lownspeople.

PGames should have more
than one path for winning. If
gamers always have lo build the
same technology at the same point
in the game or they always have to

conquer cilies in a given order, it's
not the kind of classic game that
keeps them coming back time and
time again. For example, we here
at CGW loved MercHanT PRINGE and
its remake, MACHIAVELLI, when we

D (€ Gamers
should never
think things
are so hope-
less that they
can’t make a
comehack. D)

first started playing them.
Unfortunately, as soon as we dis-
covered thal you could always win
by purchasing influence in the
church, we lost interest.
Replayability, if not a certain open-
endedness, is part of what makes a
good game greal.

PGood games have solid pac-
ing. Gamers should never feel that
things are so hopeless that they
can't make a comeback. Even when
they're losing, there ought to be a
sense thal they can get things under
control with the right strategy, even if
they have to play a longshot to make
it s0. Being out of control is only fun
for a short time; restoring order Is
what makes the viclory sweet.



SOLVE 49 GHALLENGING PUZZLES

EXPERIENCE THE DRAMA FIRSTHAND
THROUGH LIVE VIDEQ SEQUENCES

~ INcLupes 2 CD-ROMS FILLED WITH

~ STUNNING 3D GRAPHICS AND
~ ANIMATION

CASSANDRY

Galleries

: aﬂlllﬁwa |
‘-um-» AR
FET ] | J
WEbr 3=

W‘m‘ﬂ' Tﬂ-

ALLEE, - 3
yflom omput Ability E
™ Yaur PC D;scaunf Specmhsts
[
: : 5 » __ 94-16 39 hitp://www.corel.com
Quality gruphlc:‘__ . ~ *UUB$ plus-applicable faxes and shipping.
. from the makers Corel, Official World Title Sponsor. i i :
¢ of CorclDRAW™ ufthe COREL WTA TOUR Call now for faxed literature! 1-613-728-0826 exi. 3080, Document # 1134

Corel, CorelDRAW and the Corel Balloon loeo are trademarks or repistiered trndemarks of Corel Comoration. The Cassandrn Galleries is o trademark of Kutoka Internetive Ine.



pGames should have multi-
player capahility. Once a
gamer has beaten the Al, they
ought to be able to take on some-
one Lheir own 1Q size—a human
opponent or two. Multi-player
capability, or even play-by-email
capacity, brings a delightful socia-
bility back to gaming.

PGood games have a way to
customize them. Whether
gamers can merely build maps,
vehicles, and military units or
design monsters, dungeon levels,
and cities from the ground up, a

4

g e don’t just want
the computer
game industry to
make better
games We want to make
.Cgmpmeﬁ__.Gammg World better
“and better, too. At times, we have
rt-:designed the entire magazine,
but we don't think that's nec-
essarz,! at this point. We've
just heard our readers speak
on some issues, and we've
“made a few changes to
reflect their input.
. First, we are
 constantly bar-
raged with malil
‘complaining.
‘that we don't
'oﬁer annugh
tpsand
cheals. Since
“We ware dellv-
erng 15-30
different tips
perssue in the little CG Tips
“boxes and in the adjoining sidebars
of strateqy articles and reviews, we
-{were alarmed. You didn't feel we
were meeting vour needs. We also
‘kept hearing that you wanted
-*Gamer’s Edge” back. So, it's
back! We've put the tips and strat-
egy articles all together in one
complete section.

good game should allow them lo
build their own version of the game
to pass on to their friends.

The technologies involved in
computer gaming will continue fo
change, bul the qualities inherent
in good game design won't. The
big winners in the future will be
those designers who use techno-
logical advances to enhance the
game qualilies described above. If
you have anything lo add, feel free
lo join the discussion concerning
good game design at www.
zdnet.com/gaming. &

Second, we heard you when
you said you couldn't easily tell the
difference between “Sneak
Preview" coverage and “Review"
coverage. Now, you should be able
to tell at a glance, Sneak Previews
will appear in the front of the mag-
azine and the “Reviews” (still
ordered by genre for fast reference
P ns and naviga-

MWS7 tion) are all

m | in one sec-
tion. In this
way, we feel
like we've

maintained the
easy navigation
for finding the
reviews you
want and clari-
fied the distinction
between Sneak Previews
and Reviews.

Of course, the changes
in structure meant that it
made more sense to put most of
the columnists together rather than
placing them in separate genre
sections. Now, columns are in the
back of the magazine, and most
columnists will appear every issue.
We hope these changes combine
to give you a more useful and
digestible magazine. Let us know
what you think.
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Mams hage attemped

It's based on the
top-selling multi-player
board game with
computer enhanced
features like perpetual
score keeping plus tips
_____and help on demand.
. 1to 7 players,

From the beginnings of t
recorded time despots
have tried to rule the world.
Many have (o) 111
to be swept awa

. Compete against
of history. " friends or the game's
achieve wo ' “rafty Artificial

~ Intelligence.

Y

¢ 10 be aggressive, which nations will you attempt to conquer?

The Avalon Hill

Game Compan
DIVISION OF Mownucm\l\?amw’fuc. * When doyou deploy your secret weapons?

D 1997 ALL RIGHTS RESERVED

History of the World for Windows 95 and Windows 3.1 is available wherever great games are sold or contact us at:
4517 Harford Road, Baltimore, MD 21214 = 800-999-3222 = FAX 410-254-0991  http://www.avalonhill.com
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ON LAWYERS, ON-LINE,
AND WASTED SPACE
"The January 1997 issue touched briefly on

three important issues which [ feel deserve
Some comimentary.
- Johnny Wilson’s picee on corporate lawyers
attempting to stamp out custorn levels and
user-generated seenarios depicts the sad state
of affairs at some (but not all) game publishers.
Because many of these publishers seem
unable lo give us what we want in a gaming
experience, theywill attempt to destroy,
thrangh litigation, things like cheat programs,
editors, and other utilities devised to make the
games more enjoyable. | cannot believe that
LucasArts” Star Wars license is threatened by
an externally-developed
Jevel editor. This is
a standard response
from copyright
holders, who claim
that the value of
their properties will
belessened, butitsa
claim that doesn't
carty the burden of
proof on the copyright
holders.

* Proveto e the
value of your property

; R? Game
will lessen, If anything, QUAKEWARRIO e
‘the value of the property Quake C let you ™ i
will inerease becanse Mecihars haCk.mee in “G
many of these extemally- month's Quake Pag
developed editors

inerease the accessibility of the game to other
wisers. So, serew LicasArts. | can getalong just
fine without playing their games. There are
ather companies which actually encourage
user participation with their games. ‘livo
notable examples include Sir-lech’ Jaccrn
ALLIANCE: DEADLY GaMis, with its ultra-cool
Scenario and Campaign lsditor, thus allowing
1 to make game after game with the JA
engine; and, of course, id's OUAKE. Id did some-
thing completely revolutionary with QUAKE.
‘Mie game itselfis just more of the same, and
indeed, even dull (I got bored playing the sin-
gle-player game and quit without finishing),
Butwhere the revolution occurs is in its allow-

CGwW

ing everyone to have access to the eode, and to

make whatever they want out of that. Irom
OUAKE, we are getting things like OSOCCER, a
football game, vehicle driving, bizarre patches
that allow for new weapons, new monsters, and
onand on. It takes a gulsy company to do that,
and they should be applauded for delivering an
entertainment ])rnr.hlr;l that doesn't p mish the
user, and that encourages continuing develop-
mentinits name.
OK, point number two. Ken Pritchard’s
L etter of the Month mentions a fact which |
think is underestimated by most gaming publi-
cations. There are alot of us gamers who sim-
ply don’t want to play online games. Of
course, online gaming is
hot, but | 1|1inkpr.np|{’.
need o be careful
about overhyping the
new phenomenon, It
won't replace single-
player gaming, it will
be another option.
Some games will
find their strength in
multiplaver online
gaming, others will
find their strength
in being plaved by

asingle person

editars such as
<tom mods like this
details, see this
amer's edge.”

alone with their
compuler. The
stanclard line s,
“Why would you
want to play against a poorly-designed Al
when you could play against human oppo-
nents?” Well, Pritchard mentions several rea-
5018 \\-‘h)’ human apponents may nol be opli-
mal. Plus, there are a lot of assholes out there
whom [really don't care to meel, online or
not. | just don’t feel the need to link up with
someone and play the latest computer game.
I'd rather play the game by myself. And there’s
noreason why a game has to have poorly-
designed Al except for laziness on the part of
the publisher. The new trend of releasing a
game that supports both single-player and
multiplayer modes —with the single-player
made heing completely lame and tacked on

PrContinued on pg 24
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REAL-TIME: NO DEAL

Real-time wargames? (“What's the
Deal With...Real-Time?” December,
96) Please, NO!While | enie W
Covnvand & CoNQUER and even
WarCrart 2, Lalways fall back to a
boardgame or a computer wargame
for a good strategic/tactical game. |
do not wish for a more realistic game
in the sense that I'm pressured for
time and trying to click on a group of
infantry faster than my opponent (oh,
veah, this really adds to the realism!).
I 'would like, however, an intelligent,
playable, and reasonably historically-
accurate game that rewards good
strategic thinking, not fast reflexes.
Turn-based works much better in this
regard. [ would absolutely love to see
companics ;I{l;lpl exisling
boardgames to computer format so
that the bookkeeping is lessof a
chore and the player ean coneentrate
on actually plaving. Avalon Hill's
Conmrutir TirD REICH is a good
start. If [wanted to be held hostage to
real-time, I'd pick up atank simulator
program or stick with C&C.

Incidentally, Iean recall one game
that did combine real-time with
wargaming, 'That was PArToN
STRIKES BACK, Remember that one?
| didn’t think so.

Itwould indeed be a sad day for
wargamers if Mr. Cirulis gets his wish
and we do one day see the “lind of
the Turn-Based Garmes as we know
them.” If that happens (heavy sigh),
atleast Twill still Tave my closet full
of boardgames.

Kirk M. Carroll
Charlotte, NC

On the CCW editorial staff. we like
both real-time games and turn-based
games. lo us, the real-time games offer
more of a sense of urgency, and the
tum-hased games provide more of an
opportunity to savor the options. The
former is better at presenting the reality
of tactical command levels, but the lat-
ter gives one a better sense of feeling in

control, We believe the game designer



£ Ibido, the world of CAVEWARS, is a
rackin’ place to dwell. In a vast, maze
of caverns, eight species wage an
incredibly brutal war for survival.

Your job, Commander: take control of |

these subterranean lifeforms and roll
over the civilizations of your enemies.

T -
3 - \ é g
; . :&x AN
It's ‘Not All
Blood:‘nGuts!
CAVEWARS is also a game
of exploration-and empire
building. Play vs. as many
as four computer or human |
opponents. Fight in “Ibido™ ||
or-have the computer create |§
a new underground world.

: Dig It or Get Buried!

Bl In the beginning, you have primitive weapons and magic and your empire is small.
Manage your population and your troops, mine rich mineral deposits to forge new
weapons, effectively research new technologies, and rediscover the lost spells of

' tt and the vast levels of caverns will be yours!

i gl
AR ¢ /BERGBUI RE & AN SNAMARIE  TARCHON'  TROL,
i MR — o . - & - —

er great games are sold;
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IT'S NOT REAL

|t me quote from your reeent
preview of LucasArls REBELLION:
“In both the strategic and tactical
portions of the game, your enemy is
moving his picees simultancously
with you in real-time.”

Now, since the strategic portion of

REAL-TIME WARGAMING Cuose Comaar is in the middle of
the debate between real-time and turn-based wargames.

The game sold well, and has become popular on

Microsoft's Internet Gaming Zone at www.zone.com.

should choose the mechanics which
best fit the design intent. This issue

definitely seems to have hit a nerve,

though. Check out this next letter

« &

W Cantinued from pg 22

o increase sales—should be halted forever,

. Finally, point number three. Walt Huber's
letter brings up two interesting thoughts. You
definitely should let people know if the game
can support multiple players in network mode
or if each playerneeds o have a separate copy
of the product. And, [ wantto give i rousing
“Hear! Hear!" to his comment that your maga-
zine spends way too much time talking about
alphas and previews of pcoming games,
CCWisn't the only oftender, of course. Al the
game magazines do itand, frankly, its pretty
useless. Half the time the games come out
with a completely different feature set than
previewed, and the other half of the time the
games never come out at all, Usually, previews
and alpha looks are written in an optimistic
tone, and when the game s released, that opti-
st fums fo disappointment. Short looks at
games o be released in the next two months or
s0 are OK, just so we know on whal o spend
our gaming money. But | would much rather
read an hx-dbpth.rcview of the released game,
oradiseussion of the pateh and how it affects
an already released game, than anything about
a game thatisn’t et on the shelves. Again, this
isn't CGW's problem, it's all of the game maga-
zines. What | do now when | read CGWor
any of the others is to simply skip over the
Preview pages. Never read ‘e at all, and so

CGW

this game encompasses wresling
control of an entire galay from the
opposition — building bases, staging
invasions, and sending fleets on mis-
sions of conquest — how in holy hell
can it be staged in real-time? Are you
seriously suggesting that it takes sev-
eral vears to complete the game? And
il vou actually lave full years in

which to move your unils around,

ER OF THE MONTH

far, haven't felt like | missed anything,

Anyway, that’s it for this letter. I still like
CCW quite a bit and hope you continue to
improve. Thanks for listening.

Mark Rose
via the Intemet

We hearyou, but we also want to make sure
you noticed that Johnny Wilsons editorial also
wamed how copyright protection was necessary or
companies would have to resort to enciyplion and
protection schemes that would mitigale against
scenario and campaign editors. So, the game edi-
fors are essentially under siege from two direc-
lions: overly-aggressive inlerpretation of copyright
an the one hand and infemational complacency
with regard (o copyright violations on the other.

We also hearyou about online games. One
reasonwhy we only focus on online games in @
few issues peryearis because we think the hype
is too far ahead of the curve. As for your com-
ments about sneak previews, you'll notice that
most of our editorial space is devoted to reviews
and strategies of games that you can play now:
Since we only review from final copy, sneak pre-
views provide early information that many of our
reacers use to see if upcoming games will
appeal to them. We agree thal the industiy trend
1§ lo cover games too far in achance to be useful,
but ganiers often state that they want previews,
and our job is to give them what they want.
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but can aceelerate ime, then what
bencfitis offered by this real-time
hype — besides being able to print
“REALATIMEN" on the box?

Or does realHime as you are nsing
il here transhate Lo “the player needs lo
make a decision (that would actually
be made by a full general staff over the
course of several weeks) in 15 sec-
onds?” Aren’t we talking aboul enor-
mously accelerated unreal time? What
it boils down to is that mast

real-lime games are simply

mechanisms for camonflaging defi-
ciencies in the Al by forcing the
gamer to humy,
At a platoon level, perhaps real-time
offers some benefit, but in a game of
galactic grand strategy? So long as |
have a full hour to decide when to
invade Coruscant, then perhaps Il
believe your claim that REBELLION is
areal-time game.
Scolt K. Stafford
from the Intemet

erve: 76703622

0 ite to:
GW, Letter To The Editor
- 135 Main Street, 14th Floor

- Sanlfrancisco, CA 94105
- Weresene the right to edit all
letters forspace or clarity.




gas and ammo and the
are on your tail...
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he Adventure game
that challenges your
moral fibre

* 48 fully animated characters

* 60 stunning, high resolution locations
* 4 massive, non linear, inter-linked worlds

* Animated by an ex-Disney artist

“A journey of a lifetime awaits you in this
marvelous adventure. The world of Fable
combines stunning animations with
progressive puzzles, curious characters
and outlandish events, all topped off with

a twisted sense of humor.”

“A game to rival the Lucas Art’s Adventures.”
LEE BROWN, CD-ROM MAGAZINE

“Reminiscent of the King’s Quest series.”
MARK ULYATT, PC POWER PLAY

For Windows 95 and DOS

Developed by:

To order, visit your retailer, e ‘
or call: (800) 447'1230- ﬂt:um'riuhl‘l‘elqu;:I-'.Immnicm;llhnl.ul.
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Dungeons,
Doiphins,
And Deities

Bullfrog's DunGeoN KEeeper Tops Their
Lineup Of Impressive Games For ‘97

DUNGEON KEEPER

Almost 10 years after

founding Bullfrog and devel-

oping the genre-builder

Popurous, Peter Molyneaux
said he plans to leave the
company after his latest pro-

ject, DuNGEON KEEPER, iS

completed. This departure
hasn't worried many at the

heart of your dungeon?

company, for one simple
reason: DunGeon KEEPER
never seemed very near
completion—until now.
CGW ook a peek at an
advanced version and spoke

with Molyneaux about its devel-

opment.

“| was sick to death of always

playing the good guy in

games," Molyneaux explains.

CGW

a cliché | wanted to do some:
thing different. In Dunceon
Keeper you have to be a com-
plete and utter bastard, design

DARK SPACES Who knows
what evil lurks within the

end, you will kill him hor-
ribly, and there’s a nice
cut-scene for this."
Dungeon Keeper fea-
tures two distinct, but
related, styles of
gameplay: overhead
strategy and first-person per-
spective, real-time action. The
object is to lure evil creatures
who'll become your servanis
inta the dungeon to defend it
against heroes. The dungeon is
expanded in the main map and
strateqy section, as you build
living quarters, gold stores, and
food halcheries. You can direct
minions against the heroes

“Being a hero has become such

and build a dungeon, and be
the bad guy. There are heroes—
good guys who enter your dun-
geon and try to steal your trea-
sure, rid the world of your evil.”
S0 how do you win? "You get

more points for stab-
bing heroes in the back
than killing them clean-
Iy in battle,” says
Molyneaux. "There is
this green and pleasant
land which is viewed
from your castle, which
progressively becomes dark,
ravaged, and blood-ridden as
your Dungeon's influence
spreads. In the distance is a
castle inhabited by the Avatar
from the Uimina series. In the

from this overview or, more
interestingly, possess one of
them, then enter a 3D textured,
first-person world and fight from
this perspective, while the com-
puter akes care of the sim end.
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NO MORE MR. NICE GUY
Allow one of your hench-
men to do your dirty work
for you.

Any creature can be pos-
sessed, right down to the hilari-
ous chickens that the monsters
feed on (not such a good idea,
unless you want to became
monster fodder). You can also
torture, train and discipline crea-
lures, slapping them with the

back of the mouse cursor hand.
Scheduled for release in early
April, 1997, Dunceon Keerer will
allow up to four players to com-
pele via network in keeper-vs.-
heroes and keeper-vs.-keeper



modes, as well as a first-person per-
spective deathmalch. Every aspect of
the 25 levels will be edilable in Win 95
using a customized Excel spreadsheet.
A Dunceon Keeper Web site is also in
the works, which will allow up to 256
people to play on-line, with up to 64
dungeons, on a skeleton landscape
created by Bullfroq.

CREATION

CreaTion is an eco organization
which has escaped lhe syndicates and
set up a water-world on a distant plan-
el. You take on the role of an underwa-
ter caretaker, looking after dolphins,
whales and other friendly flora and
fauna. The overall impression of depth,
light and shade is impressive, as you
lraverse this submerged, lextured world
in an armed submersible. But all is not
well: A sinister fungus starts appearing
on the ocean floor, driving fish into
agoressive mode. The usual suspecls
are there: sharks and killer whales,
which amateur big game fishermen will
enjoy blasting away. The syndicates
appear, too, and soon you're in the

SWIMMING WITH THE SHARKS
Creation plunges you into new
depths, as you patrol the realms
of a subterranean world.

midst of a full-scale battle, the only help
coming from a few dolphins acting as
your wingmen.

Maost of the texture screens were up
and running when | saw the game, but
internal views, control screens, and
guidance were nol properly set up.
Creation is scheduled for release in late
spring or early summer.

POPULOUS 3

The game that kicked off the God
sim genre is back, this lime with a
complete graphic averhaul. The new
world view is so secrel thal Bullfrog
wouldn't even allow CGW a screenshot.
We did get an early peek al the litle,
though, which looks very advanced for
a game not scheduled for release until
summer,

It is being produced under the
supervision of Alan Wright (Macic
Carper 2), and follows the same hasic
scenario as the other PopuLous games:
Worshippers do your bidding and
Wildies wander around aimlessly, lead-
ing shallow lives until they're converted
to your religion, in an all-too-accurale
portrayal of mankind's history.

There are plenty of 30 disasters lo
contend with, including insect plagues,
a ghosl army, earthquakes and volca-

ere are the games readers are actually blowing the most
H time on, as opposed to the reader's overall “quality rank-

ing" in the Top 100. =
READERS
positions for the eighth consecutive

month, while Commano Ao Conaugr, "

MecHWarnion 2 and Quake hold their positions a few steps behind.
DacaerraLL creeps steadily up the chart, while Heroes o MigHT
AND Magic slips back down into tenth place.

i | The Top 6 remains fixed, with
‘; You'll no longer find the CGW Poll Card bound into the maga-

Cwviuizamion 11, Duke Nukem 3D and
WaRCRAFT Il maintaining the top three

zing, but check your mail box: We mail a survey to 1,500 random-
ly-chosen subseribers each month, and we use the results to cal-
culate the Top 100 and Playing Lately each month,

Lasl  Months
Month  On Chart

1. Civilization II (MicroProse) 1 10

2. Duke Nukem 3D (3D Realms) 2 1

3. WarCraft II (Blizzard) 3 13

: 4, Command & Conquer

} (Virgin/Westwood) 4 16
‘ :5.' MechWarrior 2 (Activision) 5 15
6. Quake (id Software) 6 3
.?. Dagﬁerfall (Bethesda) 10 2
1' 8. Steel Panthers (SS)) 9 15
9. .b-dc‘:m_l'l' (id Software) 8 12

31(.). Heroes of Might & Magic
(New World Computing) 7 15

noes which can be called down from
the heavens at whim, as you ballle
against up to three Al opponents.

With three other titles due out
before Popurous 3, including THEME
HosprmaL, (a sophisticated sequel to
Theme Park), Bullirog is worried
about letting the cat out of the bag
too soon. But from what we've seen,
PopuLous 3 is likely to be the most
user-friendly God sim lo date, and
could well broaden the genre's appeal
gven further.—Alan Dykes
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“MDK promises 3-D
technology so cool and
~ action so...realistic that
- it will send everything
else running for cover.”
- PC GAMER

ONAGOO

“There are too many in-
novations...to list here.”
-~ COMPUTER PLAYER

RRMOUR

STRENGTH
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ARMOUA

STRENGTH -
*

(PC CD-ROM)

“..futuristic 3-D action/
adventure that could set
a new standard for PC
Gaming.”

- PC GAMES

“This highly anticipated
title is certainly one of
the slickest games we've
seen...could be the ac-
tion fest to rival Quake.” .
-BOOT

Created by Shiny Entertainment, Inc. ® 1996 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc.

All rights resarved. Artwork and design © 1988 P, Inc. PIE™ j5 a registered trademark



Your planet is being bulldozed by the ton. Six
massive mobile mining cities, controlled by a
force that nobody can stop, are strip mining
the Earth’s surface, overrunning and crushing
anything in its path. Unless you can stop them.

BILLION PEOPLE WILL DIE.

» Unbelievable 3-D graphics, adrenaline- weapons and equipment including:
pumping gameplay and extremely fluid — A helmet-mounted sniper
movement through a massive and wide rifle with vision goggles -
open playing environment. target enemies from over

« Over 60 arenas of play spread — e two miles away.
out over 6 mobile cities. V. SR - A living polymer suit

» Over 60 hours of game- (/\“id [ Sy that protects from

play.

* A fully reactive program
intelligence where ene-
mies think, listen and
communicate in a calcu-
lated assault on your life.

» An arsenal of innovative

piercing projectiles.
— A high-tech reusable
parachute.
— Bombs...decoys...
“homing sniper
grenades...
and many more.

e IT THINKS. THEREFORE IT KILLS, Z IFIEY7
Sy 5
Cisin Windows 85 and BOS o one CD. Can e, G20

http://www.playmatestoys.com (714) 428-2100



Starfleet Delayed

An Update On Inlernlav S New Star Trek Slm

fter hopes that Interplay
Productions' Star TRex:
STARFLEET ACADEMY
would be released by
last Christmas, it now
looks as if it's Spring
malriculation for virlual cadels.
When the game does beam down,
you'll get the chance to enter
Command School and compete for
the approval of its famous and well-
decorated facully: Mr. Sulu, Mr.
Chekov, and Captain Kirk.

We spent a day on the set of
Raleigh Studios, where the cut-
scenes and interactive video
sequences for ST. SFA were being
filmed. We found that the game has
experienced many of the typical
delays surrounding a big-budget
movie: script modification, actor
availability, and logistics. Add the
changing technology, and you'll see

trigonomelry.”
The technique
allows Interplay to
change scenarios,
angles, and light-

Julianna Robinson gels made
up as an Antarean cadet.

abuzz with excitement. Several veter-
an filmmakers were checking out the
money-saving technique Buchert's

crew was using to composite the film

A FEW GOOD CADETS Some
actors remain on the set as
the lighting crew prepares for
the next camera set-up.

why the game is taking longer han
Producer Rusty Buchert would have
liked. Yet, it looks worth it.

On the day we visited, the set was

ON THE SHELF ¢

AMBER: JOURNEYS
BEYOND

| have a dream. My dream
is that someday | will open an
adventure game, boot it up and
it will not look like Myst, This was not the
case with Avger: Journeys Bevono, bul for

r

cow

footage with the digitized sets. By

posting a grid an the green-screened
areas of the set, Buchert can identify  from many different angles.
the exact coordinates of any actor in

once, | was not disappointed. When the
game hegins, you receive an urgent email to
check on Roxy, a ghostbuster friend, who is
experimenting with a new device that she
believes will let her communicate with the
spirit world. The opening segment feels
uncomfortably Myst-like, and | was sure |
was about to play yet another bumbling-
thraugh-pretly-screens-with-nothing-to-do
game. But, happily, AmBer really improves as
it goes along, with an extremely creepy
Stephen King-lype story and atmosphere,
great sound and clever plot-oriented puzzles.
Horror fans eager 1o forget PHanTASMAGORIA Il
should check this one out.—J. Green
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sourcing on actors during post-pro-
duction—as if they had shol footage

Because of the new lechnique,

the frame by Buchert doesn't have to composite
using “plain-old the digital set and the film immedi-
high school ately: adjustments and refinements

can come later. So far, the resulls
look better than digitized sets.

STAR TREK: STARFLEET ACADEMY
started out with a hugely ambitious
design. Buchert's three-and-a-half
year mission has been to contain the
vast Star Trek universe to a real-
world budget and schedule. He had
the added challenge of combining
Paramount's incessant concerns
over their license with Interplay's
concerns about gameplay.

The problem was solved by draw-
ing from top writers in both game
design and scriptwriling worlds. Dan
Greenberg, an award-winning paper
game designer, wrote the original
interactive material. Then, Interplay
brought in veleran writer Sandy
Fries, dubbed “my rewrite man," by
Gene Roddenberry when they
worked together, to ensure faithful
characterization from the Paramount
perspective.—Johnny Wilson

: amesthatwere released just prior to press time. Most will he reviewed next month.

Graphic Simufations Corp (800) 580-4723
PC CD-ROM

Changeling (512) 419-7085

Mac CD-ROM

Reader Service # 302

CYBERGLADIATORS

Sierra has entered the fighting game mar-
ket, and their first foray, s
CyserGLADIATORS, isn't too shab- .g
by. It's definitely not up to par ‘
with Virtua FIGHTER, but its game-
play is at least as good as MoriaL Komgar for

the PC, and better than Pray Fon Deatt and
Rise 2. Innovations to the genre include inter-
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Why do you suppose big quys ke 1BH,
Sony, NEC, Gateway and Ater chiose ATl
30 for their hottest new systems? Could
it be quality? How about performance!

SUPERIOR
HARDWARE
ALCELERATION

I
TEXTURERITERING
06

s ™

HERSPECTVE CORECT
TouRe s

TRARSPARENCY ™
(ALPHA BLENDING)

TRUE COLORNIDED g
INANY MODE
We pack mome features info

liardware than anyone, <o natiiraly,
nohody can touch our performance.

ATI 30 XPRESSION + PCZTV.

MATROX MYSTIQUE

STANDARD |
VERSION

Hove up to ATI 3D and et realistic 3D
textares, brilliant colors and hfelke detail.

With ATI 3D game cards, you get the best combination of 3D, 2D and silky-smooth, full-screen, full-motion
video acceleration. Andyou get PC2TV. Just plug your PCinto the biggest TV you can find for supremely
intense big screen gaming action like you've never seen before. For multiplayer and shared gaming,

: i i New ATI 30 XPRESSION+ PCITY (M6 upgradable or AME) i the
everyone gets to watch. You can record your game playing directly. to tape (just in case someone ulimate amer’sgfabhics Uatade an comes iththe hottes

: 30 ames and VRHL web browser. The higher end AT 30 PRO
dares doubt your scores). And when you buy a new PC, you might just save the price of another TURBD PCITV (4MB upradable of BUB) comes with Extreme 30
monitor. Who said'size doesn't matter? Get ATI 3D game cards for as little as S169.* Go to a store,

hit www.atitech.com, or call us at 905 882-2600 (press 2 and we'll fax info back to you).

0 ATI Tethaologies Inc, 1997, ATT, 30 PRD TURBO PCITY, S0 XPRESSIONS PCYTV.and Mow You Sea It are tradematks andfor registeted trademarks of ™
AT Techaologies Inc. All ather product names are trademarks and/or registered trademarks of their respective owners. hssaubt Rigs screen appears 0w 0“ ee t . .
couttery of Pivgacse Ld. MechWarrior  screen appedcs Codrtesy of Activision Ind, * E5P for 30 XPRESSION« PCITY with IHB. [}




READ.ME

The Complete id Anthology

Is it worth $100?

six years is ime enough to have fans clamoring for /s anthology.

Encased in a spooky black box emblazoned wilh a salanic-looking
long-horn skull, it makes you wonder what evil contents it might conceal. But
inside you'll discover four discs, (three PC, one Mac) containing such id clas-
sics as WourensTem 3D, Spear oF Destiny, Doow, and, of course, Quake.

You'll also qet a selection of collectors' items: id Anthology dogtags, a little
pewter Cyberdemon, The Book of id (a tale about the company’s history wilh
amusing photos and sketches), a snazzy black T-shirt, the Doom Comic Book,
a poster, and a collectors’ card, all for about $100.

So, is it worth it? True id fans will no doubt think so. And then, of course,
there are those people who'll collect anything. Maybe they're right: If you
don't break the shrink wrap, the sucker may someday be worth a lot more.
But that's no fun—1I'd rather wear a limited edition $100 t-shirl.—C. Panther

The Beatles waited 25 years to do it, but id Software has decided (hat

GTE Pulls The Plug

TE has decided to begin the %
process of phasing out
operations at its GTE

Interactive Media division
beginning March 14. The company is
expected to release its developers on a
case:by-case basis In order to finish prod:
ucts still in development. Meanwhile, cus-
) tomer support for
exisling.games such _BUFF
as TIMELAPSE, TiANIC P‘-UNDE
and NCAA ColLEce 5. Wa
; e e - - Hiscovers
BaskergaLL will continue al the existing her super-
facility_ until approximately June, 1997, strength in

GTE formed GTE Interactive Media in Siege.
1990 to bulld'entertainment properties
which would be complementary to GTE's development of broadband video
services. The phenomenal growth of the Internet has created enough new
players that GTE Vice-President and General Manager of New Ventures now
claims that GTE no longer needs lo create its own.

Prior fo announcing the shutdown of the entertainment unit on January
6, 1997, GIE investigated relationships with several strategic partners, but
none were forthcoming.

One of the most interesting projects to be thrown into limbo because of
the GTE shutdown is the announced collaboration between Wildstorm
Comics and GTE Entertainment to create both a comic and ongeing com:
puter game/Internet experience based on Siege, a new superhero group
created by Wildstorm (see the story on CGW's Web site). No determination
has vel been made as o how development will proceed on the game, but
from what we've seen of it, it looks like a valuable property.—Jofnny Wilson

ON THE SHELF €

active environmenls: Meteors crash onto are-
nas, barrels lie ready to be kicked at your
enemy, and spears lie ready lo be thrown. The
graphics are good (fantastic on a Rendition- or

3Dfx-based 3D card), with detailed back:
grounds and well-rendered characters. You can
crank up the detail level on characlers, or ditch
fancy backgrounds for faster frame rates. The
game supports the Sidewinder, GriP and other
controllers. For fighting fans looking for a seri-

ous and replayable game, though, here is a
lack of depth.. Still, if you just want a two-play-

er action game for the PG and are tired of MK,

then CreerGLADIATORS Might be worth a look.
—E. Chin

Sierra (800) 757-7707

Win 85 CD-ROM

Reacler Service # 301

TOY STORY
Buzz and Woody are
back in Disney's challeng-
ing arcade-style take on
the successful movie. An

r

l

WARKH

enhanced version of the Sega Genesis game,
Tov Stor is 17 levels of increasingly difficul,

fast-playing fun. Woody and Buzz (with

MARCH 1997

help—and sometimes hindrance—irom the
other toys) must complete a number of time-
limited tasks, all while avoiding dangerous
helicopters, parachuting army men, Sid's
nasty dog Scud, and the ever-perilous Claw.
In this platform-style game, you'll free
trapped toys, cruise around in RC Car, and
swing on hooks lo avoid mulant loys. All the
levels are amusing, and finding the proper
sequence to complete many of them can be
quite challenging. Be warned, however, thal
this s the essence of wrist-twitching arcade
gaming, and not for the hand/eye coordina-
tion-challenged.—Dawn Jepsen

Disney Interactive, (800) 426-3306

Win 3.1 and 95 CD-ROM

Reader Service # 303
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“Clever, In utterly different ¥ision and
eXperience from o) the looks
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The first ever STAR TREK space battle simulator.

Translucent texture mapping for |
| unprecedented cloaking effects.
Real-time color light sourcing for startling realism.
Enemy artificial intelligence that learns
and adapts to your battle style.

No ane this side of Kirk has flawn anything this advanced.

 Until now.

“The most anticipated space sim
of the yea.r” — Computer Gaming World

“Starfleet Academy promises to be the
flagship of MacPlay's immensely successful
Star Tfek line Of gamesﬂ = Mac Home Journal

“STAR TREK fans are finally about to get a simulation
worthy of Starfleet itself.” — pc camer

Fly up to four Federation Starring William Shatner, Walter Over 25 chaHengmg missions
starships against 30 amazing Koenig with a special appearance by in spectacular 3-D environments.
3-D polygon alien ships. George Takei in their legendary roles

of Captain Kirk, Commander Chekov
& Captain Sulu.




WWW.INTERPLAY.COM
WWW.MACPLAY.COM

Starfleet Acad ©1997 Imerplay Productl Tradh k and ©1997 Pa
are trademarks of Patamount Pictures, MaePlay and play are trademarks of |

of Sony Computer Entertainment, Inc. All rights reserved, Windows® 95 is a reqi d

Playstation

1

.

BY GAMERS. FOR GAMERS.

MACFLAY

ramount Pictures. All rights reserved. Star Trek, Starfleet Academy and related trademarks
play Productians, All rights reserved. PlayStation and the PlayStati
of Microsoft Corperati ;

logo are trademark
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GCAME TRACK

» FIRST LOOK

mere’s your first look at games in development. These games aren’t even playable

1 January, 1947, the forlured and
‘dismembered body of an aspiring
aciress named Elizabeth Short was
8 discavered in a vacant lot in Los
Angeles. A reporter immortalized the
memory of this once raven-haired beauty

by writing about her as the “Black

Dahlia.” The murder of Elizabeth Short
Was never solved, and still provides fod:
der for true crime aficionados to this day,
- Take 2 has taken a different tack with

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

cerming the involvement of Nazi spies into a
fascinating fiction built around'some inrigu:
ing research and art deco:period art. Players
take on the role of a special agent for the
C.0.. (predecessor of the 0.S.S. which; in
turn, was precursor to the CIA). As a special
agent, you have to investigate reporls of a
INazi bund operating in Cleveland, and the
restlting strands of evidence will take you
through 80 different locations in both the
U.S. and Europe.

NECO ETAGE Bf colirse, the 1940s still had their share of classic art deco

hatels left over from the Jazz Age.

the Black Dahlia story. Although the
game still deals with the murder of
Elizabeth Short, you'll wonder if she is
i [ruly the Black Dahlia or if that is a
& {erm for something else. In an imagina:
tive story which weaves the history of
{he Cleveland torso slayer (a series of
i unsolved torture/slayings in the early
% '40s), the facls surrounding the Black
& Dahlia murder, and speculation con-

BuAck DAHLIA Uses an advanced version of
the Ripper engine that combines full-motion
video with virtual rooms, enabling gamers to
explore the rooms in detail. It will also feature
advanced lighting techniques, so that some
rooms ¢an be explored by flashlight and oth:
ars by torchlight. As in Rieeer, the game will
feature a cast of Hollywood slars, and current
plans call for the game to require six CDs of
game and video resources.—Johnnay Wilson

SPEAK SLEAZY Would-he special agents will have to spend some of their
time in dives like this.

cow
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AI:IIltIl‘llJ Snmlre! Avalon Hill

Agents of Justica MicioPtose = - Spring 87
Ride De GCamp 2 HPS Smmlanons Spring 97
Armared Fist'2 Novalogic ~409
L — 97
Battlegrount: Middie East Talonsoft:
Ballles of nlexander_lnlr'rarme ruag C Spring 87
Battle Sport Acclaim ' L3
Betrayal at Antara Siema

Blade Rimner Virgin/eshibod]

Blood Apogee
Blue Heal Cyberdreams’ LIRS
Boggle Hasbro Interactive 6197
Caliahan's Crosstime Saloon Legend 01/97
City of Lost Children Psygnosis __3_[9__@(.
Gammanche 3oL 87
Dark Earth Mindscape Spnng 97
fescent to Undermantaln inleme 367
Dungeon Keeper Bullfrog J 4i97
Ecstalicalf Psygniosis P
Entrepreneur Stardo 01:9?
European AlrWar VicroProsel” Siimmer 87

Fallen Haven Interactive Maqic
Flying Nightmares 2 Domark
Front Page Sports Golf Sierra
Grand Stam 87.Vigin”
Hardhall 6 Accolade

Spring 9?

History of the World Avalon Hil Ve
1F22 Interactive Magic Sprrng 97
Imperialisin SSI 0 £ Spling 97
Interstate 76 Activision 01197
Jack Nickiaus Golf 87 Accolade 307
Jedi Knight: Dark Forces Il LucasAﬂs i 3197
Lants of Lore: Guar stwondiVirgin. 3107
MDK Shiny Entertainment 03197
Marvel Mindscape . Spng 97
MicroLeague Baseball E 0 MluuLedgue Spring 97
Mig Alley Enmpie” 10 © Summer 87
Myst 2: Riven Br _ Summer 97
NBA'Live 87 EA'Sparts - atie7
NFL Legends Accolade 9/97
Pacitic Generai SSI . Summer 97,
Reach for the Sk Sprlng a7
sl

Rehel Mnnn Rlslﬂg Fenris Wﬂlf
Red Baron

Return Iu'l(rundur?“‘ La-.rell (33 _-

497

Fai! ‘J?
01,’97

Sonic uuxas' Audio Chip Sel sa
Spider. Man: Venom Factor Byron Prelss Spring 87

Star Craft Blizzard 6/97
Star Fleat Acatemy lnterplay 187
TFX: X-22 Ocean 36
Theme Hospital BuliffoglEA° 4087
Ultima On-Line Origin _ Spring 97
Unreal Epic e N a8
Voudoo Rush 30 ch!n SEI SDtx.‘Tndent 01;’9?
VR Baseball VR Sporis’ . 'Spring 97
VR Bolf VR Sports __ ai7
VA Baseball VR Spots: ~ . Spring 97
Wineout XL Psygnesss el 3197
X-COM: The Apocalynse MicroProse  Spring 97
Zork: Grand Inguisilor Activision Fall 97



Experience the thrills,
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iSO ne - iptivating fantasy
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1996 SiErra On-LINE, INC. BWanp ™ pDEsionaTE TRADEMARKS OF OR LICENSED TO SIERRA ON-LINE, INC., BELLEVUE, WA 98007. U.S. PATENT NOS.

5,430,835, 5,287,446, 5,377.997, OTHER U.S, AND FOREIGN PATEMTS PEMDING. ALL RIGHTS RESERVED.

SIERRA®

e

CIRCLE READER SERVICE #155



Ad Tech (USA) Corp.
20256 Paseo Raobles,

Walnut CA 91789

Toll-FREE 1-800-760-9888
Phone 1-{909) 468-0071

T E C H| Fax 1-(909) 468-2231

SINCE 18987 Homepage: htip:/mww.adtech.com/
Info @ adtech.com Ehui@ix.netcom.com
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» HANDS ON

Eﬁnhese are the products in develop- |
ment we've actually spent some E
time with. They represent some of !
the most interesting titles in the i

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

»Man of War

he era of "Fighting Sail,"” that
period which extends roughly
from the American
Revolutionary War through the
Mapoleonic Era and closes out with the War
of 1812, seems fertile ground for wargame
designers. Woooen SHips ano Iran Men
(Avalon Hill) and Act
oF Sai (Talonsoft)
have already
reached slore
shelves, with
Fianming Sai (SSI)
and Man or War
(Strategy First) to
arrive in 1997,
WOoODEN SHIPS AND
Iron Men is a detail-
oriented command
simulation which
gives up a slight
edge in urgency to
allow the gamer to
do more, and AGE oF
SaL increases realism by requiring the gamer
to act within accelerated-time combat. Both
games do a poor job of allowing gamers to
salisfactorily command huge fleets.

Man oF War allows gamers to have the
perspective of a Rear Admiral or
Commodore. It is a graphically rich update

LOG CABIN Basic setup and menu
screens for Man o War use the
admiral’s cabin and log metaphors.

MARCH 1557

of Simulations Canada's largely lexi-based
version of a few years back. Where the
SimCan version scrolled CGA graphics, the
Strategy First version will feature 3D ren-
dered ships. The good news is thal the 3D
is used in the game, not cut-scenes, The
only cut-scenes occur when your flagship

VIEW FROM THE BRIDGE Man or Wan offers a command
perspective from the flagship.

is boarded by the enemy.

You'll plan your stralegies via an overhead
map in the historical style, and you'll give
orders with signal flags (based on the stan-
dard British code groups of Nelson's era) to
either your flagship, other ships, a designal-
ed task force, or to the full fleet. The original
Man or War was designed around four-
minule segments, but the new version will
feature scaleable time. The original featured
a campaign game constructed of linked sce-
narios, and the new game will feature the 12
linked scenarios from the original game, plus
a few American Revolutionary War scenarios.
It will also allow for hot-seat, network or
modem-to-madem play, as well as solitaire
play against the computer. Man oF WaR is
expected to ship in Spring of 1997.—Johnany
Wilson

CGW

You!

are you a

neverending

ADVENTURE

In
the

depths of

THE
INFERNO

http://www.vui.com

(888) VALHALLA

CIRCLE READER SERVICE #47



PSNEAK PREVIEW  REDNECK RAMPAGE

Leonard And
Bubha’s Excellent

I

Adventure

After REpNeck Ramipace, The Trailer Park Won't Be The Same

by Dave Salvator

ost first-person shooters pit you
against nefarious alien hordes in a
siruggle for the fate of humanity.
What a bother. Our pals Leonard
and Bubba, the reluctant heroes in
Xatrix's upcoming Reongck
Rawpace, have a different problem: them thar blasted
aliens done made off with Bessie, their award-winning
pig. Their (and your) mission is lo rescue Bessie and make dang sure
them aliens get blowed up real good.

Duke Nukem 3D pioneered the idea of a campy shooter (hal knew
betler than lo take itsell too seriously. Bul Rampage goes joyously
careening over the top, lampooning all things rural, and helping us all
gelin louch with our Inner Redneck.

Ranpage is being written using Duke’s Build Engine, but the Xatrix
hoys are making some cool improvements, like a default frame size of
640x480, and larger, less-pixellaled texture maps to give Rampage a

AHHM GONNA GETYA The lownfolk don’l take kindly to strangers, and Billy-

Ray here may not be handsome but he's damn quick with that shotgun.

cowW MARCH 1297

ASNEAK
< PREVIE

PROGUC SHU. INDEVELOPMENT

Developer: Xatrix
Publisher: Interplay
Target Release: April

more immersive feel. Unlike
Duke, and jusl aboul every
other shooter
for that matter,
much of
RaMPAGE IS
set out-
doors,
giving it a more expan-
sive feel. There's also
good news for you
(Quakeheads: you
can reverse the
MOUSE'S y-axis
selling so it responds

the same way as QUAKE'S for
mouse-aiming.

GIMME THAT CAN 0’
WHUP'ASS

If you're going lo do ballle with
a bunch of berzerker backwoods
bumpkins (not to mention the
aliens), you'll need some fairly
serious hardware. You'll start out
wilh & slandard-issue crowbar, the
redneck’s scalpel, which does some
damage, but is pretty much a last
resorl. Then you'll get yer garden-
ing tools: the revolver and a dou
ble-barreled scatter gun, which are
the first weapons you'll be able to
grab and use. Next, you'll move
to the ranch rifle, a semi-
automatic that your friend
who's “good with tools”



has filed down fo be a fully automatic
machine-gun type-deal—very handy in
close-quarter situations. And speaking
of good with tools, there's the rip saw, a
power-tool gone terribly wrong. You'll
use it to slice foes inta cold-cuts, or
launch saw-blades at them and slice
and dice from a distance.

Mow we start cookin® with gas. There
are sticks of dynamite which you light 1]
and loss scaltered around the levels,
but be careful; the fuse and detonation I
limes are random, S0 as S00n as you
light it, lose it! No undo here. And since Leonard's throwin' arm ain't
whal it used lo be, you'll also have a crossbow 1o launch lit dynamite
sticks. And the last Marquis Jethro de Sade touch: bear-traps. That's
right, lay these babies and watch your foes get stuck and yowl—could
be very handy for multiplayer deathmatches. When you encounter the
aliens and pick a few of them off, you'll get the mast macabre BFG of
‘em all: the Alien Arm Gun. Pick up the alien’s severed arm (still hold-

ing the weapon) and pull its tendons to fire the gun. Grim, but
very effective. Of course, if you run out of everything, there's
the trusty cowboy boot kick.

SAY GODODNIGHT, JOHN-BOY
Why do you need all these implements of dee-struction? Xatrix is
assembling an incorrigible cast of characters who'll keep you hop-
\, Ping. First off, there’s the Crazy OI" Cool, who seems lo strangely
= resemble a certain third-party presidential candidate, though the
resemblance is mere happenstance. He carries a pistol, and is a

prelly easy mark.

Your next encounter will most likely be Billy Ray, a big, oaf-lype char-
acter who lumbers around with a sholgun, and can pul & hurtin’ on you
when he lands a shot. Every once in a while he stops mid-gunfight to
dig some overall out of his cleft, giving you an ideal opporlunily lo lake
'im down. Both of these characters aren'l especially hard lo handle, but

STUPID IS AS STUPID DOES Billy Ray can prove a vexing chal-
lenge, but when he stops to “adjust” himself, you get a good
opportunity to plug ‘im.

BILLY RAY GO BOOM When you eighty-six Billy Ray with a
stick of dynamite, you may be surprised by the leftovers.

REDNECK RAMPAGE « SNEAK PREVIEW <

™| with their enhanced Al, they can *hear,”
50 when you begin a gun battle with
one, any others wilhin ear-shot will most
likely join the fray. At press time, these
were the only two characters running,
but Xatrix has a hellacious host of oth:
ers wailing in the wings.

The first mini-boss you'll come upon
is Sheriff Lester Hobbes, local lawman.
Now things take a lurn toward the scal-
ological. The Turd Minion (yes, the Turd
Minion) is made of fecal matler, and
when detonated, spews crapnel (yes,
crapnel). A little later on in the Smelting Plant level, you'll encounter
an end-boss (so o speak) who the developers will only refer to as
“ass-face.” Visualize for yourself. The final earth-bound end-boss is
William Joseph Beaudrey, a wealthy local landowner who furns out to
be an alien collaborator. He's apparently had his living head preserved
in some gelalinous goo and rides around alop a lraclor-like vehicle.
Very crafty, and tough lo deep six.

Aiter you take down the locals, you'll be ready to face the alien con-
lingent. You'll first come across Alien Hulk Guards, big muscle-bound
goons who take a lot of hit-points before finally giving up the ghost.
Next will likely be the Alien Vixens, whom the developers describe as
Pamela Anderson look-alikes, replete with brassiere-mounted machine
guns. Two words: eye conlact. For the grand finale, you'll have to
defeal the dreaded Alien Queen, who also packs some prefty serious
hardware, if you know what | mean.

PASS THE VITTLES AND A ROAD MAP

On this arduous journey, you're bound to need some refreshment
lo keep you going. You'll find bags of pork balls scaltered throughout
the levels, and bollles of Cheap-Ass Whiskey, which you can drink to
replenish your health and recaplure that rosy glow.

The first demo level we traipsed through had several multi-floor
buildings, but was more spread-out and horizontal than most other
shooters. There's a chicken processing plant level where you'll witness
some repugnant poullry pulverization. Bul karma kicks in as you duel a
giant chicken boss at the end of the level. Like Duke, Rampage has two
map modes, one where you can slill see what you're doing and gel an
overhead level map, and the other where the overhead map is textured.

Xalrix is planning to do several deathmatch-friendly levels, including a
junkyard and a mortuary. Rampage's multiplayer antics will happen on the
Internel via Engage, Inlerplay's online service. Other mulliplayer oplions
will include null-modem cable, modem, and IPX.

All told, Xatrix is putting together a hilarious
send-up of the oh-so-serious shoolers -
we've seen recently, but they're
not forgetting to make it a fun
game, too. Rameace will be
unleashed in April, s0
y'all get likkered up
and ready to shoot!
Yee Haw! &

MARCH 1597



PSNEAK PREVIEW « DARKLIGHT CONFLICT

Spac
GCombat

Sans Ghre

A Space Opera That Relies on Gameplay, Not Video Footage, For Its Voice

by Cal Jones

n action game that stands on good old-fashioned
gameplay is a rare commodily these days: Il seems
that you can'l even have a humble platform game
without a million bucks worth of special effects tacked
on in the form of a few non-interactive cut-scenes. It's
as if developers aren't sufficiently confident to sell a
game on its own merits. Are they frightened that games won'f sell
without the requisite flashy intras, FMY, and
animaled renders?

Well, there's one company which refuses to
follow the: trend towards producing expensive
eye candy. Rage Software, based in Liverpoal,
England, believes that fun is more important
than flash, and is currently hard at work on a
game which promises to be so utterly playable
thal it will knock your socks off. DARKLIGHT
Conruict Is @ mission-based 3D space combat game that has more in the
way of gameplay than the entire Wing Conanner series put together.

-

-

JESTILL IN DEVELOPMENT

Developer: Rage
Publisher: Electronic Arts
Target Release: March

FAMILIAR PLOT

Sel in 1999—a scant two years away—the game places you in the
role of a U.S. Navy pilot fighting drug barons in South America. In a
plotline reminiscent of The Las! Starfighter, you're suddenly whisked

RING OF FIRE Jumpgates are your entryways into hyperspace.

CowW MARCH 1297

SPECTACULARLY SPECULAR Explosions cast blinding light on your
battles.

away by aliens and sent to war in some godforsaken galaxy millions of
light years away from your home planet. Despite having pressed you
into service, the replilian Reptons seem like a decenl enough bunch.
Their foes, on the other hand, the bird-like Ovons, are truly fearsome.
However, what you don't yet realize is that the Reptons are evil carni-
vores who eat their captives, and so ultimately you'll end up fighting
both races in a bid to save humanity from a nasty fate.

While the plot is not exactly original, it's mere window dressing.
The game’s main altraction is its white-knuckle action. The game
offers three modes of play, starting with an arcade mode comprised of
five levels, where he object is simply lo score by destroying enemy
ships. Alternatively, the game caters lo network play, and includes
missions designed specifically for mulliplayer action.

For a greater challenge, opt instead for the campaign mode, which
includes five separate campaigns of ten missions each. In this mode
Ihe plot becomes more relevant, but unlike Wing CommanDer,
DarkLicHT isn't one of those games where completing or failing a mis-
sion alfects the storyline. Progress is linear, and if you flunk a mission
you have lo do it again until you gel it right.
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Are you ready to be chewed up, spit out and torally

satisfied? Then brace yourself because the Diamond
Monster 3D has arrived and its about to blow your PC

away with the ultimate in arcade-quality performance.
Based on the state-ofthe-art 3Dfx Voodoo 3D accelerator,
Monster 3D advanced PCl-bus architecture works with
your existing graphics card to transform your ordinary

computer into a monstrous gaming machine. All for a

3D Features
¢ Animated textures
= Anti-aliasing
* Gouraud shading
-pixel correction.
r-pixel alpha bleading effects

* Texture modulation

* Perspective-correction
texture mapping

« Z-buffering

price that'll make your head spin. ¢ Monster 3D sets a
new standard in 3D graphics performance with lightning-
fast, full-screen 3D rendering and outrageous special
effects, giving you gaming so real, it hurts. ¢ And, its
screaming fast in Microsoft Windows® 95, with equally
high 3D performance in MS-DOS and Windows® 3.1x.
Plus, Monster 3DXL* comes bundled with Whiplash®,
Hyperblade™, VR Soccer™ '96, Descent” II: Destination
Quartzon 3D, MechWarrior® 2, Tomb Raider, EF 20007
Scorched Planet” plus Microsofts” Game Sampler 2 for
WIN ‘95 which contains a variety of Direct 3D and

DirectDraw game samples that'll leave you begging

for mercy. @ Better run for cover, because the Monster
3D Is coming to get you. To find out more, visit our
website at http://www.diamondmm.com or call
1-800-4-MULTIMEDIA.

www.diamondmm.com
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* First-Person Perspective Action like youve never seen before.

* Full 3D-Polygon Characters with body parts that separate as you
lay into them. The enemy keeps coming at you though, if it is able.

« Lightning-Quick 3D gameplay, even on slower systems,

¢ Incredible Transparency Effects, as heads roll on the floor they kick
up dust. Invisibility Power-Ups really look the part.

» Multiplayer via LAN, Internet, or modem.

Developed by Action Forms Ltd.
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LIGHT FIRE Taking a blast at the mothership. All energy weapons, stars, and other light
sources will cast light and shadows on the game’s ships.

THE BADLANDS Just because you're trav-
eling through hyperspace, it doesn't mean
you're safe from attack.

THERE IS NO TRY, ONLY DO

This doesn’t make DARKLIGHT boring,
however. Each mission has a different
objective, whether it's retrieving a valuable
abject with your tractor beam, destroying
an installation, or mining ore from asler-
oids. All are exceedingly dangerous, and
you'll find yourself engaging the enemy
more often than not. To help you, you'll
have access o 15 weapons and five differ-

ent types of ships, from bomber to gunship,

so variely is clearly not a problem.
Although DARKLIGHT
looks simple lo
play, it's sur-
prisingly
fough.
Expect to
gel wiped
oul very
quickly
when you
start out, but
don't get disheart-
ened. If you
enjoyed dogfighling
with pirates around
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the anarchy planets of Evite, you'll be more
than happy with DARKLIGHT's exhilarating
combat.

Although I've stressed the gameplay ele-
ment, DaRkLIGHT isn't an ugly game by any
means. Rage, whose previous projecls
include the highly underrated 3D biaster
Pyrotechnica, has kept the graphics clean
and attractive. Rather than go averboard on
texture mapping, Rage decided lo up the
number of polygons in order lo create com-
plex 3D objects which look clean and solid.
Using unlimited light sources, specular
reflection and a bundle of lens flare effects,
light from stars, explosions, and nearby
stuns forms reflections and shadows on the
ships as they whiz past, so thal they appear
as though they're really there, rather than
pasted in as an afterthought,

Darkuicht Conricr is shaping up to be one
of the surprise hils of 1997, and it's refresh-
ing to see a company more concerned with
impressing the dedicated gamer than the
graphics connoisseur. Beauly, in
this case, is not so much in
the eye of he beholder as
in the hand holding the
joystick. And thal’s
where il counts. %

Plasma Explosion: Game Over

CGW

WELCOME
10 THE
CHARMING
COMMUNITY
OF CYCLONE
ARIZONA.

GOD HELP

Find out where you can
get a free interactive demo
by calling toll free
1-888-SHIVER2
or interact with the evil at
http://www.sierra.com/! shivers2
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»SNEAK PREVIEW » ABE'S ODDYSEE

What’
Eating Him?

ABe’s Opoysee Is A Dazzling Adventure In The Tolkien Tradlition

by Ken Brown

Alias software. Il was originally rendered in 1024 x 768
in 24 bit (16 million colors), so that the developers
could save the environments for future games in the
. series (four are planned). Since today's PCs can't

B quickly process thal much data, Oftworld reduced

| the pixel depth to 640 x 480 x 8 bit calor, and they
' apply a real-time interpolation algorithm to the game
- to enhance resolution. The result is a beautiful, Myvsr-
V" qualily visual experience through which you can actually

n an age when most compuler
games either have a “2" in the
litle or bear a striking resem-
blance lo earlier successes,
il's refreshing lo see some-
thing different. While the
makers of this game, Offworld
Entertain-ment, haven't reinvented the
wheel, they certainly did away with mosl of
the elements common in “ move very quickly.
EAK other action/ =~ The character movements have also been carefully crafted.
' TTad adventure games. There are no keys or The sprites in Ase's Opovste are composed of approximately 18 ani-
crystals to pick up, you aren't controlling an mated frames per movement—comparable lo good carloons, The
armed soldier hellbent on destruction, and there movements look realistic on a Sony PlayStation, but on the PC the
Developer: isn't even an inventory per se. Instead, the game  game will likely require a good graphic acceleralor lo move briskly.
Offworld Inhabitants focuses on an original story, interesting charac-
Publisher: GT Interactive lers, and puzzles that logically “fit" in the environ-  GAMESPEAK: GIMMICK OR GESTALT?
Target Release; ment. The mechanics are similar to Broderbund's Offworld devised a clever way to gel lo know your character: an

BBVILL INDEVELOPMENT

November, ‘07 side-scrolling Prince oF Persia Il or Psygnosis’ interface called Gamespeak lets you control Abe’s speech. While he
Stianow or THE Beast, but the story and execution  blinks at you from lhe screen, a list of options appear around him
are decidedly different. with their conlrol keys so you can make him talk. Gamespeak leaches

ABEe's Ooovsee is the story of Aboman, the
forlorn gollum-like protagonist under the play-
er's command. Aboman is far from hero cal-
iber, appearing rather homely and weak,
whose slilched lips symbolize his enslavement
by the Magog Cartel. As a Mudakon, Abe was
gelting along okay on a diet of meal dishes
like Paramite Pies and Scrab Cakes, but when
he saw a poster adverlising new Mudokon
Pops, that did il. Suddenly Abe had a mission:
save his fellow creatures from extinction by
destroying the cartel and its evil leader. So off
he goes, one pissed Mudokon with a major
axe to grind.

ABE'S WORLD

The world in which Abe lives is a splendidly
designed and rendered 3D environmenl, (hanks
lo Silicon Graphics Indigo 2 Exiremes running

3_§t;raps in shadows, but he needs to use that hanging basket
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you how to make Abe whistle, chant, and say "Stay," “I don't know,"
“Okay," and "Follow me." He can also express anger, issue a
respectable Bronx cheer, and fart at will. These cues function as a
kind of inventary, since they can trigger other characters' actions.

Once you've played with Gamespeak, you're ready for the adven-
lure. The aclion consists primarily of side-scrolling manguvers across
bridges, ledges and other lerrain. Abe's movements include: walk,
sneak, run, jump, roll, hoist, crouch, and running jump. Abe can also
use primitive elevators, throw items, set explosives and do other kinds
of crafty things. Pretty soon, you'll run across a creature thal wanls to
kill you.

The most common enemies are sligs, a sort of foultempered
quard with a big gun, and scrabs, bizarre, ugly creatures thal trounce
their victims and stamp on them. Sligs are susceptible to Abe's mind-
control chant, which subjugates the little thugs to your
control. Since the slig carries a machine gun, this
comes in very handy as you direct the slig back fo his
buddies and burp several rounds into them.

The other commaon villians, scrabs, aren't
susceplible to mind conirol, which presents a
tougher challenge. You can elude a scrab by dis-
lracting it with food, or you can agiale scrabs to
trigger a fight. Scrab duels are to the death,
which makes your life a little easier.

Other puzzles require you to hang from ledges,
hide in shadows, or sel explosives. Most of the
puzzles are consistent with the game universe,
but taken logether they connote acventure
in the classic faniasy tradition, a
Tolkienesque journey in a strange
land populated by evil crealures.

Another Tolkien similarity can be
found in Abe's discovery of a loyal
companion, a strange wo-legged
beasl known as Elum, Elum isn't
very intelligent and he can’t communicate, but he serves various pur-
poses as Abe's ride and lrusty decoy. Abe controls Elum with his
audio cues, such as “Follow me" or “Stay," and when riding Elum
he’s under your control. Elum figures in a number of puzzles, and

He's mean, mecha-
nized, and loaded.,

ABE'S ODDYSEE » SNEAK PREVIEW <

he’s not immune to mistakes—Abe can blow him up just like the rest
of the characters—so you'll have to be careful (alter you blow him up
once or twice for gring).

PLANE HOPPING

As you know, Abe's Oddysee is a side-scrolling affair, which is a
design with known limitations. To add variety, Ofiworld threw in some
z-axis lwists. The first is a series of pendulums that swing forward and
back and serve to block Abe's movement. It creales an effective puz-
zle while suggesting that all of the action isn't under glass.

The second is more elaborate. It consists of a sort of vacuum tube
that transports your character to another place. When Abe hops on an
inlet, he sometimes pops up on another screen, and other limes he
reappears on (he same screen in the background. When this hap-
pens, Abe’s size is
perspective-corrected,
and his audio cues
are subdued since
he's talking from “a
distance.” Offworld
made these “boom
tubes” an integral part
of the game design,
so that Abe's pas-
sage through them
isn't just for conve-
NIence.

Offworld has also put some thought into players’ fondness for
save games. You can save the game anytime you choose. You may
not need lo save, though, since Ooovsee automati-
\ cally restores your character after you die. This

is graphically depicted by a flock of birds that
A swarm fo the reincarnation point and morph
into Abe.

"machine qun fire.

CONTROL ISSUES
Ase's Opovsee is an impressive first title
from Offworld. Game publisher GT
Interactive liked it so much that they invest-
ed in a 50 percent stake in the company.
GT also plans fo do a multi-million dollar
marketing campaign for Ase, S0 you
expecl lo see a lol more of il. Keep
in mind, though, that the game
was designed for the
PlayStation and the PC, so trying
to control Abe with the keyboard may prove a chore.
In the meantime, this is one odyssey we'll be following very
closely as il nears completion. &

Conspiracy theorist alert: Zif-Davis’ parent company, Softbank, has

a stake in GT Inleractive, which owns half of Offworld Inhabitants. | know that no

one wilhin Zift-Davis or Soltbank compelled us lo cover this game, since it was my
idlea fo write aboul i, so yout can hlame me if you don't like it —K. Brown
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»SNEAK PREVIEW  THE GREAT BATTLES OF ALEXANDER

Phalanx Phun

The Macedonian Art Of War Gets The Royal Treatment In ALEXANDER

ol

*STILL IN DEVELOPMENT

Erudite Software
Publisher: Interactive Magic
Target Release: May

by Terry Coleman

lexander the Great earned
his moniker because he
blazed through history like
a streaking comet that
encapsulated Greece,
Persia, Eqgypt, and reached
the edge of India. Alex erected the Great
Library al Alexandria, wisely left the local

!

]
governments of con- !
quered nations largely |
intact, and was sucha !
brilliant tactician that he |
overshadowed the con- |
siderable military i
accomplishments of his i
father, Philip. i

Yet, when raling the
greal leaders of history, !
it's hard to know quite where to place this
formidable commander. He died young, i
before he could complete a planned con-
quest of the Far East, and his heirs were left to squabble, carving up
his once-great empire amongst themselves. THe GReAT BATTLES OF
Aexanper lets you decide for yourself if Alexander deserves his slo-
ried legacy.

Developer:

CLASH OF SPEARS
Recent computer games dealing with the ancienl world focus main-
ly on empire-building and city management. Ancient warfare is almost
an afterthought, consisting of mere crash-and-bash, with most faclics
reduced to how quickly you can click

The original
Alexander
hoardgame
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The Persians, however, have  Alexander moves his units
no intention of setting idly forward, out of range of
by and letting the Persian missile fire.
Macedonians do as they Afterwards, he gains
please. Note how the momentum, and moves up
Persian cavalry is aggres- the rest of his troops. The
sively placed just across the  Persians must then either
river from the Macedonians, ~ gamble that they can gain
where a well-timed charge enough momentum to cross
might catch a phalanx or in force, or concede the
two in the flank. river position to the
Macedonians. And all these
momentous decisions were
made on the very first turn!

your mouse. Consider Caesan I, where baltles degenerale inlo mob
scenes because the design fails o properly differentiate between the
professional Roman legions and the unirained barbarian hordes they
face. ALexanper, however, is based on a sophisticated boardgame
design thal deals realislically with ancienl warfare, despite the game's
simple mechanics.

Phalanxes in ALexanner, for example, lack the flexibility of the later
Roman legions. Brandishing their famous 21-foot spears, phalanxes
are poweriul—particularly against cavalry—but unwieldy, taking up not
one, bul fwo spaces when they move. Thus, the game system shows
the phalanx’s near-unstoppable frontal assault and strong defense,
while simultaneously depicting its Achilles’ heel: When a phalanx is
outflanked, its lack of maneuverability renders it terribly vulnerable.

The interrelationships of the various combal arms has exactly the
right balance. Light infaniry is more maneuverable, but can't hold for
long against the shock value of heavier units. There are skirmishers to
delay enemies, light cavalry lo scoul the opposition, and heavy cavalry
to ride rough-shod over scattered enemies—although their effective-
ness is limited, since stirrups had yet to be introduced into warfare.
Rounding out the mix are chariots, Greek mercenaries, archers,
slingers, and those would-be tanks of the ancients, war ele-
phants. All of the various formations are rated for "shock

superiorily,” based on their weapon lype and mass.
Here's where the game comes alive on the computer:

PHOTO: JOHN POPPLEWELL
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"~ Your favorite games just got tougher to beat. Because we've
added a random, unpredictable, nasty litfle thing called
human opponents. Welcome to Mplayer." The new Internet-
. based game service that lets you take on real, live players
from all over the U.S. and Canada, in the latest, hottest games.
We're talking about Red Alert. Quake. Command & Conquer.
Diablo. And more—with new games added all the time.

With Mplayer, you get the fastest live action of any online game service.
You get to talk to your opponents—using your own voice. And you get
a place to hang out between games, where you'll find tournaments,

awards, expert advice, and lots more.

Start your FREE trial today!
Visit our Web site at www.mplayer.com to download our software.
If you'd like a CD, go to our Web site or call 1-888-MPLAYER,

And get ready for the kind of opponents you won't find in
a shrink-wrapped box.
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It's one thing to imagine he power of a Macedonian pha-
[anx, it's quite another to see a phalanx with a full head of
steam scattering light infantry in its path when 21-foot

spears collide with enemy shields.

I'M IN COMMAND

Another departure from mosl strategy games for
ALtxanpen is the realistic—and fun—command contral
and movement systems. Instead of the usual method of
you move everything, then | move everylhing, ALEXANDER
employs a different turn structure. The player with iniliative,
(usually Alexander) selects a commander, and orders units
under his control to advance, withdraw, rally, or allack
within that turn phase. The opposing player then selecls a
commander and follows suit, with players alternating until
all commands are exhausted. The twist is [hat no one, nol
even Alex himsell, can issug orders lo every unit under his

command in a single phase.

After a player has finished with a commancer, he may
altempt to sustain momentum, based on the leadership
and charisma ratings of that particular commander. This
could result in another immediate orders phase for that
leader, the passing of initiative to the other side, or even
(rare, but possible) the abrupt end of the entire turn for
both sides! Meanwhile, the opposing player may decide to
use his own initialive o trump his enemy and maove a for-
mation instead! Not only is this an exciling game mechan-
ic—you never know for sure whose phase will come up
next—il’s quite psychologically realislic in practice, captur-
ing the ever-changing momentum of the baltlefield.

TROOP QUALITY IS JOB ONE

The other key to Alexander is troop quality, which takes
into account the training, morale, and confidence the vari-
ous troops had in their respective leaders. Every lime a
unit moves, fights, checks its morale, elc., its troop quality
(TQ) comes into play. TQ tends to decrease with faligue,

DARIUS DARES YOU After consolidating the claim
to your father’s throne, you go toe-to-toe with
Darius Il for mastery of the Persian empire in
ALEXANDER'S camipaign game.

and as TQ
goes, 5o does a unil's
cohesion. Most scenar-
ios offer a competitive
imbalance with the
grealer numbers of the
Persians offset by the
superior TOs of the
Macedonians. Laler, the
Indians throw light, fast
lroops, and lots of mis-
siles against the pon-
derous but powerful
phalanxes. Through it
all, Alexander gambles,
goes for decisive viclo-
ries, and lries lo pre-
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Te Bala Song Remains The Same

boardgame and computer. Keep in mind that any information dis-
‘MM played on the cardboard counters is readily available from the com-

'Here's a look at how the units of ALexanper are depicted on both

. .pu'l'er game's interface.

PHALANXES Note the limited move
ment, due to the long spears, and
the familiar double-wide, unwieldy
formation.

PERSIAN CAVALRY Fast and maneu-
verable, but they had trouble with
phalanxes. Where are stirrups when
you need them?

COMPANION CAVALRY Probably the
finest troops of the ancient era. If
phalanxes were the anvil, these guys
were the hammer.

WAR ELEPHANTS When fighting mad,
they could trample all, even Phalanxes.
Of course, they could also go berserk
at the most inopportune times.

CHARIOTS These were hot wheels in
the Pharaoh'’s day, but were some-
what dated on the Macedonian bat-
lefield.

serve his core units. Unlike the boardgame, ALEXANDER has @ Panizen
GeneraL-like campaign.

Thus, without a lot of complex rules and sub-systems to cover
rout, casualties, and straqglers ad nauseum, ALexanper realistical-
ly—and elegantly—simulales the essence of ancient baitles.
Crushing your opponent’s will to win, rolling up his flank, and watch-
ing his army fall apart at the seams is a tremendously satisfying
experience. ALEXANDER also shows, in a way that no history book
can, why the Macedonian military system held sway on the battle-
field until the rise of the Romans.

There are still questions to be answered, particularly concerning the
Al and how smoothly network and modem play will be implemented.
Neverlheless, the boardgame on which ALexatner is based already has
that rare combination of being the definilive historical lreatment of its
subject and a riot to play as well. We'll be surprised, given what we've
seen so far, if the compuler game isn'l even betler. &
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»COVER STORY TRESPASSER: JURASSIC PARK

~ Primeval

Fght For Survival On A Dinosaur-Infested Island
In Dream\orks' TRESPASSER: JURASSIC PARK

by Johnny L. Wilson

World: Jurassic Park is expected lo be one of the top box
office hits of the year. ILis even spawning not one, but wo
very different games based on the film's

he trailer is already playing in the movie theaters. The Lost

Prey

The dinosaur skin is neither gouraud-shaded
nor a simple texture-map. The skin is fully bit-
mapped but handled by a rendering engine that
allows Dreamworks lo use low polygon-count

dinosaurs and still have them look great. No poly-

universe: THE LOST WORLD: JURASSIC PARK
and TResPASSER: JURASSIC Park. The for-
mer is a platiorm game with cool 3D dinosaurs. The
latter is a:computer game so revolutionary that

Developer: Dreamworks
Publisher: Dreamworks
Target Release: Fall, ‘97

gons are visible on the dinosaur models or even in
the light sources. The same engine allows Art
Director Terry lzumi (a veteran of the imagingering
group who developed many of Disney’s Theme Park

Speilberg himself calls Trespassen: JURASSIC PARK;
“the digital sequel to The Lost World: Jurassic Park.” Those are greal
expeclations from a master showman. ;
. Indeed, Spielberg is right to have such expeciations. TRESPASSER:
Jurassic Park may well be as revolutionary in its genre as the original
Jurassic Fark film was in its genre. Seamus Blackley, the award-win-
ning designer-programmer behind Fugkt Unuimimen, is working with a
team at Dreamworks Interactive to build the most realistic world ever
explored in a computer game—even though that world contains fic-
lional dinosaurs. IL is realislic because every

|NTELL|GENGF‘ _

object in the game is defined in such a way
n AT nn that it acts and can be used realistically, It is

PBE . realistic in that the artificial intelligence rou-

- tines behind the dinosaurs force behaviors .

thal make sense. In addition,

it Jooks real because it has the most lush game environment
ever seen in a 3D computer game. In shorl, TRESPASSER iS SO real
it's fantastic.

PALEO-ENTHRALLOGIST

One revolutionary aspect to TRESPASSER'S
design is the way the dinosaurs have
Been built from the ground up.
Blackley developed skelelal models for
each of the dinosaurs represented in
the game. Then, he connected the
skeletons wilh arlificial muscle connec-
tions. Each portion of the skeleton and 4.0 & B
musculature is assigned weight, strenqth, Tl a1
durability, efc. and, as a result, the model

ends up handling skeletal and muscle movement according to authen-

tic physical principles. Even the recoil during combal is handled
according 1o this physical model. Once these models were working
salisfactorily, the artists stretched skin over the skelelons and muscu-
lature in order to create realistic-looking dinosaurs.
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attractions) and Artist Kyle McKisic to develop all of
the game objects with relatively low polygon counts and still have
them look terrific. The amazing thing is that the rendering engine cal-
culates this bit-mapped skin quicker than most engines can calculate
gouraud shading.

Another reason the dinosaurs will seem realistic is because of the
way the artificial intelligence routines are being designed by Andrew
Grant. Since {he entire game world environment of TRESPASSER:
Jurassic Pank, including animals and you as the protagonist, is made
up of defined objects (weight, height, material, durabilily, etc.), the Al
is being developed around each animal's reaction to various objects.
For each object encountered, the dinosaur will have a number of
oplionsfactivities lo accomplish and will always choose the most
pressing (highest rated aclivity at the time). The variables for these
options will be buill around: fear, love, anger, curiosity, hunger, thirst,
fatigue, pain, solidity (a variable that forms both the basis for collision
detection and the animal's likelihood of reducing said object to ruins).
The computer will perform rapid

e calculations based on
e each object and
. will filter

DONT FEED THE DINOSAURS As cool as
this raptor looks, you'll probably rejoice when ‘ y
you smash his head in



THIS IS GAMEPLAY! Dreamworks’ sophisticated graphics techniques include 3D modeling of -
every dinosaur’s skeleton and musculature. Then, bitmapped “skins” are stretched over the
models, which makes the creatures look realistic and not polygonal like many PC games.

oul low-rated objects. Then, depending on the animal's highest activi-
ty rating at the time, will decide what the animal will do. If the fear rat-
ing is highest because the raptor has just felt a shotgun blast, it may
run away. If the pain rating is highest, it may wander around illogically,
If the hunger rating is highest, filet of adventurer rises to the top of the
menu and the raptor targets you.

AUDIO-SYNTHESIS

Another revolutionary aspect of TResPASSER is the
sound design. Although the sound design is being
handled by the Academy Award-winning production
house, SoundDelux (frue Lies, Braveheari), the imple-
mentation is different from anything they've done
before. SoundDelux uses a technique called full foley
work for the movies, putting a complete sound sample
logether to go with x number of frames of the film. In
the computer game, the sounds have fo be generated
on the fly and they have to make sense according to

making of

gaming.

For more pictures
and details on the
TRESPASSER, Visil

GG On-Line at
www.ztdnet.com/
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whalever is happening in the world.

Whenever there is a collision in the game
world, the program'’s physics engine sends out
location information, data on the intensity of the
collision, and databased informalion on the
materials involved (density, objects, efc.). Then,
a portion of the program known as the Sound
Daemon receives he message and decides
upon (he appropriate sound, volume, pitch and
location cues. One of the test programs used by
in-house sound designer and associate produc-
er Brady Bell and in-house sound engineer
Brandon Lee models a steel cube. By dropping
the steel cube on different terrain (flat ground,
side of a mountain, waler, etc.), it makes differ-
ent sounds according to the collision routine.

To enable this Sound Daemon program,
SoundDelux has had fo revise their foley tech-
nique. Now, they do one-sided foley work. This
means that, for example, they might record one
sample of wood being hit hard and another of
wood being hil softer. Now, assume that the

player wants to hit a smaller piece of wood
against a lree. There
- are aclually two
~ sounds involved: a
. hard hit related to the
== lree as one object and a
softer hil related to the wood used to strike the
iree as another object. The sound engine will
determine how loudly to play each sample and
how to combine both samples into a convincing
knock on wood.

The physics engine constantly calculales colli-
sions for everything from footsteps to combat
activities. The basic dependent variable is velocity. Obviously, a fool-
step across lealy terrain is going to play softer than a well-thrown rock
hitting a portapotty. Against the velocity variable, Bell and Lee have
placed algorithms which measure velocily against pitch (a function of
the object's basic material) and volume to determine how to mix up to
four of the one-sided foley samples to make an overall sound that
relales to how forcefully the characters within the game-
world have perpelrated a given action.

CONUNDRUM-CREATION

Of course, all of this revolutionary technology would be
useless without a compelling reason to play the game.
TRESPASSER: JURASSIC Park has a slory, but the design
team’s goal is that it won't get in the way of the game.
The story is simple. Film-qoers will discaver in The Los!
World: Jurassic Park that Hammond (Richard
Attenborough) and his International Genetics firm built a
Site B island. Although the first Jurassic Park was
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destroyed, this one still exists. Indeed, it still
exists even after lhe events of the second film
are concluded. Hammond's memoirs have been
published and the story of Jurassic Park is well
known, but no one knows exaclly where Lhe Site
B island actually is.

Then, in true movie fashion, & plane from a
cost-cutting Central American airline crashes
on the way to Costa Rica. One survivor
named Anne (we only know she's
named Anne because she
falks to herself) washes

up on an island.

A HANDY CLUB Imagine her
Many of the game’s surprise
objects are composed of multiple £ and conster-
smaller objects. This skeletal arm, for R nation as she

example, can also be used as a club discovers that this
is nol just any island, but the Site
B island of Hammond's memoirs. As she discovers the ruins of the

island, bit by bit, she not only hears Hammond's memoirs ringing in
her head, but she realizes that it is a matter of life and death that she

get off the island. To do so, she’ll have to survive

IRONIC DESTRUCTION The consumer of fossil fuels sits fossilized
upon a hilly ridge after encountering the progeny of the self-same
dinosaurs who formed those fuels.

effect. Sometimes, it will be more expedient to aim to cripple a
dinosaur than to expend the energy and ammunition to kil it.

Third, the puzzles don't require gamers 1o pull levers and backtrack
all over the place lo see what has happened. All of the puzzles are
based on physical laws and realities. Some doors will make sense fo

= Smash in. At olher limes, you'll want to smash win-

agains! very long odds across very different types of
terrain: jungle, plain, mountains, and semi-urban
industrial. She'll have to track landmarks across

- deadly ler-

EDIBLY
ISTIC
REAL CF

dows. Sometimes, you may dig traps. At ofhers, you
may lure a T-Rex to charge a building in order to
- come after you, destroying a building but getling it
} out of your way.

rain, since
one puzzle
requires her lo follow power-
lines through a jungle, and
she'll have to stalk and hunl
dinosaurs that
threaten her.
Austin
Grossman,
the game’s
aclual design-
er, humorous-
ly calls
TRESPASSER:
Jurassic Pank,
“The Anti-Quake.” He calls it that for several reasons.
First, the bulk of the game takes place ouldoors rather
than in enclosed locales (though there are some build-
ings and scalfoldings to be explored and used in com:
bat situations). Second, weaponry is scaled back to
real world limitations so that by the time Anne has
moved from being armed with sticks and rocks to
being armed with a realistic shotgun, that shotgun feels
like a BFG. Not only is the weaponry scaled back, but
the damage model is so physics-based thal you'll need
to pay attention to hil location in order to gel maximum

INDUSTRIAL WASTE Although TRESPASSER iS
the “Anti-Quake" in that most of the action
takes place outdoors, some of the combat will
take place on stairs, second stories and scaf-
folding.

CGwW MARCH 1807

- Fourth, the protagonist has a real character. She
isn't just a space marine ar futuristic warrior. Grossman hopes this
character will be as endearing and humorous in her way and Duke
Nukem is in Duke Nuken 3D. Anne will have humorous lines triggered
by events and geographical locales just as Duke dogs.

Grossman worked with Looking Glass
Technologies when the company developed both
Uura UnoerwosLo games for EA's Origin
Systems. He also said he has learned positive
lessons from Doom and negative lessons from
Quake. He wants the game to feel free-form, but
he wants it to have solid pacing and a rationale
for what you're doing. Since survival is a pretty
strong instincl, and since the game's design pulls
you through combal, exploration and puzzles of
varying slyles one territory at a time (i.e. you have
lo solve certain tough puzzles before you can
move to the next terrain type and learn the next
immediate goal), we think he's developing a very
solid design.

SEQUEL-SEQUENCER
Frankly, we're as convinced as Spielberg that
TresPASSER: JURASSIC Park is gaing to be something
special. Now, we're wondering what the digital
sequel to TRESPASSER is going fo be. %

DERRING DOO If the action
is as frightening as we think
it will be, you'll probably
need this.




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

Systerm Commander allows you to boot
both DOS and Win 95 on the same PC. In
fact, with Systern Commander you can run
up to 100 different OSes on your machine!
You just turn on your computer, pick the
OS you want from the menu, and let
System Commander do the rest.

As you install new OSes, System Commander auto-
matically copies key files and adds each new OS to
its menu. System Commander manages unique
copies of configuration files for each installation of
DOS, Windows 95 or any other operating system.

Available in the utilities section of most major software stores, including:
EGOHEAD 'F l‘g' =

V Communications * 4320 Stevens Creek Bivd, Suite120-CGW < San Jose, CA 95129 = (408) 296-4224

VARRIOR?Z

Get it and play it - fast!

System Commander's automatic installation will
have your PC ready to add OSes in less than 5 min-
utes. And, unlike some utilities, it uses less than 1
MB of hard disk space and no RAM! You'll be up
and playing your favorite games in minutes!

Get Systern Commander for
ONLY °99%
and that includes our unconditional
60-day money back guarantee!

v V Communications,

CALL TODAY AND PLAY YOUR
BRAINS OUT TOMORROW!

800-648-8266

WWw.v-Com.com

Mention this ad and get FREE" overnight shipping!

* Orders received after 12:00 p.m. PST will be shipped the nex! business day. No Saturday rjﬂlwmy Slandard shipping outsn:le US. CA res. add $7.25 sales lax.

Ofter subject to change without notice. All logos and product names are trademarks or regi 1 trad| of their resp compani

VISAIMC/Amex @1997
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= FINAL CHAPTER
WAIT IS NEARLY OVER

;Wmnmg Realms of Arkania series
i the '.mps w:th Shadows over Riva

Something sinister s ha
When brave and harioure

takes una ewdeadly N sl
m will.gon sume{the Gl

significance. What .'pre '

city —mind, body and soul]
expectations, Shadows uuer;
turns of one of the must inno

youshe est
R%R hrdug hrl twists and
‘éﬁfﬁ!tluqs stories written.
'r £ z( ;

With over 30 international awards ta thﬁl\

talented team that brought you the aw.
created this exceptional mastefplece _
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magic items and spells to kill them!

' Two dlfhcultv modes to suit you. Strip Iayars of. leta
away for easier play. :

Intelligent automap and diary follow you in your journey

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

“Yards of detail and depth is precisely what sets

the Arkania games apart from the compet:tron
PC Gamer Magazine, Cover Story, Nov. Issue :

www.sir-tech.com
To order, visit your retailer, or call: (800) 447-1230. Ask for operatar 75. r

PO. Box 245, Ogdensburg, NY 13669-0245
Tel: (315) 393-6633 Fax: (315) 393-1525

E-mail: webmaster@sir-tech.com

YA  SIATECH

CIRCLE READER SERVICE #122

Realms of Arkania @ Is a registered Irademark of Sir-lach Software, Inc. Shadows over Riva application sofrware copyright ©1996 by Attic Entertoinment Softwore GmbH ond

Fanlasy Produdions GmbH. The Das Schwarize Auge game universe copyright © 1984-96 by Schmidi Spiel+Frefzeit GmbH. All Rights Reserved.
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LOYD CASE »

TECHNOLOGY

The Final Fronti

New Developments 1o Alleviate Digita

by Loyd Case

n the past vear, games
seem (o have developed a
ravenous appelite for disk
space and faster CD-
ROM drives. Al the same
lime, other cool events
have oceurred in the usu-
ally sedate world of mass
storage. Let’s take a look al
what’s going on now and

peek into some future developments.

THE MYSTICAL HARD DISK

I've long believed that of all the different
technologies built into moderm computer
swstems, the hard disk is the one item that
works purely by magic. When you get
down into the world of magnetic domins,
flying heads, and other arcane technolo-
gies, hard disks seem like bumblebees: The
clamin things shouldint work, but they do.

There have been a numiber of reports

LAB NOTES

One of the most invaluable utili-
ties to arrive on the scene in a
long time is Partition Magic from
Power Quest. Partition Magic is a
replacement for the extremely
arcane and aging FDISK that
comes with Windows 95 or MS-
DOS. What makes Partition

concerning the “demise” of magnetic
hard disks over the years, but every time
the ])unt]ils once again predict the end,
disk speeds and data densities dranmatical-
lvimprove. Hence, optical technologies,
flash memory, and other polential heirs 1o
the throne haven't become mainstream.
Lately, though, things have gotlen even

crazier. Several companies have shipped

[N B disks in excess of 3CB, with 4-

and 6GB drives on the horizon. You can

| Claustrophobia

also get 9GB SCST hard disks,

The speed of hard disks has improvedd
dranatically as well. Access limes—a
meastire of how quickly the magnetic

head imoves fronone part of the disk 1o

Magic cool is that it allows you
ta change your disk partition on
the fly without reformaiting your
disk or losing any data. Version
3.0 is shipping now and supports
Windows 95 (including the new
FAT32 file system that's shipping
on some new PCs.) There's even
a program that allows you to
move Windows applications from
one partition to another without
having to reinstall. At a list price
of $69.95, it's one of the best
time-savers around: www.pow-
erquest.com.

e o - . = e

another— have dipped below 8 millisee-

&6 wiu

game makers
feel the
need to fill
up a 5GB

DVD disc? ’ ’

onds (ms} insome cases, and even aver-
age drives have access times in the 12 ms
range. The average rotation speed has
increased as well, with speeds of 5,200
and 5,400 RPM becoming common in
XD drives; a number of SCSI drives
now spin al 7,200 RPM. Seagate has
recently announced that it will be ship-
ping [0L000-RPM SCSI drives soon.
"There’s another speed increasc that's
hidden in many newer drives."The bit
densities on the drives themselves—the
number of pits that can be crammed into
asquare inch-have radically increased.
Soanewer drive with a given platier rota-
lion -spu-_'nl can read or write more bits
than the older ones, Ergo, more data can
le transferred, but, there’s a catch. Due ta
all of these performance-increasing fac-
tors, an FIDE hard disk can actually feed
data to the systen faster than the mother-
board can handle it. Although most newer
motherboards support Mode 4 P10
(Programmed 1/O) transfers of up to
16.6NB/see, for various technical reasons,
the best you ean get out of standlard
1SIDIE drives is .s]i,fj‘] ity less than SMB/sec.
Riding lo the rescue is Quantum
Corporation, who has developed an
enhancement fo D1 called Ultra ATA
(vou may also see it referred to as Ullra
DMAZA3). To Ouanhum’s eredit, the com-
pany has licensed the technology to other
drive vendors at no cost, and Intel has
alreadv annonnced that theyll ship Ultra
ATA-enabled chip-sels for future mother-
boards. Quantum is alreacly shipping
Ultra ATA lrives, but you'll need to add a

MARCH 199/ CGW



LOYD CASE

CAVE WARS AND THE ET6000

b The ETG000 has VESA 2.0 built
into its firmware, so you'd think it
would run any VESA-compliant game.
You'd be wrong. Cave Wans seems to
have a problem with at least the
Hercules Dynamite 128 Video, aborting
with some very cryplic error messages.
The fix is SciTech’s Display Doctor 5.2

PCIUltra ATA controller card to your sys-
tem to use them, as most of the EIDE
contiollers only support Mode 4 PIO,
The world of SCSI drives las moved
onas well. 've already mentioned the
10.000-RPNI drives; another inereasingly
common standard is Ultra-SCSI. There
are a number of motherboards appearing,
including Pentium and Pentinm Pro, with
built-in Ultra or Ultra-Wide SCSIL The
downside to Ullra-SCSH s its maximum
cable length of L5 meters (much shorter
than the previous six meters) — irksome if
you mix internal and external devices,

TO INFINITY AND BEYOND

One of the most uselul trends in the
last vear is the increased capacity of
removable devices. On the low end,
lomega has practically stolen the markel
with its ubicuitous 100MB Zip drive.
Toward the end of 96, Syquest shipped
the 15Z-Fyer, their second (and more sue-
cesstul) attenpt al penetrating the low
end of the removable drive market. lts
removable 230MB media deliver near-
hard-disk speeds.

lomega has't been sitting still, though,
andl is busy trving lo sign up vendors for ils
newest version of the Zip drive, which is
intended to be a bootable replicement for
a Noppy drive.

‘The downside with the Zip is that it's
nol backward compatible with the old
stanclard LAIMB floppies. A new compa-
ny, QR Technology, is offering the A
Dirive, a 20MB magneto-optical “floppy”
drive that can also read standard L44MB
35" loppies. But it'll need a BIOS updite
in most compulers to be a true bootable

CGW
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or 5.3. The shareware version will work
fine for this purpose, so you don'l need
to drop an additional 35 clams just to
run Cave Wans.

floppy replacement.

"The high end of the removable storage
husiness has heated up. lomega shipped
its Jaz drive in mid-96, but the product
was so popular it was hard to find one.
‘The Jaz is a IGB removable hard disk.
rolates at 5400 RPM and has a 12 ms
average aceess time —so it's a true hard
disk replacement. At roughly 5120 per
1GB carlridge, it's recasonably cost-cffec-
tive, toa. On this front, however, lomega’s

chief competitor, Syquest, didn’t wait very

long before shipping the 1.3GB Syjet
toward the end of "96 and has recently
upped the Svjet’s eapacity to L5GB.

CD-ROM DRIVES:
WRITE ‘EM COWBOY

I the past year, the prices ol some
recordable CD-ROM drives have
dropped to under 500, though these are
still all SCSI drives, Some can be used as
aslandard CD-ROM drive, loo, but due
to the need for a much more massive
head (for the write laser), they Il never be
as fasl as dedicated, read-only CD-ROM
drives. Last November, a consortium of
companies announced the CD-RW stan-
dard, which will bring to market CD-
ROM drives that will make CDs true
mass storage devices, allowing disks to be
wrilten, erased, and rewritten as needed.
CD-RW has the potential to be a greal
backup device,

GD-ROM drives have, predictably,
gotten faster and faster. Coldstar recently
announced a 16x CD-ROM drive, and
there are a gagple of 12x drives ont now:
The newest twist is Western Digital’s new
SDX connectivity standard, where SDX

CD-ROM drives connect dircetly to
SDX-capable hard disks (rather than to
separale controller cards), and the hard
disk will automatically cache some of the
information on the CD-ROM disc.
Another advantage is that SDX deviees
will be compatible with current onboard
EIDE controllers: the two SDX devices
appear o be Master (hard disk) and Slave
(CD-ROM). SDX has the potential to
stop the spiraling “anms race” in CD-
ROM drives, enabling lowly tx and Sx dri-
ves Lo seemingly run much faster, Bear in
mind that both the hard disk and the CD-
ROM drive must be SDX-compatible.

THE STORAGE ELEPHANT
Overshadowing all these CD-ROM
drive developments is the looming pres-
ence of DVD drives. DVD drives offer
morc than 6CB of storage on a roughly
five-ineh platter. They will be faster than
CD-ROM drives, and the consumer dri-
ves (and probably many computer DVD
drives) will have MPICG-2 decaders buill
into them. [twill be a while before DVD
game titles hecome common, but DV
drives will be able to read standard CD-
RONMs as well, thongh how well is still an
open question (see this month’s
Editorial). By the way. DVD doesil
stand for anvthing. Until last sunmumer,
there were two competing DVD stan-
dards. The groups merged but couldn’t
agree on what DV ieans, so it’s an
acronym without words. Go figtre....

MUNDANE NO MORE

In the past, mass storage has seemed a
pretty mundane lopie, bul recent devel-
opmenls in storage will mean significant
new capabilities for computers and, hope-
fully, for future games. Bigaer, faster stor-
age begs an interesting question, thougl:
Will garme companics feel compelled to
fill up a SGB DV platter? Just how
many 3D-mimated sequences and video
cut-seenes can we lolerate? Afler all, we're
game |}h|_\-'c1$; we're nol into watchin g
inovies on the computer. Let’s hope this
new space frontier will be used for some-
thing other than massive cut-scenes and
S0-games-on-a-clisk compilations. ‘The
game, after all, is the thing, %
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2 | Do you crave bone crushing speed for your 3D games?
ﬁ Looking for the fastest Windows and video performance?
2 | Then power up your Pentium with the award winning

HL i Matrox Mystique graphics accelerator - now priced at
i Stk e bty only $149 for 2 MB and $189 for 4 MB!

Mystique's mind altering speed is a combination of fast SGRAM memory, unique scatter gather
PCI bus mastering and a fully optimized 64-bit design. With all these advanced features,

you'll be ready to fly, blast or tunnel your way through dozens of exciting 3D game tiles supported
by Mystique. Your DOS games will also be faster than ever. And your most demanding
Windows and video applications will scream onto your screen at hallucinogenic speed.
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And now, Mystique pushes the limits even further with its new Matrox Rainbow Runner
Studio companion card. Play your favorite PC games on a big screen TV. Edit your home
movies right on your PC. Grab or send video images over the Net. And much mare!

Matrox's over 185 awards and twenty years experience in delivering breakthrough technology
to customers such as Compagq, Dell, Hewlett Packard and IBM means you're getting the
most innovative and reliable solution for your home. Matrox Mystique is what you need to
power your PC into the 21st century.

How -
3149* Free software. $200 valuel™ Frve Seorcul Pt
nwaamny SCORGHED f
PavaNosin Amrivimiors SmTEmMON

m ﬂt '°" | 1-800-362-9349 http://mww.matrox.com/mga I
*Estimatod stroet price for 2 MB. * *Game bundle available with retail ion only. All perlt tests conducted by Matrox Graphics Ing. on a Dell Dimension P200 V configured with lntel P5-
200 MHz, 16 MB of SDRAM and 256K cache. Matrox Mystique, Dismond Stealth 30 2000 XL and ATI 3D Xpression + PC2TV were configqured mlh 2 MB of memory Inr the PCI bus using driver n:luasu 3.30, 4.03.00.2105
and 3.0 mpecuwlr for Windows 95, Creative 3D Blaster PCI was configured with 4 MB of memory for the PCI bus using driver release 1.01 for W 95. Winbench 97 test conducted a1 1024 x 768 resolution

wilh 8-bit color at 75 He refresh using small lonts under Windows 95. Microsoft Tunnel test run at full screen 640 x 400 resolution with 16-bit colof at default manulacturer refresh rate based on Gouraud shading, perspective
coreet textures, point sampled and 2 bufler.
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Loyd Case

n the last three
issues, CGW has
covered various
takes on the ulti-
S8 mate gaming
‘machine, but all three were
based on the assumption
hat you wanted a whole
8w machine. Most of us
dVe computers already,
80%0uying a whole new
__machine may not be in the
SR, particularly if you

% ght your system in the
N &8l year. But it is possible
1080ve your current sys-
ten up to ultimate rig sta-
tus, one step at a time.

ELL

ILLUSTRATION: CARY HENRIE. PHOTOGRAPHY: JOHN POPPLEW
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if all you have is 8MB of memory, for exam-
ple. Sit down and take a good, hard look at what's in
your existing system, find out where the bottlenecks are,
and prioritize the upgrades. Then, you'll be ready to
launch into the upgrade process.

The big questions are the following: What do | upgrade first? Which com-
ponents will have the most impact? What's the right sirategy for planning an
upgrade? Think of your upgrade strategy as a sort of Iriage, where the slow-
est component gels the first upgrade, so as to allow the rest of the system to
better perform. Since upgrade budget sizes vary, we have two upgrade plans:
turbo and nitro. Our lurbo plan options for upgrade components are solid
additions fo any system, but with an eye towards price and performance. The
nitro plan options are fop-shelf components where price is less of a consider-
ation than all-out performance.

He's Dead, Jim

First, lel’s deal with old systems. | mean, really old systems—you know,
486021665 and slower. In computer years, these babies are prelly much
Smilhsonian-bound. Don't waste money upgrading them. Unless you have a very
sawy local dealer, or are technically capable of building a system from scratch,
just get a new computer. You can cannibalize the Old Gray Mare and recoup the
floppy disk drives, Sound Blaster card, speakers, the keyboard, the mouse, and
maybe even your monitor. So if you do have one of these babies, stop reading
this now, go gel the last three issues of CGW and read the first three parts of the
ultimate gaming rig series.

The Mythical System

Let’s look al a system thal may have been, al worst, middle-of-the-road a
scant 18 months ago. Qur system is a Pentium 90, in a mid-tower case, with
a 14- or 15-inch monitor, 8MB of RAM, and an 850MB EIDE hard disk. It has
a PCI graphics card, but it's probably a 32-bit card with a slower graphics
chip, such as a Cirrus Logic or Trident accelerator. If it came with a CD-ROM
drive, it's most likely a 2X or maybe a 4X drive, connected to a proprietary
controller. For audio, there’s probably a Sound Blaster Pro or 16 (or clone)
and a pair of small, self-powered speakers. Topping it all off is a formerly
state-of-the-art 14.4-Kbps modem.

As for the not-so-mythical user of our lypical system, lel's assume you're eilher
technically sawvy enough lo eviscerate the guts of this beasl, or you know some-
one who can.

Start From the Start

The hardest part of the upgrade process is deciding where to begin. We
wanl lo creale an incremenlal upgrade strategy hat will allow the user fo
grow their system gradually. If you're simply going to buy a pile of hardware
and replace it in a couple of days, just buy a new system. Let's assume,

instead, that you have to budget
your purchases and upgrade.
aradually.
_You're beginning to become
dissatisfied with your system’s
performance on some of the
newer, state-of-the-art games,
but you haven'l yel reached
the point of desperation. The
obvious thing would be to buy
a faster CPU or more RAM,
but instead I'd actually recom-
mend a new motherboard.
Why a new motherboard?
The newer chip-sets from Intel,

Micronics, AIR

TURBD' micronics M5SHi
Plus (Pentium mother-

hoard) Note; Be sure to get
MMX-compatible version.

NITRO' AIR PENPI (Pentium

Pro motherboard w/emhbed-
ded SCSI controller)

the 430HX and
430VX, offer signif-
icant new features,
such as connec:
tors for a universal
serial bus (USB).
What's more
important in the
short term is that
they're more effi-

cient at moving data through the system with features such as concur-
rent PCI and support for faster memory types like EDO and SDRAM. If
you pick the new motherboard carefully (look for Socket 7), you'll be

able to drop in a Pentium MMX CPU.

One thing to be cautious about is the form factor of the motherboard.
Most older systems use motherboards with the baby-AT layoul, which is
directly descended from the original IBM PC-AT layout. Lately, there have
been a number of motherboards on the markel which use the ATX form fac-
tor. ATX motherboards are laid out differently, yielding more efficient cool-
ing, easier installation and belter access lo the expansion slots. The calch is
that an ATX board will require a new case and power supply. This is not nec-
essarily a bad thing, but it does add cost.

TURBD 166MHz or

200MHz Intel Pentitm
Processor with MMWX
Technology/(P556)

NITRO. 200MHz Pentium
Pro. Note: You may, want fo
wait for the MWMX version
of this chip.

MARCH 1337

Brain Transplants
But back to our gradual upgrade
strategy. After the new mother-
board, the next addition is probably
more RAM. Surprisingly, adding
more memory has a significant
positive impact lo performance,
particularly if you're running
Windows 95 games. If all you have
is BMB, consider gelting 32MB of
EDO DRAM-—G60 nanoseconds (ns)
or faster—which will work very
nicely in our suggested mother-
boards. If you already have 32MB
of RAM, and it's 70ns or fasler, il's



What Will PCs Be Like In The Future?
To Find Out, Look Into the Next Millennia

The PC of the future has arrived. Micron Electronics™ has integrated its award-winning Millennia platform with

the new MMX™ technology from Intel. Introducing the Millennia MXE, the latest system in the Millennia series

that’s perfect for the most uncompromising home or office user. The Millennia MXE delivers a significant increase

in processing speed over classic Pentium-based systems, improving your productivity. Featuring the exciting new

MMX technology, the Millennia MXE accelerates existing and emerging multimedia and communication software,

enriches your Internet experience, and dramatically improves graphics, video and audio quality. And the Millennia

MXE is fully compatible with all your existing applications. That means you don’t have to

upgrade your software until you're ready. Plus the Millennia MXE reduces your cost of

ownership. With the MMX technology onboard, you can benefit from cconomical software

solutions for multimedia and communication enhancements thar currently require expensive

hardware devices. Improve your productivity. Experience clear, colorful graphics. Enjoy the
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In the past two years, Micron Eledronlcs" has won dlose fo two hundred awards for product performunce reltubllny and customer service.

ADVANCED DESKTOP SOLUTIONS

Millennia= MXE P166

Inret 166MHz Pentium® processor wirs MMX™

Millennia= MXE P200 Plus

Inret 200MHz Penmium pRocesson wirh MMX

ECONOMICAL DESKTOP SOLUTIONS

Millennia~ LXA P166
InteL 166MHz Pentium® processor

© 512KB pipeline burst cache, flosh BI0S

© 12X EIDE (D-ROM drive, 3.5" floppy drive

* 100MB lomega® Zip™ drive

» Sound Bluster® 32 Wavetable 3D
stereo sound card with speakers

* PC| 64-bit 3D video, MPEG, 4MB EDO RAM

o Tool-free minitower or deskiop

* Microsoft™ Mouse, 104-key keyboard

* Microsoft Windows® 95 and MS® Plus! (D

* Mullimedia Xcitement Pak: POD™, Adabe®
PhotoDeluxe™ , Billboard Music Guide™ , Blackbuster
Enterfoinment Guide™ ond Eraser Turnabout™

34 » S-year/3-year Micran Power™ warranty

* 16MB EDO RAM
* |.6GB EIDE hard drive

. ili' Mitren 15FGx, .28dp (12.7* display) ] !9 9 9

» Mitrosoft
inosoft Works 4.0 (D . lose "85/,

* J2MB EDO RAM S
* 2,568 EIDE hard drive
* |5 Mitron 15FGx, .28dp (13.7" display)

* Mitrasolt Office (D5

B, |me 5. lease Thifro.
= HAME EDD RAM
* 3.1GB EIDE hard drive
* 177 Micron 17FGx, . 26dp (15.8" dhl}‘wi
» Mirosoft Office (Ds

Bus. !uuw '59/ma.

W bl 200 Pessm procemer wih WML ol
POWER DESKTOP SOLUTIONS

Millennia* Pro2 180

Inec 180MHz Pentium® PRo PROCESSOR

© 512KB pipeline burst cache, flash BIDS

« PCI 32-bit Ultra SCSI Fast-20 controller

© 12X SCSI CD-ROM drive, 3.5” floppy drive

* 100MB lamega Zip drive

* Sound Blaster 32 Wovetable 30
sterea sound card with speakers

» P(I 64-hit 3D video, MPEG, 4MB EDD RAM

® Tool-free minitower or desklop

® Microsoft Mouse, 104-key keyboard

= Microsoft Windows 95 & MS Plus! (D

o Multimedia Xcitement Pak: POD, Adobe
PhotoDeluxe, Billboard Music Guide, Blockbuster
Entertoinment Guide and Eraser Turnabout

+{ = 5-yaar/3-year Micron Power warranty

1899

Bus. leose *99mo.

3399

Bus. bease *116/mo.

4999

Bus. leose *170/mo.
Wk etg] 1AM Peskiars peschrnat wetk ML sbersct 510

-

* 16MP EDO RAM

= 268 Uhra SCS1 hard drive

* |5 Mitton 15FGx, .28dp (13.7" display)
* Micrasoft Works 4.0 (0

= JIMB EDO RAM

4GB Ultro SCS1 hard drive

= 157 Micron 15FCx, .28dp (13.7" display)
* Migrosolt Olfice (05

= H4ME EDD RAM

* G508 Fost SC51-2 hard drive

« 17 Micton 1776Gx, .26p (15.8° disgloy)
« Nitrosolt Office CDs

Millennia= Pro2 400 Plus

Duat Intet 200MHz Pentium® Pro Processons

= Supports dual Intel 1B0MHz Pentium Pro processors
« 256KB internal L2 cache, flash BIOS
o 12X EIDE (D-ROM drive, 3.5" floppy drive
o 16-bit stereo sound & speakers
o PCl 64-bit 3D video, MPEG, 4MB EDO RAM
» Tool-free mini fower or desktop
© Microsoft Mouse, 104-key keyboard
* Microsoft Windows™ 95 & MS® Plus! (D
4 & 5.year/3-year Micron Power™ warranty

°7199

= 16MB EDD RAM

2,568 EIDE hord drive

* 15" Micron 15FGx, . 2Bdp {13.7" display)

* Microsaft Works 4.0 €O Business lease 575/manth
* 32M8 EDD RAM S

* 3,168 EIDE hord drive

= 17" Micran 17FGx, . 26dp (15.8" display) /

< Ml e s Business lease $92/month
= With pacond el |BOMH: Pestivm Fro prn(mt S—— 1

» Witk Mcroaft Windows NT™ Workstation 40 L

* Second provessor requires Mirosoh Windaws T Worketgtion 40

= 256K internal L2 cache, flosh BIOS
o PC1 32-hit Ultrn SCSI Fast-20 contraller
» 12X SCSI CO-ROM drive, 3.5" floppy drive
® 16-bil stereo sound & speakers
® PCl 64-bit 3D video, MPEG, 4MB EDO RAM
® Toal-free mini tower or desktop
® Microsoft Mouse, 104-key keyboard
s Microsoft Windows NT Workstation 4.0 (D
» Hicrosoft Office (Ds
54 # S-year/3-yeor Micron Power worranty

768 Ultra SCS1 hard drive $3 8 9 9

* 15" Micron 15FGx, 28dp (13.7° d.vsp‘.wl Bus. hm ose 133/,

* 64MB EDO RAM S
= 408 Ultro SCSI hard drive
* 17" Micron 17FGs, 26dp (15.8° disploy)

* 32MB EDO RAM

Bus, km 162/mo.
= 128MB EDO RAM

* 21" Mitron 217Gy, . 26dp (20.0” display) 6 9 9 9

* 9GB Fast SC51-2 hard drive

* 512KB pipeline burst cache, flash BIOS

12X EIDE CD-ROM drive, 3.5" floppy drive

o PCl 64-bit 3D video, MPEG, 2MB EDO RAM

# Tool-free minitower or deskiop

® Microsoft™ Mouse, 104-key keyboard

o Microsoht Windows™ 95 and MS* Plus! (D

o Microsoft Works 4.0 (D

* SystemSoft™ SystemWizard” application for online

problem resolution
1,399

Bus, leose *54/im,

2099

Bus. lease 71 o
L]

4 # 5-year/3-yeor Micron Power™ warranty

= |46ME EDO RAM
* 1,68 EIDE hord drive
* 157 Micron 15FGx, .28dp (13.7 display)

» 37MB EDO RAM
* 2.568 HIDE hard drive
17" Mitron 176Gy, .26dp (158" display)

With Indel 200MHz Pentium processot

for Micron desk
Tog Micron deshio
o Milay money-back policy
# Meliour technical suppost

CIRCLE READER SERVICE #100

* 900 £ Karcher Rood, Nompa, 10 83467 » Men-Fii bam-|Cgen St Tem-Spm (W)
» Internationol Scles Hours: Man-Fri fom-Tpm (M) » Poone: 203-893.3434 » Fox: 208-893- 3424 » Purchase Qe Fo: 2088938952
o Bechoicol Support Avadeble 24 Howrs /7 Ocys o Techwicol Support Phao: B88-MEL-MYRC » Techaical Suppert Emet: techsupport meic@miceen.com
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probably nol worlh replacing. Instead, it's now time to consider a new CPU,
0f course, if the budget is a bit bigger, it's prabably worth the few exira bucks
lo get the new P55C processor, not so much for the new MMX technology
(see sidebar), but because of ils double-sized 16K Level 1 cache. On the olher
hand, if you're taking no prisoners, and you're gelting a compatible mother-
board, why not go whole-hog and
get a Pentium Pro? It's worth con:
sidering, but bear in mind that the
next generation of Penlium Pros,
code named Klamath, are just
around the corner—and Lhey wil

MONITOR

TURBD, princeton Graphics
EO7D1T" ;

require different motherboards. That
said, if your lust is for the best 32
hit processing power you can get,
the Pentium Pro is it.

It's also worth debating alterna-
tives to Intel, such as Cyrix's 6x86
and AMD's K series. The K6 will be
pin-compatible with the standard
Pentium, but is supposed to be
roughly comparable with the
Pentium Pro in performance.
Cyrix's 6x86 lacks floating point
punch, but can otherwise keep up
with the equivalent Pentium
(P54C), and may be a good solu-
tion if you're on a tight budget.
However, the P55C has MMX support and is now faster than the equivalent
686, so if raw performance rather than cost is the deciding factor, then
Intel, once again, is the leader.

If you plan on adding a Cyrix (or 1BM) 6x86 P200+, make sure your
motherboard can support the 75MHz memory bus speed, which will actu-

MMX: Gaming Panacea?

By Dave Salvator
here's been much ado from Intel:and in the computer press:about
MMX technology, which Is now avallable in:166- and'200MHz
Pentium chips, code:named P55C. Pentium Pro versions
of the chip, code:-named Kfamath, should be available
soon. Intel has given a long-windedofficial'name for these new
offerings—Pentium Processor with MX Technology. (we'll stick
to calling them P55C)—and will be looking to aggressively move

NITRD: viewSonic
PTB10 21"

CRAPHICS BOARD

TURBD: sierva Screamin’
30 or/Interaraph’ Reactor

NITRD! canopus Total 3D

and Orchid Riohteous 3D or
Diamond!Monster 3D

these chips into/mainstream machines this year. The result will
most likely be a minimal price difference between simitarly
clocked MMX and non:MMX Pentiums.

You should goiahead and buy the MMX Pentium, not so:much for the
MMX technology, but for‘the improved overall performance: that will come
from the doubling:of the Level 1 (L1) cache from 8KB to 16KB.

When Intel's new MMX-equipped P55CCRU looks for data orinstructions,
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ally speed up memory accesses. Also, get a good CPU cooling fan, and
consider adding a second fan to your case, because Cyrix chips tend to
run a bit on the warm side.

Painting
Pictures

Okay, now we have
a fast CPU and ade-
quate memory.
Unless your hard disk
is very small (in
today's terms, very
small is anything
under 850MB), the
nextthing loadd is a
graphics card. Maybe you've seen your friends playing the 3D accelerated ver-
sion of Toms Rainer, Quake, or NASCAR 2, and the idea makes your mouth water
There are two possibilities: You can add a fast combination 2D/3D card, or (if you
have a fast 2D board already), you can consider a dedicated 3D accelerator.

The second approach may yield the best overall performance, but if you
are truly on a budget, your wallet will nof be happy. Consider a good 2D/3D
combo card to start. All have their strengths and weaknesses, but probably
the best solution for serious gamers is cards based on Rendition’s Vérité
chip. Be aware that the standard VGA graphics performance of the Vérité is
sub-par, though Super VGA graphics are quite speedy. Surely you're not
upgrading your system to play VGA graphics games? Remember that buying
a combo card doesn't preclude you from adding the dedicated 3D accelera-
tor at a later date, if your budget and inclination allow.

After you pop in your new graphics card, you'll suddenly become aware of
an unusual phenomenon: your monilor has gollen smaller. Well, not really,
but it'll seem that way. After upgrading the card, the next logical step, unless
you already have one, is to consider a 17-inch monitor. With some very nice
17-inch monitors available for less than $600 these days, it's hard to resist.

Princelon, ViewSonic

it first checks the L1 cache, a 16KB area of SRAM running at the:CPL's inter:
nal clock speed. If the desired data or instruction isn‘t found, thisis called’a
cache miss, and the CPU next checks the Level 2 (L2) cache (usually 256KB
or 512KB), another area:of SRAM which runs at memory. bus speedi(66MHz2).
If the search'of the L2 cache yields a'cache miss, the CPU mustithen go o
slower: system memory to find the desired data.
There's been a good deal of debale as to whether MMX will do
much to speed up games, especially 3D action titles. The fundamen:
tal problem, which Intel has quietly acknowledged, is that the MMX
unit uses the same physical part of the chip used'by the floating point
unit. And since 3D action games and flight sims tend to be very float-
ing-point-intensive, especially for geometry setup early in the rendering
pipeling, too:many mode switches (each of which requires 5060 clock
cycles)might actually:introduice a performance:hit.
Despite the potential pilfalls, a Pentium with MMX is still a worthwhile
investment for the larger: L1 cache. Whatever else MMX brings to/the party
(most likely for less demanding multimedia tities) will be gravy.




And hey,
it's networkable.

A N B D e D8

Yau're sitting at your desk. And you're bored. Bored, bored, bored. Now imagine you're sitting SEGA HA[W
at your desk taking hairpin turns through dirt and mud. Massive bumps send you flying into orbit. ¢ ”P_i__m !
And you better anticipate the next curve or you're gonna get to know the side of a mountain a little L gocion
too well. Ahhh... there’s nothing quite like the offroad racing experience of Sega Rally Championship '
for the PC. There’s even head-to-head network play. So, c’'mon, you get a little time off for lunch -
go find some buddies and let them eat your dust.

LD SE Check out cur demo al www.sega.com/segapc
@ SEGA s registered In the U.S. Potent of Trodemork Office, [protty improssive, huhf). SEGA Enteriainmeni, SEGA Rocing ond Sego Rally Chompionship cro hodemarks of SEGA.B1996 SEGA,
T i P.O. Box BO97, Redwood City, CA 94063, All rights reserved. Every single one of ‘em, Order o gome by colling 1-BB8-5EGASALES [or just coll to say "hi,” our operators love that.
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If your software could dream....

it would dream of runnihg on a MACH V

Falcon Northwest’s MACH V series of custom 'buﬂt PCsi-> i i
hand crafted silicon for those who accept only the best

.........

“Falcon Northwest took top honors in
CGW's review last year, and rightfully so.
Overall, the MACH V is once again about
the fastest rig of the bunch this year.
Windows performance was rock-solid
accross the board, with wins in just about
every category, including 3D graphics.”

- Computer Gaming World

“A welcome by-product of the compo-
nent choices is the MACH V's excellent
business-application performance” “The
MACH V's Winstone 32 score [beat 8
other 166 MHz machines, and even a
Pentium 200] for first place. The Falcon
beat out its 166MHz Pentium competitors
on hard drive and graphics performance
as well.”

- Comiputer Shopper

FALCON NORTHWEST
COMPUTER SYSTEMS m——
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Space Exploration

The next thing to tackle is the hard disk. Think big. Think really big.
Anyone who thought thal CD-only games would save on disk space was
astonishingly wrong. Games—not to mention other applications—have a
seemingly endless appetite for disk space. At a minimum, gel a 2GB drive—
but consider a larger drive if you can swing it.

If you've got a true performance Jones, you'll also upgrade to ullra- or
wide SCSI at the same time. But if you do, don’t setlle for slower hard disks
running al 5,400 RPM or less. You've just shelled out over $200 on an ulfra-
wide SCSI controller—adding a hard-disk that's no faster than an EIDE drive
just doesn'l make sense. Go for a 7,200-RPM drive, or wait for the newer dri:
ves that spin at 10,000 RPM (Mote that there are a number of molherboards
out there now with built in SCSI controllers; you might look into one of those
when upgrading your motherboard).

For most of us, this level of performance is something of a luxury, so get a
big EIDE drive instead. Even then, the performance differential is smaller
than it used to be. The new Ullra DMAJ33 (a.k.a. Ultra-ATA) drives can (heo-

PRI

DISK GONTROLLER

TURBD motheroard-based
PCI EIDE

NITRO Adaptec 2940-uW
(PCI Ultra-Wide SCS))

DISK DRIVE

TURBO seagate Medalist
Pro 2540 (EIDE).

NITRO ouantum Atias Il
(Ultra-Wide; SCSI):

GD-ROM: DRIVE

TURBD ‘Toshia 5702 (EIDE)

NITRO piextor 12Plex
(SCSI-2)

BAGKUP

TURBO syquest EZ-Fiyer or
lomega Zip

NITRO 1omega Jaz

refically move data at 33MBlsec,
compared with ultra-wide SCSI's
40MBIsec. SCSI still holds the
edge in CPU ulilization, though.
Just be aware that Ullra-ATA drives
may not run at full performance on
your standard EIDE controller, but
when you move up again, you can
fake the drive with you, saving on a
future expense and getling better
performance.

Of course, now that you have &
seemingly infinite amount of disk
space, you'll need something fo
back up your critical files. A remov-
able drive such as lomega's Zip
drive or Syquest's EZ-Flyer should
fit the bill nicely. Il you have a larger
thirst for backup capacity, lomega's
Jaz drive, with ils somewhat pricier
1GB media, should quench it.

After you have your humon-
gous hard drive, the next step is
lo upgrade the CD-ROM drive.
DVD drives will most likely be
shipping as you read this, but
unless you're hell-bent on watch-
ing DVD movies on your PC, DVD
isn't going to bring a whole lot to
the parly for gamers in the short-
term (see this month's Editorial).
Yes, they offer a whopping 4.7-
8.5GB of slorage, and yes, they
do have a 1.2MB/sec dala rale
when streaming DVD data.
They're also backwards-compati-
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ble with standard CD-ROMs, but
how well they'll perform bringing
in data from traditional CD-ROMs
is still a question. Data rate claims
range anywhere from 6X to 8X,
though we've heard anecdotally of
7 lower performance from early

| models.

. DVD versions of game fitles

NITRO Aura Series 700 probably won't be forthcoming until

somelime next year, so you might
SOUND GARD

do well to hold off gelting a DVD
ROM drive until your next round of
TURBO creative Labs '
Sound Blaster 32

SPEAKERS

TURBD ouickshot 660

uparades. Fortunately, there are sev-
| eral alluring alternatives in the form
! of 12X EIDE drives well under

+ $200, and 12X SCSI drives for less
NITRO creative Lahs AWE  [YSSS

32 with'a |
Yamaha SW

60XG MIDI

Card

Sound
and Fury

Probably the last
thing to upgrade is
your audio system.
In the past, the
squeaky music that
emanaled from the
old-fashioned FM
synthesis of Sound
Blaster Pros and SB 16s would make your teeth itch, but these days it seems
most music in games is digital rather than MIDI. Still, you can get pretty good
wavetable MIDI and better-sounding digital audio by upgrading your sound
card. There are a number of contenders out there, too, including Creative
Labs' new AWE 64, Aura’s model 140, and the Turlle Beach Tropez Plus.

With mare Windows 95 games hitting the store shelves, we're looking to
the day where Sound Blaster compalibility is no longer the limiting factor in
choosing a sound card. PCl-based sound cards are in the works from several
vendors, with some delivering positional 3D audio. While litles that take
advantage of this new feature may be few in number early on, this is a cool
technology on the horizon.

Speakers, despile their imporlance, are often the weakest link in an audio
chain. If you have those dinky multimedia speakers on your desk, try hooking
up a good set of headphones to your sound card and playing one of your
favorite games. You'll be surprised at whal you've been missing. Get a new sel
of speakers—and if you can afford it, get a set with a self-powered woofer.

Quickshot, Aura

Are You Connected?
At some point, you'll get tired of matching wits with the computer, so you'll
wanl to go hunting for the most dangerous prey: humans. There are two ways
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Fust action und slunmng raullsm —_

that's the promise of new 3D games and

edutainment software. But if your Super

Star Fighter jerks along instead of zoom-
ing ang your “ferrifying” monsters are

Eluringly pixelated — face it. You're not
aving much fun.

Don't just play it... Live it!

With an Intergraph Intense 3D 100
graphics accelerator on your PC, expect

- - . I ‘
a fabulous new interactive experience! IndyCar Il with SVGA Grnpluts IncIvCur Il with Intense 3!"00 Graplms
Free! Full version of Rendition Reudy"' Notice the jagged lines and edges and the flat, dull colors.  Now you're racing! See the detail on the next car. Watch those
IndyCar 11, CD-ROM shareware version Where's the crowd? What are those blocky thingsinthe  rearview mirrors — that's real 3D! Nofice the crowd in the

of Rendition Ready Quake”, and trial background? Are you really into this race? ;nnds u’nd the mountains in the background. And how about
versions of Monster Truck Madness” ot sky!
i llientor Want to know more? Call 1-800-763-0242 or reach

us on the Internet at www.intergraph.com/ics/i3d100.

=
lm:,m 2 the Interpraph bogn are registerad traderiarks und Intense 30k 2 tradeniark of interpraph Garporatioa. Moteser Truck Marness and Helibender are irade- I N o H
||$su u:nmoq-um Renition Ready b a u‘.h‘uurhﬂimlum T [odytlar 1 by arggistered trademuk of Paparos Guake i 2 irademark of i Software e

Vopyright LT lencngriph Corporation, Ilumnﬂle M S0 H0000, MCToiR
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to play against people: remotely
(via modem) or locally, with a local-
area network (LAN). The latest buzz
surrounds the new 56-Kbps
modems, although there’s no firm
standard yet, and two major chip
makers are ballling it for domi-
nance. Whal's more, there’s no
certainly you'll really see 56-Kbps
throughput. Still, these unils will
also run at 28.8- and 33.6-Kbps,
the current standards. You can play
with one other person via direct
connect, but it's becoming increas-
ingly popular to use Kau95 or a
commercial service like TEN or
Mpath to play against multiple peo-
ple. Of course, if you really get seri-
ous about your Infernet gaming,
you can always move up to ISDN.

As for LAN conneclivily, we've
seen the price of plug-and-play ISA Ethernet cards drop as low as $40 now,
s0 there's almost no reason not to gel one il you can easily gel logether wilh
your friends (and their systems.) You might also uncover local groups that get
logether periodically for "fragfests.”

Wait, There's More

After you've got your base system tuned, you may discover you've gotten
hooked on that hot new flight sim, and suddenly that lowly 2-button joystick
just seems inadequate. Or maybe that racing sim you pul away because il
demanded too much from your system beckons again, and the thought of
using a realistic steering wheel is suddenly much more appealing.

TURBO Hayes Accura 33.6
(PnP internal)

NITRO suprasonic 336V +
(PnP extemal)

NETWORK GARD

TURBO 3com 3c500 Plug-
and-Play (ISA)

NITRO 3com EtherLink XL
10/100 (PC)

Component Street Price

M&S5HI Plus

AIR PGNPI (for Pentium Pro
Pentium or Pentium Pro CPU
Screamin’ 3D

Reactor

Total 3D

Highte d

Munster 3IJ
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Individuality Rules

Probably the single best piece of advice about upgrades is to be sure
you buy some future with your new components. That is, spend enough
on a component so that it won't have to be upgraded for some time. Your
sysiem may not be exactly like our mythical gamer's. You may already
have a good graphics card and big hard disk. | hope that this strategy
can be used as a template in developing your own upgrade strategy. The
best thing we can do is offer guidelines; since everyone’s situation and
preferences will be different. The key,

TURBD cH products F-16
Gomhat Stick (pictured) or

F-16 Combat Stick, F-22 Pro Thrustmaster. X-Fighter

though, is to build with an eye
to the future. That way, the
hole in your desk labeled
“computer,” into which you
pour gobs of money, can al
least have its appelite some-
whal tempered. Admittedly, it's
not always possible to deter-
mine the next standard, but as
new lechnologies emerge,
CGW will help separate the
plums from the lemons. %

NITRO thrusimaster F-22

Pro (pictured) or CH
Products Force FX

GAMEPAD

TURBD cH Gamepad

NITRO Thrustmaster
PhazerPad

Vendor Name Web URL
Www.micronics.com
www.airwehs.com
www.intel.com
Www.sierra.com
~www.interqraph.com
WwWw.canopus.com
www.orchid.com
www.diamondmm.com

Micronics:
AIR, Inc.
Intel
Sierra
Interq ra ph

CH Pruducts
Thrustmaster



WARNING: Proper Safety

Equipment Required
Beyond This Point.

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




WARNING: When Speeding Toward
The Future, Keep Arms And Hands

Inside At All times.

The Intel Pentium® processor just got a turbo boost. It's called MMX™ technology, the afterburner you need to make
MMX instruction-enhanced game software go ballistic.
Keep your hands inside the car at all times, because the GATEWAY 2000 P5-166 and P5-200 Family PC™ systems are
now available with MMX technology. It’s the dose of brute power that lets you squeeze more performance out of
MMX instruction-enhanced games coming to market. The underlying Pentium chip also brings extra T

power to your current programs, all al a price you can afford today.

When you're ready to strap yourself into a new PC, count on Gateway for fresh
technology built into a system custom configured to meet your unique
needs. Gateway sales reps work with customers to help them decide what
components go into their systems, then we build your PC rocket ship fresh
and send it to your door, ready for liftoff. Technical support is just a
toll-free call away, 24 hours a day, seven days a week,

So what are you waiting for? Call Gateway today and we’ll
ship you a system so you can feel the MMX technology turbo
boost for yourself.

And always remember to buckle up.



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

pentium’ 888-846-8571

www.gw2Z2k.com



| 5-166 Family PC

| Intel® 166MHz Pentium® Processor
with MMX"™ Technology

® 32MB Synchronous DRAM

® 256K Pipelined Burst Cache

m CrystalScan®700 .28dp Monitor
(15.9" viewable arca)

m 2MB SGRAM, 3-D 64-Bit PCI Graphics

® 2.5GB 11ms EIDE Hard Drive

®m |2X CD-ROM/3.5" Diskette Drives

m |6-Bit GATEWAY™ Sound

® Altec™ Lansing ACS-41 Speakers

m TelePath™ 33.6 Data’/14.4 Fax Modem
Sfor Windows with Speakerphone

® New Look Mini Tower Case

® 104* Keyboard & MS® Mouse 2.0

8 Microsoft” Windows®™ 95

| MS Office 97, Small Business Edition

m MMX™ Technology-Enhanced
Software Bundle

$2199

P5-200 Family PC =~
® Intel 200MHz Pentium Processor
with MMX Technology
m 32MB Synchronous DRAM
m 512K Pipelined Burst Cache
® CrystalScan700 .28dp Monitor
(15.9" viewable area)
u 2MB SGRAM, 3-D 64-Bit PCI Graphics
8 2.5GB 11ms EIDE Hard Drive
| [2X CD-ROM/3.5" Diskette Drives
® 16-Bit Ensoniq® Wavetable Sound Card
m Altec Lansing ACS-41 Speakers
® TelePath 33.6 Data’/14.4 Fax Modem
Sfor Windows with Speakerphone
® New Look Mini Tower Case
| 104+ Keyboard & MS Mouse 2.0
m MS Windows 95
| MS Office 97, Small Business Edition
® MMX™ Technology-Enhanced
Software Bundle

$2499

g
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“Maximum data transfer rate dependent on certain variables including particular modems with which you are communicating,
telephone lines, communications software and communications protocols.

MS Office 97
Small Business Edition

® MS Automap
m MS Excel 97 Streets Plus
® MS Publisher 97 ® MS Outlook™ 97

MMX Technology-Enhanced

Software Bundle
| Pod™ = MS Word 97

m Eraser™ — Turn About
| The Ultimate Human Body Version 2.0
B The Third Dimension™

Games and Entertainment Pack I1
(Available to new and existing Gateway customers.) Includes Bug!™ « Deadlock™ «
MechWarrior®2: Mercenaries™ « 9™ « Pitfall™ « SPQR: The Empires’ Darkest Hour™ «
and PC ProPad. $99

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

§88-846-8571

www.gw2k.com

@1997 Gateway 2000, Inc. GATEWAY 2000, CrystalScan, Vivirron, hlack-and-white spot design, “G* logo, TelePath and *You've got o frieml in the business™ slogan are registered trademarks, and Family PC, am GATEWAY are trademarks of
Gateway 2006, Toc, The lotel Insede Logo, Dntel and Pentiom are segrstered toademasds aod MMX s 2 trademark of Intel Corporation. All other brands and product names are trademarks or registered trademarks of their tespective companes. All prices
and configurations are subject 1o change without notice or ebligation, Prices do not inclide shipping or applicable sales e, Many Guteway 2000 products are custom engineered to Gateway 2000 specifications, which may vary from retail versions of

the software andfor hardware in functionality, pesformince or compatibality.



The Most Respected Reviews
In The Industry For 15 Years

Reviews Policy

We only review from the final copy
of the game. Though it has become popu-
lar among PC gaming magazines to review
from late beta copies, we feel that the reader
is best served by reviews of the same version
of a game Lhat readers can buy. While we
recognize that this may cause some delay in
coverage, we believe the reader is better
served by such caution.

We expect our reviewers to finish
the game. CGW reviews are not based
on early impressions of a game. In
some cases, bugs make it impos-
sible 1o finish a game, but we
identify those cases in {he review.

How We Classify Games

@ Action/Arcade: The emphasis is on
hand-eye coordination and reflexes, usually
emphasizing fast play over story or strategy.
® Adventure: Games where you control
an alter ego and move through a storyline
or sequence of events, where puzzle-salv-

ing has a more important role than conver-

sation and combat.

@ Classics/Puzzles: Classics are old
siand-bys and parlor games that appeal to
many different lypes of gamer, Examples
include backgammon, bridge, chess, and
Monapoly. Puzzle games emphasize spatial
relationships, word games, and/or problem-

solving without
requiring gamers lo follow

a storyline, Examples include
ShangHAl and TeTRIs.

@ Role-Playing: RPGs are a subsel of
adventure games which allow you to choose
a character class and increase their attribut-
es. Conversations with non-player characlers
(NPCs) and tactical combat are generally
more important than in Adventure games.

® Simulations: Highly realistic games

from a firsl-person perspective: you may
control a submarine, fly an aircraft with a
meliculous physics model, or swoop
through a detailed sci-fi environment.
@ Sports: The sports category is a broad
genre which includes sports action games
(MBA Live), sports strateqy
games (FRour Pace Sporis
FooreaLL Pro) and sports sim-
ulation games (NASCAR Racing 2).
@ Strategy: Problem-solving, shorl- 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 fanta-
sy games (X-COM, Master of Omian),
as well as “pure” slralegy games
(WarCrarT Il, Commaanin & Conauer) and
“building games” such as SwCiry and
Caesar I,
@ Wargames:; A subset of strategy
games, wargames recreate historical con-
flicts from a command perspective. They
may be tactical, operational, or strategic,
and stress anything from logistics and fire-
power to morale and leadership.

: HOW DO WE RATE?

We only review finished product, not pre-release versions. The ratings are as follows:
e Outstanding: ! Very Good: A ! Average:A ! Weak: A game ! Abysmal: The
* The rare game * high-quality game mixed bag. Can with serious rare game that
* that gets it all * that succeeds in * be a game that problems. gets it all wrong.
* right. The graph- * many areas. May * reaches for the * Usually bugay, This Is reserved
ics, sound, and have minor prob- stars, but falls seriously lacking for those prod-
* gameplay come * lems, but is stil * short in several * in play value, or * ucts so buggy, ill-
[ogether fo form a worth your money, espe- 1 ways. Can also be a just a poorly:concelved conceived or valueless
Transcendent Gaming cially if you're interested game that does whal il game design—you thal you wonder why they
Experience. Our strongest ¢ in the subject matter or does well, but lacks flair should think long and were ever released in the
buying recommendation. 1 genre. or originality. 1 hard before buying it. first place.
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<
e
o
=l
S
—_—
m N
q_::-.

Kk ¥k k)

Price: $54.95
System
Requirementls:
Windows 95 or NT
4.0, Pentium 60 or
better, 8 MB RAM (16
MB RAM required for
multiplay), 2x CD-ROM
drive, SVGA graphics,
Win85-compatible
sound card, mouse

# of Players: 1-4
(modem, IPX network
or battle.net)
Protection: None (CD
must be in drive)
Designers: Erich
Schaefar, David Brevik
Publisher: Blizzard
Entertainment

Irvine, CA

(800) 953-SHOW
Reader Service #: 316

REVIEVW ¢ DIABLO

&

The Underworld

Crown The New King Of Action-RPGs: Blizzard’s Towering DiaBLo

by Greg Fortune

aybe il just
me, but I've
always been
enthralled
with the
idea of
enlfering a

dark and

diangerons
L!Iltrt_;unll (3]
o battle with the forees of evil,
I've hacked thrangh every dun-
geon romp | eould find, hoping
o salisfy at least a part of the
fantasy. While I've played all
manner of medieval warrior
and embarked on countless quests, there’s
abways been one thing lacking: believable
combat. Most games seem Lo treat the
crucial combal experience like aneces-
sary evil. How many games have you seen
that covered every aspect of ole playing,
but when it comes lo entering (|un'__-,cuns
the ereatures have all the realism of a
Kmart costume? It seemed Twould die
without having experienced compelling
dungeon combat, but it tums out that |
finally got my wish. Fnter Diasio, Lord

of Teror and master of dungeon combat.

LIGHT DESCENDING TO DARKNESS
DIABLO is the Tatest action RPG in the
arena, a savior for those who would rather

piL‘L upa battle axe and :-|)|i1 some skulls

than wander around joining guilds and
swapping stories. 'The characters start the
game with faidy weak stats, and in true
RIPG; fashion, grow stronger as their expe-
rience level inereases. There are thiee
character lypes lo chose from, each with
ils own strengths and weaknesses. The

warrior has greal strength, but little magic

CCW

MARCH 1837

YORTEX LORD

| TOTAL KILLS : ©

KISS MY AXE Fighters are very strong characters and can go toe-to-
toe with just about anything (in limited numbers).

and average dexterity, whicli suits his bru-
al hand-to-hamd combat style. The
Sorcerer is physically weak, but has a high
magic rating which he uses Lo cast some
really unbelievable spells. The Roguc fills
out the trio with exceptional bow skills
andl average strenglh, allowing her Lo
swilch 1o a sword and shield should
Diablo’s minions getalittle too close. e
three types are so different that each
requires a completely diferent strategy
merely to survive, let alone sueeeed.
Aside from the character types, there
are just enough ole playing clements in
Diasto to enhanee the game withont
bogging it down. Remember, you're here
Lo kick some demonic butt, not run
around making friends and having every
one tell vou how great vou are. The RPG
elements are casy lo inderstand, and
SOITICONC W Il” II"IN never ])IHI\U(] dan

AD&D-type game will have little trouble

understancling what each property means.

The '.'ill'ii.'l_\' r:hpuﬂa aned WCRpONS is vasl,
and cach has minimum requirements

needed to wield it One downside is the

limitation ol a single save
game slot for cach charac-
ter, but it docesn't really
hamper the game or pose
much of a problem,

The world of DiasLo is
a beautiful place, gor-
geously rendered in SVCA
and filled with haunted
cries ol the danmed echo-
ing through passaucs
helow the cathedral. This
is 110 danee class, There’s
menace in the skeletons’
stance, and fury in the
sercams of the Obsidian
Lords as HIL'_\ L‘hail'gu like [l'L'iL;lll lEains,
cach with a huge curved hom leading the
way: The third-person overhead perspee-
tive gives the player a bird’s eye view of the
dungeon and its denizen, and it is an envi-
ronment that is eerie, entertaining and
inmpressive,

Combal is in real lime, even when
matking inventory changes or checking
ot spell levels. More than once ve heen

canght in the inventory sereen without a

BACK OFF, MAN! Rogues and Sorcerers
should put as many obstacles in their
farget’s path as possible. They can inflict
great damage at a distance, but suffer in
hand-to-hand combat.




weapon in hand by a Hidden or Stalker,
which are like the Klingon Birds of Prey of
DIABLO, waiting until they are within
three steps nf_\nlt loappear and attack.
‘The controls are well thought out and
simple enough that they enhance the
experience, not detract from it Use the
monse fo elick where you want to go,
what vou want to fight, or what you want
o pick up. Your character will proceed
there and perform the appropriate action.
By the time you beat DiasLo, you'll be a
Shao Lin elickmaster, able to amaze your
friends by clicking a fly out of midair with
vaur eyes closed. There are also assigna-
ble hatkeys for four of your favorite spells
and number key assignments for up to
cight potions or scrolls, IUis apparent
thraughout the game that someane spent
alot of time thinking aboul how to lay out
this interface, and they did a heautiful job.

LEADING YOUR FRIENDS
INTO DARKNESS

The game's multiplayer options let you
descend into the dungeons with up to
four friends, leveraging the strengths of
the different character types. DIABLO sup-
porls TCPIP, IPX, modem and direct

cable connections, and Blizzard has given
the world free access 1o its battle.nel

enline multiplaver arena. All you need for
battle.net is an active internet connection,
and you're in. Setup for every connection
tvpe is unbelievably painless, with no con-

figurations to tweak and no learning curve

to master. Multiplayer games are primarily

cooperative, but there is an option to
make your character dangerous to others
i your parly if you prefer deathmatch-
style dungeoneering,

"The nuultiplayer levels have tougher
opponents earlier on lo compensale for the
additional heroes, and all of the stairs from
town are open, allowing a party of high-
level characters to head directly to the
lower levels of the dungeon. The first time
we had a multiplayer DiasLo session in the
office, this game became an instant must-
have for everyone on the staff. The one fea-
ture we would have liked to see is the ability
to use single plaver characters in multiplay-
erconguests, but sadly that’s not included,

Another serious bummer is that to play the

full version of the game in multiplayer
mode, every user must have the CD.
“Spawning” is supported, but this only lets
users play alimited version of the game.

IABLO IS & great game, but it's missing a few elements that keep it
from getting our highest rating. First of all, there isn't enough inter-
activity with the town and its people. It doesn'’t feel so much like a
community with living people as it does a pit stop where you
restock on health, mana and weaponry. We get a good feel for Tristam’s back

story when we read the manual, but not when we play the game. It just doesn't
feel like a real town.

Instead of just showing Griswold standing outside his shop, Blizzard could have
let us go inside and see him forging and fixing weapons. Or we could have gone
into the tavern, bought a drink and talked to Gillian the barmaid about the town’s
troubles. We know Tristam’s supposed to be desolate, but it still feels more like a
slatic snapshot, especially given the depth of traditional RPGs like DAGerrALL. How
about seeing the caravan that delivers the town's supplies come in? Or how about
seeing running water in the streams? Simply put, the town could use more life.

The game could also use different endgames depending on which character
you play. This is supposed to be role-playing, right? So why do we see the same
movie whether we're playing the male warrior or the female rogue? The experi-
ence and the reward should be different depending on the character you play.

Blizzard has come up with an exciting game here. Now that they've perfected
their engine, hopefully they can spend their time on making Diablo 2 a better
role-playing experience.

DIABLO « REVIEW

TREAD LIGHTLY Be careful not to walk
100 far into unexplored territory, or you
might end up like this poor soul.

CLEAN UP YOUR ROOM Try to organize
your inventory wisely. With the limited
space available, you can't afford to
waste any.

DiasLo has had a noticeable impact
on my life. | now get of average one hour
less sleep each night, and my wile is about
to cheek me into the Betty Ford clinic. |
had an easier time quitting smoking than |
do putting this game down, Fom the first
steps in town lo the final battle with
DIABLO, this game is a solid bull’s-eve, If
Blizzard isn't careful, they might find
DiasLo regulated by the govenmment as
anaddictive substance. My recommenda-
tion: If vou are interested in this genre at
all, vou have to have this game. %

FAPPEAL: Anyone who enjoys third-
person action/RPG games and has a
pulse.

YPROS: Great interface, awesome
gameplay with excellent replay value,
exceptional multiplayer setup and
play, added value with hattle.net.

PCORS: Only one
save game slot
per character,
shallow role-play-
ing elements, lim-
ited play in
“spawned"”
ames.

MARCH 1997 CGW
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'ONQUER

{fhe king is dead, a civil war rages throughout the

control the

A e

: Ljhls long-awaited sequel is a [eature-by—feature enhanccment of

everything that ma(le the ongmal Hcroas an all—time strategy

O M 2 classic: Scores of new
P [ G HT hero and monster types,

alliance formation for team play, enlarged combat maps, increased

multi-player options, and Ia-l'lexil;le “World Builder” module are

just a few of the reasons why Heroes 11 will be a priz_ed addition "to_ '

AND Magic 7 &

; .....tl.

558

fnends or the compu ter. .

2-6 players via Ing{emct
modem, or netw_ork

-*- E,xpanded
“interactive” b;ltﬂef elds.

—+h More off everythmgl

Dozens of‘ new skills,
spells and arnﬁlcts.

b Inﬁ‘!udes powerful'

o _ countryside, and the people are clamor;ng for a new leadcr.‘ ~3

P Whether you ChOCI_E'»_E: to play on the side of good or evil, you can i

ORLDS ™o |

kingdom 1f you can. muster the courage and skill to take u.\

i Mulnplayer acthn for

g B Over 60 kanarlos, 65
heroes, and 66 nnonsters. »

: .orld Bullder game edltor._ &

'-.!.- Fonn aliiances with

Heroes of Might
And Magic™ 11,/
The Expansion Pack

Regquires Full Version gf Heroes gf
Might and Magic Ii to Play

4 New Campaigns
Containing
24 Scenarios

Over 20 Stand—Alone
Scenarios

New Map Items
And Artifacts

TN R
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THERNSUCCES

b o eatliL 800-251-956

= Sl WAL COMPUTINGE

trademicks andior regitred tadmarks of The
g is @ division of The 30D Company.
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-
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THE APOCALYPSE
HAS BEGUN'

All seven seals have been broken Every e\nl that

: lancing-force be;tween good and evil, man and spirlt 3 b
T T Trﬁ'rincmr omcxs AND PREDATORY nrur:;s:zn

Not only have you. stumbled blindly into a nightmare,

you’ve set the stage for the Apocalypse.

And now. only orie can stop it.

He who bears the mark. The chosen one. You.

L]

Presentmg | terrlfymg.:sD adventure unlike anything
you’ve experienced before. Realms of the Haunting.
The forces of darkneSs are gatﬁermg for’ the final -
showdown. "* - e

o - -' 0’ :Eﬂ;" E‘K ' "l'Ll.l!\}T
F CATED CHARACTER INTERACTION . PLOT BRANCHING AND MULTIPLE ENDINGS
REAL-TIME, FIRST-PERSON, - LB
ENVIRONMENT. A et o

Blesd " AVAII.AB[F FOR PC cD- ROM

- BY GAMERS. 'FORGAMERS

91996 Gremlin |l‘|an‘lCll\L Lid. Al nghL-. reserved. Realms of the HaunUng and Interplay are trademarks of Interplay Productions. All rights I‘I.ﬂ.ﬂ'i.l.' Interpls l} is the sole publisher and distributor.
Licensed from and develaped By, Gremlin Interactive, Lad. All other trademarks are the property of their respective owners.

CIRCLE REJ\DER SERVICE #269



* REVIEW * PHANTASMAGORIA: A PUZZLE OF FLESH

- The Horror,
The Horror

The Only Thing Scary About This Sequel Is That Gamers Might Buy It

by Petra Schlunk
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discover later
that all of

these visions

redit my editor with a good
supply of Hells paving stones.
Surely he had the best inten-
tions when he sent me Sierra’s and murders
PraNTAasMACORIN: A PUzzLE

O Fresi, Not being a horror

are due lo
Wanllech’s

fan of repute, T was wary meddling
about plaving a game with with aliens

warnings plastered all over the (ooh!) from

Do promising “inlense con- an aliemate
tent” that was “not appropriate for players climension.
under 17,7 It promised “blood and gore,” Interlaced
“provocative frontal nudity,” and “strong, with this story

vulgar language.” While a showeasc for AT NUITICIous

g i truth-in-advertising, such games are gratuitous sex
scratehed off my giftlist very quickly. WOW, DO YOU WORK 0UT? A prime suspect for the brutal WynTech  seenes, por-
"Ihe first scene of the game opens willva murders, the bare-chested Curtis must explain his actions to the inves- iy far too
)unu;_;nmnl)unglrm!nd for a supposedly ligating officer. graphically
psvehotic episode with clectroshock thera- for anmain-
py. We cateh up with our “hero” a year THE VISION THING shream compulter game, as Curlis, con-
later, no longer mentally unstable and Curtis starts experiencing hallucina- fused about his sexuality, experiments with
working for a company called Wi Tech, tions coincident with the brutal murders — sadomasochism, bondage, belly button
which, we leam along the way, isinvolved - of several of his coworkers. Among his picrcing and more. Not to leave any
Price: £59.95 | insome mysterious and questionable hallucinations, Curtis has lurid visions tabloid avenues unesplored, the game
Req“im?#g:ﬁﬁ! research. (Young hero fights big, nasty cor- f'ulhirh we are, ahem, “blessed” to share) also ineludes seenes of child abuse, intro-
4860X-66 or better | porate monster... Where have weseenthis — of these murders, which include scenes duced as memories that emerge as Curlis
processor, 8MB RAM, | story before?) of people being tortured and murdered explores his situation with his therapist.
16MB hard-drive wilh bizarre weapons such as Sounds like a lot of fun, huh?

space, 256-color SVGA

graphics, Windows 3.1 staple guns. As he leams from

or better (or DOS), 2x the local police, the erime METHOD TO THE MADNESS

%DD!?:? i:?l ‘:Lﬁﬂ%gicsoﬁl:i: scenes, zi!l(] his coworkers, his Mechanically, at least, A Puzzir, Or
patible sound cards, or visions of the murders are fright- IFLesits very well structured. The point-
SoundBlaster and Pro eningly aceurate. Curtis, under- and-click interface is >i|np!c to leam and

Audio Spectrum com-

fible cards for DOS stanclably, starls worrying that he  use. You use the mouse corsor lo interact
patible cards for DOS. 5 ’

# of Players: 1 is the killer. with objects and pv(lph‘.,.ln(l to move
Protection: None (CD Suchiis the basic plot. As an around. Objects that Curtis collects are
i[;];a?itg:izrl‘nLi?L‘fIZ{ unadomed story, A Puzzie O displayed on an inventory panel and can
Shannon FLESH starts out interestingly be examined, combined or used on peo-
Publisher: Sierra On- enough, and except for the ple to stimulate conversations.
" R R LRILE YOI HOW Diisof a extreme brutality of the murders, There is not too much traveling within

Bellevue, WA | B series of sticky situations our hero finds himself in.
(206) 649-9800

s this would have done very nicely  the game, which is a plus, since travel is
Reader Service # 318 Let's hope he has insurance.

for a horror game, However,we  often a tedious aspect of adventure

’ 85 CCW MARCH 1097



Descent game
engmc landed in AD&D
game's most famous world,

the FORGOTTEN REALMS ...

..it left in its wake the most
revolutionary new RPG game to date.

Il the wizards and magicians in the Realms could never have predicted what happened that
Am}-srfml night in the dungeons of Undermountain. After all of their spells, conjuring,and
attempts to see the future, the future literally crashed down upon them. With deadly force.

It left an indelible mark. It affected their vision. Their movement. Their way of
life and death. It changed their history as well as their future.

Intreducing DESCENT TO UNDERMOUNTAIN®, the most revolutionary new AD&D*
FORGOTTEN REALMS action RPG game in centurics. Based on the hugely successful Des
engine, the dark inhabitants of LIndcrmoun!ains |
now experience 3D vision and 360° movenent., 1
was the strange visitor from the future. Perhaps just the
trauma. But multiple characters are now developing in the
cracks and under the rocks of ancient caves.

All of this, along with multiple player options has forever changed the face of the AD&D* FORGOTTEN REALMS world.
What came down from the hereafter that fateful night, is certain to continue down into history. And down. And down. And down.

® THE AWARD WINNING DESCENT™ MEETS THE MOST FAMOUS AD&D" WORLD,
THE FORGOTTEN REALMS®
@ FuLL 3D, 360° FIRST PERSON ACTION BASED ON THE HUGELY SUCCESSFUL
DESCENT™ ENGINE
“ & CHARACTER DEVELOPMENT IN OVER 20 DIFFERENT MAGIC-RIDDEN DUNGEON LEVELS
@® First AD&D” AcTiION RPG WITH UP TO 4 PLAYER MODEM/NETWORK OPTION

Available on PC CD-Rom

TN j Download the interactive preview at www:interplay. dragonp]ay com
£1098 Interplay Pn nductions. | INTERRLAY i5 a trademark of Interplay Productions. All rights reserved. Linensed and distribided by Interplay Productions. All ights resenved. I:‘R.".'T TO UNDERMOUNTAN, ADVANCED
BY GAMIRS, FOR GAMERS, Dunceons DARAGONS, ADAD, FORGOTTEN REALMS, and ths TSR logo are trademarks of TSR Inc. Al rights reserved, Al nther trademarks are the property of ther redpectia omners.

CIRCLE READER SERVICE #123
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REVIEW * PHANTASMAGORIA: A PULZILE OF FLESH

games, especially when vou have to revisit
areas frequently just o further the story. A
friendly feature allows von to reach the
important game
iu:'.‘llil:lhlhillg
alrave] map.

Much of the
acltion cenlers
around Curtis
apartiment and
office. A few
additional loca-
tions include a
restaurant, an
SEM bar and
the alien
dimension thal
Curlis discovers
late in the game
(chidd I mention
the tabloid
.'i\p(:l.'lxuflhih
game?).

An added
phus is that the game offers numerous
saved game positions that allow for
gamers” determined (or demented) exper-
imentation Hwoughout the story, Further,
if(_:lll'liw.lrm'.\'r|iL'(]|I|‘iI1L;1|l(‘_5;;|l!1v.}-nli
ane given the oplion Lo “lry again™ in the
sequence during which he died.

For a game with “puzzle” inls title, this
one actually has very few of them. Most of
the story is furthered through innmer-
able uninteresting conversations with
coworkers, the local homicide detective
and Curlis’s therapist. When players gel

CowW MARCH 1507

ere are the answers to two of A PuzzLe Or FLesh's more annoying
puzzles, one from the beginning of the game, one from the end.
In chapter 1, you'll need to get your wallet from under the couch.
Heaven forbid that you should do something logical like move the
couch, so try this instead: click on the rat cage to remove it from the cage. Use
the rat on the couch. Use the granola bar on the couch to lure the rat back out.
The rat will drag the wallet along with it. Happens all the time, right?

In chapter 5, before you can power-up the Threshold near the end of the game,
you're going to need to fix the broken pipe. How, you ask? Quite simple, really. Just
make sure that you have some of the brown slime from the green pipe in the upper
room of the alien world, as well as the goo that's left behind after you yank the
deformed Curtis off of his life support. Then combine the slime and the goo and
use the new substance on the broken pipe.

stuck, revisiting locales and trying to use
objects or alking with people will gel

things moving again. "The most difficult

FREQUENT FLIER One of the game’s actual good features is a convenient travel
map that allows easy movemenl between important locations.

puzzles involve finding passwords to
aceess files in Wyi'leel's computer sys-
tem, but the p;h.»\\{:lﬂs themselves are
dircetly aceessible (no guessing involved,
other than deciding which password
unlocks which file).

Other puzzles are maddeningly illogi-
cil, foreing you lo try everything in your
inventory — in non-intuitive, nnrealistic
fashion — just Lo arrive al a solution. Good
luck solving the ridiculons alien goo puz-
e without reading the walkthrough (or
the sidebar above).,

QUALITY TRASH

Irom a purely analytical perspective,
the acting and cinematic sequences in A
Puzzie oF FFLest are well done,
Similarly, music and sound effects help
conlribute to what amounts to a fairy sus-
penseful atmosphere. But, however well-
exeeuted it may be, such technical profi-
ciency is completely irrelevant to a prod-
ucl so lacking in story quality.
Ixacerbating matters, [ was disappointed
that the lead character, with whom [ was
prepared to sympathize at the beginning
of the game, becomes completely unsym-
pathctic, amoral, and quite unintcresting
as the story progresses.

My overall fecling toward this embar-
rassing release from Sierra is one of pro-
found disappointment. because the com-
pany has produced so many quality
adventure games over he
vears (inchiding the GaBRiEd.
KIGHT and KING™S QUEST
series, all of which are highly
commendable products).

A PuzzLE O Frest will
undoubtedly find its propo-
nents among those who read
Fangoria or The Star. Plaving
this game, if one can grace
this morally reprehensible
product with such happy
terms as “play” and “gaime,” is
t-wlr(-lnt-l_\' nnpl(-;ls;mt: 1o do so
“for fun” requires cither a fas-
cination with hard-core
schlock or a hardened alti-
tucle toward horror and
exploitative erotica. You have
been duly wamed. §

PAPPEAL: Fans of supermarket
tahloid stories and grotesque vio-
lence.

rPROS: Well-executed interface,
video and music sequences.
Convenient travel map.

PCORS: An irre-
deemable tabloid
plot further marred (

A

by graphic, morally D
reprehensible, gra- ( -
tuitous violence & N

and sex. The puz- 4 ZA
zles stink, too. TEn *




1t you play only one real RPG this year, it will have fo be...

Fallout

A GURPS Postnuclear Adventure

"Fallout has everything necessary fo he the hest roleplaying game of all time”

— Next Generation
Zj Coming Soon for
wwwnterpiay.com Win 95/D0S, and Mac

@ 1996 tntesplay Produdtions. Fallout; A GURPS Postnuclear Adventure and Interploy ore trodemarks of Interplay Produdtions. All rights reserved.
GURPS is a registered trodemark of Steve Jackson Games Incarparated. Used under license by Interplay. All rights reserved.
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REVIEW ¢ TITANIC: ADVENTURE OUT OF TIME

Sink Again

Gameplay Is Weak, But Entertaining Plot, Characters Keep Timnic Afloat

by Robert Coffey

i the night of April 14,
1912, the RMLS. Titanic

struck an iceberg onits

stolen, priceless book that he plans 1o
exchange for seeret Fnglish naval
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documents. Your job: stop the deal
muaiden voyage. As the from going down.
ship’s orchestra stoically As vou explore the luay liner’s
plaved *Nearer My God omate rooms and sweeping decks,
to Thee,” the supposedly vou meet and talk with a varicty of
unsinkable ship wenl characters, clicking on dialogue

down off the coast of choices to determine conversation

Newloundland, taking paths. Fom grim ship’s officers 1o

YOU SLAY ME Russian double-agent
Hayderlitz is murdered in the forbiddingly
named “electric bath," saving himself the
trouble of drowning when the ship sinks later.

more than 1,250 people with it. "The lovestruck debutantes, these charac-

Titanic, the pinnacle of tansatlantic - lers are TIANICS high point, supply-
el, simply dichn'l have enough lifeboats. ing most of the game’s entertainment.

Triantc: ApvesTuie O OF Tive The actors portraying these charac-

Price: $59.99

System
Requirements: 486-66
or better processor
(Pentium 90 or better
recommended), 8MB
RAM (16MB recom-
mended), 40MB hard-
drive space, Windows
3.1 or better, SVGA
graphics card, 2x CD-
ROM drive, mouse;
supports Windows-
compatible sound
cards.

i of Players: 1

Copy Protection; None
(CD-ROM must be in
drive)

Designer: CyberFlix
Publisher; GTE
Entertainment
Carlshad, CA

(619) 431-4264
Reader Service #f: 318

opens some 30-oded years after this disas-
ter during the World War [T bombings of
London. You arc a British spy, recalling
vour failed mission aboard the ill-fated
ocean liner, wondering what might have
happened if.... As vour building is
destroyed by bombs, you are whisked

back in time to give it one more go.

DEEP SHIP

Unfortunately, you can do nothing to
prevent the capsizing of the Titanic, bul
your actions could change the conrse of
history. As gameplay begins, a stufly
English steward gives von a nole from
vour onboard contact, and the plotopens,
Apparently, a German spy is aboard with a

SEND HARDER PUZZLES Attractive graph-
ics can't disguise the unchallenging nature
of Tranic's puzzles. Hmmm...do you sup-

pose the wires and battery will help power
this decoder?

MARCH 1537

ters provide both humor and pathos

in addition to information, but they are
jarringly animated. Instead of full-motion
video, Cyberl'lix employs the same tech-
nique they used in DUSE actors appear
from micl-torso up with only their eves,
mouths and an occasional arm moving,
It definitely an acquired taste,

lfvervone vou meet has a distinelive

persomality and most end up playing some

part in the game’s plol —another strong,

point. With clements including blacknmail,

child abduction, murder and your own
seerel agent shtick, there’s plenty of
infrigue, both personal and political, to
draw you in. Once the ship hits the ice-
berg, the game takes on new urgeney as
you |lii\(_ just ashort time o resolve vari-
ous crises and collect the evidenee you
need to eseape and change the world.

TOY BOAT

Unfortunately, gameplay docsn't live
up lo the game’s promising plol. | know
golden retrievers that are asked 1o do less
fetching than you are inTriavic. The
constant carting back and forth of items
quickly becomes tedious and serves little
apparent purpose other than to pad the
game’s fairly short playing time,

Less than a handful of actual puzzles

can be found and all have been done (o

death in countless other games, | can'l
innagine anvone being stumped for long
since solutions are practically given away.
IHow do vou get into the shady art dealers
stateroom? There’s a repairman right by
the cabin door to point out the fuse box
responsible for the lights. And just so vou
don't ever have to fignre out what to do
net, your lellow spy will be more than
happy to spell it out for vou. If the oecan
were as shallow as TIANICS gameplay,
the real ship would never have sunk.
Newcomers may have a good lime,
and Titanie buffs may enjoy the fictoid-
spouting “tours” included on the CD-
ROM, but experienced gamers are bound
to he frustrated by Trianics lack of chal-
lenge and the way it shorlehanges its lively
characters and plot. %

PAPPEAL: Novice adventure
gamers, Tifanic huffs.

PPROS: Engaging, ably performed
characters; interesting plot with mul-
tiple endings; excellent graphics. Weh
site material
hroadens multime-
dia content.

»CoNMS: Far too
many fetching
chores; short play-
ing time; overly
simplistic puzzles.

IIATEII
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ADVENTURE/RPG

Price: $39.95

System Requirements:
Windows 3.1 or
Windows 95, 486DX-66
or better, 8 MB RAM
(16 MB recommended),
10 MB free hard drive
space, 2x CD-ROM
drive, SVGA graphics;
supports Windows-com-
patible sound cards.

# of Players: 1
Protection: None (CD
must be in drive)
Designer: TSI
Publisher: CyberDreams
Calabasas, CA

(818) 223-9990

Reader Service # 320

REVIEW * NOIR

= Black And White

And Led All Over

Track Down a Missing Shamus in Cyberdreams’ NoiR

by Charles Ardai

Lseems Lo me that mak-
ing a mystery game
called Nomgis a little like
making a scicnee fiction
game called Sci-lior
wriling a omance novel
itled A Romanee Novel.
“Noir" is a branch of
mystery fiction often
conflated (as it is here)
with hard-boiled detective fie-
tion. Ifyou choose to name vour
game after ils genre, you i the
risk of making the game appear
1o be..well, generie,

IUs sort of like those canned
foods that proliferated in super-
markels in the seventics. “Peas,”
the labels read, black block let-
ters on plain white paper. “Beels.”
“Carrols.” And so on. Honest, hard-work-
ing labels, to be sure, but nol very exciting
ones, porlending not very exciting con-
tents within, Generice foods were sold on
the basis of cconomy and predictability:
they were cheap, and from reading the
labels you knew exactly what you'd get.
Fine, if what you're talking about is
canned vegetables, Butis this whal vou
want from a computer game?

The irony is that Cyberdreams” NOIRis a
better game Bian its title would suggest —
butitis, indeed, generic. You've got vour
tired privale eve, simoking and boozing in
Lawdry dives; you've got your torch singers
and your millionairesses, your socialites and
your tough-as-rivels gangslers, your snileh-
es and vour movie slars; you've got vour
19305 Los Angeles seenery and your saxo-
phones wailing on the soundurack. Does
the detective wear a trencheoat? Does he

CowW

KEY FOR TWO Starting a game by searching through an old desk is fast
becoming a cliche.

That’s more or less it 1t also has
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some time belore
the clevemess of
the crafting
becomes obvious,
and [ have a feeling
that most gamers
won't stick around
long enough o see

it come to life.

SIX OF ONE,
HALF A DOZEN
OF THE OTHER
Private investi-
gator Jack Slayton
has the office
across from yaurs.
When he doesi't
turm up for a few
ke shy wiseeracks? Does he ever. days, you take it upon yourself to go pok-
Nomis the latest ina recent nmof hard-— ing around in his desk. He had six cases
boiled detective games that started with pending when he vanished, three of them
Access UNDERA KILLING MooN and has
sustained itself through fast vears T
Dante Was Loapen from Philips and
Priwie MArLOwE, PRV Eves from

Simon & Schuster. Fach game

having to do with disappearances them-
selves: a suspicous crate has vanished
from a Chinatown hideout, an aging

maovie star’s prize pooch has been dog-

tricd Lo ontdo the others with a
gimmick: KiLLING Moo had
its Muicl full-motion interface
and science liction elements,
for instance, while Priwe
Martowt: featured the prose
of Ravinond Chandler and
hand-drawn art designed to
look like a period cartoon.
NOIRS gimmick is (hat it’s
filmed in black and white,

OFF TRACK SETTING One of the six cases to be
solved is the murder of a prize racehorse, requiring a
nocturnal visit to the stables.

anicely crafled sel of six inter-
locking storics, but it takes




Survival comes down to two things, the role of strategy.
And the roll of the die.

INTRODUCING DRAGON DICE ON CD-ROM. Not since the invention of the |
broadsword has there been a more realistic way to experience the pace of
battle. The new CD-ROM version of TSR's blockbuster hit, DRAGON
DICE, takes you on a dangerously realistic journey into one of the most
challenging and popular fantasy dice games ever.

This animated DRAGON DICE adventure, begins in eons past, when
the strength of the sword or the spell power of a sorcerer was the only
difference between a glorious life, and a vicious, terrible death,

You'll have to use all 128 of the games built-in computer dice to build
your own dice armies, to scout enemies, and to avoid traps. Plus, each
DRAGON DICE CD-ROM comes with a limited and collectible, TSR
sanctioned DRAGON MASTER die.

It's the most true-to-life dice battle of strategy you've ever encountered. But beware, because only the
extremely talented, or the unbelievably lucky will survive.
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o BaAsED oN TSR's BLOCKBUSTER STRATEGY HIT, DRAGON DICE.

0 CUSTOMIZE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DrAGON Dick: (ALL 128)

' SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOLI INTO THE RICH HISTORY AND
STORYLINE OF AN ANCIENT AD&D™ UNIVERSE

' BEAUTIFUL ARTWORK AND DICE ~TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LIFE,
CREATING A RICH GAME PLAYING EXPERIENCE

Coming soon for Windows 85° Download the interactive preview at www.interplay.dragonplay.com
Check out TSR's DRAGON DICE game available now.

rom T8, TR org. AT righis resenvid. ADSD end e TSR g0
5 & rademark of Micnosgt Corport Tt reerved
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CLUB DEAD The night club where the torch singer
works is heavy into Eastern decor, but you won't
be very popular here.

napped, and @ bootlegger-
andering davnghter. The

dare more \i![I\'lI', i ll'li"]]lfi

the death of his racchorse, Pegasus, No
way to know which case led to Slayton's
disappearance, so the only thing for you
to do s start investigating them all,

“This is the game’s first and biggest
problem. Its good for an adventure

s and subplots,

to contain multiple stor

but it’s bad to dump six
exposition in the player’s lap right at the
start of the game, 185 just too much fo
absorb all at once. T

mwst boring and conventional environ-
ment imaginable — the detective’s messy
office —and asks vou to spend your first
hour or so epening desk drawers one by
one and reading through Slayton’s files on
each case. The most exciting moment
COMCS w hL'“ _\‘.."_l (4] use a L.l."\. :l“ll
stumble upon to unlock Slayton's
Rolodex. Kituine Moo, Prie

nlines” worth of

+it’s been done.

e do you go nest? Well, if ye
brighter than [am, you follow up ona
hint in the Rolodex and visit the apart-
ment of Joan Lalontaine, Slaytons
friend. If you try going anvwhere else
(either by walking out the front door and
down LA s mean streets or by choosi
location from a map in the office), vou're
likely to hit a lot of locked doors and dead

can nominally be

saled inany order, in practice you
often can't visit certain locations until
you've made progress al others.
Unfortunately, the part of the game when
itis hardest to make progress is the veny
beginning. | spent several hours wander-
ing aimlessly around empty locations
before I found one that let me get started

ondac:

worlh; W MARLOWE, and T Damr; Was

Slayton to test the fim

ins Cryplography hired

wity and track become fe

down a suspected leak; and philanthropist not—and tl

Chatles Winthrop hired him to look into ers contemplating starting their games in lem. Creat still photos of period locations

g — e e e e — -

I 1914, YOU COULD SAFELY KRIDE THE New Yori SuBwAY,

21997 Broderbund Scftware, Inc. The Last Express and B




FIERY PASSION PLAY These hot love let-
ters tie together one of the intricate plot
connections between the six murders.

may make good backeround art, but they

do not make a g ne. In far too
many of the game’s locations there is
III_1[|IiiIL; for you lodo i_'\:_'t_'|j|l exit, often
onto a sereen that itself offers similarly lit-

e to do.The nes disorienting naviga-

tion scheme doesn’Uhelp: most seenes

conlain teo few visual links between one
view of a seene and the nest for players lo
keep their bearings as they move around,
while some penersely slow down the
action by throwing in extra skeps between

lwo locations, (When trving to enter a taxi

It wAS THE

A CD-ROM thriller by Jordan Mechner, coming in April. www.lastexpress.com

ar a bus that’s right in front of von, vou
somelimes have to click on it four times
before the game, which has been inching
vou forward in baby steps, allows vou to

getinside.) The net resull is a lot of tum-

ing in place and getting lost, mostly on

silent, static, black-an

I ere and there are video interludes

OL1s: Casy o uniliar situations, scenes

v i've seen a thousand times before.

THE PLOT THICKENS, BUT TOO LATE
Where the game stops being i i
the intertwining of its stories. ' he boo
wandering daughter s out to be
concealing with Watkins, the cryp-
tographier, who in tum has something to do
will the German book that ended up in the
hands of Skavton’s novelist buddy, Max And
who do vou think penned the screenplay for

the dog-loving movie stars

NMOIR « REVIEW

Yes, after vourve pounded the pave-
ment forawhile, knocked on a lot of
doors that remained shut, and gotten
thrown out of more joints ||1:;||1}'nn can
cotm, the stories begin to come together
ina satislying way. But it’s too little too
ke, The gameplay remains a chore, the
writing ane acting ney s above the
level of a B picture (though the plotting

), anel the whole enterprise smells

mothballed fedora. &

PAPPEAL: Fans of old detective
flicks may get a charge out of seeing
a game done in black and white.

PPROS: If you stick with the game
to the end, the plotting will surprise
you with its cleverness.

PCONS: The
unwieldy interface
and blandly famil-
iar situations
practically guar-
antee that you
won't stick with it
to the end.
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Price: $49.95

System
Requirements:
Pentium 60 or better
processor, Windows
95, 8MB RAIM, 8MB
harddrive space, local
bus video with 1MB
RAM compatible with
DirectDraw 2.0 or
later, 2x CD-ROM
drive, Microsoft-com-
patible mouse,
SoundBlaster-compali-
ble sound card

it of Players: 1
Protection: None (CD-
ROM must be in drive)
Designer: James
Yokota

Publisher. Trilobyte
Medford, OR

(800) 96-TBYTE
Reader Service #: 321

REVIEW ¢ CLANDESTINY

= Scotch Whimsy

Scooby-Doo Meels THe 1™ Hour In Trilobyte’s Scoltish Cartoon lale

by Robert Coffey

hat do vou get if
you mix Saturday
morming cartoon

animation with the

Iy rendered envi-
ronments of T
T CUEST and
Toe 1™ Hour?
Something veny
much like CrawpesTiny, Trilobvie’s weird

and uneven adventure game/interactive
cartoon that mixes traditional 2D anima-
tion with photorealistic 31 backgrounds.
CraNDESTINY ereators deserve eredit for
trying la shake up the Iraditional horror
prizzler, bul this effort never guite pulls it
together: it is hampered by limp gameplay
and attempts at humor that often fall flat
CLANDESTINY casls you as Andrew
McPhiles, a meek American and last heir
to the MePhiles clan of Scotland,
Summoned to Seotland to claim vour
legacy, you're faced with dispelling the
curse that has plagued 12 generations of
vour heretofore unknown family.
Cranpestizy borrows heavily from
other games, including using the mouse-
driven interface from The 1™ Hour,
though the beckoning skeletal hand of
that game seems oddly out of place here.
The ca-opting of elements from other
gamnes wouldi't be so bad if something
new were done with them. At the very
least vou'd hope that throwing cartoon
characters into the genre of stuffy, self-
important adventure games would resull
insome pointed satire, Who doesn’t wanl
to sce Sam and Max let loose in the
pompous world of Mys1? But Cran-
DESTINY passes up this golden opportunity
in favor of doing a Scooby-Doo episode
without the laughs or the great dane,
It would be casy to overlook this shorl-
coming if CLANDESTINYS gameplay were
strong, but it isn't, CLANDESTINY uses the

CGW

cerie bul beautiful-
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GROOVY GHOULIE Solve GLanpestiny's puzzles and you'll lift the curse on your ghostly

ancestors like this delightful monster baby.

sanie mix of puzzles and riddles featured
in The 1T Hour: All your old Favorites
are here: the coin game, the word mave
and two slider puzzles. And don’t worry,

CLICK, CLICK, I'M DONE Even on the
highest difficulty setting, most puzzles,
including this slider game, are a cinch
to solve.

“lrilobyte’s old standby, the knight puzzle,
is here as well, only with dinner plates tak-
ing the place of chess picces. Anyone will-
ing lo assist me in stealing all the chess-
Doards from Trilobyte’s offices late some
night, please contact me via CGV,
Another big problem is that it’s just too
casy; the game’s three difficulty settings
are basically moot. Should you mininta a
problem, the online hint system will bla-
tamtly nudge vou toward the answer or
even solve the puzzle, all without penalty.
Absolute beginners may welcome the
effortlessness of the challenges, bul sea-
soned gamers are bound to feel cheated

as thev charge right throngh the game.

CLANDESTINs artis lop-notch, with
castle rooms sporting the same eve-cateh-
ing attention to detail that distinguished
Toe 7MW Guest and Toe 1T Houvr The
animated cut-scenes may lack any unique
sense of character, but they are a dead-on
re-creation of the Hanna Barbera style
bath in look and voice-acting,

In the end, there’s not a lot to say about
Cranpestiny, if only because there’s so
little to it. Newbies tentative about gam-
ing may enjoy it, as may kids, though |
doubt many kids are going lo get jokes
wilh obscure references to NMen Without
Hats™“Salety Dance.” Despite its quality
production values, CLANDESTINY just
doesn’t amount lo much. %

FAPPEAL: Novice gamers and car-
toon fans; anyone who thought The
11™ Hour wasn’t cute enough.

PPROS: Trilobyte's usual high-guality
graphics; tanimation and voice-acting
that re-creates that special Scooby-
Doo feel.

PCOMS: Easy
gameplay, lifeless
humor, a wasted
opportunity to
either satirize or
tio something new
with the genre.




Once upon a time,

in an enchanted kingdom,

there lived a big bosomed

1S

\.1

lady and some gerbils.

Enter a severely fractured fairy tale. Discworld® II: on holiday. And the hapless magician Rincewind

Mortality Bytes is the graphic adventure with cheek. must find a way to restore order in the world. You'll

be dazzled by 25,000 cells of hand-drawn
animation. You'll be delighted by the fiendishly
clever puzzles. You'll be deeply offended
by the vocal stylings of Eric Idle. Discworld II:
characters face life without Mortality Bytes. It's magical.

Death. Yes, Death has gone It’s enchanting. It’s sick.

].[)im-wnl‘h! l[ [catures the voice of [flxll[ :[1[11',

former star of Monty-something-or-other.|

PSYGNOSIS

ENTERTAINMENT wuv.psygnosis.conm

Digcworid 1| 1995 Pertect Entertainment Limited a1l ights reserved, Pualishad ynddr exchusive hioens2 by Psypaoss Lid. Psygnasis ™ and the Psyprasis o
Any and all origingl 30/ of Castingtove characters, features, bienesses and element appearing in 1he Distwarld series on which this preduct is b

CIRCLE READER SERVICE #2B8



2
=
[~
o
bkl
[~
=
-
=
faatd
— ]
[—]
=T

* Ak

B —

Price: $69.99

System
Requiremenis:
486DX2/66 or better
processor, Windows
3.1 or later (Windows
95 recommended),
8MB RAM (16MB rec-
ommended), 16MB of
RAM, 50MB hard drive
space, SVGA video
card, 2x CD-ROM
drive, mouse; supports
16-bit Sound Blaster-
compatible sound
cards.

# of Players: 1
Protection: None (CD
must be in drive)
Designers: Ed Deren,
Lori Nichols
Publisher: GTE
Entertainment
Carlshad, CA

(619) 431-4264
Reader Service ff 322

REVIEW ¢ TIMELAPSE

- Glyph Notes

TveLAPSE Is Just Another MysT-Conception

by Robert Coffey

kuow this niay sound uncultured,
but all these Foglish art-honse
filins about beautiful people sensi-
tively suffering are starting to give
me i case of nervous distemper,
You know, those movies featuring
vast dewy liwns, stunning period
costumes, and Fma Thompson
arliully stifling her feelings. Pretty?
Certainly, hitelligent? Sure, But
do you find yoursell silently wishing for
someone Lo gel medieval on Hugh
Grant’s ass? Its as if "adult” and “entertain-
ment” were mutually exclusive terms, s
apoblem Myst ad and one that
Tinverarsk, a Myst-wannabe if ever there

was one, shares,

PARADISE LOST

Tivtrarse: puts you in the shoes of an
archacologist scarching for his lost men-
for, Professor Alesander Nichols, [t seems
the good professor finally found evidence
to confinm his theories concering the
lost civilization of Atlantis and its extrater-

restrial visitors, "o find Nichols you'll

time-jump through the dead, Atlantis-

CROCODILE BLOCK A few action elements
liven up gameplay, but most, like this croc-
odile, pose no real danger.

influenced civilizations of the Faster
Islanders, Fgayptians, Mavans, and Anasazi
before reaching the sunken city itsell.
Iach of the deserted cultural hotspots
is rendered in gorgeons ray-traced graph-
ics. While Mys1sel the standlard lor such
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hyperrealistic art,
TIMELAPSE rises
the bar willi rich,
crisp images that
positively shimmer,
“The graphies are so
uniformly lush that
even the dirt looks
pretly. TIMELAPSE
further enhances its
full-sereen graphics
with moments of
occasional move-
ment, unlike Myst,
Water splashes in
the odd rock
erevice, monkevs dart throngh an aban-
doned temple, snd i squireel actually
leads you to one clue. If the sereens had
been smootliscrolling, instead of the
step-by-step slide-show variety, it would
have been really impressive.

Animportant tool for solving puzzles is
your camera, essentially a limited sereen-
capture device. Many of the puzzes
hinge on cross-referencing varions sym-
bols, most too complicated to sketch on
the lone picee of note paper provided
with the game. Its a nseful feature that
would have been more useful witl a larg-
erlens—a number of the elues are too
big to be caught within the camera’s
restricted frame. You'll also have access o
the missing professor’s jourmal which,
while basically a plot accounting, does

have some problem-solving information.
“lo succeed in TIMELAPSE, you'e going
to spend a lot of time decoding petro-
alyphs, hieroglyphs, cave glyphs and other
ghphs. Allare very logical and fairly chal-
lenging, but the preponderance of symbols
can leave vou feeling more like a translator
than a gamer. The Faster Island and
Lgyplian portions of Tinuavsi: deal with
such puzzles almost exclusively. "o be fair,

olher clallenges gel thrown in, including

SNAKES AND LADDERS TiMeLapse isn't always a Mys1 wannabe.
Here it takes a page from Tee 11™ Hour's book, with a
sequence totally unrelated to the storyline,

some very limited action elements thal
make for an enjovable diversion.

Tiverarsiss plotis promising, but
becanse it’s ladled ont through tedions
journal entries and stagnant video recita-
tions, it really doesn't drive the game
beyond serving as an excuse for the puz-
Zles. The designers” inspiration apparently
gol used up on the pretiy pictures,

Ultimately, Tisiravsicis a pleasant if
umenmarkable diversion, the Merchant-
Ivory version of a compuiter game. With
stunming artwork and i new-agey sound-
track, TIMELAPSE tries hard to exide
“class™ at the expense of plotand originali-
ty. Like its obvious role model Myst, il
may appeal lo casual gamers and couples
ona fisst (and probably last) date. | lard-
core adventurers should skip it. %

PAPPEAL: Myst fans, archaeology
buffs, those who frown on Duke Nukem.

PPROS: Beautiful graphics; logical
puzzies of varying difficulty.

»COMS: Plot is
nearly irrelevant
until the very end;
glyph and symbol
puzzles grow
repetitive. Just not
very original.




Take 2 CD-ROMs for

Plus 1 more at great savings! .. eusis seow)

S081301 Home/Personal - 5080006

Strategy Game » Home Phone
' DOS/WGC 386 or MAC 68030, 4mb

Adventure 5000600  Azrael's Tear Adventure 5089909
'ﬁ?ﬁ DOSE 48676, amb DOSWG 46656, 6mb
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Price: $54.95

System
Requirements:
Pentium 60 (Pentium
90 Recommended),
8MB RAM, 20MB free
hard-drive space,
SVGA VESA local bus
graphics card, 2x CD-
ROM drive; most
major sound cards
supported; most major
game pads and joy-
sticks supported.
Protection: None (CD
must be in drive)
Designer: Core Design
Publisher: Eidos
Interactive

San Mateo, CA

(415) 513-8929
Reader Serviee #: 323
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Dance lo Thi

Tomb

TomB RAIDER IS Novel
And Gorgeous

by Peter Olafson

o doubt about it: Lara
Croft is this year’s girl. Just
when vou thought 3D
games were permancntly
connected to your gag
refley, Fidos Interactive’s
Toman Runeir comes ;|lnng
and makes it all feel fresh
and new again. 1’ effec-

tively a 3D cousin of
Broderbund’s venerable platformer
Privce or Persia You'll send the athletic
aristocrat-tumed-adventurer ninning,
jumping, (‘.]imhing;:ml .\\\-'malning ler

leg

guy way through 15 immense and gor-

geous levels across four worlds,
"I'he core game is simplicity itself. You
use the kevboard to command this fluidly
animated amalgam of textured polygons
as she plunders antiquities, dispatches
range of willess (but unfailingly aggressive)
creatures, tirows swilches, pushes and
pulls great stone blocks, solves object-ori-
ented puzzles and at length imakes her
way to the exit, where vou're given an
assessment of take-downs, secrets found

THE INDOOR SLOPES The levels in Toms Ruper feel
cavernous and vast, and you'll have fun plumbing
the depths of these dungeons looking for artifacts.
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UNDER THE SEA Toms Raier’s graphics and environments are rich; underwater effects
are amazing, and no still screen can convey how smoothly Lara moves.

and time invested. At episade’s end, there’s

a pleasantly rendered story sequence.

A NEW LOOK

“This isn't another first-person shooler.
“Ton RupiERs played in the third person,
and that instantly gives it personality.
Laras at center sereen virlually all the
time, whether strolling or doing a side-
ways somersaull, giving TOMB RAIDER
human presence.

"That may also affect how you play. |
found having a person in the game made
me more cautious and protec-
five. I wasn't just controlling
Lara; [ was looking after her as
well. But that’s also a function
of the game’s realislic environ-
ment. Tomn RapiR looks
Sl](.'c‘il(.'l lIlI!r‘ il "I NCVET TNOTESO
than when it is offering up vasl,
open architectures with wild,
rough edges; pools whose
depths can be plumbed; ledges
that can be gmhhr([ on the fly;
rivers that whip you over waler-
falls; collapsing chambers;
columns that look like

columns; wall carvings that must have
been drawn from life. These environ-
mients could almost be plucked from the
rendered animation,

Its a sense that only blossoms when
playing with the enhanced clarity and
depth available with a 3D aceclerator (|
tricd the game on an Orchid Righteous
312 card with the 3D part). 'The game
just lights up.

You'll be delighted to find how much of
that world is accessible. The levels have
been designed in intricate detail, with
platforms and surrounding rocky outerop-
pings set al various tempting heights and
angles, Discovering what vou cannol
reach is almost as fun as discovering what
your can. [n"TOME RAIDER its nol winning
that's the most fun; it's simply getting
there.

Often, you won't get there at all, Failure
in these leaps of faith may leave Laraina
crumpled heap at the bottom of a clifl
face. (Death isn't a gore-fest in Towvs
Rainek, but it hits vou squarely in the
heart, When she drowns, you can alimost
feel her body contort in its struggle for air.)
Success may lake you into one of the



game’s secret areas —each level has a
handful —where you'll find ammo for the
gamc’s advanced weapons or first-aid kits.

This is not to say that TOMB RAIDER is
icdeal. The game engine has some quirks,
the concept some limitations; developer
Core Design will need to address both if
the sequels— two are in the works —are
to cement TR status as a classic,

The camera angles are an occasional
problem. While the camera reacts dynami-
cally to setting and circumstance, it typical-
Iy follows the heroine by a few paces. In
tight and twisty places, this sometimes
means that sunounding scenery slips
between you and the young woman, and
vou can't see herat all. Moreover, the cam-
era position is subject to the same con-
straints as Lara herself—it can’t move out-
side the level’s walls—and this can lead to
some bad moments in combat when Lara’s
back is to the wall and the camera swivels
to show us Lara herself, neglecting to show
the lion or bear she’s fighting,

Sure enough, the game enables you to
look inany direction with a keypad
combo. That’s very handy for finding
secrel areas, calculatin g jumps or just gel-
ting your bearings. But it’s effective only
when Lara’s at rest. (You can't change
your view and fire at the same time.) In
back-to-the-wall situations, the game
should be a bit more forgiving and adopt
cither aver-the-shoulder or top-down
views, Here, the engine’s getting in the
way of the game.

Clipping or collision detection is off
throughout. Most of the violations are
minor— Laras leg disappearing briefly as
she brushes an adjacent stone block isn't
likely to send people back to the shops
waving their receipts — but still annoying,
“There are moments here and there when
this threatens to puncture the suspension
of dishelief. At one point, you have to trig-
ger the fall of a great hammer, which in
tumn knocks loose a pair of large stone
blocks, which have to be used as steps to
make progress. | pushed one of them into
the hammer’s head. Not up against it. Into
and through it.

That said, 1 didn’t ind any crash bugs.
But I did come across a glitch. Swimming
against the current under water in a fast-

flowing river in
the Lost
Valley —not
exactly pushing
the boundaries
of what the play-
ermight be
expected to
do—I found
that, upon going
over the falls,
Lara was tele-
ported to the
ceiling and
dropped inlo
the top of the
falls. Very weird,

"The auto-targeting mechanism is
another sore poinl, When her guns are
drawn, Lara will automatically target the
nearest available enemy. Now, leaving
aside the issue of whether she should be
doing the targeting for you —shades of
Descent [s annoying Guide-Bot —|
found this tended to spoil the game’s sur-
prises, The auto-targeter outinely noticed
enemies before | did and gave it away by
shifling Laras aim appropriately. Who's
playing the game here?

[ also found ToNB RMDER too easy. |
gol through half of the game without ever
needing to use anything other than the
starting weapon—twin pistols—and |
have an effectively inexhaustible supply of
first-aid kils,

If you throw a switeh and the conse-
quences aren'llocal o the player, a quick
cul-scene displays the results. Shouldn't
that be up to me to discover?

Finally, the designers need to watch
their pacing a bit. Things start brilliantly
with that T-Rex on the third level, but the
first episode ends with the Toss Raber
equivalent of Jethro Clampett. The game
has some relatively low-key stretches —
including much of the second episode —
and needs to better punctuate the levels
with similar spectacles. (By the same
token, the secret arcas ought to be more
compelling. In"Toms RADER, they're just
item caches, nol quile as interesling as the
Duke NukiEm 3D movie and TV spoofs.)

It may sound as if I'm down on the
game. 'm not. Toms RabERS appeal is
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OUR KINDA WOMAN Many of the creatures you'll encounter are
angaressive monsters, but Lara knows how to handle a variety of
weapons. What a babe.

CRETACEOUS PARK The pacing isn't
ideal. You face the awesome enemy T.
Rex on level three; after that, the crea-
tures seem dull.

substantial, and it endures, If I hadn't
enjoyed it so much, Twouldn't care so
much about the fine points. When a
game’s a short walk from real greatness —
and ToMB RAIDER is tottering on the
brink—its few miscues are that much
more noticeable. With a touch more pol-
ish, this would be Hall of Fame material. |
expect no less from Toys Raper 11, %

FAPPEAL: Action gamers looking
for a different perspective and lots of
arcade and shooting action.

PPROS: Gorgeous graphics, fluidly
animated main character, good level
design, realistic environment and
actions.

PCONS: Clipping
problems; bad
pacing; camera
angles sometimes
get in the way of
action; auto-tar-
geting is too-easy.
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uide units behind hills or in dense forest
clinb to higher tecrain to improve your View
of surrounding territory. mealistic terrain
dynamically affects unit movement, so units move
faster dounhill and sLower through suamps.

alliances on the internet by sharing resources,
units and intelligence. other features include

=¥
_  REVOLUTIONARY FEATURES |
5 create your oun maps and missions with ’ =
; the advanced construction kit. create multiplayer
gigantic playing maps and never-Before-seen units.

o}
coming this spring
AcTiVision.
.Bf the future at wuww.activision.com : CIRCLE READER SERVICE #099

jadmrh and gack-Arign: the ruture of war.is a tradessrk of Rctivision, tnc w1997 nctivision, nc ALl rlghts reseryed.
nlL other tradensrks and trade nases are the properties of thelr respective ouners.



Price: $39.99
System
Requirements:
Pentium 90 or better,
16 MB RAM, 80 MB
hard drive space,
SVGA graphics, 1 MB
VESA or PCI video
card, 2x CD-ROM
drive, Windows 95,
Windows 95 compati-
ble mouse, Sound
Blaster compatible
sound card.

#f of Players: 1-4
Protection: None (CD
must be in drive)
Designer: Wiz Bang
Publisher: Activision
Los Angeles, CA
(B00) 477-3650
Readar Service #: 324
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- EXtra Points

For Violence

by Peter Olafson

his must be what people
mean when they talk aboul
“blood sports.” Activision’s
FIveirBLADE is lacrosse
plaved inside a blimp in
which the criminal code has
been suspended. Amihing
goes in this Windows 95
sporl. Everything goes. 1 you
ean't win, you're probably nol
being ruthless enough.

"The object of this 2lst-century pas-
time —a 3D descendant of the Bitmap
Brothers” celebrated Seerppanl.2—is to
use vour two farwards 1o throw a glowing
sphere called a “tok” into the opposing
goal at the far end of the blimp and help
vour gmli:: (who's on automatic) to keep
it out of vour own,

‘The L‘c}'hn;ll‘(l contrals are dead \ilnl)kr.
You can switch between these
“Transformer-like polygonal figures, make
substitutions, pass, break into a run, jump
and fire off two different types of shot. (Be
advised: the goalies are good.) And if the
third-person point of view feels a little
strange —it's casy to feel discombobulated
at first—you can check out o rear-view

mirror to get your hmrings.

BLOOD AND GUTS

You can also attack. That's perfectly
OR. There’s no penally box. Indeed, the
game hands out silly trophies for this sort
of thing. Do enongh damage, and the
opposing player go down for the count
and the game will diligently report
specifics of any damage you've wiought.
Fractured skull. Severed bronchial artery.
Shattered tibia. "This will eventually come

HL |11!]S[(' (5] ‘\'(llllh s,
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HOCKEY'S FOR WUSSES HyperBLADE plays like an ultra-violent,
futuristic roller-hockey game where the object is to throw a “rok”
into an opposing goal while tearing off enemy arms and heads.

Want to cut an opponent’s head offand
throw it in the goal? Pretly brazen, bul
that’s OK, too. Never mind about all the
leaking blood. In fact, it's more than
okay —its worth four times the normal
points and, as the does Dlithely observe,
"it's a great way of intimidating the oppo-
nent,”

In fact, want to just kill off the whole
other side? Go for it Fyou kill all four
opposing for-
wards — lwo
starters and
two subs —
and then scare
agoal, vou'll

T

PAMT s SRV

win under the

Wernina Cax Boracy

league’s "Wipe
Out Rule.”
Small sur-
prise that the
playficld is
more like a

Activision Hammers The PC With A Brutally Fun Action-Sports Game

minefield. In the
12 unique diomes,
you'll find barri-
cades (which can
be vaulted), sharp-
edged tumstiles
(which are handy
for cutting off
close pursuit),
ramps to launch
long jumps, multi-
pliers which
enhance the value
of a goal; treacher-
ous gates that are
bisected by lasers;
flags that activate
“specials” and an
armory where you can colleet a mine that
will send oppoenents flying or a weapon
that will stun them.

But it's important to note what the
designers heven't done. ‘1o paraphrase the
manager from Bull Durham, this is a sim-
ple game: you throw the rok, you catch
the 1ok, you rip the other guy’s arms off
and steal the ok,

[twould have been very casy Lo over-

drirertes

WELCOME TO THE DROME The game fries to replicate a futuristic
sport, with 12 different stadiums and teams scattered over the globe.
Each stadium, or drome, is unique, with different obstacles and items.
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CIRCLE READER SERVICE #289

IWELCOME TO THE FIRST
SPORT SIM WITH A
DISTINCTLY DIOLENTFLAUOR.

No referees. No rules. In this league it's
pummel or be pummeled, beat or be beaten,

Your challenge is to guide a sik-man team

a of 15 Inter

teams in practice, leaque or cup piay.

The firsl fuluristic sport sim lo deliver
ultra-realistic game play with full sporls
managemenl capabilities. Crush the life
oul of your opponents from mulliple camera

angles with full multi-player capability.

Torment your opponent and score goals
with special combat moves and POLWer ups.

PROFESIIONAL OXDEHOROUND

bﬁﬁ\GI’Il} - Pﬁ*, 1

WWW.psygnosis.com




The creators of DUKE NUKEM are back. Bigger. Better. Berserker. Shadow Warrior is coming to the belly

of the East spreading ninja charisma like napalm. Undead sumos must be uzied. Satanic samurai must he
shurikenned. Bulldozers must be boarded. Freaks must be flattened. Geishas must be goosed. Enemies must
he disemboweled and gore weapans must be gotten. Enter the world’s most advanced 3-0 environment...
and make yourself some sushi. Shadow Warrinr, Take e goe inlo oo own bands!

This one's a no-brainer. Y bawel rampage in roms-ouer-rmoms. Tanks. Joyride ‘em vr trash ‘em!
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Sticky situations il for sticky bombs.

PFL CD-ROM

developed by

m'ﬁ 67 Interactive
%“M Software
www.len.net www.ddrealms.com woww glinteractive.com

Shadow Warrior™ & 1997 3D Realms Entertainment, Inc. All rights reserved. Published and distributed by GT Interactive Soltware Corp.
TEN™ and the TEN™ logo are trademarks of the T.E. Network, Inc. All oiher trademarks are the property of their respeclive companies.

CIRCLE READER SERVICE #365




REVIEW ¢« HYPERBLADE

OFF WITH HIS HEAD Violence is your number one goal in
HvperBLape, The more brutal you are, the more points you
score. Decapitate someone’s head and chuck it into a goal

for bonus points.

complicate IyPERBrADE with a clutter of
features, and that lasn't happened
(though I suspect it was a near-miss).
They've made it just complicated enough

o and left it basic

to keep things interesting,
enough that il feels fresh and classical.
They also haven'l gone for glitz over
gameplay. Iven with bi-linear filtering
and texturing enabled, the polygonal
dromes are relatively plain to look at
(though they're very sharply rendered —
especially on machines with a 3D aceeler-

ator). The appeal’s more in the smooth-

nlocking The Secret Teams
here are two secret teams in the game, a
Jamaican team and an absolutely brutal
team called Nemesis. Both can be
accessed by typing the code "SHIUN.”
Once that's done, you'll have enabled both teams.

The Jamaican team is fast, but weak. Their asset is
their speed, but they do very little damage and rarely
deliver good hits. Attack the Jamaican starters brutally
and try to get them out of the game. Then, rack up the
goals in the second half and play keep away with the
scrubs.

The Nemesis team is a much more difficult challenge.
They are fast. strong and brutal. The best way to play
against the Nemesis team is to attack them before they
altack you. Beat on them constantly and rotate your
bench frequently, because the Nemesis team will
undoubtedly get many good licks on you, and each
attack that connects will be vicious. Also, try not to hold
onto the rok for too long. Keep passing it, because if
you don't, the unlucky player stuck with the rok will get
smashed repeatedly.
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ness of the movement,
the persuasive gravity and
the emphaticness of colli-
sions.

[t also would have been
easy to soften up that
game’s macabre edge, But
FyeerBrane makes no
apologies. 1t offers no dis-
claimers. The games ere-
ators have given them-
selves entirely to this
absurd, gruesome sport.
(The one overt compro-
mise to parental approval:
You can turm off the “bru-
tality " at the options menu.)

Like all good simple games, its casy lo
play but hard to play well. If you lose at
the training level, you've forgotten to tum
your monitor on: this is an
opportunity to leam the
ropes and fecl like an
expert. (The opposition’s
just going through the
maotions.)

Al the Pro level, you'll
leam you are mortal. And
al the All-Star level, every
second of simple posses-
sion will seem a triumph,
and the head that rolls the
farthest will be thine own.
Fven the opposing goalie is
a serious son of a bitch.
Stand too close to him, and
he'll skate down from his
perch and flatten you—and hang around
to kick you—whether you have the ok or
not.

TIME OUT

Complaints? A few—Dbul not the ones
vou would think. (I don’t mind the vio-
lence; it's icing on the cake.) | don't think
the designers went quite far enough.

For one thing, league play isn't supporl-
edl. You can set up exhibition matches
between any of a dozen leams — from 11
major international cities and (ahem)
Leeds—or run a gauntlet of the 1 other
teams. A seasomal schedule would have
given the game a longer life. (Can't vou
just see the stat compiler categories? lop

“Ten Sub-Dural Hematomas, ratios of
bones broken to broken hones....)

“The muultiplayer mode is aimed only at
networks, and doesn’t support madem or
Internet play. (Am Talone i imagining
that develapers give such high priority to
networks because it’s the equipment they
have in their own offices?) An abject and
physics editor would have been a natural
inclusion.

And, from a packaging point of view,
I'm ot a big fan of docs-on-disk.
HyprerBrane comes with a 2( l-page
jewel-box booklet that’s little more than a
troubleshooting and qu ick-reference card.
“The rest can be found by tapping Fl from
within the game.

‘There’s a big problem with online nian-
wals: vou can'tread them in the tub, in
bed orin the car. So, fine, put them on

POLYGONAL PASS In un-accelerated SVGA, graphics are
decent, though flat shaded and a little rough. But, with a
3D accelerator, especially a Rendition-based card, you
can get stunning results.

the CD. But also give us a proper manual
for this great bloodsport that can be
scanned at leisure. If I'm going to lose

my head as well as my heart, I'd like 1o

know why'%

PAPPEAL: Fans who remember
Seeepaatt 2, or action and sports
gamers looking for fast, heart-pound-
ing, ultra-violent action.

PPROS: Excellent atmosphere, thor-
oughly enjoyable —

and extreme vio-
lence, good Al,
fast and fun.

PCOMS: No
league play; no
modem or null
modem support.




“In the far distant future, an epic war for survival takes place...”

.
L -

MICLT  e—

WiNE
o «s'en

Coming Soon to yourfavte resel, or by caling 800-229-2714

L i

THE WIZARDWORKS GROUP /A GT INTERACTIVE SOFTWARE COMPANY+ MINNEAPOLIS, MN 5541
www.wisnorks.com

Storqunner 21998 by Apogee Softwore 11d. Morketed by The WizordWarks Group. All olher Iredemarks are property of their respective owners.
Microsalt, Windows ond Windows 95 are trodemarks of Mionosef) Corperation.




LA L ] e

AN A 1 e Mg .

_. PARAGON VISUAL

mmm




~ No Pilot's License Requiret
» Attack the Nemesys crime '

- syndicate as any one of five
~ pissed-off cops.

* Five choppers. Strap one on and
command your air space.

« Blast your way throu gh 20+
' ' -Qur—face mlssmns '-

§ &L« 48

Download the demo at
www.7thlevel.com
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Price: $49.95

Syslem
Requirements:
Pentium 75, 16MB
RAM (Windows 95),
8MB RAM (DOS), 2x
CD-ROM drive, VGA
graphics, 57MB hard
drive space; supports
all major sound card.
# of Players: 1
Protection: None
Designer: Reflections
Puhlisher: Psygnosis,
Ltd.

Foster City, CA

(415) 438-7794
Reader Service #: 325

REVIEW ¢ DESTRUCTION DERBY 2

. Grash Gourse

A Nice Faint Job, But Gameplay Gets The Wrecking Ball

by Rick Broida

[ you think NASCAR RACING is
more fun when you tum your car
around and head into oncoming
traffic, DEstRUCTION Dirsy 2
may be just your cup of motor oil,
As one of the few racing games
that actually encourages contact
with other vehicles, Psygnosis’
sequel gives new meaning to the
wards “erumple zone.”

To say the original DESTRUCTION
Drrsy was a smash hit is to make a very
bad pun.'The game had dismal docu-
mentation and an unwicldy interface, but
it was terrifically playable. Unforlunately,
the sequel suffers from the same flaws,
adds a few new enes, and doesn’t malch
the fun quotient of its predecessor.

Asin the original, there are three
modes of play: Wreckin® Racing, Stock
Car Racing, and the obligatory
Destruction Detby. In Wreckin® Racing,
your goal is to inflict as much structural
damage as possible on your computer-dri-
ven opponents, while keeping your own
car intact for the finish line. Poinls are
acerued by wrecking or spinning other
cars. In Stock Car Racing, all you do is
head for the checkered flag; crunching
someone’s frunk does vou no good. The
Derby, of course, is what the game is real-

Iy all about. You show up in one of four

ON A ROLL New in DD2 are end-over-end,
sky-high flips (as this vehicle will soon
demonstrate). Plus, you can still pile up

wrecks in the Derby play mode.

(=
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FENDER BENDERS The gorgeous hi-res graphics and great textures
are greatly offset by poorer gameplay than the original.

arenas and smash hoods until vou're the

last one standing,

CRASH TEST, PART 2

So, what's different? For starters,
DEsTRUCTION DERBY 2 has matured into
avisually opulent game. The hi-res ver-
sion looks gorgeous, with textured every-
thing and plenty of flying debris. The
racetracks, seven of them in all, are longer,
wider, and far more varied than in the
original. Psygnosis his added a cool,
afters-rattling soundtrack, but unfortu-
nately, it docsi't drown oul the announc-
er’s frequent and annoying comments.

Hearing him ery “Ohl” every time you

serape a wall gets tiresome very quickly.

Abig change is thal your car can now
go airbome. Most of the tracks ave
jumps, but a hard hit can give you wings
as well. In the Derby, for instance, it is
possible, through some wacky law of
physics, to get knockee hundreds of feet
into the air. This makes for a great
replay, but can get alitile silly.

All this wonld be fine if the game
were s plavable as the original, but,
alas, it isn't. Although vou start in the
lead position of each race, vou'll see all

19 opponents
zoom past if you
somuch as
serape a wall,
Alter that, it’s
impossible to
catchup.
Because the
tracks are wider,
there are no bot-
tlenecks to use to
your advantage.
['ven the Derby
lacks its former
charm; the action
has become so
frenetic, there's
no chance to savor a smash.

On my 100MHz Pentium system, the
hi-res version of the game was choppy,
while the 3205200 low-res version seemed
too fast. I couldn’t find a happy medium,
and, thus, [ couldn’t enjoy the game,
Perhaps the toughest pill to swallowis the
lack of multiplayer support. Up to nine
players can take tums competing individ-
ually (gee, what fun), but you can’t play
head-to-head via modem, network or
Intemet connection.

I'm going back to the original. Though
less attractive and equipped with fewer
tracks, it’s a heck of a lot more fun. %

PAPPEAL: Die-hard fans of the origi-
nal and anyone who enjoys heavy
metal-when it's flying through the air.

»PROS: Improved graphics, good
soundtrack, more and hetter tracks.

rcors: Poorly designed option
screens, no multiplayer support; heavy
system demands; |l

terse documenta-
tion; no new race
options; impossi-
ble to recover
from falling
hehind.




AS OF NOW, AIRLINE FOOD IS NO LONGER
THE MOST DEADLY THING IN THE SKY.

LOOKS LIKE SALISBURY
STEAK HAS FINALLY MET
ITS MATCH. Introducing
Agile Warrior: F-111X for
Windows® 95. A game that’s
so intense you'll discover

testosterone in places you

never knew you had it. From
the cockpit of one of the most advanced weapons in
the sky, you’ll fly numerous deadly missions while
enjoying realistic explosions, blasting sound effects
and the outlandishly advanced cutting-edge graphics
you can only get with Windows® 95. Meanwhile,
on the ground below, your arsenal of laser-guided
munitions, napalm canisters, cluster bombs, 20mm

cannons and air-to-ground missiles will insure you
wreak havoc on anything and everything in your path.
All in unlimited access, on-the-fly 3-D environments.
Agile Warrior: F-111X.

We love to destroy.
And it shows,

INTRODUCING AGILE WARRIOR: F-111X"
FOR WINDOWS" 95.

Wil . Wi e.com

Aglle Warrlor: F-111X 0 1935, 1996 \.hrg n Interactive Entortainment, Inc, nrld Black Ops Entertainment, Im: Al rights resewod \.rl:gm i Togistered
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INTERACTIVE| | hetp:/fwww. foxinteractive.com Konam‘ls lumﬁer"
@ 1997 Tworioah Gty Fox Homa Encortainmin, b gun accessory!

1 1997 Twentieth Century Fox Fibm Corporation, "Die Had Tol
ANl Raghts Reserved, " Twenticth Century Fox.” “Fox™ and their assacated logos are the property of Teenesh Century Fox Film
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“...absolutely mind blowing!”
~Video Games Magazine

“...features three of the hottest
engines ever to be seen!”

“All the mayhem and action you’ve

come to expect from the movies!”
—Electronic Gaming Monthly

“...each has enough length and innovation

to be a game in itself.’
—~Game Fan

“Three games in one!

What else could you ask for?”
~EGW

THE COMPETIIIUN CAN REAI] B ANI] KEEP!

For DIE HARD TRILOGY Game Hints, Tips and Tricks Presented by FOX INTERACTIVE of Los Angeles, California Call 1-900-CALL4FOX
$.80/min-Touchtone phone-If you are under 18, have your parents permission before making this call.

_
WINDOWS® 95 & 22| =
CD-ROM PlaySIalion | seca san

CIRCLE READER SERVICE #268




Price: $39.99

System
Requirements: 486-66
or better, MS-DOS 6.0
or higher, 8MB RAM,
J1MB hard-drive
space, VGA graphics
card, 2x CD-ROM,
supports all major
sound cards.

# of Players: 1-8 (IPX
LAN)

Protection: None (CD
must be in drive)
Designer: Morten
Morup

Publisher: Bethesda
Softworks
Gaithersburg, MD
(301) 963-2002
Reader Service i 326

REVIEW ¢ SKYNET

‘Shont Gircuit

Eight Missions In The Sequel To Furure SHock Can't Change History

by Thierry Nguyen
ay the word "SKYNIET 1o

ably get cither a blank stare

or 4 sign ol recognition as

that altered history in the
lerminator movies. Say il to

sci-fi fans, and they may falk

introduced in the sci-fi genre, even
though it never makes an appearance. Bu
say that word to an action gamer and you
vour're likely to hear complaints abont
game design and mechanics.,

Awhile ago, Bethesda brought us the
sleeper DooM-clone, TERMINATOR:
Furure Stock. The enly pre-QUAKE
game that leatured a true 3D engine,
FuTure SHock was mostly overlooked
when Duke Nukean 3D ook the market
by storm, SKNICT was originally planned
as a simple multiplayer pateh for IFUTURE
SHOCK, but it grew lo become a full-
fledged mission-pack. Now it’s finally
arrived, but gamers hoping for a killer

gaming experience will discover that this
carly.

NUCLEAR WINTER

The plot of SKYNIETis simple:
SkyNIET and its "Terminators have
discovered an extremely powerful
nuclear missile that wasn't used in
SkyNIETs first strike against human-
itv: Mulling over the nuke’s ability to
oblilerate a cily, Hk_\'f\' 171" decides to
create a better world for itsell by
lamching the nuke and wiping out
John Connor and the entire
Resistance. As one of Comnor’s lack-
eys, your jab is to stop SkyNET
from launching that missile.

All this takes place over the span

of a mere cight missions. lach mis-

CGwW

most people and you'll prob-

they recall the evil computer

about SNET being one of
the more maniacal Als to be

was one “paleh” that was released way too

U HACIATION B
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HASTA LA VISTA, BABY SkyNET, originally planned as a multiplayer patch to Futune
SHock, is a stand-alone game. It does offer SVGA graphics and multiplay, but is short on

missions and full of bugs.

sion is |11I||[i51.'!gt'(| (i.c., enter the base,
find the nuke, then nun like hell out of the
hase and into vour jeep), but still, cight is a
small number. Some missions end with
very nice looking cut-scenes; and you are
given an I'MV briefing (with the usual
badl acting) in between every mission.

GOOD RESISTANCE MOVEMENTS
"The good news is that the compulter-
generaled cul-scenes between missions
look very nice, though the bricfings aren't
as good, 'The characters in multiplay also

WHO DOES THE DECORATING? SkyNET,
though possessed of a 3D engine, has a very
primitive 2D look to it. Levels are also fairly
basic 20 designs.

MARCH 1537

look different from each other, rather than
being the exact same character in differ-
ent color schemes.

I)c»pilv ils many weaknesses, the
Xngine does have a few good features.
Waler is modeled more accurately than in
other games, rendered as a clear liquid
rather than a sheet of solid color. You can
also enter every building in the ruins of
Los Angeles, which are all realistically
detailed (a baokstore has book shelves

anel a dlisco elub has a dance floor).

MULTIPLE TERMINATIONS

SKYNET is primarily designed as a
multiplayer game. Yet SKYNETT offers sup-
port only for IPX LAN and Kali play.

“That’s right."There is no nommal medem

play: This is a big letdown, since every 3D
action game thus far has had simple head-
to-head play via modem. SyNICT henee
caters Lo a limited audience. Even though
I own Kali, [ was hard pressed to find any
games of SKINICT to join.

Since SKYNET was designed for three
or more players, most of the levels are
quite large. However, in response to those

who complained about the tedivm associ-



“THE'BUS

available in
Macintosh

| “Aithinking man’s skirmish
.+ combat dream. And a
‘bloody wet one atithat.”
- Andrew Wright, PC Zoqe
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REVIEW ° SKYNET

rminate The Bugs

s mentioned, the inclines are the cause of most of
SkyNET's bugs. Bethesda put in @ model that cal-
culates falling damage based on height. But this
madel was flawed to the point that small, one-foot
rises on a hill hurt as much as a 10-story drap. Also, you can climb
only to a certain point on these inclines, which wouldn't be so bad
except that enemy robols can go farther. How did they get up there
when | couldn't?

In the first mission, there is a building next to a hill. Squeeze
yourself in between the two and you will die instantly. Why?
Because you are technically falling, but the building is in your way.
When you finally touch the ground, the game thinks you've been
falling the whole time and kills you on the spot.

One interesting bug is that SVGA doesn't work in some cases.
When | used a small TSR to install the VESA 2.0 standard, SkyNET
wouldn't go to SVGA. | had to turn off this utility and use my bare-
bones VESA 1.2 config to get SVGA. Scilech Display Doctor 5.3
should give you SVGA, but | find that it slows down my perfor-
mance. Also, gamers have complained online about having prob-
lems getting SVGA working on their Matrox boards.

ated with finding some-
one inalarge leved,
SKYNICT gives youra
deviee called the motion
sensor, Just arm and
point it, and anvihing
moving will show up asa
blip on your sereen —a
very nice innovation
from Bethescla for hunt-
ing down clusive death-
mateh buddies.,

Perhaps the coolest

multiplayer feature of all,

though, is the ability to
play as a’lerminator.
Playing as the
‘lerminator gives vou
infrared vision and a
built-in motion sensor
(so you can keepa
weapon armed at all
times). The main disad-

vantages are that every-

thing is red and the motion tracker has a
simaller range. But, hey, how often do you
gel the chanee to play the "Terminator?
"Too bad this unique point of view wasn't

used in the single-player game,

I'VE FALLEN AND I CAN'T GET UP!
"The Xngine used in SKYNET Tooks like
it needs some major polishing. While the

engine is true 31, the levels look more like
the 20 design in DUKE NUkes 3D, The

SEEING RED SkyNET's multiplayer suite
let you play the Terminator; seeing
through its mechanical eyes and taking
advantage of some of its unique abilities.
Too bad it's not available in solo play.

What you get to do: Shoot with gun, shool wilh D-pad, shoot with D-pad and partner, shool with gun and part

o ©19E7 SegaSoht Inc. A1 ngivis rosonved. SegaSoft and the SegaScl lego ure trademarks of SegaSclt Inc. Sega 5 regstered in the U.S. Patent and Tradarmark Otten. Sega Salen 15 a tademask of Soga. Seud: The Depasable Assassin, the o
-
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ALL WASHED UP You can't swim underwater (though your enemies
can) but you can drown. Other than that, the only difference between
this and dry land is the blue colors.

textures are bland and uninspiring, and the
world seems to be made up of inclines
jumbled together awkwardly. Hills are
inclines, wrecked buildings have inclines
that make no sense, and some stairs are
just inclines that look like 21 paintings. In
fact, it these inclines that are responsible
for some of the worst bugs in SKYNET (see
sidebar).

Another
massive engine
(law is that
although vou
can go into the
water, vou ean't
swim, Granled,
the appearance
of water is accu-
rately modeled.
But when vou
arc in the watcer,
that realism is
thrown out the
door. The only
difference between being on land and
being in water is that when you are under
water, you see everything in blue, and you
s drown, Sinee you can’t swim, the only
waly fo gel out is by climbing ramps or
inclines. Marines and other enemies can
swim, but Resistance soldiers (and
Tenmimators in multiplayer) can'® Odd

design choice in my apinion.

SKYNET * REVIEW

JUDGMENT DAY

SKNET held great promise. It does
complement FUTURE SHOCK (giving 1S
the SYCA option) and supplies the mulli-
player aption that was promised in IS,
But the flawed engine ends up costing
SRNET alot of points. In the end, if vou
really liked I rmume SHOCK, you niay be
interested in SKYNIST, But for the rest of
us, it's a gamble. And not one I'd want to

wager my future on, &

PAPPEAL: Fans of the original
TerminatoR: FUTURE SHOCK.

FPROS: Ahility to portray Terminator
in multiplayer, some other new multi-
player elements, nice looking cut-
scenes.

»CONS: Engine filled with both
mechanical and design flaws; only
eight single-player s
missions. With no
direct modem sup-
port and Kali
opponents hard to
find, multiplayer is
essentially LAN-
only.

oot with D-pad and gun, shool with gun in each hand. What you don't get to do: Recite paetry, pick daisies, hug lovable stuffed animals

Swruaity Just Got Funky are trademarks of Rob Schrab. Windows s a traemark of Microseh Com.

FOR A FREE WINDOWS '95 DEMO OR TO ORDER SCUD DIRECT, CALL 1.888 SEGASOFT WWWSEGASOFT.COM S EGASOFT™
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Price: $34.99
Requiremenis:
Macintosh with 68040
or better processor,
13" 256-color monitor,
System 7 or higher, &
MB RAM

Protection: None

# of Players: 1-8 (2
players with

gach copy)
Designer/Publisher:
Bungie Software
Chicago, IL

(312) 563-6200
Readler Service #: 320

kkkk  REVIEW * MARATHON INFINITY

Phorget Ve Not

by Jeff Green

eing a Mac gamer can
really suck sometimes, Just
ask me. Here Lam, the
sole Mac gamer at the

CGW office, forced ta lis-
ten lo my fellow editors
prattle on endlessly about
stich hoo-hah as the latest
Quakt: hack or the new
5000 level Duka: add-on,

while 'mstill grateful just to be able to
play Doost on my stinkin® machine.
Adding insult to injury are the hoots of
derision that greel me every time [ sing
the praises of Bungie's outstanding
NVIARATHON series. The sad truth is that it
wouldn’'t really make a difference if this
was the greatest game since Twister, The
answer would still be the same: “Yeah, bt
it’s just a Mae game!”

Well, ricle my boomstick, weisen-
heimers. For while the Marxiton titles
may “just” be Mac games, they still offer a
cool combination nfinlt:lligent:(: and
bloodshed that few shool-em-ups on any
platform can equal. What Bungie does
best is combine fast-paced, first-person
action with a story that actually is a story,

“art Newromaneer, part Aliens, part 2( ol,
Bungie has fashioned a wilty, complex
space opera around what could have
been just another point-and-shool fest,
Mararton Inviny, the latest and appar-
ently final game in the series, continues
where Marartion 2 left off, with a new
scenario called Blood "Tides of Li'owon.
Though it doesn't break any new ground,
it should offer enongh thrills to please

longlime fans,

LH'OWON SHARKS

When the game begins, you find your-
sell on a distant space station in the
LIvowan solar system, where the normal-
ly arogant Al Durandal is freaking out
over a mysterious, chaotic foree that the

CowW
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MararHon INFiniTy Brings Bungie’s Mac Shooler To A Classy End

GUN ENVY MararHon INFnimy's new rapid-fire Flechette gun will mow down your ene-
mies with deadly precision, but the rocket launcher foregoes precision for punch.

evil Phor have unwittingly imleashed —
and that now threatens to destroy the
galaxy: As nsual, the primary goal is to kill
evervthing that moves, But cach level Tras
its own secondary objective —aswell asa
distinet look—that makes you wanl lo
continug, just lo see what’s next. As you
attempt to discover what's going on and
destroy the Phor, vou'll travel all over,
from the wide-open moonlit eanyons of
LWowon to the claustrophic, labyrinthine
pathways of enemy spaceerafl.

Last year’s MARXTTION 2 was a quan-
tumn leap over the first game, with better
graphics, a better engine, and beller levels
than the original. Bungic makes no such
leap this time — the engine is essentially
the same, and there’s only one new
weapon —and for some gamers, especial-
Iy those familiar with the stunning immer-
sion of QUAKE, this will be a letdown.

‘The good news is that this game is
actually imuch tougher than Marsios
2. Liven when playing on Normal difficul-
tv, there are a few levels, like the madden-
ing Acme Station, that will defy you to
survive beyond the first few minutes, And
isitjust me, or are the levels much stingjer
willt amnimo, recharges and pattern buffers
this time?

INFINITY PLUS TWO

For many gamers, the biggest reason o
buy MarxrHON Iy is the inclusion of
lorge, Bungic’s level editor, so vou can cre-
ate vour own levels (hence the game's title).
The editor is wonderfully easy o use, with
a palette-hased interface that should be
familiar to anyone who's used art programs
such as Adobe Photoshop, Also included is
Anwil, a super utility that lets you add vour
own graphics, sounds and physics to any
MARSITHON 2 or INFINTIY map.

Bungie has said that this will be the last
of the MARATTION games, and you can'l
blame them for wanting to move on.
Credit them, at least, for taking the time
lo develop a cool scenario that closes the
series out with a bang, [Us not QUAKE or
Dok, but if you only have a Mag, this is
still the best shoot-em-up around. %

FAPPEAL: Maramvon fans, Mac 3D
shooter fans who can't wait for
MacQuake.

»PROS: Better, more challenging lev-
els than previous versions. Level edi-
tor included. Still
the hest Mac
shooter in town.

FHCOMS: Engine
beginning to show
its age. Not much
new here.




WITH OVER 1.5
MILLION COPIES SOLD,
COMMAND & CONQUER’RED ALERT"
WAS A DIRECT HIT.
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Warcraft defined thel.past. Command & Conquer
gave you the present. Now, DOMINION
challenges you to the future with fiery
real-time strategic combat, resolutions up to
1280 X 1024, and ;a_fn unprecedented 95,000

rames of real-time;s-n animation,

It's 2224, Say gqod bye to the tactics
. that served you well in previous

campaigns. Your new reality: battle-

ground strategies vary by planet, and
the military- based AI anticipates
yuur every gnove. Invent new
maneuvers with dog-
eat-dog Commanders.
Sabotage enemy bases
with computer viruses,
and teleport Men and

Materials across-world.

Isn't technology great?

Download the
interactive demo at:
www.gamespot.,com
wwuw.Tthlevel.com

Evety 10th dotanload
can win the
complete game,"
— [ ==

. b *The DOMINION doma may be registared via o-mail. Every 10th registration, of tha {ifst 100,000 reccived, gets o mail-in rebate coupon for the retall
cast of DOMINION, Limit ane registration per person, Offer anly valid in North Amarica. Rebate will be paid in U.S. funds. Vaid where prohibited.

1996 Tih Level, Inc, Tth Level is a registered trademark of 7th Level, Inc. All other products are ks and/or regi of their
CIRCLE READER SERVICE #102 respoctive awnars. All rights reserved. Tth Level, Inc., Richardson, TX 75081
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Price: $49.00
System
Requirements: 486-66
or better processor,
8MB RAM, 2x CD-
ROM drive, VGA
graphics, 5SMB hard-
drive space, Windows
95 or DOS, mouse;
supports most major
sound cards.

# of Players: 1
Protection: None (CD
must in drive)
Designer: Ronin
Entertainment
Publisher: Virgin
Interactive
Entertainment

Irvine, CA

(B00) 874-4607,
(714) 833-8710
Reader Service #: 328

REVIEW * NEO HUNTER

A Lame Duck

Hunting For A Killer Rail Shooter; Virgin Comes Up Emply

by Mark Clarkson

n the old days, a shooting gallery
gaime was something you plaved
in s smoky pool hall. You'd stand,
holding a diminutive rifle, and
squeeze off round after round at a
parade of tin bears and ducks pro-
pelled endlessly past on bicyele
chains. it the ducks and they'd
fall over. Hit the bear, and he'd
stand upright and roar.

“Today, kids have NEO Hus i The box
promises high-tech erime fighting, inchid-
ing DNA analyzation, but don't be fooled;
this game is a shooling gallery. You'll spend
almost all of your time pulting the cross
hairs over bad guys of all descriptions and
clicking, clicking, clicking,

Instead of standing and waring, the
thugs spout such wilty rejoinders as “Shoot
his butt oft!™ and “He must be wearing
steel undenwear!” Big improvement.

SAME OLD, SAME OLD

NEO HuNteR is a il shooter, but one
where you shoot while standing still rather
than minning down corridors or flying
through asteroid ficlds. The scene does
seroll back and forth and zoom inand out
ta follow the action,

Allactions are preordained. I you fail

to clear the level hefore you rn out of

ANIME IT AINT Virgin says the game's look is
“anime,” or Japanese comic art, but it isn’t. While
some of the cinematography is like anime, the quali-
ty is woefully bad, especially with the low resolution.
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shields, you die
and have lo starl
over, reliving the
mandatory open-
ing banter and
then replaying the
entire shootout.
"The same bad guy
jumps out of the
same doorway at
the same lime,
every time. You
can eventually
leam to clear the
levels by rote.

Worse, NiEo
HuNieRrissetina
future where clones
are evidently the height of fashion in body-
guards and persomal security forces.
Whether you're breaking into a drg deal-
ersmansion or facing a gang of streel
punks, even though you have o drop sev-
eral dozen had guys, they're all the same
theee or four guys, over and over again,

Some levels have you eonfronting a
dozen or more “bad guys” simultancously:
You can have multiple weapons inyour
inventory—some deadly, some not — and
eyele between them while vou fight. Your
left mouse button fires the left-selected
weapon, and your right mouse bul-
ton fires the right-selected weapon.
You can even thow grenades while
simultancously shifting energy
back and forth between vour
shields and your stunmer,

[t sounds exciting, [ know, bul
there are just so many largels,
everywhere, all the time, that the
excitement rapidly devolves into
tedium. NEO HUNTERS simaller-
ing of shareware-quality puzzles
does little to imprave things. You
Kill 50 guys. Listen o some willy
dialoguc. Kill 50 more guys,

CONNECT THE DOTS Neo HunTer has two forms of badly imple-
mented gameplay: there is shooting gallery action of a style
much worse than Virtua Sauap, and then there are puzzles like
this for the brain-dead.

Listen to some more witty dialogue. Play
a Mastervinp knock-off. Kill 30 more
guys. Ad nauseam.

NEO HUNTERS graphics are pure
comic book. The publishers call it
“anime,” but to my admittedly uneducat-
ed ey, the artwork looks far more west-
ern, and the overriding impression is one
of cheapness. WETLANDS did it better.

Although there is a plot involving the
assassinalion of a senator, and il is vour
goal to uncover the motive and killer, it's
totally irrelevant. All vou do is shoot bad
guys non-stop. Ians looking for an NYPD
Blue experience need not apply. %

FAPPEAL: 14-year-old fans of
twitch-fests and comic books or those
looking to give their mouse fingers a
serious workout.

FPROS: The comic hook look will
appeal to some; there are lots of (the
same) things to
shoot.

PCOMS: Way too
much of the same
shooting gallery
action, over and
over again.
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Price: $29.95
System

Requirements:
Pentium 60 or better
processar, Windows
85, BMB RAM, 2x CD-
ROM drive, 1MB video
card; supports Win95-
compatible sound
cards, joysticks, and
gamepads.

if of Players: 1-2
Protection: None (CD
in drive)

Designers: Radical
Entertainment
Publisher: Virgin
Interactive

Irvine, CA

(800) 874-4607

Reader Service #: 329

by Scott A, May

ceause retro gaming is all
the rage, | was hopeful
upon hearing the name of
Virgin’ arcade outing,
Grip Runner. Could this
he an update of Jeff
Minter’s frantic classic from
19827 Nope. This is retro

gil['l'[il'lg from a more recent

cra, originally bormn as a 16-
hit cart called Fug-I for the SNIZS,
renamed and revamped last year for the
32-hit PlayStation, and now ported to Win
95, "Too bad for everyone,

CAPTURING ALIEN FLAGS
"The setting is a massive alien complex,
consisting of levels of convoluted plat-
form mazes. "o survive imprisonment by
the evil Fmpress Vorga, you must progress
through 57 rounds of increasingly difficult
challenges and face a barrage of alien
warriors. But forget the wafer-thin sci-fi
story line— gameplay is essentially a "90s
take on twa venerable childhood games,
Tag und Capture the Flag, with plenty of
bells and whistles tossed in for effect.
Playing in an overhead third-quarter
view, you guide your grid runner along
the narrow pathways, tagging your oppo-
nent “it.” When you're not it
the goal is to capture a pre-
determined number of flags,
“The challenge is to reach the
flags while avoiding your
opponent’s touch, Onee
you're “it,” the roles reverse,
"lo make things more
interesting, numerous magic
spells and power-ups are
altainable, for leleporting
out of danger, gaining speed,
slowing down your oppo-
nent, placing mines, and
casting fireballs. At higher
levels, Iimpress Vorga dis-

CGW
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REVIEVW ¢ GRID RUNNER

You're It

Virgin's Arcade Game Of lag Runs Out Of Steam

patches a variety of
space pests lo make
your task even more
difficult.

CHARM VS.
CONFUSION

As a single-player
gatine, GRID RUNNER
has its charms, thanks
to the disparate grid

worlds. Some are

ous levels, tag him and then hunt for flags. Sound familiar?

layouts of its 15 I CHILD'S PLAY Your goal is to chase an opponent through var-

quite striking, while

others are simply confusing, due to poor
visual distinction between the grid and
the elahorate backgrounds, And despite
creative changes in grid layouts and alien
obstacles, gameplay eventually becomes

too repetitive to sustain long-lerm interest.

On the other hand, two-player mode
can be a blast, because a human oppo-
nent is far less predictable than the com-
puter player. Rather than advancing
through progressively higher levels, the
game randomly culls 26 rounds from the
15 available worlds.

The only drawback to multiplayer
made is lack of remote (modem or LAN)
suppot. Instead, the game sereen is hori-

SPLITTING TIME Grip Runner's best feature is multi-
player. Sometimes, though, the frame rate and blocky
graphics can interrupt the action.

zontally split, giving you substantially less
room to wark with. As in the single-player
mocdle, if your opponent is not visible, a
green arrow next to your character contin-
ually tracks its current position. At its best,
this almost matches the flavor and inten-
sity of BOMBERMAN, one of the best two-
player console games ever created.
Almost, but not quite.

GriD RUNNER is a handsome game
that’s casy to leam and initially fun to play.
There’s just not much substance behind
the glitter, suggesting that the designers
should have spent more effort bolstering
gameplay, not just special elfects. With
greater content and a remote two-player
option, this might have been a hit, not just
another close call. %

PAPPEAL: Arcade/puzzle fans.

PPROS: Multiplayer mode is a gas.
Graphics are colorful and varied.
Large number of increasingly difficult
levels aides long-term play value.

FCOMS: Single-player mode eventual-
ly runs out of steam. Texture-mapped
graphics are
blocky and frame
rate is poor on
slow machines.
No support for
remote two-player
gaming.
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REVIEW ¢ VIRTUA SQUAD

A Near Mis

Quake Marines May Shy Away From Playing Cop

Price: $44.95

System
Requirements:
Pentium 75 or better
processor, 16MB RAM,
20MB free hard-drive
space, Windows 95,
2x CD-ROM drive;
supports Diamond
Edge 30D graphics
cards, all Win 95-com-
patible sound cards,
joysticks, and
gamepads.

i of Players: 1-2
(modem/IPX LAN)
Protection: None (CD
must be in drive)
Designer: AM2
Publisher: Sega
Redwood City, CA
(888)-SEGASALES
Reader Service #: 330

by Scott A. May

ts amazing how game designs
that seemed so fresh and vibrant a
few short years ago can suddenly
become passé. Such is the case
with Sega’s VIRTUA SQUAD, one of
many tried-and-true arcade hits
now being ported to Windows 95,
The phrase “too little, too late”
cerlainly comes lo mind here, as
Sega milks every penny from ils
archive of arcade glories.

Originally titled Virrua Cor, the game
was an instant hit in the arcades, then sub-
sequently used as a systemeseller for the
Saturn. Here's the setup: You play an elite
cop Iracking a syndicate of gun-runners in
Virtua City: Your job is to patrol different
sectors of the city, flush out the bad guys,
and dispatch them with your
trusty sidearm before they
gel you,

The game unfolds in
three stages: Black Arms
Market, Underground
Weapon St(mlgc, Cnn,g
Headquarters. Along the
way, you can pick temporary
WEpoN power-ups
(machine gun, rifle, mag-
num, and shotgun) as you
track down each of the syn-
dicate’s four bosses.

READY, AIM, FIRE
Presented from a first-person perspee-
tive, gnmeplay consists of targeting ene-
mies with vour roving gunsight as they
step into view. Most of them dont move,
but oceasionally the monotony is broken
by a charging villain, an incoming projec-
tile (which you must shoot in midair), or a
hostage situation. As with other rail shool-
ers, play mechanics boil down to simple
twilch, point, and click. However, the
pacing is a little better than the typical rail

shooter fare.

CGW
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"The fundamental coneept
certainly isn't new: "The dif-
ference here is a pseudo-3D
environment, rendered in
rough-cut polygon graphics,
and a real-time sense of
urgency. The 3D environ-
ment is a boon for gamers
because it offers a partially
interactive environment and
realistically modeled villains.,
You can shoot and shatter

TOP OF THE ACADEMY VirTua Sauap does have some

windlows, destroy crates,
shoot out tires and blow up
cars. The bad guys also react
in real-time to your attacks. If you shoot
one in the hand, he'll grab it in pain. Hit
his kneecap and his leg will crample as he

AN OLD BEAT ViaTua Sauap was a hit in the arcades,
but despite decent pacing and fun gameplay, it's just a
simple, repetitive rail shooter.

falls to the floor. The limited interactivity
and the realistic villains do clevate this
game above the usual rail shooter crowd,
but they still aren't enough to offest the
predictability and repetitiveness of the
gameplay.

Despite its rudimentary design, VIRTuA
SOUAD requires a lot of con puling mus-
cle to be playable. Sega offers keyboard,
mouse and gamepad control oplions, bul
the mouse is best. Unfortunately, the

mouse abso makes the game alittle too

nice fealures for a rail shooter, such as interactive envi-
ronments (like breakable windows) and neat villains.

casy. One weleome addition in an other-
wise fair port is two-player modem or
LAN mode that can be either coaperative
or combative, However, even this tends to
gel repetitive alter awhile.

Perhaps there's a market for these ports
with Win 95 newcomers who don’t want
to give up their arcade/eonsole memories.
Asis often the case, however, what once
looked so cool and innovative now seems
pretty lame, especially when compared to
content-rich, graphically superior titles
like Eidos" Tons RabeR or FAS Fapi 1o
BrLack. Most compuler gamers expect
more than what they will get with this
game. Sega should have either over-
hauled and improved (he original or left
well enough alone.%

rF APPEAL: Rail shooter fans and
arcade gamers who liked the arcade
and console versions.

PPROS: Realistic character motion
and death, interactive environment,
two-player modem and LAN play, bet-
ter pacing than other rail shooters.

PCOMS: Rough
polygons and poor
texturing, high
system overhead,
repetitive game-
play, an old port.




How did we come up with the exciting
new features found in Destruction Derby 2?2

By accident.
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Destruction Derby™ 2 is the perfect combo of balls-to-the-wall racing and 3D wreckage. Seven SEE= =

new tracks are longer, wider, faster, plus four destruction bowls. Cars roll, cars flip, cars fly off
the track. There's more deadly debris to deal with - tires, doors, hoods get jettisoned and serve
as incoming missiles. There's all new fire, new explosions, and improved suspensions for more
realistic handling. Destruction Derby 2. Designed exclusively for the true connoisseur of crash.
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2060 A.D. The Red menace has resurfaced.

The sea boils with submarines and battl
The skies are dark with enemy birds.

THE PERFORMANCE OF THIS PRODUCT HAS BEEN OPTIMIZED FOR USE WITH INTEL'S MMX™ TECHNOLOGY
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Price: 549.99
§

ystem

Requiremenls:
Pentium 60 or better
processor, BMB RAM,
20MB hard drive
space, Windows 95,
2x CD-ROM drive,
1MB SVGA graphics
card; supports mouse,
joystick and Windows
95 compatible sound
cards.

# of Players: 1-4
(LAN)

Protection: None (CD-
ROM must be in drive)
Designer: Raven
Software

Publisher: Mindscape,
Inc,

Novato, CA

(415) B97-9900

REVIEW ¢ NECRODOME

More Bugs In Gameplay Than On The Windshield

Mar Necropowme's Vehicular Splatterfest

by Robert Coffey

eveloped by Raven
Software, the same folks
responsible for HERENC
and HEXEN, NECRODOME
seems lo promise more
than the average 3D shoot-
er delivers. But bogged
down by lack of imagina-

lion and some infuriating

bugs, the game never real-

izes its potential.

NAPALM IN THE MORNING

NECRODOME is sct in yet another post-
apocalyptic future where gladiators man
heavily anmed cars called Raiders, battling
in arenas across the United States. Asa
Raider you're pitted against each arena’s
defenses in what is essentially a game of
Capture the Flag. You can pick up six dif-
ferent weapons to mount to your Raider
as well as a number of single-use “flash
gear,” but despite the variety, you'll find
only two or three of the weapons useful as
you progress lhrough the game.

In a novel bwist,
NECRODOME
reguires you o
leave the safety of
your vehicle o
.'a"ll(‘(.'L'l.'ll, since
many power-ups
and swilches are
reachable only on
foot. Hitting the
Delete key pops
I\'Ull oul 0[ }'ﬂur
Raider, turning
you into avulner-
able, shotgun-toting Runner. When your
Raider is destroyed, you live onas a
Runner—if only for a short while. Dodge
and shoot your way back to the arena’s

starting point and you'll find a new,

Reader Service #: 331

stripped-down Raicler you can comman-

CGW

HOOFING IT One nice change of pace is
that you can run around on fool. Also, if
your vehicle gets destroyed, you can
always hop out and find another one.

MARCH 1897

deer. Though
NECRODOME sup-
porls a motise or
joystick, only the
keyboard controls
can be customized.

RUNNING ON
EMPTY

Visually,
NECRODOME is a
mixed bag. While
gunned-down
infantrvmen erupl
into a mess of
twitching limbs and
vehicles blow up better than a 76 Pacer,
most enemy vehicles look nearly identical
and absolutely nonthreatening, A few are-
nas feature ice patches and lava flows, but
most sport the same dreary look of gloom,

The level design in NECRODOME is
similarly unimaginative, never taking
advantage of the true 3D environments.
All arenas are wide open spaces, eliminal-
ing any real chance
for ambush or sur-
prise and, therefore,
any possibility of
excilement. Plus,
almost every arena
forces you to hita
series of swilches to
getlo the flag. Its
uninspired, repelitive
gameplay.

NECRODOME
biggest drawbacks are
anumber of terrible
bugs. Chief among these is your Raicler’s
tendeney to get stuck on comers and
edges of walls. You cannot move, despile
the fact that nothing is blocking you. Your
must either take time to slowly steer clear
of the phantom obstruetion or jump out

WATERED DOWN Necropone isn't much better than the typical
3D shooter. Plus, bugs and uninspired level design take away
much of the fun.

of the car and shoot it dead so you can get
anew one. Neither option is appealing
when a rocket-blasting Sentinel is
approaching. Equally unattractive is
|'t::il(1ring asaved game, since
NECRODOME ean be saved only after
beating an arena. On top of this, you
sometimes lose all control of movement
after your Raider’s destruction. Throw in
periodic lock-ups and you're assured
some bald spots from hair-pulling.

There is some value in multiplayer
gaming —in a cooperative pl;:}-’ option
two players can man one Raider. But un-
less you're mad for first-person shooters,
NECRODOME is just another also-ran. %

r APPEAL: Diehard shooter fans and
particularly violent bumper car enthu-
siasts.

PPROS: Big guns, hig targets, and
hig explosions; good multiplayer
action over network or modem.

PCONS:
Nondescript level
design; repetitive,
connect-the-dot
single player
gameplay; some
really annoying,
game-halting bugs.




Most people
enjoy the
ini‘eriori‘l:y{é

of their
best friends.

—Tord Chesteriield

Compete head-to-head. Surrender nothing.

The Microsoft’ SidewWinder™ game pad makes it a fair fight
for you and up to three of your best friends. Hook up to
any of your Windows' 95-based games and all four (or three,
or two) of you get the same fully functional, lightning-
fast game control and multibutton maneuvers. So no matter
how many are plugged in, the competition’s still quick
and exciting. It's a perfect Iit for hands of all sigzes,
letting you keep & solid grip and making it easier to use
any of the buttons or triggers to vanquish your opponents.
Record complicated, hard-to-remember multibutton moves and
map them to a single button for swiit execution of lethal

maneuvers. Remember, the more SideWinder game pads you M' msoﬂ.
ovwn, the more friends you can take advantage oif. A little 'c
iriendly competition never hurt anyone, right? Where do you want togo today?® www.microsoft.com/sidewinder/

€199 Microsoft Corporation. ATl rights reserved. Microsoft, Miere do youwant to'go Loday? and Nindows are registered trademarks and SideNinder is a tradesark of Microsoft Corporation.



(" ]
(4]
ol
|
==
—
(-
w
™
S
v
g ]
=%
el
LS

Price: 539.95

System
Requiremenls: 486
DX2-66 or better
processor, 8MB RAM
(16 recommended),
27MB hard-drive
space, Windows 95,
1MB SVGA graphics
card, 2x CD-ROM {4x
or better recommend-
ed), 14.4 baud or bet-
ter modem, mouse;
supports Sound
Blaster-compatible
sound cards.

# of Players: 1-8 (LAN
and modem)
Protection: None (CD
muslt be in drive, but
“second player CD"
included for multiplay)
Designer: NMS
QOriginal Board Game
Design: Albert
Lamorisse

Publisher: Hasbro
Interactive

Beverly, Massachusetts
(508) 921-3700
Reader Service #: 334

* k Kk kk REVIEW ¢ RISK CD-ROM

" Toss The

A Lot OfRisk, A Lot Gained for Hasbro

by Terry Coleman

TNy COpICs as
Monopoly, Risk
wats still popular

pasl few decade
that old Mr.

sionally felt a
twinge of jealousy: After all, who would
be tempted to leave even the lavish cor
fines of Boardwalk and Park Place for a
chance to visit—much less conquer—
the mysterious lands of Yakutsk,
Madagascar, and Kamchatka? Make ne
mistake: like its cousin STRATECGO, Risk
no wargame, despite the neo-military
trappings; vet it certainly has more depl
than Monorory, CLUE, or any other ¢

sic board game we grew up with. But all
the attempts to bring RisK to the comput-
erup to now have been lackluster at best,
hampered by middling Al and a lack of
good multiplaver options. Luckily, Hasbro
learned its lesson, because now in some

ways, RISK even outshines Moxorory
CD-ROM on the computer.

THE BEST OF BOTH WORLDS

If Hasbro had simply given us
an SVCA version of the classic
game with multiplayer options,
Risk addicts would have been
happy. The big surprise is that
the design team preserved the
(lavor of the original while offer-
ing an advanced game that
areatly increases the depth of the
gaime without really increasing
the difficulty.

Crassic Risk is the game we
grew up with, complele with
unpronounceable
territories — except the “armies”

are now called “battalions.” The

hile it never sold as

enough over the Enrape, Asia, and the

Pennybags himself

might have ocei-

addition of new
maps—with more odd-
sounding lerritorial

names — for America,

S world is the perfect way
to keep the game fresh,
Meanwhile, the
mechanies are still famil-
far; vou turn cards in for
't lots of anmies and win by
- rolling dice better than
vour opponent. The Al
is far better than in previ-
ous versions, and if it
) cheats, at least it doesn't
is seemlo pcck atyour
cards,
h Much like
Monorory CD-ROM,
this Risk conversion

las-

includes mast of vour

favorite house rules. You may tum in sets
of cards for rapidly increasing sels of
armies or have the armies allotted adhere
to a fixed amount. When you conguer an
cnemy, you may imm-:-dialltl_\' turn in the
captured cards for a set or negate this
aplion o keep others in the game longer.

72-TERRITORY SHUFFLE Turning in cards for batlalions
hasn't changed much, despite the new graphics. The pro-
gram will prompt you if you haven't gained a card (by
conquering a territory) on your turn-a nice louch.
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hile | would heartily recommend Risk
CD-ROM to anyone, some Risk purists
may be nonetheless unsure about the
prospect of Utmmare Risk. If you're

worried about the liberties the enhanced version takes
with your old favorite, just log on to http://www.hasbro.
¢om and check out the Risk Online Challenge for a test
drive. The Al isn't as strong as in the full game, but this
demo will give you a taste of advanced game options
and styles of play.

IFvou don't like plaving with (and against)
those steamroller armies of 70-plus battal-
ions, simply limit battalions to ten per ter-
ritory.

Some of the aptions are unique to the
CD-ROM version; my favorite is “blind
Risk.” "T'his is simply fog of war, where you
know the strength of enemy lorces
only when you are adjacent to their
specific territory. Outposts and
reserves become a neeessity, and
the possibilities for ambush are
nicely enhaneed.

RISK GROWS UP

But the best toys are to be found
in the aptly named Urniviare Risk.
‘The biggest change is that every
time you go into battle, you choose
tactics for vour army on the battle-
field (see the “Breaking Down The
Battlefickd” sidebar). Unlike the
vanilla (if pastel) maps of Crassic
Rusk, Urnnveane: Risk actually adds a
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REVIEW ¢ RISK CD-ROM

- Breaking Down The Battlefield

n Ummare Risk, each time you bat-
tle for a territory, you are greeted
with a tactical display similar to
this one, where there Is a lot more
going on than a succession of 3D mod-
els in military parade dress. (The terrain
here is normal, but the tactical display
will reflect mountains, heavy forests, etc.,
as applicable.) Troop strengths in this
battle are almost identical, but Green's
29 battalions lack the charisma of the
famous General Ali Pasha, who leads
Purple’s 32 battalions. Green is in des-
perate straits over most of the board and
launches an all-out attack with a frontal
assault card. Purple would like to con-
duct a fighting withdrawal, but decides
against it, as Pasha would lose effective-
ness should he abandon the Purple capi-
tal to the enemy (note the capital symbol
next to the general in the display).
Thus, Pasha plays an attack card of

number of temain types to the mix: desert,

swamp, mountain, jungle, forest, and
even arclic. All of these difficult terrains
limit the number of battalions that you
may place and give some advantage o
the defender.

If the game wasn't lough enough for a
prospective conqueror, defenders may
build forts that take hits during combat

and are equivalent o 21 defensive battal-

NOT TOO NAPPY The “1792 European” map for this Utnmare
Risk scenario adds some color; but despite the generals,
forts and wonderfully varied terrain, no one is going to mis-
take this for EMPIRES IN ARMS OF NAPOLEON'S LAST BATTLES.

CGW
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his own and meets the enemy charge in
the center. Unfortunately for Purple, the
scales of fate (in the center of the dis-
play) tip dramatically toward Green. Note
how the display shows Green's forces
enveloping those of Purple, forcing their
retreat, and capturing the Purple capital.
Worse, the brave Ali Pasha is struck
down!

Alternatively, Purple could
have tried defending one
flank or the other, with a
smaller chance of losing his
general. And all is not lost in
any case, as Purple may
simply trade three of his bat-
talions received as reinforce-
ments next turn in for anoth-
er general—provided he can
afford it, given his worsened
strategic situation. Keep in

unlike territory cards or mission cards,
are retained and reused from one turn to
the next; it's better to think of them as
options rather than cards per se. The
best part of ULnmare Risk is that all of
these enhanced tactical options merely
add to gameplay, not complexity; the
computer handles all the various combat
modifiers.

mind that tactical cards,

ions. Forts take mare damage if not
enough lroops are available Lo man them.
I, for example, a terrilory had but seven
defenders, the fort (worth 21) would take
hits at three times the normal rate.
Realistic? Well, it is a clever game
mechanic, And lel’s be frank: Risk is lo
serions wargaming as MONOPOLY is to
exacling economic simulations; don't lose
sleep over it.

Regardless, the fun
doesn't stop with forts.
‘There are famous aen-
erals who pop up, for a
mere cost of three
replacement anmies,
and add their values to
the tactical fray. Yon
may play short games
in which the objective
is to capture enemy
capitals, climinate a
specific plaver, or
merely capture 50 per-
cent of the known
world rather than all of
it. Network and direct
modem support lel

more human field niarshals join in the

fun, and there are several “historical” sce-
narios to keep things lively for many cam-
paigns lo come.

Is there anything to dislike? The docu-
mentation is minimal, but this is one
game where an online manual works well.
About the only thing missing is shuffling
the cards and picking up the little wooden
pieces by hand, And lor the added enjoy-
ment that comes with ULnsan: Risk,
that’s a sacrifice that even old-timers like
me will gladly make.S%

PAPPEAL: Anyone who's ever
enjoyed Risk, Stratego, or similar
classics.

PPROS: The hest Classic Risk ever
for the computer. Hashro took a
chance with Ummare Risk, and it paid
off with a superb enhancement to a
classic game.

PCONS: Despite the excellent online
manual, paper e
documentation
could be hetter.
No right mouse
button functionali-
ty or hot keys.
Fairly high system
requirements.
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KGar: Experimental Racing
The Passion for Speed

= Race one of 16 pratolype X-Gars. The [atest experimental racing vehicles!

« Test drive your prototype and customize every aspect of your car’s
performance using cutting-edge racing technology.

« Experignce brifliant high res [SVEA] graphics at sustained frame rates. -,\',f,
K-Car is the most beautiful and fastest racing game on the market! '

= Includes a ligrary of real racing circuits and fantasy tracks. You can
race Lime Rock, the streets of Seattle or around Mayan temples!

« Generale real telemetry data on high speed oval, skid pad or handling
Iracks to customize your car for optimum performance.

= The first true hard core racing simufation with an Arcade Made for
those wha just want to experience the pure fun of racing FAST!

Actual IBM screens shown ——— ™

» Includes Network and Modem Support for multi-player racing!
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— Parst I P for Eve PS5 8307562 » . 301 G2 A0
BBS: 301 990-7552 « Fax: -
1 ped ) - WWW.Hﬂal'.ﬂﬂm Website: htip://www.bethsoft.com

XCar®, X"Gine®, Bad Dog logo and Bethesda Softworks™ are trademarks ol Media Technology Limited. © 1996 Media Technology Limiled.

All Rights Reserved. All other irademarks, logos or graphics are the property of their respective owners.
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REVIEW * BATTLESHIP

" Fleeting Fun

BariesHie Is Surprisingly Addictive, Disappointingly Buggy
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by Mark Clarkson

know, | know, I laughed too.
Computer Battleship? Come on!
I don’t think there is any excuse
for cleetronic lalking Battleship,
so | wasn't expecting much from
Hasbro Interactive’s new “ulli-
mate naval warfare game.” 'm
happy to report that | was pleas-
antly surprised. Hasbro has
spruced up the old game consid-
crably, adding island bases, mines, heli-
coplers, fighter planes, AWACS,
cruise missiles, new ship types and
truly fetehing 3D cul-scenes that
run undemeath the play area. And,
in keeping with the craze sweeping
through computer wargames,
BATILESHIP has gone real-time.

You start cach game with a
given number of points to spend
on ships. Small destroyers cosl
nnl_\' 30 points, whileast ipercarrier
with its four squadrons of aircraft
will set you back 200, Each ship
takes from two to five squares on a
1010 gricl. This is a fleet,

Once placed, individual ships cannot
be moved. The fleet, on the other hand, is
free to move about on the larger 64x64
ocean. Think of a 10x10 grid from an old

that moment. Over time, tis snapshot
becomes less and less accurate.

Carricrs can launch planes and heli-
copters lo reconnoiter over a wider area,
and fighters can dogfight enemy
squadrons and bomb land targels. You can
also kaunch AWACS “eye in the sky"” air-
craft from islands you contiol to reconnoi-
ter the surrounding sea.

Finally, enemy flects appear if they are
close enough to your own fleets. At the

greatest distance, you'll know what square
the fleet is in but not how it’s laid out with-
in that square. At close range, you'll see
exactly which ships are where and can tar-
get your fire accordingly. OFf counse, you

although the game ostensibly has two
speeds— fast and slow — | was unable lo
sel the slow speed no matter what | did.
Barriesiie theoretically goes head-lo-
head over a local area network, via
modem, or across the Intemel by way of
MPlayer. But you may find, as | did, that
you are unable to establish a connection
of any sort for multiplayer action. Worse,
whien Hogged on to MPlayer, [ found
Bartigstie as yet unsupported (although

HOLY FRIGATE Whether viewed from the main screen or in close-up, the fast action and violent
explosions leave the board game far behind. Let’s hope that Hasbro gets the multiplayer bugs
worked out soon.

it ought to be in place by the time you
read this), [ was all set to hate this game,
then [ was all set to love it until the head-
to-head bugs and stuck-throltle speed
torqued my jib. While I find the single-

S ———————
Price: §39.95 | Battleship game, complete withitscom-  can'tsee which square the fleetisineven  player version fun, I'm also disappointed,
System | plement of plastic ships, sliding from lile though you can see how it's laid oul. because Barriesine could have been that
| I 5

Requirements: 486-66
or better, BMB RAM,
SVGA graphics,
Windows 95, 2x CD-
ROM, mouse, modem;
supports Sound
Blaster-compatible
sound cards.

to tile around a large kitchen floor, And,
depending on the scenario, you may con-
trol up to four fleets of different configura-
tions —a carrier group, destroyers for
minesweeping, submarines to harass
enemy shipping, and so forth.

Even right up close, most of your shots
will miss for one reason or another, and
sinking larger ships such as carriers
requires multiple hits per square. Ships
won't attack on their own, so you must be

everywhere at once, directing each shot

much more fun multiplayer%

PAPPEAL: Anyone with a quick
mouse finger looking for a brisk, real-
time contest.

¥ of Players: 1-4 PPROS: Hardly the kids’ game we
'(JLANW:::&M] fired by a couple dozen ships and as many grew up playing, BarLesuie is an
Protection: None (CD INTELLIGENCE aircraft while controlling fleet defenses ;’::;;?::::;“: with “'“ls

must be in drive)

oAb high fun factor.
es Q"SBL-"E{TQ n|.1_|)'nmi-1l1| n ﬁnrii_ng him. This ml:w » I.ff'(.)ll Ihiflk “;\R(,:-RI\:".‘!!I and Iél-:n yooNS: Limited
Publisher: Hasbro | BATTLESHIP provides plenty of alternatives  ALERT tum into frenzied ¢ ick-fests, vou depth; serious
Interactive | to firing blind. In most scenarios, a spy should see a four-way, four-fleet game of bugs in game con-
Beverly, (’5“385153522“;%3 satellite passes overhead regularly and BATTLESHIP. A scenario can play out in 10 ;nal;afaz:&l:;ﬁ-
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As always, the key to beating your

records the locations of enemy fleets at

and moving fleets about the ocean.

or 15 hectic minutes. Don't blink. Worse,

%
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Be cool and in control as you challenge

car-crushing tourneys and rallies for the checkered flag, repel Microsoft” Monster Truck Madness™: Inside Moves
1.57231-530-X $16.99 ($22.99 Canada)
alien invaders beneath the waves, gain victory "in the hedgerows Close Combatl: Inside Moves
' 1-57231-3080 $16.95 ($22.95 Canada)

of Hell," take to the sky in a 737, or face relentless space combat Microsoft® Deadly Tide™: Inside Moves

. - B 1-57231-306-4 $16.95 ($22.95 Canada)
action. The Microsoft Press® Inside Moves series arms you with ’ & i, .
Microsoft® Hellbender™; Inside Moves
hints, strategies, and secrets—some straight from the developers— #57.233:363:3 $16,95 ($22.95 Canada)
Microsoft®Flight Simulator for Windows?® 95: Inside Moves
that aren't available anywhere else. 157231-362:5 $16.95 ($22.95 Canada)

Micresoft Press
Available in quality bookstores and computer stores worldwide.

To locate your nearest source for Microsoft Presg” products, regch us at iy

1-800-MSPRESS in the US.. or WW W, IMICrosoft.com/mspress/
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Price: §54.95

System
Requirements:
486/0X2 66 or better
processor (CGW
strongly recommends
a P90 or better), 8 MB
RAM (16 MB recom-
mended), 30-100 MB
hard disk space,
Windows 95, SVGA
graphics adapter, 2x
CD-ROM drive, mouse;
supports Windows 95-
compatible sound
cards, 14.4 modems
and network cards for
multiplayer play.

# of Players: 1-2
(modem and network)
Protection: None (CD
must be in drive)
Designer: Scoll
Youngblood

Publisher: Sierra On-
Line

Bellevue, WA

(206) 649-9800
Reader Service #: 336

Broken Field &

With 97 Edlition, FPS FoorgaLL Pro Again Shows Iis Championship Mettle

by Dennis McCauley

ou'd have to scarch a
long time to find
another sports title with
as celebrated a history
as Sierra’s FRONT PACE
SPorTS: FooTBALL

PrO series. With the
December release of
FoomaLL Pro 97, the

Energizer Bunny of
foothall sims is back, this time in a colorful
new Windows 95 uniform. Onee again
you ean Lake the helm of your favorite
team and enjoy the ride as CM, coach,
player or all three, Although not without
occasionally well-deserved criticisms,
Iront Page somehow keeps on going and
going and going...

1o be honest, | was convineed that this
was the vear that the batterices would final-
ly run down on this series—and | wasn't
the only one. Last vear’s edition, the end
of the MS-DOS ling, had little to com-
mend itover 955 CGW Sporls Came of
the Year other than improved graphics; it
left gamers and industry observers won-
dering if the design team was coughing
up the ball. In the perceived innovation
vacuum, a hungry band of competitors
led by I'A, Accalade and OT' Sports
announced major pigskin titles of their
own. Now that the referees are getting to
the bottom of the pile, however, Front
Pact: still holds the ball, EAS MapbeN 97
and O Sports’ ABC MoNDay NIGHT
FFoomeaLL underachieved, while
Accolade’s LEcENDS NFL 97 vapor-
locked, never even making it onto the
ficld. Like a well-designed draw play,
I'PSIB 97 has fooled everyone, bursting
into the open ficld while its competitors
grapple all around it.

CCW
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RED ZONE REALISM With the improved SVGA graphics and (finally!) jersey numbers,
even the old trap play takes on new life.

WHAT'S NEW PUSSYCAT?

The major buzz with FPSFB 97 is that
it’s now a mative Windows 95 procuct.
The transition is seamless, provided vour
svstem files are up-to-date. "The game has
avery clean graphic look, and player
numbers finally adom the jerseys. The
player movement is better than ever, and
there are far fewer phantom tackles than
in past ieleases. Sierra’s league-leading
Camera Angle Management System
(CAMS) is back, with its infinitely flexible
views of on-field action. The 97 version
has also added team-specific profiles and
game plans, making coaching chores easi-
er, but more about that later.

While the graphics are mostly fine, a
few design zits do manage to blemish the
game’s good looks. Firsl, if vou want the
game to run in full sereen, you'll have to
sel your Control Panel 1o 640x480. At
S00x600 am annoying black border sur-
rounds the field. On offense, receivers

rarely seem to caleh balls in stride. Even
in practice mode with no defenders on
the field, wide outs often stop their fly pat-
terns and wait for the rock to armive, And,
ina shnrl(:nming that's 11nfnrhm:1|(!|_\' uni-
versal among football sims, FPSE 97’ sta-
dinms are totally vanilla. When will
pigskin gamers be treated to authentic
renditions of classic NFL venues such as
Cleveland’s Dog Pound and Chicago’s
Soldier Field? Are baseball gamers the
only ones destined to enjoy the graphic
flavor of their favorite sports shrines?

COACH WITH EASE

FPSE'97s move Lo the Windows 95
platform has made coaching chores
decidedly easier with a new 32-bit play
editor using pull-down menus and a
Onick Plan feature that speeds up cre-
ation of game plans."The new edition also
offers team-specific coaching profiles and
game plans. The game’s innovative new
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“Incredibly detailed re-creation.”

— Newsweek
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A Graphical Adventure
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contests and downloadable logos, artwork and
sereen shots
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A HARD RAIN'S GONNA FALL It's been a rough
enough season for Dan Marino, without his Dalphing
having to play amidst black rain in the Hoosier Dome.

everal bugs in the
~shrink-wrap release
affect FPSFB 97's game-
" play, while others tarnish
chrume Sierra is working on its
sual p__atch that addresses these and
“other “issues.” (The patch should be
| available by the time you read this.)
he game s new awards feature, for

' pla. would be a clever addition
jers didn't all-too-frequently
gceive their recognition in the wrong
rence. In another league man-
| issue, category leaders are
akenly based on career stats,

it those of the current season. And
there’s the rain, For some rea-
-s-_hlack. (Is this an environ-
ental statement of some sort?) |
even able to make it pour down
Indianapolis’ Hoosier Dome.
Joysticks appear to be vexing
Sers, causing troublesome
times. At the play-calling
there's no visual cue to

1you that you've made a

on. In previous editions, the
)sen play was outlined in white.

s fime, you're left guessing, and
sulting confusion can really

jite you if you accidentally select the
wrong play.
In advanced
action mode,
an old prob-
lem has
resurfaced
that causes
unrealistically
frequent
blocked
kicks—some-
times five or
more in a
single game.
i While you're
for Sierra’s update, drop by

er editor and tweak the AC
rs of your kickers and punters
ward to fix this one.

CCwW

REVIEW * FRONT PAGE SPORTS: FOOTBALL PRO '97

ability to create player sets makes situa-
tional substitution a snap. Want your
“good hands” players on the field for an
onside kick? Pick the players ahead of
time, save them as a sel, and then simply
send them onto the ficld when the situa-
tion arises, FRONT PAGE's new Play
Wizard speeds up the Xs and Os, leading
computer offensive coordinators through
a five-step process that includes selecting
the formation, pre-snap logic, pass routes,

holes and blocking assignments. On the

PlayWizaid - Step 4 ol G [ %]

Select Reciaver\Running back logic:

Mo, Pos SPACAGHA ST EN IN D]

BE Simeth, . WH3 78 70 BY /6 &/ 08 56 67

candle buming, as will those who dreamed
of conducting league games over the
modem. As they used to say in Brooklyn,
wail ‘lil next year.

STILL THE SAME

"Those who expected a radical departure
from past versions of FRONT PAGE may be
disappointed by the 97 edition. With the
exceplion of the new features in the play
editor, the game’s framework is virtually
indistinguishable from last vears edition.
"The player graphics
seerm somewhat
crisper, with the jersey
numbers long over-
due. Some of the
missing features that
COW spanked the
‘96 edition for have
been added here, like

| 5“""""‘" |M- - Quick wul patlen

modem play, while
others, such asa salary

[ heo || cance J[ <Back |

cap option, didn’t

make the cut.

PLAY-CALLING WINDOWS The move to Windows 95 brings

32-bit programming, which leads to easier and more robust

play editing.

defensive side of the ball, the Play Wizard
walks the user thrangh a complex maze of
coverages and defensive looks, making
effective play design much simpler.
Unfortunately, Siera muffed a chance to
further ease coaching chores by failing lo

¢ take advantage of a Windows 95 staple. Play

names are still restricted to cight characters,
which completely ignores Win 95% long file-
name capabilities. Wouldn'tit be simpler to
provide deseriplive play names rather than
foree compuler coaches to chew on Lhe
likes of 266S TGHT while reaching for a big
play in the heat of battle?

"This years model also features the long
sought-after ability to make multiplaver
trades. Now you can pull off those mega-
swaps of up 1o 3 plavers per side. Another
plusis the printed manual, which Siema
wisely chose to retain rather than going to
anonline help system. The game’s new
multiplayer options (modem, network and
Internet) are a welcome addition, but are
restricted to coach-only mode and exhibi-
tion play. Gamers who were hoping for mul-

i tiplaver arcade action will have to keep the

MARCH 1537

Irom here it looks
asif the move to
Windows 95 con-
sumed the bulk of Sierra’s efforts, and it
must be said that the trmsition was a
smooth one. 1t looks then, as if Sierra’s
game plan is lo tackle incremental design
changes in successive editions rather than
to reinvent the wheel in any given year. Last
year it was the graphics. This year, Windows
95 and modem play. Nest vear? Who
knows? All T know s that I've reviewed
Front PacE Sporrs: FOOTBALL for three
conseculive years, and | wind up saying the
same thing every time: it’s still the best fool-
ball sim on the market. %

P APPEAL: Foothall gamers of all
stripes whether they enjoy coaching or
arcade play.

»PROS: Great graphics, familiar Win
95 interface, tried-and-true game sys-
tem, modem and Intenet play.
PCOMS: Some
bugs in initial ver-
sion, including
glitches in awards
and statistical
leaders, far too
many blocked
ktcks, and joystick
nroblems.




These testimonials are from some people
~ who have played Soultrap...

*It's amazingly addiotive, 'fr_'s like playing Quake™ “The fact thal | could change camera  “The Soundirack is incredible, 50.1

Onoe you start playing:you won't be and-Super Mario® combined angles as [ played was really cool.  love the fact that.| can change the
able lo stop." In.one game, only. better!" There's even a smarl camera that music as [ play
1 § picks the best view for you!*

"You.look up, down... “Stunning 3D graphics, an amazing *It's more exciting to play “It's'the only. 3D game I've played
360 degrees around you. I've never  soundtrack and tnmatched playabifily..  than Quake’. It challenges youon  that has a large amount of Strategy
seen anything like ft" ['really didn't think you could get this ~ so many other levels that it goes built into it - its not fust another
kind of experience on a PC!* beyond a traditional shoot'em-up!* mindless shoot ‘em up™

-.But don’t believe everything you read.
Experience it for yourself.

SOULTRAP

Available at fine software retailers everywhere.

For more information or to arder direct call 1-800-685-3863 or call (416)656-9594 or visit our website at www.microforum.com
“SOULTRAP* mlg% Mlcrulnrum rnc All rlghls lescr\rnd AII other rademarks and registered trademarks are the property of their respective owners.
“SOULTRAP® is a regi: k and * forum® is a of A Inc. *Quake” Is a trademark of id Software, Inc. *Super Mario® is a registered trademark of Nintendo of America Inc.
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Both the cars and the Realislic rear-
tracks are painstakingly view mirrar
detalled — right down actfon lets you
to the authenlic decals who's
and billboards. . 7 N a coming up

LT . | 8 behind you.

The compelition’s
intense as you race fo
overtake NASCAR
champion Dale
Earnhardl.

Authentic
NASCAR
: T e o : e e ' dashboard lets
Spm_‘mr and crew chief : - - you keep frack
audio lets you know { - 3 'y N = of your RPMs
where the competition "4 ) ] "o { — o fuel and ame.'r
is as you race door-lo- ; 4 oF A _ AL 5| critical
door with up to 39 other JURL: T4 ¥ 300 i information.

cars.

NASCAR- Racing is also available for the. Mac and the PlayStationw.

= S | E R R A°
We're tatking authentic—eheck out this fegal! € 1996 Sierra On-Line, fnc. & andfor ™ desigmale tradenacks of, or icensed fo Sierra On-Line, Inc. Al rights reserved. NASCAR® Racing 2 is officially licensed by NASCAR. Papyrus and Papyrus logo are frac
Penske Racing South, Inc. Geol! Bodine’s name and the ikeness of Ihe &7 car including the OV trademark are used under license with GEB, ineorparated, The aame of and ikeness of Oave Marcis and the name, marks and iace car design of the £71 Mar.
right to use the name, likeness and image of Mendvick Motarsports car #24 DuPont Aulomotive Finishes amd Jefl Gordon are granted under Nicense from JG Motarspaits. Inc. The name of Johany Benson, the name, marks and race car design of Bahari Racs
1ogo are registered frademarks of Proctor and Gamble and may not be repeodiced withou! the writlen eansenl of Proetar and Gamble, Practor and Gamble have Nceased these rghts 1o Papyres Design Group s name. Name and ikeness of the 210 Tide car

and Eagle are Irademarks of the Goodyear Twe and Rubber Co., reproduced by peanission, Pontiac, Ponliae “Arrowhead” Emblem, and Grand Frix are frademarks of General Mofors Corparation used under ficense by Pagyrus Design Group, Inc. NAPA is use
of Roush Raciyg, Lovania, ML Fhe Famidy Chamne! . PRIMESTAR trade . Roush Racing and Ted Musgrave's name and/or likeness used by authority of Raush Racing, Livamia, Al




PC Gamer called NASCAR, Racing “...simply the best racing sim ever created ”

Here’s what makes NASCAR. Racing 2 even better:
* Fast and easy Arcade Mode lets novices jump in :

* Compete in the 1996 season with real NASCAR drivers
and teams on 16 NASCAR tracks

* Crew chief and spotter audio alert you to track

conditions

o DALE EARHARDT

[0 T arm: #3604 Gt Gl
MomrspmnRmmspein o

e TP

L P —.

;m

Learn all about
Earnhardt, as

DETAIL SHOP
DREFRANEERRE =5

I RASCAR.
g

Now you ¢z
own unique d
MNASCAR 2 paintkit.

Design Group, Inc. Plays logos ar
ave used under the license with Marcis Auto Racing. The lI.'HIIE of

Ch sion and more to cus

your car toy,

Get the big plcture, as you race against Rusty
Wallace and other top NASCAR drivers.

See your local software dealer or for a taste of the action,
download our demo from http://www.sierra.com/games/NASCAR2/

of Sony Compuler Entertainment, Inc. Rusly Walace's name and the Nkeness of the #2 car, including e Fard
name and marks of the Inlerstale Batteries Company, and the name, marks and race car design of Joe Gibbs R.mng mnmundummnsr with Joe Gibbs
Goodyear (and winged fool

and start driving immediately
* Faster graphics in SVGA
e Officially licensed by NASCAR.

Network play lets you race door-to-door and head-
to-head with up to 7 other players.
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used under license with
The
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ian and e F
Bobby Labonie, the i
mg the trademark of Peanroll Company, are used under Reense wilth Bahar Racing and Johnny Benson. The name and ikeness and marks of 83 BM Goodwrench Service stock car and Dale Earnhard!, are Fcensed with Date Eambardl, Inc, Tide and pd’e the
Dviston, General Motors ration and used under leense by Papyr:

Juiar
Ihe mark and track hikeness are vsed under Kicense from the Allanta Malor Speedway. The Valvoling frademarks, Roush Racing and Mar

se wilh LCA. Inc. Chevroted, the Bow Tie embiem, Manle Carle, and relaled body design are trademarks of the Chivrolel Malor

from NAPA. The Allanla Motor Speedway is 4 reg
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REVIEW ¢ SIMGOLF

- (Green Monster

Rookie Maxis Sinks A Birdie With Strong, Innovative Golf Sim

by Scott A. May

Price: $49.95
System
Requirements:
486DX2-66 or better
(Pentium recommend-
ed), Windows 95,
12MB RAM, 8MB free
hard- drive space,
256-color SVGA dis-
play, 2x CD-ROM,
mouse. Supports all
Win 95-compatible
sound cards. Modem,
Internet connection or
network adapter
required for multiplay-
er mode.

# of Players: 1-4
Prolection: None (CD
must be in drive)
Designer/Publisher:
Maxis

Walnut Creek, CA
(800) 33-MAXIS
Reader Service #: 337

hen Maxis
announced ils first
sports title,
SIMCOLF, it
seemed only nat-
ural to expect —
given its long his-
tory of Lilliputian-
sized software
toys—that the
game would be, well, miniature goll. After
all, hard-working SIMCnY citizens deserve
a little recreation in their chaotic lives.
And it's been years since we've had a
decent desktop version of the Putt-n-Go.
But no, SMGoLr is the real deal —a life-
size (so to speak) links simulation
designed exclusively for Windows 95.
Maxis enters the fray with some exceed-
ingly stiff competition, including the new
Microsorr Gowr 3.0, Electronic Arts”
PCA'Tour 97, and Access Software’s
LINgS LS.

How does this new kid on the greens
stack up? Remarkably well, thanks to three
unique features that none of its competi-
tors has: a built-in course architect,
Internet play and the first real attempt to
revamp the oft-crilicized "swing meter.”
(Accolade’s upcoming Jack Nicklaus 4,
due this March, will also include a course
construction kit) Add a
slick user interface and
crisp visuals into the
mix, and you've gol i
surprisingly strong first
effort from this golf
rookic.

STROKE ME
Mais has incluced
two 18-hole courses

with the game:
Tomiriyn oy

alal elule WESnE |owcmeme | =g

are precise
re-creations
of their real-
life counter-
parts,
designed by
Robert Trent
Jones Jr.
Jones also
serves as the
games resi-
dent golf pro,
hosting a
video tutorial
on expert
COUrse con-
struction, as
well as gener-
al golfing tips.

Liver since the original Links upped
the visual ante for golf games, photorealis-
tic graphics have been something of a pre-
occupation with gamers. Most dedicated
golfers, however, prefer realistic perfor-
mance over faney presentation. SIMGOLE
offers the best of both worlds, combining
dynamic swing and hall physics with a
lush graphic display. 'The links here are
accurately modeled in terms of course
elevations, terrain, and weather condi-
tions but are not wholly digitized.

? Lot Acihinad - Blonsbos | Gmial {1 biskes]

slulsy]
L L

California’s Rancho La
Quinta and Hawaii’s
Princeville Resort. Both

CCW MARCH 1997

INSIDE APPROACH The Course Architect may look like
more work than play, but it's a delight for serious golfers.

| Landifig

HAVE IT YOUR WAY Nearly every view imaginable can be neatly tiled
on your screen, with all options available in the handy icon bar

Principle elements such as greens, fair-
ways, bunkers, cart paths and water obsta-
cles are compulter rendered, while other
objects, such as animated golfers, trees,
bushes and clubhouses, are digitally cap-
tured, then placed in their appropriate
locations. The result is a very crisp, clean
display thats realistic enough, but not
overdone.

From the main menu, vou can choose
to practice, play a single-player game or
start a network game over modem, LAN
or the Internet. Preliminary options
include adding new golfers (cither human
or computer controlled), with three skill
levels, user-defined handicaps, tee posi-
tion and club selection. Next, you choose
your gaime type (Stroke, Skins and Mateh
Play), with toggle settings for gimmes,
mulligans and rehits.

The main play screen features a large
third-person view of the course, with
options to overlay or tile mullip]v view
windows: top-lown, profile, landing, pin
and ball view: With multiple view windows
open, particularly on slower machines,
there’s a noticeable delay in command
execution and animation follow-through.
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ISN'T EXACTL
F SWINGING A
REAL CLU

(WHOOSH)

TRUESWING™

= & es to within inches. So now you can
< Ml MAKES IT A & play The Prince in Kauai or the Pete
¥ # WHOLE NEW Dye Golf Club in Bridgeport, WV with-

1 BALL GAME. - out collecting frequent flyer miles.
1 In ﬂl;neyoa mgﬁg CD IT DOESSIEL];‘J{SS I'LOOK REAL,

| _ games, you REAL.

click three times to set Designed by Vance Cook, the genius
your power and accu- behind Links 386, this new game gets a

racy. But Front Page Sports®: Golf ™ gives
you TrueSwing, where you actually pull
- the mouse back for your backswing, then
thrust it forward to launch your shot.
SO REAL YOU CAN ALMOST
SMELL THE GRASS.

Not only is the swing like real golf,
so is the entire game: Texture-mapped
graphics duplicate world- famous cours-

double eagle for authenticity: }Super-
. accurate, physics-based ball movement
- P Fully 3-D on-screen golfer mimics
B your swing )I?. types of play, including
skins, best-ball,and scramble 28 Network
play with up to255 golfers. Any way you
slice it (and we hope you don't) =mem
you'll be playing a game that's so @
real it’s unreal. .

To order right this minute, see your retailer, call 1-800-757-7707, or track
us down on AOL, Compuserve, or at http://www.sierra.com/games/fps

CIRCLE READER SERVICE #111



REVIEW ¢ SIMGOLF

 Different Strokes

orget fancy terrain and multiplayer modes—the
_most important aspect of golf, whether real or
"simulated, is how you swing the club. But how do
you accurately represent this action on the com-
puter‘? One of the earliest golf sims, Accolade’s Mean 18,
introduced the swing meter, a somewhat clumsy but service-
able method of simulating backswing, follow-through, hooks
and SIIGBS The swing meter has since become the standard,
avo]umg with only silght variations of design (circular or bar

e

P Unfortunately, sw.dng senrr G
; -meters aren't exactly 2nvnsm HolF

true-to-life, bu{ rather an:- i

,'lntroduces the ﬁrst

- attempt to change the

physics of simulated club

action; the MouseSwing.

Hémer than raly' on click- PUSH IT, BABY Maxis' new

; and_—ﬁ*.rﬂt:h‘ mmwh tim- MouseSwing is a bold attempt to
i -ing", m@érs nﬁv-visuaily replace the standard swing meter,
[ pull the club head for but it has some drawbacks and
requires learning a new system.

_h‘acks_win‘g, then move

Anicon bar runs down the left side of

ROLL YOUR OWN

forward for impact. It's an ingeniously simple method
that—theoretically—allows for greater ball control. Put in
practice, however, it can be a confusing system to leamn.

The vertically oriented Swing Indicator displays the ball and
club head resting on the upper Hit Line. The area below is
divided into four swing lines, calibrated in quarter marks of
increasing force. Simply click and hold the club head, pull
the mouse back for the desired backswing, and push forward
to make contact. Actual execution is easy, but understanding

the subtle intricacies can be daunting. Although greater
control is its aim, some diehard golfers may question
whether they have any control at all.

For one thing, the power of your shot actually has less to
do with the Swing Lines than how fast you push the
mouse forward to connect with the ball. For example, a
forceful swing from the 1/2 Swing Line can send the ball
twice as far as a more casual swing from the Full Swing
Line. Another frustrating variable is how straight you can
move the mouse during the follow-through. A little off to
either side can produce a pronounced hook or slice. You
can replace the MouseSwing with a more traditional swing
meter, but Maxis' version is probably the weakest of its
many incamations.

The MouseSwing does offer excellent spin, fade and
draw control. However, the process of leaming this new
control method may initially put a damper on your game
while sending your score sky high. It's a viable idea, and |
applaud Maxis for their effort, but it may need some fine-
tuning to become a clubhouse standard. This is definitely a
case of buyer beware.

of the game’s biggest selling points,

the sereen, offering casy aceess to instant
replays, a chal window, score card, multi-
media tips and online documentation.
Other options allow you to adjust vari-

ables such as weather and terrain, Finally,

YOU can zoom the main view in or oul,
adjust your aim, and display both an on-
sereen wind indicator and contour grid.

With the exception of the new
MouseSwing (sce sidebar), SMGOLFS
|)|é1\' mechanics are pretty standard.
Sereen upt!;llcs are instantaneous and
the golfer animations are fluid. The
only weak point is that the ball remains
the same size on the tee as it appears
190 vards down the fairway. Although
the terrain is nicely shaded and scaled
to show distance, this weak representa-
tion of the ball tends to shatter the illu-
sion of depth,

cowW
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Tired of playing the same old holes?
"Iy designing your own with SIMGOLIS
Course Architeel, a separale program
that interfaces with the game,
Fssentially a CAD program with eleats,
the Course Architeet gives you control
over every aspeet of the game. You can
pick and place terrain styles, objects,
elevations, slopes, green sizes, bunkers,
pars and fairway shapes, among many
other variables. Try out your designs
before plunking down green fees, and
madify existing courses lo inerease or

decrease the challenge. This is absolute-

Iy the best course designer fo date
(Accolade’s JaCK NickLavs 4 will be a
formidable challenger, though), but the
Architect’s steep leaming curve may
scare off less adventuresome plavers,

which would be a shame, since it’s one

Overall, SMGOLF s on par with its
more established competitors and offers
something they can't: a full-featured
course construction kit and Intemet play
(at least until Access releases a Net patch
for Links 1.S). So give Maxis eredit: in an
ineredibly erowded field, they've come
oul swinging in a big way.%

PAPPEAL: Avid golfers with a desire
to create their own courses.

HPROS: Good course designer, crisp
graphics, the first golf sim to offer
Internet play.

PCONS:
Performance can
be painfully slow
on 486 systems.
Steep leaming
curve for hoth
MouseSwing and
course architect.




TO S

WE'RE TOTALLY INTO

- REALISM. REALLY.
s When Sierra came up with their.
first Front Page Sports PC game, FPS:
Football Pro™, it was so. true-to-the-

‘sport, that Computer Gaming World

- ‘named it “Best Sports. Game" three

{years running: Now that same kind of -
fanatical devotion to realism is showing:

. up big time in all four FPS games.
NUTS FOR ACCURACY:
THIS IS YOUR ASYLUM.

. You'llfind the kind of details that let
you kno we're sweating the'small stuff
() () Internet and network play lets you
compete with people around the world

ULATEL

©1996 Slarra On-l.lna' In: Belleuula\'?'a\ 98007 Al ri

1y 1i

) thsir_s -based ball movement for
| greater accuracy « 7~ Extensive, up-
to-date stats ¢—) Down-to-the-inch
simulation of real-world stadiums,
lakes, and golf-courses ) () Motion-
captured, high-resolution movement
of on-screen players and action

AS REAL AS HUMANLY (AND

COMPUTERLY) POSSIBLE.

If you want to see the games that
blur the line between your comput-
er and the rest of the sports world,
grab some free demos and
screen shots at www.sier-
ra.com/games/fps, and then @
get real. e i
M designate ludenmh: of, ur licensed to Slerra On=Line, Inc, Logo © MLBPA Officially Licensed by the Ma] w

RAguT ayers t of the NFL :nd NFL Players, Copyright 1994 ers Inc. Team names, nicknames, logos and other indicia are trademarks of t
teams indicated. Super Bowl and the NFL are registered r.r:demarks of the Mational Football Lelguq i} I‘??z

NFLP. Stags™ is a trademark of Sports Team Analysis and Tracking Systems, Inn

To order right this minute, see your retailer, call 1-800-757-7707, or track
us down on AOL, Compuserve, or at http://www.sierra.com/games/fps

:'4‘515_ 3. “5'1':-':: :
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Price: $54.95

System Requirements:
486/66 or better
processor (Pentium 75
or better recommend-
ed), Windows 95 or
MS-DOS 5.0 or
greater, 16 MB RAM,
22 MB hard disk space
(98 MB recommend-
ed), 320x200 VGA
graphics (256-color
SVGA display recom-
mended), 2x CD-ROM,
mouse; supports all
majar sound cards,
wheel/pedal combo,
joystick, 9600-baud
modem or greater (for
multiplay).

# of Players: 1-8
(modem)

Protection: None (CD
must be in drive)
Designers: Papyrus
Design Group
Publisher: Sierra On-
Line

Bellevue, WA

(206) 649-9800
Reader Service # 338

k ok k kk REVIEW ¢« NASCAR RACING 2

The Great Race =

Sierra Revs Up NASCAR Sequel With Host Of Qutstanding Improvements

by Gordon Goble

ith a track record
that includes land-
marks such as
INDIaNAPOLIS 500-
THE SIMULATION,
INDYCAR RACING
and NASCAR
Racing, it's hard to

imagine thal

Papyrus Design
Croup is capable of building anything less
than a winning race sim. Let’s face it:
Dave Kaemmer, Adam Levesque and
company know all about very fast, very
authentic computerized automohiles.

Be assured hat Papyrus/Siema’s
NASCAR RAGiNG 2 continues down that
near legendary road of glory: Like INpyCan
11, NASCAR Z is a sequel towhat was
already an outstancling game. Butunlike
INDYCAR 1, this is a neary wholly revised
exercise —one that'll make it impossible to
go back once vou've checked it oul.

CHROME JOB

"The upgrades are obvious from the out-
set, with a menuing system that’s far more
intuitive and sophisticated than that of
NASCAR 1. Most intriguing is the
Drriver’s Info section, which includes full
stats and head shots of all participants
(ves, that includes one Mr. Earnhardt),
and access to the revised car paint ulility.
Although its still fairly pixelated, the
NASCAR 2 paint shop will let you cus-
tomize your car the way you want il,

"The NASCAR 2 garage, meanwhile,
displays all pertinent details on a single
sereen and looks a little like a crew chicfs
clipboard. A Comments section for each
specific selup is a nice touch, but, in keep-
ing with real life NASCAR mandates,
adjustments to the front air dam and stag-
gerare no longer permitted.

Addressing one of the more vociferous
complaints about NASCAR | — that of

CGW
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Lap lef 20

Lase Lap:
49.999s8¢c

Best Lap:
49.99%s5ec

Race Avg:
54.3Blsec

Speed:
0

Camera [~ AChase

PRVITSNSY

(4 Car W Car) |

| 4 incic
Cut Save Load Delete Return

LAST LAP TAKEN It may not be of much use after incidents such as this, but the
NASCAR Racing 2 replay now comes with tons of vital information.

“It's too hard!” — Papyrus has compli-
menled auto-braking and auto-shifting
wilh steering assistance and, believe it or
not, a pure arcade mode! Now, don't go
getting visions of DayToNa USA in your
head, but the arcade mode certainly
removes some of the four-tire dynamics of
a full simulation, and gives the less patient
(skilled?) drivers a chance to run in the big
leagues. Too bad arcade lap times stand as
all-time track records —this is something

Papyrus shouldi't have allowed.

TOO REAL
But for those of us who

fag while the computer ears streak away,
an uniealistic waggle thiough light s,
or brakes that just don’t work, And you
can forget about grass that feels more like
ice.

What you will find is a car with enough
power lo let you do standing-start 360s,
something that'll get you out of some tight
predicaments on the track and in the pits.

This performance is enhanced witl better

brakes and more race car-like handling—
this isn'ta modified street carand it does-
n't feel like it anymore.

Detail Shop

LR - [Ofemlasi Ll

hunger for cutting-edge dri-
ving realism, NASCARS
never been better. Although
apyrus has managed to do
away with some of the more
difficult (reack: itksome)
traits of the original, they've
replaced them with far
more authentic yetno less
taxing lests. No longer will
you find yourself burdened
with cold tires at the green

Unagerpody Shop. Suil b'.nbll' \mpor, Exporl, Save Hewrn
WHO NEEDS DECALS? The NASCAR 2 paint shop
will let you blend colors, slap on decals and import
.PCX files.



What about the two dozen drivers out
there with you? Well, for the most part,
they're up to Papyrus” high Al standards,
but some of what was broken back in
NASCAR I hasn't been fixed in the
sequel. 'This means it's entirely possible to
have a ull train lined up behind you fol-
lowing a spin, the poor numbskulls gelting
diagonal and knowing not where to go. It
also means they may refuse to recognize
your existence if you've dene something
stupid, like get wobbly along the apron.
Should a pileup oceur, there’s a bevy of
crash sounds that vary depending on the
severity of the incident. There’s also a nice
ka-chunk when shifting, improved wheel-
spin noise, and most importantly, the talk-
ing crew chief/spolter.

Ahyes, a guy who'll undoubtedly save

e of the best things about NASCAR 2 is that
the tracks have been significantly altered and
improved over the original version. For starters,
: .the new game ships with sixteen circuits.

s gap bstmen the fmstratmgty dufrcult and
yathetically easy. At the Glen for instance, that horrid
‘been widened and marginally “de-kinked,” as
 claiming far fewer victims than in the past. At

what | mean.

your bacon time and time again. He'll

guide you through traffic (*Car hight Still
there! Clear!”),
(“Watch that crash straight ahead. Stay

around aceident scenes

low!") apprise you of current status (Okay,
thase three cars ahead are for position.”)
and both berate (“What a bonehead
movel”), or congratulate (“You just won
yourself a race. Dinner’s on me.”). He can
be adjusted or tumed off, but since he'll
do everything for you but save your cur-
rent race (where did that feature go?), he's
better left on.

NASCAR2 ships with support for 3D
accelerator boards based on the
Rendition chip, and is ready for 32-player
Net racing via TIEN. when that systemis
up and running later this year. When you
factor in the typically stunning Papyrus

MARCH 1937

NASCAR RACING 2 * REVIEW

139 120 120 12
(1 R

WATKINS GLEN = CRUMPLED HOODS That speed and
gear overlay on the left may be switched on or off in-game.
So can those tire temps, but they're far more valuable,
especially on ovals,

Phoenix, the desert demons have been completely exorcised
and it's suddenly become a great track. Just try blasting out
of the pit exit then hurtling through its dog-legged back

straight—a veritable impossibility in the past—and you'll see

But while traditionally tough courses are less intimidating,
the mundane “easy” tracks have a new edge that make them
that much more compelling. Wide multi-grooved NASCAR 1
courses like Michigan and Talladega for example are still wide
but far less grooved in NASCAR 2, with an apron and low line
that can be positively hellacious. Stand on it and tum left?
Hardly. Darlington too has seen a ton of refurbishing, and now
you've got a no-banked low line that transforms abruptiy to a
high-banked high line, something that’s sure to keep racers
honest and up near the wall.

replay mode that now gives current posi-
tion and stats throughout and the usual
superb erash effects and break-apart cars,
NASCAR Racing 2 is one hell of a ride. &

PAPPEAL: Anyone with an apprecia-
tion of what it takes to modify and race
stock cars. NASCAR Racing vets looking
for more excitement and realism.

PPROS: Graphic detail and clarity that
blows away any other Papyrus game to
date. Exceptional car model and more
sensible track depiction. Less quirks
than the original and a second pair of

eyes to help you
through.

PCOMNS: Basically
wonderful Al goes
wacko under
unusual circum-
stances. No save
race feature.
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STOP PLAY

O Multi-round
tournaments with
actual British Open rules

3

O Compete as or against
8 featured pros

O First-ever animated
interactive caddie

O Play-by-play and color
commentary by ABC's™
Jim McKay with over
5,000 unique phrases

O Fully animated,
reactive gallery

O Two legendary courses:
St Andrews & Royal Troon

O Realistic weather
conditions that
impact play

O Spectacular graphics
with 3-D course objects

O Real-world ball flight
physics

LOORING GLASS

TECHNQDLOGIES.

ELOPEN
CHAMPIONSHIP

Mizrasolt
Wirdewy 55

© 1996 Looking Glass Technologies, Inc. Licensor and the Software Product is distributed under the authorization of The Royal & Ancient Golf Club of St Andrews. St Andrews and Roval Troon Courses are L
by permission of the St Andrews Links Trust & The Royal Troon Golf Club. The Open Championship Logo is used under license from “The Championship Committee Merchandising Ltd.”
All ather trademarks and trade names are properties of their respective owners. All rights reserved



G A ROUND

Compete in the first and only officially licensed,
championship tournament golf game...

British Open Championship Golf

Some golf games let you play against the pros. Others take
you to famous courses. But only one captures the drama,
excitement and intensity of competing against world-class
professionals in the greatest international tournament of
them all — British Open Championship Golf"
Played on a breathtaking recreation of Scotland's legendary
& St Andrews and Royal Troon
courses, British Open
Championship Golf" is the =
most exciting golf simulation ever. Test your skills against
towering bunkers, monster greens and deep rough.
Compete with more than 50 of the world’s top pros.
o Battle Scotland’s unpredictable weather. See and hear the
1 ....:. g- _' crowd react to your every shot. Enjoy live play-by-play
i~ commentary by ABC's™Jim McKay. There’s even an interactive
caddie you can turn to for advice. So when you're ready to stop playing a round...start
playing British Open Championship Golf!

BRITISH OPEN

CHAMPIONSHIP

GOLK

GET INTO THE OPEN

www.britopen.com

CIRCLE READER SERVICE #065



REVIEW * DAYTONA USA

Penaity Lap

Some Coin-Ops Are Better Left At The Arcade

by Gordon Goble

Price: $44.95

System
Requirements:
Pentium 90 or better,
Windows 95, 16MB
RAM, 2x GD-ROM
drive; Windows 95
compatible sound and
peripherals supported.
# of Players: 1
Protection: None (CD
must be in drive)
Designer: Sega of
Japan

Publisher: Sega
Redwood City, CA
888-SEGASALES
Reader Service # 339

he coin-op version of
Daytona USA, with that big
screen in front of you, a
force-feedback steering
wheel and foot pedals, huge
sound and a real person lo
drive against, is arcade racit i
at its immersive best. Now
Sega offers a little of that big-
time stock car excitement to
computer gamers with Dayrona USA.
Unfortunately, that's just what you get—a
little of the excitement mixed with heavy-
duty system requirements, inexcusable
control prablems, and lots of confusion.

ENGINE TROUBLE

You'll need a beely machine just to gel
to the starting line. Fven the recommend-
ed P90 with 16MB RANM may not be
enough; with just that system, [ was
forced to go with a small, postcard-sized
window for all on-track action. Worse, by
selecting a joystick as my control device
and assigning the forward/backward
motions for acccleration and braking (1

NO AIRBAGS ALLOWED There’s no such thing as
a break-apart car in Darmona USA, but you'll be
sure to get airbome after certain collisions.

natural move for a veteran racer), no
longer could | loggle through the game’s
menus. In the end, | got pretty good at
choosing the keyboard for menuing, then
swilching to the stick for driving, but il

was uncomfortable to say the least.

CGW
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The game
refused lo
remember my
button/axis pref-
erences after
shutdown, so |
had to reenter
everything each
time | played. In-
complete? Odd?
Hows about a
program that calls
ajoysticka “PC
handle™?

For that matter, how's about a manual
that says “Press ALT or 9 to access this
menn” when the 9 key doesn't do a
thing? How’s about a Win 95 game thal
doesn't acknowledge the existence of a
mouse? Finally, in bold lettering, there’s
the “Defficulty Level” setting, | difinitely
had some defficulty with that one.

With such hurried pre-Christnmas pro-
gramming evident throughout, the racing
seems almost secondary. However,
Davrona does offer decent 3D textured
mapped graphics on a par with,
say, Interplay’s WinpLast, multi-
ple viewer perspectives (including
in-car without mirtors), end-over-
end crashes, and an interesting
driving model that rides the line
between simulation and pure
arcade —just like the coin-op.

But though the racing is rela-
tively entertaining, it is limited to
just a trio of tracks. And, the pro-
gram does not offer qualifying,
custom car madifications, or any-
thing other than single one-ofl
races —so you can forget about contest-
ing a full series of events. Plus, multiplayer
driving is not supported —we're not down
al the arcade anymore, Tolo.

APC made” has been added for this

porl, one that asks you to win the race

POSITION

WHEEL-TO-WHEEL ACTION In the default exterior perspective, note
the gauges, dials and displays that fill the Daytona USA screen.

rather than run the circuit and hit the
checkpoints before time expires. Its anice
touch, as is the optional manual tranny
and cars that can spin out and even drive
backward. Unfortunately, vour vehicle will
merge through other cars at times rather
than collide with them, especially when
backtracking. Dang. No NASCAR
RACING-lype head-ons here,

Throw in some insipid Beach Boys-
type synth music (this must be the only
game that eould spawn an enlire lune
from the phrase “Rolling Start™), out-of-
syne engine rumbles and chopped andio
clips, and Davrona USA becomes a slop-
pv stock car exercise that pales in compar-
ison to NASCAR Racine 2s arcade
mode. Consider yoursell warned. %

FAPPEAL: Coin-op vets who want to
spruce up their game without drop-
ping money for each attempt.

PPROS: Looks and plays just like the
arcade game. With wheelspin, drifts,
and sensitive steering, offers a middle
ground between arcade and sim dri-
ving models.
PCONS:
Horrendous control
implementation, no
multiplayer mode,
and a sense of
incompleteness to
the entire program.
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MORE THAN 50 DUNK ANIMATIONS.

MORE THAN 10 CAMERA ANGLES & DOZENS
OF PLAY OPTIONS.

RUN-N-GUN WITH 1-4 PLAYERS ON PC,
1-8 PLAYERS ON PLAYSTATION.

CREATE PLAYERS & CUSTOMIZE YOUR TEAMS.
64 TEAMS & STADIUMS T0 CHOOSE FROM.

T0P 20 NATIONAL CHAMPIONSHIP TEAMS OF
ALL-TIME.

PLAY CALLING ON THE FLY.
REAL STATS.
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Price: $34.95

System
Requirements: 486/66
or better, 8 MB RAM,
40 MB hard drive
space, SYGA video
card, CD-ROM drive
Windows 95; full sup
port for DirectX 2.0
drivers, Sound Blaster
16-compatible sound
card

# of players: 1-8
(modem, IPX, or
TCP/IP, one CD
required for every two
players; additional
players can license the
use of the same CD
for $15 each)
Protection: None
Designer: Eric Parker
Publisher: Activision
Los Angeles, CA

(310) 473-9200
Reader Service #: 340

REVIEW ¢ A-10 CUBA!

- A Fine Gubhan

It Flies Like The Real Thing, But This Hog Has Warts

by Robin G. Kim

he Warthog: it sounds mean,
it looks mean, and with the
biggest aitbome gun in the
world and 50 pereent more
ordinanee thana B-1,itis
mean. When the name of
the e is close alh'snplmﬂ.
the A-10 Thunderbolt 1 has
no peer. Despite the A-10's
popularity among flight sim
fans, the only serious treatments of it have
been for the Macintosh, in the form of
Parsoft’s A-10 ATkl and its sequel, A-10
Cunal With Activision’s Win 95 port of A-
10 Closal, PC owners
finally get a chanee lo
check out the simula-
lion engine Mac fliers
have been bragging
about for so long,
Because A-10
Cupalis priced more
like a mission disk than
a full game, it should
not he surprising that
some shorteuts have
been taken, the most
obvious and lamenta-
ble being the lack of a
printed manual.
Documentation is
instead provided as a
Windows help lile.
Corners have also
been cut when it comes o gameplay, but
mostly on the infrastructure side. A-10
includes just four simple Iraining missions
plus it dozen canned combat missions in
Cuba. It has no support for campaigns,
pilot careers, or llight planning (though
youare able to make your own weapon
sclections). Mission debricfing consists
merely of a “you winkyou lose” message:
no scores, no kil statistics. "The focus of
this sim is clearly on what happens after

your've hopped into the cockpit.

CGwW
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INTERACTIVE COCKPIT

"The first thing that strikes vou when
vou enter the plane is the meticulously re-
created instrument panel, which contains
so many ganges and indicators that a
look-down view is necessary o take them
allin. Supplementing the complete set of
key commands, almost every button,
knob, dial and handle can be manipulated
with the mouse —a welcome oplion for
players who hate memorizing keys and
prefer a more hands-on feel.

Looking around from the cockpil is

done by panning among 64 evenly spaced

AIRPORT FROM HELL The huge towers in the wackier mulliplayer arenas
may not be realistic, but having something to hide behind makes for exciting
aerial deathmatches.

view directions. "The system is adequate for

navigating and attacking ground targets,
but its narrow ficld of view and huge blind
spot overhead make it entirely unsuitable
for dogfighting. The flat-shaded polygon
world beyond the canopy looks primiitive
by today’s standards, but exhibils high
(40x480 frame rates compared to most
texture mapped sims. Pentiun 90 and
faster systems can get smooth updates
evenat 10245768, To maintain a good
frame rate when performance would oth-

enwise bog down, the graphics engine
cheats a bit by slowing the passage of
game lime, sometimes by a factor of two
ormore, but these time warps usually
aren't noliceable,

Although the terrain looks rather
chunky, its varied enough lo make for
interesting low-level flying, Shrubs and
trees appear when you're close to the
ground, providing good altitude references
during daylight missions. Object graphics
are well done, showing such details as
extemal ordnance, rotating turrets, and

moving control surfaces on all A-10s.

CLEARED TO TAXI

Mosl sortics start with
vout in or near a hangar,
ready to taxi out onto the
runway with the other air-
craft accompanying you on
the mission. This is a nice
touch of realism, but the
process sometimes lakes
minutes and there’s no way
to skip past it. Once in the
air, vou'll be treated to a
truly state-of-the-art flight
model that performs realis-
tically across the entire
range of speeds, altitucles,
Grloads, and weapon con-
figurations. Regrettably, this
wonderful flight model is
hobbled by deficient joystick handling
roulines that make fine control difficult,
create centering problems on many PCs,
and cavse rudder pedal inputs to be
reversed. These flaws ruin what would
otherwise be a pleasantly fluid feel, and
can make giming weapons i exercise in
frustration. (A pateh is in the works to
improve joystick response and fix the rud-
der pedal reversal, and it should be avail-
able on Activision’s Web page by the lime

vou read this.)



Sure, Hhere are cheaper PC and Mac game confrollers
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REVIEW ¢ A-I0 CUBA!

4

he most impressive aspecl

of A-10's virtual world is

the verisimilitude of its

basic physics modeling.
[ivery object seems to have real mass
and responds appropriately to forces
exerted on it. Thus, your A-10 leans to
the outside when taking a turn a bit too
fast on the taxiway, and it may even starl
to skid. Hit the wheel brakes to regain
control and the nose will dip. When
landing, if you touch down tao hard or
while impropery aligned, your gear may
collapse or it may only hend, remaining
usable but frozen in place, for the dura-
tion of the mission.

Shockwaves from explosions are also
well represented. If an enemy Su-25
attacking your base drops a homb a short
distance away, your plane might be
shoved to one side by the blast, in addi-

UP CLOSE AND PERSONAL Even the most resilient enemy
tanks are no match for the A-10's powerful 30mm cannon.

Awide assortment of ordnance typesis
available for each mission, from cluster
bombs to Maverick missiles. Some
weapons are sim ilated with greal aceura-
ey—bombs, for example, can be diopped
singly, in pairs, or rippled with a user-
defined interval between each release —
but others are less than realistic.,
Mavericks cannot lock onto largels, greal-
ly recucing their effectiveness. 1 lyper-
veloeily rockets are present, even lhough
they never saw procietion, and unlike the
laser beam-riding prototypes, the ones in
A0 are unguided. HARMs (high-speed

=

Fun With Phy

tion to any structural and

systems damage it sus-
ains. In the air, the same
can oceur from near miss-
es by flak or SAMSs,

The physics model
mianifests ilselfin Mlight in
avariely of interesting
ways. Weight and drag
effeets for external ord-

nance lake into account
the placement of each TAKES A LICKING The Warthog soldiers on despite
tremendous damage. Just don't use your A-10's

split-aileron slyle air brakes with half a wing missing

unless you enjoy flying sideways.

weapon, so asyminelric
loads will cause a slow roll
to one side. "The massive
9000-Ib recoil of the
GAU-S Avenger 30mm cannon cansesa with parts of its wings and/or tail blown
noticeable deceleration when fired, just olf. Dealing with the resulting roll and
asyou'd expect, and the rounds arc vaw movements requires careful han-
downward due to gravity. Most remark- dling to avoid stalling ont.

able of all is the way the plane handles

anti-radiation missiles) can also be carried — worldly; one arena involves low gravity

in the sim, but not on the real plane. combal in an asteroid field!

MISSION IMPOSSIBLE
Sticklers for accuracy might wish to

DEPTH OVER BREADTH

A-10 Cupa doesn’t have much breadth,
avoid loading weapons imavailable toreal — and although its missions are sufficiently
Al pilots, but most of the combat mis- complex to warrant trying different
sions are already extremely difficult dueto—— approaches and the environs are interes!-
the high threat level and multiple objec- ing enough to encourage exploration,
tives you must accomplish and would be replayability is still relatively low, What the
virtually impossible without taking along sim cloes offer is a limited —but intense,
al least some HARMs. Missions are made —— immersive, and realistic — experience that
even lougher by the realistic lack of mis- shonld appeal to hard-core flight sim
sile launeh wamings —yvou must spot the —— experts who are up to the significant chal-

telltale smoke trail vourself—and the lenges it presents. %

need to identify air targets visually. The Al
» APPEAL: Veteran flight sim players

of enemy air and i__-_m||m| units is oulstand- iy 4 5
¢ desiring exceptionally challenging

MARCH 143/

ing, but vour wingimen and escorts are just
as capable. Unfortunately, there is no way
to communicate with your wingmen or
olhier flights.

“The game inchudes smooth running
network and modem play for those who
tire of miatehing wits witl i computer, but
it supporls only air-to-air death-
malches — not exactly in keeping with the
planc’s intended purpose —and lacks a
chat feature, The dueling environments

range from the imundane Lo the other-

missions in a realistic environment;
die-hard Warthog fans.

PPROS: Interesting missions, great
flight model, excellent Al, fast SVGA
frame rates.

PCOMS: No campaign, limited replay
value, quirky joy- [P

stick handling, no
wingman com-
mands, inade-
guate cockpit
views, no printed
manual.




THINK FMV SUCKS?
THINK AGAIN.

Think about fast, seamless adventure, puzzles and

special effects! It's all in

A Fork In The Tale™

15 frames per second

video—-even on a 2X drive!
Think about an Immersion —the new game that's
Engine™ projecting live so fast, so interactive
action so fast you'll you're killed 6 times in
make split second the first 10 minutes.
decisions just to If this game doesn't
stay alive. Think

about 5 CD's

change the way
you think about

packed with FMV* nothing will!

% Full Motion Video

NOT CONVINCED? GET THE FREE DEMO.
YOU’LL MEET THIS GUY. HE’D LOVE TO REARRANGE YOUR JAW WHILE
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST!

Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping?

in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo - yeah you
they want to kill you!) And then they'll kill you.) guessed it - kills you.)

L

Thanks to me and half a dozen other outrageous stand-up
Y comediang, there are so many laughs in A Fork In The Tale
that I'MV now stands for Funny with My Voicel

A FORK IN THE TALE.
A HILARIOUS LIVE ACTION ADVENTURE..
. Starring {"‘urmyman - ;ﬁiﬁm
Ro\r:l?:gh::;::rh:i:he ENTERTAINMENT Call 1-800-771-3772

s for Game Rating Information.
www.anyriver.com CIRCLE READER SERVICE #48

AnyRiver Entertainment and A Fork In The Tale are trademarks of AnyRiver Entettainment, Inc. lmmersion Enging's s a trademark of Advance Realily inleractive
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WANNA GO

Network and modem options B Advanced artificial intelligence Extensive recruiting feature
let you challenge your friends for |8 lets you grow players from let’s you rebuild your team
season or tournament play. [ freshman to senior year. after each season of play.




HIP BASKETBALL ON PC CD-ROM

BETTER PERFECT YOUR
MOVES, ‘CAUSE THERE ARE
63 NCAA CHALLENGERS
WHO WANNA GO, T0O.

It’s a college dream come true.

It’s about adrenaline. Bragging rights.
And wall-to-wall basketball.

Welcome to the nirvana of college
hoops. The Big Dance.
The NCAA Basketball
‘Tournament.

[t’s 64 of the top
Division [ teams in the

country. Playing in their own
rn THE n AN cE , arenas. With all the excitement of the
college crowds and rivalries built-in.

- And artificial intelligence so advanced,
your players’ skills actually improve as
they go from true freshmen to savvy
seniors.

Consider this your official invitation.
An “at-large” bid to the celebration they
call March Madness:

Lace up your high-tops, Cinderella.
'Cause you’re going to the dance.

Entertainment

N\ 2, PN 3

NOW IN

"'. ‘ 4

THESE >
; CHECK OUT DUR WEB SITE AT
' HITP:// WWH.IM.GTE.COM
1 s SEE YOUR LOCAL RETAILER OR ORDER DIRECT BY CALLING
STORES: \ # 800-GTETODAY.
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CEREREE ol the United States of Amesica.




Price: $50

System
Requirements: 486-
i (Pentium

5 [I or qreater
uILJ d'I ve

most joysticks, rudder
pedals, throtlle con-
trollers, and Sound
Blaster-compatible
sound cards.

# of Players: 1
Protection: Mone (CD
must be in drive)
Designer: Bob
Dinnerman
Publisher: Mission
Studios

kA kk ' REVIEW ¢ JETFIGHTER Il

Lightning Strikes

The Third JETFIGHTER Is Less Authentic But More Intense

by Scott A. May

ission Studios shoots for
the middle groumd
between hard-core sims
and acrial shoot-cim-ups
with Jriacieg
(JI73), andl scores a siz-
able hit. This is the long-
awailed sequel o
designer Bob

Dinnenman’s lwo previ-
ous hits, published under the Velocity
brand. As before, this is essentially an
entry-level sim, designed witla short
learing curve, vet long on detail and
replayability, Novices will like it becanse
it’s fast, fun, and easy to getinlo. More
advanced pilots may initially scofl at its
relaxed flight model and factual libertics,
yel they won't be able to deny the game’s
dlazzling environment. Can a sim have il
Both ways? JI73 proves that it can.,
UN REAL

“The action in J173 unfolds in the near
future, eirca 1998, You assume the wle of
an elite fighter pilot, part of the United

Nations Rapid Deplovinent Foree (RDI),

stationed aboard the UNS Peacekeeper, a
Nimitz-class nuclear aireraft carrier. Your
ultimate goal is simply to quash aggres-

sion and maintain world peace, throngh

FLY BY WIRES It's easy to find the electrical plant you must bomb-just follow the power
wires; JF3's landscape is chock full of such details.

Iorica, the Balamas, Puerto Rico, and
bordering South American counlries.
Lnough praise canr't be heaped on the
games pinpoint lerain mapping, covering
every peak, valley, river and coastal inlet.
1y low enongh and vou can even follow
roads and power lines from village tovil-
lage.

The three campaign scenarios are non-
linear, leaturing more than 90 missions
that branch aceording to vour perfor-
mance. Mission tasks range from routine
surveillance and air support to acrial com-
bat and attacking gronnd targets on land

and sea, Inaddition, instant missions give
you a Laste of action withont affecting
your campaign score, Included in the
instant missions are 13 raining lessons,
which can be played individually or as a
campaign. Here you'll leam the basics of
combat flight, from takeoffs and Tandings
to navigation and all variations of
weapons lraining=cach supplemented by
in-clepth printed instructions, Finally,
there’s a fiee flight mode for those times
vou just want 1o lest vour wings and take

in the sights.

AERIAL TOURS

“whatever means neces-
sary” (read: deadly force).
Your enemics include drug
cartels, terrorists, and evil
dictatorships.

“The game is campaign
based, covering—but not
linnited to—three general
regions: Cuba, Argentina,
and Chile. Covering more
than 3.5 million square
miles of real-world termain
(culled from USGS termin

databases), VOur girspace

also includes parts of south

CGW
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BOLTER! BOLTER! Although carrier landings are forgiving, they're
still challenging, as JF3 models the speed of the approach better
than its predecessors.

The game supports four
araphic resolutions (320:20(),
O3S0, GAOA00, znel
GAOAS0), which can be changed
on the flvvia in-flight menn or
function kes, This means you
can engage in combal at lower,
faster vesolutions, then swileh lo
hirres for nonaggressive sightsee-
ing. Unfortunately, not all video
cards are created equal. My
Cirmus Logie PCleard, for exam-
ple, staunchly refused to display

amything but the lowestand high-
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A smile. A hug. A touch. A tender thought. Friends

are for holding your hand, for sharing your laughter

and for wiping away your tears. We all need friends.
Even when we're trying to take over the universe.
Only then they're just pond-life, to be used for their
military knowledge and diplomatic skills, then spat
out and urinated on from a great height. Proving their
worth as mere stepping stones on the road to your

goal as the ultimate leader. That’s what friends are for.

EMPEROR of the FADING SUNS”
A military strategy game in space.
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SEGASOFT”
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REVIEW ¢+ JETFIGHTER Il

TRAILS TO HELL One of the most impressive aspects of JF3 is being able to spot aerial
melees from miles away by the numerous missile trails.

estresolutions: all others produced only
screen gabage: Auniversal VIESA driver is
supplicd, but even this won't guarantee suc-
cess,

You're given e option of flving wo
planes, the FAIS Hometand the 1-22N
Lightning 1. Purists beware: despite the fact

Unat the Navy never chose to order 1225,
this sim features an 122N carmier-based
cralt. Both aircraft are a blast to fly and are
nicely rendered Galthough no mateh for
Noval ogics similar 22 Licimine ). [ts
up o youto decide which aireraft will
accomplish cach mission most effectively:

Thissim features a relxed, but not totally
unrealistic, Mlight model. There are some
quitks—the ailerons are effective in full stalls,
and rudders work at high speeds. Also, there
seems to e little discemable difference in
flight cynamics between the F-22N and I8
Homet=certainly not the case in real life,
Still, while the hard-core crowd may scoff,
the fight model is basically satisfying, unlike
arcadlish games like SLENT THUNDER.
There are many nice touches, such as turbu-
lence bumps and concussion shocks when
flak explodes nearby: The best effect, howev-
er,is the game’s tangible sense of velocity,
whether vou're screaming down the carrier
deckor zipping 200 feet above the fand-
scape. Iew llight sims can malch the realis-
tic, gut-level feeling of speed like J173,

ARMED AND DANGEROUS

Your onboard ordnance includes the stan-
dard stufl: cannons, air-to-air and air-to-
groun missiles, and bombs, As you acvance
through the campaigns, the skies become
increasingly crowded with awide range of

“A DOUBLE MUST-HAVE.
| Anyone who plays compuler games
will want this AMAZING CHAIR!"

Marc Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the punch of
the afterburner!"
Ed Dille, ELECTRONIC GAMES

Now Available
to the Public

: ThunderSeat makes your | favorite 1||qhi sim as.
realistic as it can be without a muﬂun simulatorl

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 Raittle and Roll
for as little as $159.95!

T%ﬁtﬂc It%h‘e of yﬁ}ﬁ

For a FREE CATALOGUE CALL

1+ 800+ 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle - Suite C
Irvine, CA 92614-6106

714 - 851-1230 Fax: 714 - 851-1185

NASCAR okrecoil of your Chali Gan,
ThunderSeat lets you blast off to a new’
level of realism. -

CIRCLE READER SERVICE #181



JETFICGHTER Ili « REVIEW

ission Studios maintains a
strong online presence, with
support on the Internet
(www.missionstudios.com),
CompuServe (go FSFORUM or GAMECPUB),
and America Online (keyword: mission stu-
dios). In addition to the usual patches, FAQs
and updated product announcements, the
company offers a Mission of the Week. These
new instant missions are created by Mission
Studios staff, often using ideas submitted by
users. Though a far cry from an actual mis-
sion editor (promised, along with new cam-
paigns, in the first add-on disk), this is the
next best thing.

On another fun, but slightly trivial, note is
the Decal of the Week. These are graphic
logos-created with the game’s built-in paint
shop-that can be applied to your aircraft from
the hangar deck within the game.

More substantial product support offers
updated drivers that address problems with
joystick, rudder, and throttle calibrations (such
as the Microsoft SideWinder, Thrustmaster,
and CH Force F/X). Also upcoming: drivers for
high-end 3D video cards, including 3DFX and
Rendition-based boards; additional sound card
drivers; and a patch that will let you customize
custom joystick button assignments.

dered buildings, irports, electri-
cal lowers, trees, houses, liiL;h—
ways, and diversely lextured
farmland. [f your processor or
video card produces a frame
rate stutter, ry tuming off the
clouds or reducing the display
arca o letter-box size.

"The game features a cine-

matic walking tour of your car-

t m.-:']mmrI);mr,\\i!lnnnlliplu

+ decks and woms to choose

from. Die-hard flight jockeys
may see this as extrancons
filler—multimedia window
dressing designed 1o lure new-
comers or, for the tuly eynical,
merely bulk up the game,
Others will view it as an
immrrninn1r.'c|1nit|uc_ captur-
ing the atmosphere of ship-
board life, thus pulling you
deeper into the game,
EFidence of this can be found
in the shipboard library, with its
multimedia encvelopedia of
more than 500 photos, dia-
grams, and audio commen-
tarics.

]cll"l;;hlcrm I L'l][[L'II]l_\ the
overall best entry=level combat
sim available. Fven hard-core
sim-aholies are likely to bend

their standards a little, onee

fighters, bombers, intereeptors, and support
aircraft, both friend and foe. Enemy aircraft
Alis quite good at offensive and defensive
maneuvers, selting the stage for some
intense, prolonged dogfights. Luckily, vour
wingmien feature Al cut from the same
cloth, and vout do have some hasic contol
over their actions,

Other notable features inchude a serolling
virtual cockpit, clearly functional gauges, ter-
rain masking (to cloak enemy radlar), and the
heart-stopping cur of incoming AAA Irails.
Carier takeofls and landings are simplified
but realistic, from the jet blast deflectors to
the vessel’s bobbing motion in waler.

By far the most impressive aspect of the
game s its visual display, which bursts with

graphic detail: dynamic light-source shading,

translucent clouds, realistic haze effects,
smoke, fire, and more. Skim the ground and

prepare o be amazed at the accurtely en-

MARCH 1997

they feast their eyes on the game’s meticu-
lous graphie details ane action-filled com-
bat environment. Regardless of expecta-
tions or experience, few will deny that J173 is

(lat-cut fun to fly. %

FAPPEAL: Entry-level flight sim
pilots and sim fans looking for an
intense if somewhat fantastical
comhat experience.

PPROS: Branching mission tree
adds to the immersion factor; fan-
tastic graphics and sound and an
amazing terrain engine; hest feel-
ing of speed yet in a flight sim.

rCors: Relaxed flight model and
creative liberties
will upset sim
purists. If you're
flying on a P133
or slower, you'll
need to turn
down the graphic
detail.

SOMETHING

EVIL
HAS ARISEN
IN THE
ARIZONA
DESERL.

AND IT’S
WAITING FOR

Find out where you can
get a free interactive demo
by calling toll free
1-888-SHIVER2
or interact with the evil at
http://www.sierra.com/shivers2
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Sub Lite

o Clancy’s Sub Game Plays More Like A Slow, Wet Flight Sim

by Denny Atkin
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Price: $59.95
System
Requirements: [BM-
compatible Pentium 60
MHz or better (120
MHz recommended),
8MB RAM (16MB rec-
ommended), 10MB
hard drive space,
SVGA graphics,
Windows 95, 2x CD-
ROM, Sound Blaster
16 compatible sound
card, mouse

# of Players: 1
Protection: None (CD
must be in drive)

Designers: Clancy . i _ ) ) oversimplification
Interactive | sonar display, a target classification win- vou launching against enenmy boats while means important
Entertainment and dow, and a multifnction display. The lal- - using decoys, maneuvering, and thermo- aspects such as

Virtus Corporation
Publisher: Simon &
Schuster Interactive

New York, NY
(800) 716-4366
Reader Service fi: 342

Ithough it’s the first effort
from Clancy Interactive
Entertainment, SSN isn't
the first game aclaptation of
a Clancy novel. The late
1980s saw the wonderful
Rip Storm RisiNe from
MicroProse and
Mindscape’s lackluster
Hunt For RiEp OCToBER,
Alas, serions submarine gamers may nol
wanl to shelve their ancient copy of RED
Srorv RISING vet, as SSN clearly targels
the first-time submarine gamer. In fact, it
plays more like flying a plane in slow

motion than piloting a submarine.

DIVE PLANES
SSN puts a unique perspective on sub-

OH SHIP You'll rarely want to fire at enemy
shipping from periscope depth, as you'll
become the target of an antisub helicopter.

marine control. Instead of popping hack
and forth between the traditional series of
control stations, you control SSN using an
external view f_)f)rrjllr submarine with a
simplified control panel below. (Real sub-
marines don't even have porthales.) On

the control panel you'll find a radar-like

ter handles torpedo, Tomahawk VLS, and
damage control, as well as communica-
Hons &1!1[' map Eltl(l \\’x’lypﬂi'l'll readonls.

You control your sub using a joystick, your

CeW

MARCH 1937

mouse, or the keyboard
arrow keys.

Acquiring targets con-
sists of cruising patiently at
aslow speed, varyving your
depth and direction, and
trying to spot encmies with
your sonar withoul bt,'ing
noticed yourself. You gen-
erale noise by firing lorpe-
does, mnning too fast, or
using reverse power. Your
sonar has active and passive L
modes, bul search is limited
to the front and sidcs.

While you won't be doing any analysis
of the sounds in the game, the audio is
impressive. [rom sonar pings to your hull
creaking Lo whale songs, sound does

mueh to immerse you in the game —

especially il you wear headphones.

ON PATROL
SSN's primary campaign puls you on
patrol in the Spratley Islands. After the
discovery of oil, the Chinese decide 1o
annex the istands. Your submarine, the
USS Cheyenne, is almost single-hand-
edly responsible for defending the arca
from the hostile Chinese fleet. The 15
missions involve attacking enemy ships
and subs, escorting allied ships, and
Taunching Tomabawk missiles against
land targets. All of these boil down to wip-
ing oul every enemy ship you can find; in
fact, until all targets are prosceulted, you
can'l move on lo the next waypoinl. The
missions, introduced by convineing I'MV
newscasts, grow increasingly challenging,
"The battle action is fast-paced, with

clines to evade their torpedoes.
Unfortunately, these bouts of fast action
are punctuated by long periods of search-
ing for the next larget. There’s also a prac-

DAVY JONES' LOCKER A Chinese Han-class submaring
meets its fate; you can set your torpedoes to stealth
mode and lake oul enemies before you're ever detected.

tice game that allows you to create instant
missions against up lo eight encemy ships
and submarines. And a second dise con-

tains a video interview with Clancy.

TAKING THE PLUNGE

SSN should appeal to first-time virtual
submariners looking for an casy familiar-
ization experience and lo gamers more
interested in action than realism. But
experienced sub-game fans looking for a
realistic simulation of a nuclear attack sub
are better off waiting for Jani’s 688
Artack Sus. Clancy fans can pick up a
Iracle p;lp;‘.rh;u:k novelization, but il serves

more as additional background than a

hint book%

P APPEAL: Beginning submarine
gamers; SeaQuest fans.

PPROS: Very accessible for begin-
ners learning the basics of submarine
comhbat; wonderful visual and sound
effects.

reorS: Unrealistic depiction of sub-
marine control;

cavitation, knuck-
ling, and towed
arrays are ignored;
no time-compres-
sion feature.




45 pm: Fight ive-alarm fire. 8:56 pm: Collar criminals: .02 pm: Save shipiurecked Sims, When you're flyng A==~

the first game fo go above and beyond SimCity 2000° every jobiis n exireme rush. SimCoprer™ sends Yo on. !~ b
high-anxieti missions into 30 pre-Builf SimCity 2000 cifies. You can even‘impott your owwn SimCiy 2000 cities .
fur Imrnemane Emerueumes ﬁnd uuu il see uuur EIIIES ﬂS never I]Erure uu close in fhuper-realistic 3-1. Each 4g

' & : W few adventure heightens your EANS psss
o chiallenge, and your blood nressum H|se Up the:ranks and
| reap your reward: a new cnpter wwith all the extms an[l sev-
' eral extra near-death Exnenences

SimCify 2000 not:required.  pafa
Nerves of steel rexn_{nmenﬂeﬂ‘

fvailable for Hindows 85. ©1936 Haxis, Inc_ All tlgnfémmli SimCopter is a rademath anﬂ SimCily 2000 and Haxis are fegistered I{ﬂﬂeﬁlalks of Hauis, Inc. Il other rademarks or mglrslemd
] Irademarks are Ihe properties of their respective ouwners, o o Blﬂdltl 0r ordering In[almuhou contact your local retailer or call 800-33- HHIIS YVisit the Maxis Heb site af hltp:// wmﬂu | Matis.com.
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‘THRUSTMAS-
TER F+16 FLCS'
A versatile stick
with

unlimited

ultimate edge for
any flight sim,
Offers a grip mod-
eled after the F-16
fighting  Falcon,
four 8-way hat
switches & a dual
staga triggar. $108

“X-COM APOCALYPSE' You command the eits X-COM
troops a they investigats and repel an aen iasion of
Earth. You reséavch and ranutacire Weapons, ammor and
vehicles. Destroy the aliens before its t0o e, €D $45

T _W'_ ‘NEMESIS: THE

Meates WIZARDRY
DEMESTS S
: uniqua combina-

3 tion of elements
creates nch game-

play destined o
revolulionize the
adventurefrpg
standard, 4 CDS
packed with
extravagant multi-

medi, deliver an
@ SIATECH epic story, C0 $44

5 Chs

IBM HARDWARE g IBM HARDWARE

30 Magic Accelprator $139 Space Orb 360 $79
a0 Spex $79 T™ Drvng Cntrf T2 $108
Alte AGSSS Spher Sys $159 TMFIETQS 5108
CH F16 Combistick $58 TM F22 Pro §129
CH F16 Fighterstick 596 TM FLC F16 Sys 5108
CH F16 Flightslick 536 TH FLCS Limited Ed 5200

CH Flight Stick Pro. 348
CH Force FX §159
GH Game Card 3 Aulo $25
CH PC Gamepad 318
CH Pedals $46
CH Pro Pedals 374
CH Pro Throltle 390
GH Throttie $62
CH Virwal Plot Pra 369

TH Flight Contr Pro 539
TH Flight Control Sys 559
TM Game Card §25
TM Pro Play Golf Sys $499
TM Auddr Cntr Sys 598
TM Weapon Cont Sys 5§88
TM Wiz Pnball Cnirl $32
TM X-Fighter Jysick ~ $45
TM XL Action Gontral - $24

Dlamnd 30 2000 2MBS177 TM Phazor Pad a7
Eagle Max Joystick 852 ™ GP1 £
Game View L] VR Surlar 579
Graphics Blaster 302 5142 Verbal Commander 109

Grawis GriP Controflr 585
Gravls GrIP Fad 2 Pak 524
Gravis PG Gamepd Pro $27
Gravis Phoenix Joystk $83
Gravis Thundeehird 543 Bload 3D
Joyswilch 539
Labtc LCS 2612 Sphes $112

Amok 846
$48
Grusader No Remorse 526
Crusader:No Rgret $34

Lgitech WingMn Wirior $85 Dark Forces 530
M3 Sdwdr PrWiHibde 589 Dark Fres 2 Jedl 548
Master Pilol 552 Dark Vengeance 545
Maxx Cantrol Yoke 529 Die Hara Trilogy 46
MS Swndr Pro Pad 539 Doom 2 WA5 £34

PG Symphany £19
Reel Magic Vid Upgrde $99
SUPRAJ3GFM Int 5119
Sound Blaster 16 Val 395
Sound Blaster 32 PNP$152
Sound Scape Ensonig $129

Duciaman Legend of Fall $44
Duke Nukem 30 537
Duke Nkm 30 Atme $46
Duke Nukem 30 Pit Pk 525
Eradicator sz
Final Doom 546

IBM ACTION

'DESCENT  TO
UNDERMOUN-
TAIN' With a visit
from a slmanger
from the Tulure,
many characters
ar now developing
in the cracks and
under the rocks of
ancienl  caves,
Move through an
new world of 30
with 360 degree
movement. CD $46

‘STAR GENER-
AL' Feel the
power of an
incredibly
enhanced
Panzer General
Game. A 2-
level combat
. system accom-
modates space
and surface cornl:al Conquer enemy planets with
over 90 fully rendered 3D starships and 100s of
ground troops and multipul planel types from

fertile gems to barren wastelands. CD$43
'DESTRUCTION
DERBY 2

% Challenging new
& lracks thal are
' longer, wider and
faster with hills,
jumps and high
speed  banked
corners! Get on a
- collision course
with  crumple
zones and hit
and run may-
hem!  CD $47

GAMES

'INTERSTATE 76"
0 is scaue and HE

| S strategic ol
reserve. With a 425
horsepower ‘72
Picard Piranha and
an M60, its up to
you to put a stop lo
their pians, CD $48

'PRIVATEER 2:
THE DARKEN-
ING' You decide
what challenges
each day should
Include; scouting
a dangerous sec-
tor, hunting
down a wanted
criminal, defend-
ing an clnbatlicf.l planel, escorting a vulnerable
transport, delivering a valuable cargo, fy-
ing recon and many, many more lo choose
from. CD $48

'COMMANCHE 3'
Missiles away! The
helicopter itsell is
fully Eight-sourced,
shaded and ren-
dered with 30 real-
time  animation
whia easier to get
into and handie.
Night time maybe
the right time for
many of
Commanche ‘s
missions,  CD$49

CHIPS &BITSnc.

POB 234 DEPT 10851 ROCHESTER, VT 05767
INT'L 802-767-3033 FAX 802-767-3382

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

‘THE LAST
BLITZKRIEG' wil
put you in the
heat of Hitler's
last chance af
viclory in the
West. Detailed
battles, new land
combat system,
operational artifi-
cial intelligence,
1 replay  feature

for reliving bal-
a lles. CDS41

‘IM1AZ ABRAMS®
The player com-
mands a platoon
of four tanks, or
an entire compa-
ny team with
other  vehicles,
artillery,  heli-
copters  and
artillery attached
all from a varicty
of extemal views
and a mulli zoom
map view. €D $45

'ADMIRAL-SEA
BATTLES' A
naval - conques!
simulation game
® the combines the
B best of 18th cen-
tury naval war-
fare strategy with
challenging
i board play boast-
ing a full musical
score and  inte-
grated  sound
effects. €D $41

IBM ACTION IBM ADVENTURE @ IBM ADVENTURE i 1BM ADVENTURE IBM ARCADE IBM BUNDLES

Firefight Catishans Crstm Saloon §42
Gun Metal S-H Chronomaster 4
Killing Time Wa5 £34 Circle of Blood 843

League of Pain W85 844 City ol Lost Chitdren 841

MDK 544 Clandesting WB5 S44
Marathon 2 4 Cold Shadow 2
Mortilicater W3 4 Creation 352
Frey 530 Creatures 33
Quake $53 Crow-City Angels W35 542
Rulns 548 Gurse of Dragor 341
Shadow Warrior 549 Crso of Monky lalo 548
SkyNET §39  Cyberia 2 48
Star Trek Gearns W95 $48 Dark Earth W95 $46
Strife 539 Dark Rilt &4
Tenka $40 Dawn of Darkness £
The Fallen E ] Death Trap Dungeon  $42
53 L2 Deus W33 a7
ZPC WEs 516 Discworld 2 $44
Zombigvitie 544 Double Trouble 340
Drowwned God 59

IBM ADVENTURE j3t" 8
Ecstatica 2 47

101 Planet 544 Entomarph 835
Tih Guest 2 Wa5 £ Fighting Fantasy £40
Tih Guest $20 Full Throtile 528
Ace Ventura M G-Nome M3
Aden Quest W35 §43 Gabrie! Knight 2 $40
Advntres on Lego Isle 835 HardJack 8
Alnion $39 Harvester £36
Anarchy &4 Heart of Darkness §55
Ark of Time $34 Homicide £40
Athanar 40 Hunter Hunted W35 845
Azrovls Tear 539 Ingt Shrinking Hero 343
Bad Majo W35 $39 Indestructibles 44
Beavis Butthd Vit St 1 Interstate 76 W95 548
Bediam 546 Into the Shadows 548
Biast Chamber W95 540 KGB Files $43

Kings Quest 8 48 Secrel of the Luxor 842
Leisure Suit Larry 7 848 Shannara §42
Light and Darkness  $44 Sign of the Sun 834
Lighthouse 348 Simon Sorceror 2 30
Lost Dynasty $34 SnowJob W5 L]
Lost Vikings 2 §42 Solar Crusade 44
Lst Fs Shrlk Hims 2~ $42 Space Bar Wi 546
Magic of Xanth 42 Space Bunnies Mst Die 5435
Mummy $42 Spycrall Wos 7
Myst 41 Star Trek Judp fn Coll  $38
Myst 2 $52 Star Trek Voyoger S48
Nemosis 544 Star Trk StrFit Acad 846
Neverhood £50 Stars 842
Obsidian Wa5 £49 Super Stardust £35
Qullaws W5 47 Surl & Destroy L6
Pandura Directive S48 Surreal Wa5 s42
Phantasmagaoria 2 54 The Arrival 546
Phantasmagoria 552 The Dig 526
Plague 44 The Trial 4
Planettall Wa5 £44 Third Milenlum W95 $44
Pod 42 TimeLapse Ane Civil  $46
Police Oust 5 SWAT 847 Titande Jeny Out Time  $44
Power Dolis £30 Tme Wrp Or Brain Wa5 533
Pray for Death 28 Tomb Ralder £42
Presto M5 Toanstiuck 348
Pulp 532 Torin's Passage 325
QAD 42 Touche 34
QinTomb MidKing  $39 Under Killing Mogn ~ $19
Rama $48 Urban Decay $43
Roturn to Krondor $45 Varuna's Forces $45
Reverence B2k ] Virtuoso 84
Riana Rouge 844 Voyeur 2 842
Riddle Master Lu $19 WET Corpse 3
Ripper 548 We Are Not Alone 345
Rivers of Dawn i Vioodrutf & Schnble  $32
Riverworid £45 XenoPhage $30
Second World $45 Zork:Nemesis §53

30 Witr Poil Crp Nght 842
30 Ulira Pinball 840
Batman Forever Arcade 834
Beavs Bithd Lul Thys 819
Bvs & Bithd Cllg Diks 819
Cyber Gladialors WB5 345

Deadly Skies $38
Earthworm Jim 162 $25
Ecco the Dolphin $38

Full Tit Pinball 2 S24
Full Tilt Finbll Wa5 %24
GEX Was 539
Hyper 30 Pinball £34
Incredible Hulk §35
Jungle Pinball $30
Lode Runner Net W35 825
Looney Labyrinth Pball $29
Matblg Drop 524
Metal & Lace NRT3 527
Metal & Lace NR1G UG $5
Mission: Impossitie  $40
Mnty Pythns Wste Time $32
Monal Kombat 3 W35 $32
Pro Pinkall sar
Re-Loaded £33
Rebel Assault 2 825
Road Rash W95 e
Scorched Planst W35 $34

Sonic the Hedgehag  $30
Tempest 2000 34
Total Pinbatl 30 19
Vector Man £39
Virlua Fighter W85 842
Virtua Squad §42
WWF-In Your House 40

Worms 534
Worms Reinforcemants $34

20 Wargame Classics &2
Aces Collection &z
Ar Attack Pak £
Archives 28tar Wars  §4
Mari 2600 APWES 82
Altack Stack 52
Poweard Wining Wigmes §2
Complete Grt Nyl Bils 53
Detntve Wargme Coll 2 §3
Ecstatica Bundle 3
Eye of Beholder Tril &2
Frtsy Gnrl Strat Enol $3
Forgotten Realms Coll £3
Hroes M & M1 & 2 53

10 Anthology £
Inteply All Nghtr 2 8
Kilrathi Saga i3

Kings Quest Anlhology 52
Legend Kyrandia Series 52
Leisure St Larry Anth 2

Lost Adventures 52
Magapak 5 53
Might & Magic Trilogy St
Mile High Club §z

Pinball Gold/Buikfer  $3
Pnzr Gen Strt Gd Bndl 51
Police Quest Antholgy 52
Prince Parsia Collect  $1
Quast for Glory Anth §2
Rapid Fire Pak $2
$U-27 Strat Gz Bndle §3
Space Adventure Pack 52
Space Quest Anthology §2
Star Control Colictn ~ §1
Trophy Case LT
Ultimate Gamers Pak 53
Wrerlt Battle Chest §5

Visa, MG and Discover accepted. Checks hald 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH, COD $8, Price, availability, offer subject to change a1 any lime. Hardware

Sundand  Priant

Over MadTo _Mai To

ordsrs may require additional shipping and handling charges. Delectives replaced with same product, All sales final, Call for detals, T 3{;‘," ”.‘.ii oa oy ‘;" t G‘ﬁ% TEl“.I‘,"D‘;j;‘
Shipping and handling charges calculaled on a per order, per shipmant, and per item basis. The “per ordar™ charge is charged once per order placed and the “per item™ charge Is F,:: g”‘u;;w“ g}'ﬁ sf% g-nn ] sz-m 5?'01‘1
charged once for each item ordered and the "per shipment” charge is charged once for each shnmenl we make to \Gu Per ltem 75 smq 1.00 5200 5200 $600

Each United States order will include a G-month subscription 1o Compuler Games Stral

g upon available
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Dark Forces

Jdi aigh
*

‘DARK FORCES

JEDI
Search
Jerec,
man

your

Jedi,

KNIGHT"
for
the
that
murdered
lather,
You go to the
Valley of the
where

the force of 1,000's of Jedi is trapped.

Get ready flor

full

motion video

sequences with real actors and movie-
CD $48

like effects.

magical treasures.

IBM RPG
ml of Dawn 4
rch Mage Wa5 £48
rena Deluxe 7
letrayal In Antara 548
obira Mission $29
ark Queen of Krynn 19
ark Sun 2 §19
ark Sun Online W95 $15
eath Keep W5 316
eath Knights Krynn 815
labla 346
i By the Sword $48
isciples of Stenl $12
ungeon Master 2§25
Ider Serolls 2 $56

R Dsent Undrmin $46

aliout $53
mights Xenlr PG13 $34
wds of Lore 2 S48
\eridian 58 W95 Ex 2}
I Light & Darkness 348
ools of Darkness $19
avenloft Strahd 525
avniit 2 Sin Prop 519

ealms of the Haunting §52
twar Legacy 23
Ims Ark Shad Rva 45

acted Pools $48
erpent's Kiss 543
kyrealms of Jorune  $33
tar Trail 529

tar Trek THG Golleet  $69
tar Trek THG Frl Unity $45

tanckesp £30
acide s42
nderscape §18
ma 7 Series 515
iim3 B Pagan 515
Itima Online 3z

tima Undradd 1 4 2 %15
ted Adventures  $19
fizardry Gold Wa3 832

Enjoy expert

More.

‘DIABLO"

ulace. Enter

i 'CRYSTAL CAL-

you're piaing on a
two-dimensional
COMUEr screen.

fip

control, spectacular
sourd, autn battle,
flashing  bumpers,
and much, much
CD 524

An
unknown force
of evil has swepl
across the land,
plunging it into
civil war and ter-
 rorizing the pop-

world ol gothic
fantasy as you

play a female

warrior, a cunning rogue or a myst sorcerer. Deep

within the labyrinth discover weapons, armor and
CD $46

1843 Evro Air War
BB8I Hunter Killer
A-10 Cuba W5
ATF. Gold

A0 Tank Killr 2 Wa5
ACS Marine Fighters
ACS Navy Fightrs Gid
AH 64D Longbow
AHG4 Flash Pl Korea
Air Gmbt Ny Fies 87
Air Combat Pacitic Gold
Air Warrior 2 Wa5
Armored Fist 2

Bartle of the Ironclads
Comanche 3
Connuest of the Skles
Darklight

Descent Bundle
Descnt 2:Infnte Abyss
Destruction Derby 2
Dreadaught W5
EarhSiege 2 WO5
F-22 Lightning 2

FA 18 Homoet 3 W95
Falcon 3.0

Faleon 4.0

Falcon Gold

Fighter Dugl 2 WB5
Fighter Duel Pra Net
Flying Corp

Flying Nightmares 2
Formuia 1 Was

Great Naval Banles 4
Great Naval Battles &
Harrier 2020

Hind Hebicupter

Indy Car Racing 2
Indy Car Reng 2 W35
Jet Fighter 3

MIA2 Abrams WO5
MeehWarrior 2 W35
Mechwrrios Merenries

44
§45
S40
£46
S48
525
$3
3
25
$45
534
44
$49
46
$49
548
546
826
£48
847
§42
§40
$49
§45
516
$52
$482
£30
538
42
$42
$46
534
4
845
$14
548
§48
9
545
47
848

of gaming enjoyment

Microsolt FS 6 W35 $63
Monstr Trek Mdnss 840
Muzzle Velocity $48
Nascar Racing 2 48
Meed for Speed 2 £40
Power FI 44
Rally Champlonship 842
Red Boron 2W95 S48
SabrAce $10
Sand Warnors $46
Savage s40
Seorehar HA6
Shattercd Steel 545
Ship of the Line W35 $44
Stent Humer $39
Silent Huntee Pt 1-2 $15
SimCopter WA5 540
Supor EF 2000 W35 846
Super Motocross W5 $33
TFX EF2000 845
TRX: X-22 846
Team Apachy 4
Tost Drve: O Hoad  S42
The Condemned W95 $48
The Darkening 549
Thundar Truck Rally  $45
Thunderstrike 44
Tie Fighte Coll £28
Top Guo Fire at Wil 544
Trophy Bass 2 B
U-Boat 2 $36
VMK Racing W35 $44
Viper Wos 34
Wing Commander 3 29

Wing Commndr 4 Wa5 £33
Wing Comumndr 5 Wa5 855

Wipe Qut XL 845
Wirld Cor Giran Pax 2 344
X-Car Exprmintl Hen 544
X-Wing Collecior 524

X-Wng V Tie Fighir 554
IF-22 44

'HARPOON

way. Your goal
that prevents

sion. co

the minute
put  these

where
realism

new level

ar

Imaging sitting in
the frigid  waler,
strategically guard-
ing the Norwagian
coasl, Discover a
hidden submaring,
a fleat of enemy
ships heading your

510

destroy evervihing

you

from your mis-

s44

‘30 SPEX' From

you
on

you're engulfed in
30 pame field
wicked
rules,
Bring a whole

of

excitement to PG

games, adding to
your competitive edge with depth clues unavaltable
to the naked eye, plus exceptional comtort for hours

VIGIOUS
combat with
Ihunder of an
18, (1]

§19

'ACS: U, S, NAWY
FIGHTERS aT
Experience some of
the toughest air com-
bat in modem histo-
1y, wath &l new art-
work and terain,

shribes and engge in
Air-fo-air

Ihe
Fifv
£45

APBA Pro Boxing $38
Miidas Power Soccer  §32
British Open Goall  $45
FIFA Soccer 97 545
Fron Page Foothall 97 $48
Front Page Goll Was  $48
Gramd Stam 07 W5 $44
Handball 6 842
Hooves Thunder W5 $35
HyperBlade $40
Jack Nicklaus Goll 97 542
Legends FB 97 wWas  $43
Links LS 36
Links Pro Courses ea $19
Links Mo 366 $19
Lunar Golt a4
MS Gall 3.0 Wos $37
Madden Foothall 97 $45
Mizague Foothil 3 Wa5 34
NEA Hang Time W05 £46
HBA Live 97 845
NCAA Bball Final 4 97§44
NFL UB Club 97 s
HHL Hockey 97 B2
Open lee 546
PBA Bowding £32
PAA Bowding 2 £35

PGA Tour 98 Sawgrass $19
PRA Tour 96 Spish By §19
PGA Tour 98 Wentwith $19
PGA Tour Goll 96 Wi $37

SimGoll

Strange Goll Wa5
Ten Pin Allgy Was
Top of the Key

Total Control Football
Trigite Play 97

VIF Soccer

VR Baseball 97

VR Soccer

Winter Spons

$0
9
&40
829
846
$48
528
544
44
$28

Wrld Cup Goll Dor Beh $26
ARSI F AEARES CrEPEBAIAE dARES

Call NOW to Order! Source 10851

Tih Legion

Aris

Battheeruiser 3000
Binhrigiht Wa5

C & C Red Alert
Caesar 2 W35

Gave Wars
Clvillzation 2
Civilization 2 Scen
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Gomm Gong Covert Up
Command & Canguer

S48
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525
S48
348
L2
s34
$42
$26
525
525
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s47

Command & Canquer 2548

C & CWas

545

Cong of New World Dix 543

Conguest Earth

Dark Earth Strigy
Dtk Relgn Futr War
Deadiock

Dominlon

Dure 2

Dungean Kegper
Enemy Nations Wab
Fallen Haven Was
Flight Commander 2
Fragile Allianca

Frea Enterprise
Galactic Mirage W95
Heroes MEM WI5
Herces ol MEM 2
Impenum Galactica
I Whe Vioid

Japga Allne Dty Game
Lords of the Rim 2
MAX

Magic Gathmyg Stratgy
Master of Magic
Master of Orion
Master of Orion 2
Mecheommandger

Pax Imperia 2 W25

544
245
510
v
544
$29
46
s47
$47
£39
46
£45
&4
$32
535

£48
s48
529
e
546
S48
S48

'MAGIC: THE
GATHERING' This
top seliing trading
card game is now;
for the first time, an
interactive. multi-
player  online
compuler game
It's an addiclive
fanlasy game fea-
lunng  wizards,
exploration, adven-
ture and rok play-
ing. CD 546

‘COMMAND &
CONOUER RED
ALERT'  Wwil
never happened.
Hitier never rose to
power. In-stead,
Joseph  Stalin
and his Red
Army are plung-
W ing Europe into a
i bloodbath of ter-
| ror. Do you com-
mand the Allied
Forces? €D $48

'BETRAYAL IN

empire  over time
has fallen pry to
corruption  and
d decay. Today a well-
meaning  Emperor
i faces a crumbiing
infrastructure
where  bnbery,
intrigue,  nepo-
fism, deceit and
assassination run
o rampant. CD $48

IBM SIMULATION g IBM SIMULATION IBM SPORTS IBM STRATEGY IBM STRATEGY

Heach for Stars 2 W35 $48

Rebellion W35 348
Hisk W95 21
Selllers 2 39
SimCity 2000 W35 Net $51
Snar Contral 3 7
Star Geneeal $43
Stareraft Was 546
Syndicate Wars $46
Wages of War W5 829
Narcrall 2 346
Warcrall 2 Add On 526
Warloids 2 Dix 41
Warwind W35 543

Woaden Ship Iron Men 539
X-Com Apocalypse 345
X-Com Tere trm Deep  $29
X-Com UFQ Defense 519
z $43

“IBM TRADITIDNAL

Batlleship W5 4
Chssmastr Online W95 515

Chessmates 333
Chessmstr 5000 W95 $35
Clue $40
[nosaur Was 519
Game Gury 4
Garne Maker 3.0 $32
Hong Kong Mahjong 529
Magic Gathering W95 §46
Monopoty sS40
Monty Pythn Holy Gi $39
Serabhle b1
Shnghail Grt Mm Wa5s 826
Ultimate Yahtzee 528
Virtual Pool WE5 &40

You D't Knw Jok O Paks20
You Don't Know Jack 2 531
You Dont Know Jack  §31
You Ont Know Jack XL $42

‘M.A. X!
Mechanized
Assault A
Exploration. Your
mission is to colo-
nize new workls
on distant planets.
The enlire new
colony 5 up to
you to create. But
you arg not the
only one out there
trying 1o colonize
planets.  CD$48

'BATTLEGROUND
MIDDLE  EAST
Redigpons; fervor and
a young nation's
fight for survival
providing the sat-
ting for ths game,
covering the three
major wars (1856,
1967 and 1973)
between tha State of

Israed and its Arab neighbors. Surrounded on all sides
and out-numbered, lsrasl miraculously beat off invasion,

counter attacks while conguering the Sinal,

IBM WARGAMES

Alrika Korps 42
Age of lronclads 542
Age of Dars s42
Age of Sail s42
American Civil War - 5§45
Ratle of Bulge s42

Battlegnd Gettysburg  §32
Battieground Antictam  £41
Battleground Bull Run 842
Battleground Mid East 842
Battleground Shilgh 539
Battleground Waterloo 332

Blitzkrien 39
Broken Alliance 24
Close Combal Wos 538

Complte Creiers al War 542

East Front 542
Fantasy General §35
Great Battles Alaxndr  §44
Harpoon 2 Deluxe 525
Harpoon 47 W95 4
Last Blitzkrieg #
Myth 350
Nam 342
Over the Reich 39

Panthers in Shadows  §42
Panzer General 519
Panzer General 2 542
Panzer General Onling $15
Point of Attack 24
R E Lee CW Gen W55 548
Road to Mscw W35 343
Steel Panthers 837
Steel Panthers Cmpgn 515
Steel Panthers 2 543
TACOPS 544
Tank Resistance 2024 839
Task Foree 1942 §16
Third Resch 539
Tigrs Prowl Cmp 1-2ea 515
Tigers on Prowi Map 515
Tigers on the Prowl 529

€0 $42

‘THRUSTMASTER
F-22 PRO" With a
powder  coated
metal base, plass
filled ABS handle,
metal gimbal
mechanism, and
heavy gauge
spring  tension,
the F-22 PRO
gives you the
edge you need in
advanced tactical
warfare.  §124

FREE

GAME OFFER

Spend the specified
amount an any in stock
software and choose a
free IBM game from
the coresponding list
below. Request must
be made at time of
order.

SPEND $80

Elements 3.5, ESPN
Sports Shorts CD,
Precision  Approach
CD, Return of the
Phantom 3.5, Ultima
Underworld 2 3.5.

SPEND $160
Battles of Destiny 3.5,
Disciples of Steel CD,
Jutland CD, Riddie
Master Lu CO

IBM WARGAMES

Tigars on the Prowl 2 542
V Viclory Bundle 528
V Victory Market Grdn $13

V Victory Utah Beh 512
V Victory Veliky Luki  $15
War College £
Wargame CS2502 518
Wargame CS2804 815
Wargame C523013  $15
Wargame C52 5014 515
Wargame 053 Rifles 43 o
Zukov's Campgns $37 &
Zuly War 2 8
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Price: $48.99

System
Requirements: 486-66
or better, BMB RAM,
75MB hard-drive
space, SVGA graphics,
2% CD-ROM, DOS 6.0
or Windows 95; sup-
ports Sound Blaster-
compalible sound
cards.,

# of Players: 1-8
Protection: None (CD
must be in drive)
Designer: SimTex
Publisher:
MicroProse/Spectrum
HoloByte

Alameda, CA

{510) 522-1164

Reader Service #: 343

by Martin E. Girulis

t's been more than thiee years
since | reviewed MASTER OF
OrION, a game that revived the
enlire genre of spaceploitation
games alimost by ilself and estab-
lished the designers as the flavor
ol the half-decade in strategy
gaming, Now, after three name
changes and six-odd months of
missed release dates, the sequel
SIF gamers have been sweating in their
spacesuits for is finally here! MASTER OF
ORION 2: BAIT1: AT ANTARES is a big
game with a big name, but does it mea-
sure up 1o all the long-in-waiting expecta-
tions? TThe answer, as you might have
expecled, is a eomplex tale of “Yes and
NU.,.

THE GOOD

[Fyou were a fan of MOO then you'll be
ahappy little cow once again, because
MOOZ is a bigger, lashier, more refined
game.The basic idea is unchanged; the 4Xs
are still important
have to eXplore, eXpand, Xploit and
eXteminate your way lo a controlling inter-

to win the game you

estin the Galaxy..or at least your neighbor-
hood of 40-xlel stars and their surounding
planets. As far as background for this game,
MOO2 is more like a remake than a sequel.
The mysterious and bountilul Orion is still
here, its devastating lechnological treasures
still protected by the Uber-Dreadnought
known only as"The Guardian, But now, tak-
ing out this city=sized battleship to get a
tech edge on your fellow empires is not the
only subplot. It scems that the old enemies
of the Orions, the pesky Antarans, are still
alive in hyperspace somewhere, and they
pop out from time fo time to harass the
remaining races of the galaxy. Using ultra-
powerful weapons and ships that act like
vessels lwice their size class, they never cap-
ture or colonize, only destray. So while you

have the original canol, conguering the

CGW MARCH 1997
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. Return To Orion

MicroProse Launches A Winner In The Space Race

Cuardian of Orion, there is now an added
mission — to make your way into hyper-
space and put an end to those psychotic
Antarans once and for all.

The biggest change in mechanics is the
number of ships that can realistically appear
in the game. Gone are the davs of fleets
consisting of 700 frigates and 250 destroy-
ers. In fact, each individual ship now
appears on the balllescreen; there are no
more “Stacks” at all because, although you
might be able o build them, you could
never afford the upkeep. MOOZ uses the
concept of command points, generated
every tumn by starbases, to set a practical
limit on the number of ships you can field.
Ships require a certain number of com-

BILLIONS OF STARS Though you're still out to carve a galactic empire,
now the pesky Antarans are back from space exile to derail your plans.

mand points every tum based on their size;
the ]n’%cr the ship, the more points it
requires, Now you can still have more ships
than are supported by your maximum com-
mand points, but every point that you go
over costs you 10 points of revenue —not a
prohibitive sum, but even the most efficient
empires will be hurting if they go a death
star or two over their command limit.

‘The other major change is in the way
technology is researched. Instead of the

usual research model used in other games,
where you eventually study everything that
calches vour eve, players are forced to
choose one out of two or three possible dis-
coveries in a discipline. After they make that
one discovery, their scientists move on to
another discipline, forever losing the
remaining lechnologies in the former disci-
pline unless they trade or steal them from
another civilization, "This touch is enough
to make dealing with the other races much
more interesting, and it forces yon to make
tough choices as well as create a technolo-
gy profile distinctive to your style of play.
"This can make for some fascinating “guns
or butter” choices, a direction sorely missing

in other SF games.

As for the
rest of the
game—such
things as alien
races, ship
classes, stnic-
lures and
weapons —if’s
all bigger and
better and it's
allin spiffy
SVCA.
Evenvthing
from the first
MOO is here,
plusathid
more goodics.
Fvenold
fanatics will have enough new toys (o keep
them busy for hours to come. "The comput-
er opponents are good, if not strong. "They
know most of the dirty tricks and are gener-
ally relentless when you're on the min. The
Alis definitely the strongest I've yet seen in
an initial release from Sim<Tex. All in all,
while not revolutionary, MOO?2 shows
somie welcome signs in design evolution,
enough to get the game clear of the
MOTS (more-of-the-same) stigma.
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A CuberJunhie’s
UiCimate Fantasy
Come True....

Cross the boundary that separates
dreams from reality. Enter the virtual
world of Net: Zone, an adventure
game with a world full of bizarre
computer programs, artificial life
forms, and floating platforms.
Discover the CYCORP virtual reality
interface linking you to the cyber-
space world of the Genecys Zone.
Attach the neural device to your
head, and let your mind interface
directly with the Zone....the secrets
of CYCORP and the mystery of your
father’s disappearance are waiting...

To order, interface with your local retailer or call
1-000-GRMETEH

WebSite: http://www.gametek.com
Q1996 Gametek, Inc. Al Rights Reserved
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REVIEW - MASTER OF ORION 2

AND THE BAD

Where MOO2 fails to entirely satisly is in
gameplay itsell. The command point sys-
lerm was a great way of limiting those ridicu-
lous monster flects, but unfortunately the
way its st up now, it completely favors the
altacker. Morcover, games still have a ten-
dency to devolve quickly: the first person to
build a steammoller fleet wins. Since your
number of ships is so limited, its impossible
to protect all of vour planets or even really
chew np an attacking fleet by nagging it
over two or three star systens, 1 your big
fleet loses to the enemy, its all over but the
crying Y times out of 10. A disappointing
end o a big game. Asmall modification,
like reducing the command cost of ships
silting in their own star systems, could have
made the endgame less of a fait acompli.

Another bonehead play-balancing idea

was o allow players o create ieir
own custon races without thor-
oughly testing the impact of the vari-
ous advantages and disadvantages.
Aparl from the fact that | personally
think it’s dumb to treat an entire
species like a Leader from Mas iR
O Macic, the inclusion of some-
thing called the Creative Advantage
renders an extremely cool part of the
game completely imelevant. Being
Creative allows a ree Lo receive all
the discoveries in a discipline instead
of just one —meaning the era of
tough choices is over once you make
U YOUF OWT FaCe.

“The multiplayer aspect of this

game is also uninspired. There is no effec-

tive player communication and no means

for players to smoothly quit or rejoin a

‘Racial Superiority

CGW MARCH 1597

f you are finding it hard to win with the standard races, go into the cus-

tom menu and see what you can do. Most players should pick the zero

modifier Dictatorship as a government type. Use your initial poinis to

pick up two crucial advantages: the game unbalancing “Creative” char-
acteristic discussed above, and the Warlord aspect, which gives you bonus
command points, allowing you to create larger fleets earlier in the game. If
you. find yourself needing a disadvantage to pay for extras, the -10 to spying is
probably the least painful. Try to avoid negative modifiers to research or rev-
enus, as they will come back to haunt you.

MAD MIDGET SCIENTISTS Tech research is a step up from other space games.
You can tailor your tech needs, choose war or peace and create your own, special-
ized science repertoire.

A BIG BANG The welcome departure from
unfairly huge fleets has been replaced by an
equally unbalanced command point system,
which still favors the attacker and handicaps
defenders.

game in progress, Combine this with very
few gameplay options, and it seems more
like a network patch for the old MOO than

agame meant for the modem age of con-

| nectivity from the ground up. You can play

this one on TIEN, but vou probably won't
be able to with all the cool options on
unless yon and your friends have alot of

time and money on your hands.

THE AGE OF ANTARES
Despite these odd shortcomings,

- MastEr O OrioN 2 is still way up there on
¢ the list of games [have played this winter,
¢ just not as high as T would have thought. It's a

great game, but I suspect that once the initial

i mishiisover, Il be glad | didn't give up my
i copies of DFADLOCK or SPACEWARD 110
{40, What will keep me MOQ'ing long into

97 though, is the fact that it still does some

' things better than all the rest. So while itmay

not be all that it could have been, Masiin

- o ORION 2 is more than likely to make you
| feel like awinner in the space race. &

PAPPEAL: Any aficionado of space-
ploitation games.

PPROS: Some nice developments
from the original and some truly
awesome technologies. An excellent
ship-to-ship combat module.

PCOMS: Some
play-bhalancing
problems, a few
initial release
bugs and a primi-
tive (by today’s
standards) multi-
player suite.




“The real deg,l in real fime.”  “Red Alert has set a
-(GW standard by which other
=N - strate y games are now

- “C&Cis hack, bigger an judged.” “=Happy Puppy

“One of the bes& you_;__|| {md AT HETHlLEHS EVEH':'NHERE
in the worldof PC gul‘l‘les. 1.
~Gamespot }

“Don’t expe
much after you'hig
this one.” -PC'H

Irademark of Westwood Studias, Inc.@ 1995, 1996 W.'ns"
ftearporation. All rights reserved.

Command & Conquar is a registered trademark and Command & Conq
Windows is a registered
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Price: $54.99

System
Requiremenls: 486-66
or better processor
(Pentium 90 or better
recommended), 8MB
RAM (16 MB RAM for
Win 95), 40 MB hard-
drive space, Windows
95 or DOS 6.0, VGA
graphics, 2x CD-ROM,
mouse; Sound Blaster-
compatible sound
card.

i of Players: 1-8
(modem, null modem,
Internet, 1PX)
Protection: None (CD
must be in drive)
Designer: Westwood
Studios

Publisher: Virgin
Interactive
Entertainment

Irvine, CA

(800) 874-4607, (714)
833-8710

Reader Service f: 344

REVIEW ¢ RED ALERT

‘Red War Ii

Westwood Sheds Real-Time Light On The War That Might Have Been

by Martin E. Cirulis

ack story is usually an after-
thonght in stralegy games.
Will one or lwo notable
exceplions, the premisc is
ustally just enough to ratio-
nalize going there and
L‘illing that. So, it was 2 real
switch when Westwood's
relinement of real-time
warganing, COMMAND &
Conpuer, offered us a story so good that

it enticed you lo play just lo see the next
cul-scene. The matcerial was strong
enough that it even prompted a prequel.

Riny ALERT s a real-lime strategy game
Ut takes us into the past of C&C “reali-
ly,” where vour job is to fight an alicrnate
World War 1 with the Westem Allies fac-
ing off against the Soviet Union for con-
trol of Furope. Whatever the result. this
world will be the one that grects the
arrival of Tiberium and the Chios we bal-
tled in C&C.

EVERYTHING OLD IS NEW AGAIN
“The world of RA seems to be drawn

from the journal of non-reproducible

results; from the Philadelphia Fxperiment

to"leska's nattiest purported breakthrongh,

CGW
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whatever is pseudo-science for us is a real-
ity in this game, and it is nicely reflected in
hoth init lechnology and storyline. Here
we have Testa’s work going into giant coils
that fry Allied umits at long range—and
Finstein himsell is a prize of war. ven the
dark and terrible Stalin is a prominent fig-
ure in the storvline, and his frighlening
erin and gallows humor will haunt you in
justabout every cut-seene on the Rossian
side, RA picks up a lot of points onstyle
l'lhll'll'.

Whether you play Allies or Soviets, the
basic action is much the same as in

UNCLE JOE The cut-scenes, acling and storyline of Rep ALenr are first rate, as you meet
Einstein, encounter strange science fiction and get briefed by the evil Josef Stalin.

C&C; vou build bases, harvest “miner-
als,” build structures and units, and move
through the plot by completing one com-
hat scenario after another. The biggest
change for RA s the switch to true SVGA
graphics. While this is a purely cosmetic
thing for most wargames, here it has two
important effects on gameplay. First, the
increase in resolution temskates into small-
erand clearer graphics, effectively dou-
Dling the viewable arca of the pliying
arenat. Second=for those who complained
that C&C was only aboul mouse-
clicking—the SVOA graphics have
slowed the action down, allowing more

time to think. While it is possible to acljust
the g

C&C time, the inereased size of the on-

une speed up to above-average

sereen playfield still allows for more realis-
tic mancuvers and planning,

Alsa, you can now give large groups
movement orders and force them to
remain in their original formation, " his
alone practically doubles the tactical
value of the game. The unit Al s also
strong on defense, and units lend to react
very well to intrusions into their zone of
control, allowing you to rely on them
defensively.

And speaking of Als, the compuler
plavers in RA may not be anvthing lo
write home about, but they have learmned a
few nasty tricks. In general, any lack of wil
is well compensated by numbers, and
eneny harassment attacks are now much
stronger and tend to come from two
directions simultancously. "The only real
disappointment here is that your oppo-
nent is still usually as blithely unaware of
being blasted from long range as he was in
C&C. Pathfinding Al is still sometimes
questionable, and players should avoid

long-distance movenment commands,

IRON CURTAINS
AND FORTRESS EUROPA

C&C fans looking for new lovs won'l
be disappointed. The new units for the
Soviets range from guard dogs that can
tear a soldier to shreds in a second (but
die very easily themselves) to himter-killer
subs and ground attack fighters. Fven
their standard artillery picce is the deadly
and exotic V2. 'The Allies have less flash to
their new weapons, but there are interest-
ing additions to the usual tanks and
machine-gun jeeps.'The Western answer
Lo the Russian sub fleet is o whole set of
naval vessels: the gunboal, the destroyer
and even a heavy cruiser. The Allies can

also produce medics who automatically



heal any soldiers they come in conlacl
with.

Apart from the new units, the cal-
scences and music are both at least equal
to the very high quality mark set in C&C,
and the introduction alone is one of the
hipper things to be found on a CD-ROM
these days. Both storvlines are involving
and actually quite graphically pleasing
from the get go, especially for the Allics,
‘There are some scenes that should be
kept out of the hands of kids—unless you
think Hannibal Lector is a fine role
madel. The acting is good by compuler
game standards (though Einstein is dread-
ful and Stalin isn’t quite spooky enougl),
and it’s a treat seeing the imaginary history
of C&C, including the birth of the
Global Defense Initiative, being fleshed
onl.

The scenarios themselves are tough,
being much better designed than those in
C&C, and they are meshed more tightly
1o the storyline. There is still the mix of

base battles versus quests, where you must

L e

AINT WAR PRETTY? One of the many improvements in
Red Alert, besides better multiplayer options and cooler
units, is the SVGA graphics, which have enlarged the play-
ing field and slowed down the action a bit.

achieve an end without building up a base
to support your efforts, but now these two
types of seenario play are often combined,
You might have to conduct a secrel
bombing of a key enemy installation with
commandos before vour construction
unit arrives, or vou might have to capture
and protect certain enemy buildings while
utterly destroving the others. All inall, it’s a
much more organic and realistic string of
scenarios that form the campaigns for
cachside.

RED ALERT * REVIEW

BETTER RED THAN DEAD In this alternate world history, the Soviets are especially nasty,
brimming with “what if” technology-including the electrical fury of the Tesla coils.

NEW WORLD ORDER?

My only complaint about RED ALERT is
that some aspects look much better than
others. Sometimes it feels like you are
plaving with the roots of a much more
ambitious design that was tied up quickly
about halfway through. "The Soviel units
seem very cool and inno-
vative, while the Allies
have only a couple of
good ideas and a lot of
holdovers from C&C; as
if they were worked on
last and there wasn'l
much time left to make
them unique.

The introduction of
more air and sea units
conld have signaled a
real expansion for the
game, but instead it is rel-
egaled to the lil-for-al
school of game balanc-
ing: the Allies get thiee
ships and the Soviets get one, the Sovies
gel three atlack aireraft and the allies gel
one. The game never really expands into
these new areas the way WarCraer 11 did
with naval warfare. "This same undercul-
ting of potential exists on the infrastrue-
ture side of things as well. While there are
oil wells and exploding drums eveny-
where, it scems that the part where they
would have been integral to an expanded
tesouree systenn is gone, and they just lie
there like volatile chotehkics.

There are a couple of other laws that
may aggravate some players. Undying
DOS aficionados will feel cheated by the
buggy and inadequate DOS version of
this game, which doesn't play in SVCA.
The other small problen is the choice of
subject matter. 'Those with long memories
or a working knowledge of history may be
somewhat bothered by Josef Stalin telling
the player what a great guy he is.

Despite this, and the fact that Ren
ALERT could have been a real leap for-
ward instead of a very cool expansion, it is
still casily the best real-time strat game of
the quarter. [t will slake the thirst of any
Covaann & ConouER fan while we
wall for C&C2 to arrive, and il offers a
solid enough game inand of itself to
make an excellent entry game into the
genre. So unless you absolutely hate real-
time strat games, RED ALERT is an excel-

lent alternate history lesson, &

PAPPEAL: Any fan of real-time
strateny games, especially Commanp &
Conguer.

PPROS: Excellent SVGA graphics that
actually enhance gameplay, hip music,
and two excellent storylines with well-
integrated scenarios.

PCOMS: Doesn't
add as much to
gameplay as it
could have, poor
DOS implementa-
tion, some
aspects of the
storyline could
offend.
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Four races are at violent odds for control of the Zefa galaxy! IF will fake all your strategic genius fo harvest resources, learn new technnluu[es dnd build
the superior space armada. Buf looming over all of you is the ulfimare rnrearl fin evil race more powerful than you and your combined Enemlesl

Star Command: Revolurion. More fo control. More fo command. More fo conquer.
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Price: $54.95

System
Requirements: 486-66
or better processor,
B8MB RAM, 34MB
hard-drive space, Win
95 or DOS 6.04, 2x
CD-ROM, mouse; sup-
ports sound cards with
DAC.

# Of Players: 1-4 (via
modem or network)
Protection: None (CD
must be in drive)
Designer: David
Lester/lmpressions
Publisher: Sierra On-
Line, Inc.

Coarsegold, CA

(800) 757-7707
Reader Service # 345

kkk*k REVIEW ¢ LORDS OF THE REALM [i

- Medlieval Mayhem

lurn-Based Strategy And Real-Time Combat Liven Up The Middle Ages

by Tim Carter

iven the number of fantasy
games that utilize quasi-
medieval settings, it is inter-
esting that so few of them
deal wilh real-life medieval
situations. LORDS OF THE
Riatat 1, from Sicrra’s
Impressions, demonstrates

that you don’t need flying

dragons or Flven wizards to
make the Middle Ages interesting and
fun. Some goad old-fashioned warmon-
gering will do nicely, thank you.

As a min-of-the mill European noble-
man cirea 20040, vou find that vou
cannot in good conscience allow the
recently vacated throne to go inclaimed.
That selfsame conscience, of course, also
prechuides your recognizing the pedigree
of the other pretenders Lo the thione.
Conflict is imevitable and won't be
resolved until one of you has united the
kingdom, most likely under a mail-cov-
ered bool.

There are numerous thrones Lo vie for,
as the game provides maps for England,
Scotland, France, and Cermany, as well
as for the Crusades and for a number of
Oriental locales. A few generic maps are
also included, although | found that the
game lost much of its atmosphere when

not setina particular locale.

YOUR PARDON, MY LIEGE

Loros L is essentially a wargame, with
little of the political flair of the period.
“There are no marriages, foreign aid, family
ties and the like. If it were a play, I'd have
to say its all blood, without either rhetoric
or love; it’s really just rise an army and go
a-stampin’.

Fconomics playsa hairly central role, how-
ever, as you must not only build or purchase
weapons and mercenaries, but also feed
your people soas to Tave a large and healthy

population from which to draw soldicrs.

CcowW

MARCH 1337

BUBBLE, BUBBLE, TOIL AND TROUBLE One of the best aspects of Loros Il is being
able to dump boiling oil on your enemy—especially in multiplayer games.

Food is the single most important commodi-
tvin the medieval economy; without it you
won't e able to keep your people happy;
and without a decent surplus your ammy will
starve as well. Fach county under your con-
trol has a number of fickds, which may be
allocated for cattle or wheat farming or lefi
fallow:

Your economy s rather fragile and can fall
apart quite casily if all the realism oplions are
selected. Oversing vour arable land will
cause it to deleriorate, requiring you lo allo-
cale many peasints to reclimation. Avariety
of random events such as lloods and fires can
also destroy a field, and since you will likely
need every square inch of lerritory, its a good
idea to keep onlop of your kind use, Without
decent agricultural practices, vou will soon
run short of food. Without enough foad,
your population will begin o dic or emigrate,
possibly to countries controlled by your
opponents, Also, stanvation will destioy
morale, which in tum will hurt your income
while enconraging further emigration.

Tall, its a deficate balancing acl, made
mare difficult by the need lo periodically
draft large numbers of your population into

the amuy At the same time, you must also

have spare peasants fo work the mines, quar-
ries, and forests for natural resources Lo build

castles and weapons.

BURN, SIEGE, PILLAGE

As the other lords don'tseem willing lo
immediately acknowledge vour call to great-
ness, a little conquening is inorder Anny cre-
alion isprt‘.—ll_vsirnplt-: Vol dralt as many peo-
ple as vou think your population can spare,
amm them with whatever weapons you have
built or purchased, and send the whole mob
off to do their worst.

Annies may fight in the open field,

NO WOOL SWEATERS While some fans
may miss the sheep, the rest of the
strategic game has been improved from
Loros |,
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“War Wind will please real-time strategy gamers to nn end."

—Harry Purpy

““War Wind belongs to a holy place set aside for those
once-in-a-blue-moon games that utterly redefine
what players expect.”

=CompUTER GAMING WoRLD, UK / FIvE STARS

A MINDSCAFE® COMPANY

[DKLAMF ;7 Developed by DreamForge Intertainment, WAR WIND is a trademark of Strategic Simulations. Inc.. a Mindscape Company,

Windoves is a registered rademark of Microsolt Corporation. £1996 Strategic Simulations, Inc. Al rights reserved,
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REVIEW ¢ LORDS OF THE REALM i

Stomping Your Way

-~ ToThe Throne

hile the road to the kingship is rel-
atively straight—beat up everyone
and it's yours—aspiring noblemen
can still profit from a little strate-
gic and tactical advice. Economic management
must be based on balance. Begin reclaiming fields
right away, and remember to let some lie fallow for
a year. Manipulate your taxes frequently to keep
your population happy enough that they won't revolt
but not so happy that your land becomes overpopu-
lated. Higher taxes bring in more money, which is
obviously useful.

If one computer player begins to dominate the
map, as is often the case, begin waging a systemat-
ic economic campaign against him (or her). When
pillaging, be careful not to totally decimate a county
right before you are about to take control of it.

FORBIDDING TOWERS A good castlie design
allows you to fire on attackers from both sides
as they advance on the gate.

When going after border
counties, focus on wiping
out the opposition's
peasants—this reduces
his army but leaves the
fields intact for when you
take over. Remember,
most of those peasants
would have died defend-
ing their homes from
your army anyway.

When fighting in the
open, try to attack from
as many sides as possi-
ble—provided you have
at least equal numbers. This will allow you to get
amongst your opponent’s archers, keeping his mis-
sile fire to a minimum. Don't forget that you can
direct the fire of your own archers.

into the attack.

Thioughout the game the
command interface is casy
and intuitive, and 1 found the
real-lime combat to be quite
enjovable, even il many open-
ficld battles seemed to degen-
erale into mob scenes after a
while. | suspect this is pretty
realistic, frankly, and many his-
toriams have noted that
medieval annies were gener-
ally given a double ration of
alcohol right before entering
baltle,

‘The artificial intelligence in
LoRrDS OF THE REALM 1L s
fairly competent but unin-
spired. This is a game that will
appeal more fo multiplayer
gamers, as hoth strategic

! action and tactical combal is

quick and simple enough o

i be played online.

My favorite battles were
undoubtedly the castle sieges.
IHere you send your men
scurmving to the battlements to

rain arrows and boiling oil on

 the oncoming ammies—or
- throw huge numbers of peas-

ants and swordsmen againsta
moat, filling it in under fire
while catapults try to breach
the walls or battering rams
knockin the gates. The archi-

 tecture of the bigger castles

| make fora good fight, and |

had a great time trving fo keep
asmall garrison alive againsta
much larger invader.

engage in castle sicges, or simply pillage and
bum the countryside as they go. Batlles are
fought in real-time (as in LorDs 1), although
youmay pause the action o give your units
their orders. Animated figures representing
each of the various lypes of soldiers (archers,
crosshowmen, swordsmen, knights, pike-
men, ete) will march and fight asyon
require, although they do tend to bunchup
or gel disorganized when made to move

long distances. They will also respond verbal-
Iyt orders, including a Mel Gibson-like "fol-
lowme™ when the swordsmen are ordered

CcowW MARCH 1397

Unfortunately; the computer doesn'tdoa

particularly zood job with castles, and for the
full effect you really need a human oppo-
nenl. The compulter opponents also have a
major flaw in their strategic response to some
types of threats. Frequently they will not con-
solidate their forees before moving against
you, allowing your defenders to overcome
two or more weak anmies, when a single
combined foree would have ereated a much
bigger problem. In addition, it is possible to
wage systematic economic warfare against

the computer by repeatedly pillaging

BESIEGED AND LOVING IT Regardless
of realism questions, you'll find that
assaulting a castle is more fun than
pitched battles on the plains.

wealthy enemy-held districts, with little fear
of retaliation.

My only other gripe with this game is the
halF-hearted attempt at historical flavor. On
the one hand, the maps look very authentic
and add to the feel of the game, while on the
other, cach county plays more or less like all
the others—meaning it doesn't really matter
where you start, Also, the opponents are all
generic, with names like The Baron orThe
Bishop, and no attempt has been made at
accurate heraldry. Given the ease with which
these effects could have been added, partic-
ularly titles such as the Duke of Burgundy or
Lord Comwall, their exclusion takes away
from an otherwise superior product.

Asagame, LORDS OF THE ReALM [Tis
fun, fast, and easy to leam but still challeng-
ing enough to keep strategy gamers oceu-
pied for many hours. The lack of realism and
asomewhat weak Al detract a bit from the
final product but not enough to make it any
less of asuceess. &

PAPPEAL: Medieval enthusiasts,
strategy gamers looking for a relative-
ly quick and easy game to learn.

PPROS: Clean, fun, simple, with
decent tactical combat and a distinc-

tive strategy system based on the
time period.

PCOMS: Weak
computer oppo-
nents, generic
roles, and little or
no politics erode
some of the
game’s potential.
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Command & Conguer Gold Edition for Windows® 95!

ALL-NEW GOLD EDITION FERTURES

Super VGA Graphics intensify

realism and excitement

Internet Head-to-Head play

Play against competitors across the world

\ ’“% gy, with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and deskiop patterns

¢¢¢¢¢¢¢¢¢¢

Incoming! This Winfer! | d  For Windows"95.

Command & Conguer 15 a trademark of Westwood
Stedios, Inc. £1995, 1996 Westwood Studios, Inc
All rights reserved. Windows 95 is a registered

* Requires existing Internet access W W wW.Ww e [=] ? w O 0 d com trodemark of Microsolt Corporation.
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Price: $49.95

System
Requirements: 486-33
or better processor,
8MB RAM, 5MB hard-
disk space, SVGA
graphics, Windows 3.1
or 95, 2x CD-ROM,
mouse; supports all
Windows-compatible
sound cards.

# of Players: 1-2
(modem)

Protection: None (CD
must be in drive)
Designer: John Tiller,
Jim Anderson, Joseph
Hummel, Jim Rose
Publisher: TalonSoft
Forest Hill, MD

(800) 211-6504

(410) 821-7282
Reader Service # 346

REVIEW * AGE OF SAIL

Sails Unfuried

TalonSoft's Real-Time Sailing Game Springs A Few Leaks

by Bob Proctor

n AGE OF SAIL (AOS) TalonSoft
weighs in with its first real-time
design. There are actually five
clock settings: pauscd, real-time,
and three aceelerated scitings
called fast, faster, and fastest. Yet
things happen much slower than
in your average flight sim, and you
will spend very little time with the
clock nning in real-time.
Perhaps the term contimious action is
more appropriate. Then again, did you
know it takes an average of live minutes to
reload a cannon? And almost as long fora
100-gun behemoth to complete a 45-
degree tum? Smaller ships are more
responsive, but | think you begin to sce
the appeal of a fast clock.

IFor those who are murky on just when
the Age of Sail occurred, the game covers
the period from 1775 to 1820, in other
words, from the American and Irench
revolutions through the Napoleonic wars,
There are 105 scenarios, of which 70 rep-
resent battles between England and
Itance. An even 100 are historical battles,
four are just for leaming the game, and
one is a fictional battle taken from C. S,
lorester’s
Homblower series,
Ships from 11 dif-
ferent nations are
included —more
than 2000 in all!
“The small US.
Nawvy is well repre-
sented with about
70 ships and 21
scenarios. There is
) L.'Elillpilil;ll gal'l (o
in which you start
asan ensign in the
British, Irench,
Spamish, or
American navy: If

you are successful
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BATTLE OF TRAFALGAR This top-down, 2D display shows two British columns bearing
down on the French-Spanish in scenario 76. The lead ship in the upper column is being
fired on by the French Heros; Santissima Trinidad has fired and is almost reloaded.

in the historically plausible encounters
that follow, you receive promotions and
larger ships to command. [f all that isn’t
enough, a scenario editor lets you modify
any of the 105 scenarios or create new
ones.

oy y thet th
n.um@m_u%ﬁm €.
=

NAVAL CAMPAIGNING Use the character generation screen to

choose a name, a picture, a country, and a time period. Keep in
mind that promotions to higher rank and larger ships are based
on your prestige rating.

A CAPITAL SHIP ON AN OCEAN TRIP

You can’t play by e-nail as in
‘TalonSoft’s BATTLEGROUND series (no
turns), but there is a provision for modem
play. Unlike other recent real-time games,
AOS has no provision for network play.
lor solo play, there are three settings for
Al: manual (off), automatic (on), and
automatic with fog of war. Both sides are
set independently, but there is no way to
have the Al contiol some ships on your
side and leave others under vour control.

The Al seems competent al first, but
more familiarity reveals a number of sig-
nificant faults. For example, when the
wind shilts and catches the compuler’s
ship from dead ahead, the Al doesn't
change course, but lets the ship sit there
motionless. The Al always changes to
chain shot at close ranges, even when it
shouldn’t. Then, if you sail away beyond
the range of chain shot, it sometimes sits
and waits for you come back in range
instead of reloading.

These faults are the sorts of thing that
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REVIEW * AGE OF SAIL

nuﬂ_.,.n!_.;fSaili vs. Wooden Ships & Iron Men

e most obvious difference between Ase oF SaiL and Woonen SHiPs & IRon
Men is that AOS is real-time and WS&IM is turn-based. Real-time for ships,
planes, etc., works best when the player has a single point of view. If, in a
flight sim, you also had to fly your wingman'’s plane, you'd go crazy jumping
back and forth, Thus, In AOS, the emphasis (75 of the scenarios) is on single-ship action.

In battles with multiple ships, however, you are forced to jump around, and the interface

begins to get awkward.

Take navigation commands, for example. There are only two: Turn Right 45e and Turn
Left 45s. If you want to make a 135e= turn, you click the button 3 times—the ship will
“remember” the commands and perform them even if you jump to another ship. If, how-
ever, you want to turn 45= left (say, to bring guns to bear) and then turn 45e= right (to

‘resume the former course), you can't just click the buttons in that order, since the right

tum button also serves as the cancel command for any left turn orders (and vice versa).
You have to order the left turn, wait several minutes for it to complete, then order the right
turn.

As long as this situation occurs on only one ship at a time, it's not hard to command a
squadron of five or six ships. Things are happening slowly, remember? In large batlles
(and there are 11 of these) there are usually four to six squadrons and you can give com-
mands to an entire squadron. So it is possible to manage dozens of ships in real-time and
only go a little crazy. Squadron commands are tricky, however, since different things hap-
pen depending on which ship you have selected when you give the order. And when your
squadron gets out of a neat line of battle, it becomes impossibly confusing, because all
ships perform the order no matter where they are on the map.

A0S and WS&IM do share some qualities. They each have 8 points (directions) of sail-
ing, 5 levels of crew competency, and omit land, shallow water, and ancharing (although
AQS allows ships to remain motionless, even in a strong breeze!). Each game includes
scenario editors but not ship editors, and both have “campaigns” that are little more than
random scenario generators. In AOS' scenario editor, you choose from 2000+ ships listed
alphabetically (no dates given); in WS&IM, you choose ships by period, by country, and by
class and can rename them.

They differ most dramatically in that WS&IM has a more realistic sailing model, with
drift and tacking maneuvers; ADS' model lacks momentum and drift and all maneuvers
are combinations of 45-degree turns. In both games, crew quality affects the accuracy of
cannon fire; but AOS crew level also affects the rate of fire (score one for real-time!).
WS&IM crew quality affects strength in melee; in AOS crew size affects strength, but crew
quality does affect willingness to surrender. WS&IM is limited to 25 ships per battle, while
the AOS limit is unknown (but is at least 70 ships). The bottom line for now is that the

THIS IS MUTINY Age oF SaiL (left) and WS&IM (right) appear very similar here, and we were
winning in both battles. But unlike WS&IM—where you decide how long to fight—a couple
of hull hits and our poor crew forced us to surrender in AOS, even though we were winning!
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can be lixed in patehes —version LOZ has
already been released —but [ think they
show that this tille was hurried to market
in time for Christmas shoppers. The cam-
paign game has similarly rough edges, the
text explaining the battle does not always
appear, and the red Xshowing the battle’s
location is sometimes in the middle of 2
lanel mass. These peenliarities have little
bearing on play; more signilicant is the
apparent lack of thorough play testing, If
you're successful, you eventually gel pro-
moled lo a ship of the line and then spend
the rest of vour career trving (and failing)
to catch smaller craft that know better
than to engage. After ten ar a dozen of
these fulile efforts, retirement begins lo
look appealing,

TRADITION OF VICTORY

Another problem with the game is that
acrew of the poorest quality will surren-
der automatically when damage or casu-
alties reach some arbitrary threshold, even
il you are winning the battle! Really bad
crews are rare in scenarios, but ina cam-
paign, you almost always get a ship witha
poor crew al some point.

Although I've done a lot of fault find-
ing, there are things to like about AOS,
particularly the gr.':p]:ic‘s, the absence of
program crashes, and the enonmous ship
library: AOS does caplure some of the fla-
vor of the period, and it is a game with lols
of patential. Many of its problems (Al and
olhierwise) could be fixed with patches,
TalonSoft has shown with its Bariie-
CGrOUND line that the design team
improves steadily from one game to the
next inaseries. lor those of us who enjoy
real-time sailing, we hope they'll do the
same with AG or San. g

PAPPEAL: 0ld sailors, officer
trainees, and powder monkeys.

PPROS: Beautiful graphics, huge
number of scenar-
ios, enormous ship
library.

PCOMS: Weak Al,
slightly awkward
interface, lack of
network play.
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Price: $49.95

System
Requirements: 486-33
or better processor,
8MB RAM, 5MB hard-
disk space, SVGA
graphics, 2x CD-ROM,
Windows 3.1 or better,
mouse; supports win-
dows-compatible
sound cards.

i of Players: 1-2 (hot
seat, modem, or e-
mail)

Protection: None (CD
must be in drive)
Designers: John Tiller,
Jim Rose, Charles
Kibler

Publisher: TalonSoft
Forest Hill, MD
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The Gornfield

AnmiEmm Is The Best Of An Excellent Series

by Bob Proctor

he BATTLEGROUND engine
showeases larger-than-life
battles, from Waterloo to the
Bulge. But despite the
improvements made to their
ARDENNES game (now fitled
BULGE), the system is at its
hest when simulating 19th-
century conflicl. Virtually
identical to BAITLEGROUND
4: SHILOH in terms of functions and fea-
tures, ANTIETAM is such a fine example of
how much TalonSoft has improved its
BAITLEGROUND engine from rough
beginnings to the best on the market that
it should make corporate America jealous.

The gorgeous maps — painted by
Charlie Kibler, who did nice maps for so
many Avalon Hill board games—and the
use of small figures as umit icons invite you
to come in close to sce the detail,
Zoomed in, you see less of the map,
whicl means that with the longer-ranged
weapons of the 20th century, you can't
see who's shooting at you, and the move-
ment of mechanized unils is always going
off the edge of the screen. That means
lots of scrolling, which is Ihe one weak-
ness (performance-wise) of the BG
engine. The map gets “clunked” in mem-
ory, and when vou scroll across an invisi-
ble seam there is an agonizing wail. I1s
really only five seconds or so, but it seems
like forever.

I spite of this, the game plays very well
on computers with just the minimum
requirements, especially those that sup-
port a resolution higher than 640 x 450,
‘The BG engine supports three different
sereen resolutions: 640 x 480, 500 x 600,
and 1024 x 768, (The difference can be

seen in the sereen shots, done at different

CGW
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PILE THE BODIES HIGH AnTieTam's hi-res graphics beautifully depict the bloodiest day in
American history. Here at Miller's farm and cornfield, losses on both sides are high.

resolutions on the same 14-inch monitor,)
Whereas the visible map is 7 by 9 hexes at
640 x 480, you can see about 14 by 3 in
1024 x 765 —about three and a half times
more areal This is large enough to display
80 to 90 pereent of the map for the small-
erscenarios, which means you'll iardly
ever have to seroll. If your system supports
only 640 x 480, vou'll have to choose
between serolling more or playing in
“zoomed out” mode where the hexes and
units are much smaller. If they get too
small, | find the 2D display mode a little
clearer. It uses squares or counters for unit
icons imd just doesn't have the visual
appeal of the 3D mode. Its also possible
to muke the map full sereen by dropping
the unit information at the bottom, but
that makes it harder to see the data.
Besides, | enjoy seeing the different uni-
forms of the regiments. For the first time,
a wargame has me wishing for a bigger
monitor—much bigger! [ can use 800 x
600 as a reasonable compromise for
now—and it’s nice to have a program that
supports enough options that compromis-

es are possible. But, hey, if I'm going to lay
out my money for a 19" tube (dare I think
21"2), T want TalonSoft to support 1280 x
1024 as well

“DESTROY THE REBEL ARMY, IF
POSSIBLE.”
-A. LINCOLN

[t was a fascinating battle, the single
bloodiest day in U.S. history. The Union
Army had superior strength, but their
uncoordinated attack resulted in several
separate encounters on different types of
terrain, What these clashes had in com-
mon was that they were confused, desper-
ate, and bloody. 'This chaolic approach
makes the battle casy to break into smaller
seenarios that work very well in lerms of
meaningful objectives and good play bal-
ance. Thus the primary attraction in
ANtz is the Jarge number of interest-
ing and varied short scenarios, This makes
it a good choice if you are buying your
first Bari eGroOuND title, 'The historical
scenarios lock in wo factors— the time
that McClellan released the Union forces
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~ The Scenarios Of BG: Antietam

to attack and the time the Confederate
forces from Harper's lerry amived. Many
of the Iypothetical scenarios do nothing
more than randomize the timing of these
events —an ingenions way to make soli-
aire play more unpredictable while

retaining the overall feel of the battle.

~ 08, The Battle of Afitietim

VULTURE'S EYE VIEW In the 2D strategic view, Antietam Creek
runs along the hottom, the town of Sharpsburg is upper left,
Bloody Lane is smack in the center and the Miller farm is upper
right. And check out the variety of those Union uniforms!

CCwW MARCH 1837

here are 25 scenarios, of which 18 deal with
September 17, 1862. Four represent the entire
battle—all day, all locations. One is historical
and three are “What if?" scenarios. Five sce-
narios represent “half battles” with half the map and about
half as many tumns. Three of these are the northern half (one
historical and two “What if?" scenarios) and two represent
the southem half (one historical and one, slightly longer, that
asks “What if Bumside had attacked sooner?")

The other nine scenarios all poriray pieces of the action,
seven of them historical. The names—Carnage in the
Comfield, Bloody Lane, Burnside’s Bridge—will be instantly
recognizable to anyone who has read about the battles or
walked the battlefields. They range in length from 5 turns to
23 turns (about half the full battle), with four of them in the
8- to 12-turn range, a good amount to play in one sitting.
The battles in the north center on Miller's farm and cornfield,
an open area surrounded by woods on three sides. Farther
south there are fewer trees, but the rolling hills provide cover,
.and there runs the sunken road known as “Bloody Lane.” To
the far south, the Confederate forces around the town of
Sharpsburg face Burnside's Corps across Antietam Creek, the
banks heavily wooded but the heights on either side relatively
open. In the center is the bridge where Burnside struggled
for hours to force a crossing, but close by are the fords
where his troops could have crossed easily.

REVIEW ¢ BATTLEGROUND: ANTIETAM

PLUG THAT GAP! This 640 x 480 screen shows Fox Gap
from South Mountain, The rebels (on the left) take advantage
of stone walls and uphill positons.

0Of the remaining seven scenarios, six cover the Battle of
South Mountain, which occurred three days before Antietam.
Three of these portray the entire day's fighting (two are what
ifs) and three show the key actions in short 10-turn scenarios.
The map has much higher hills and is mostly wooded, but
many roads and trails make flanking maneuvers possible. The
Rebels are always outnumbered but have the advantage of
good defensive terrain and an uphill position. These are good
scenarios fo begin with as they have low unit density. The last
scenario is a skirmish on the evening before the big event. It is

just six turns, with refatively low unit density and good balance.

e Al has been gelling steadily more
aggressive. I ANTIETAM, it is just as ageres-
sive as il was in SHILOH and this leads Lo
realistically high casualties — 1 ran up
more than 4,000 (for both sides) in three
hours in the comficld! 1Eseems like the Al's
judgment has improved in many situa-
tions: melee, counter-
hattery lire, and pro-
lecling supply wig-
ons. IMthereisa
weakness, it is that
the Al is loo aggres-
sive on defense, par-

ticularly conducting a

fighting wilhdrawal.
l'or this reason, |
think my favorite soli-
taire game will be
conducting the
Conledenate defense
againsl the Union
onslaught. Play bal-
anee inmost seenar-

ios seems even. A few seem Lo favor the
Union if vou avoid the historical mistakes,
Dbut you'd expect Uat with any hallway
decent simulation. Of course, if vou're
willing to sacrifice a bil of realism, vou can
adjust the balance in any scenario by using
the “Advantage” slider to give one side or
the other a permuanent die roll modifier i
combat. BAITEGROUND: ANTISTAM is 4
wonderful addition 1o a great series. | can
hardly wait for Burt. Run%

PAPPEAL: Anyone with an interest
in gaming historical situations.

MPROS: The BarTLEGROUND engine is
the hest yet for 19%-century hattles,
with bug-free programming, beautiful
graphics, and a e
wide variety of sce- 4
narios. And this is
the hest of the lot.

FCOMS: Slow
scrolling on some

systems; no sce-
nario editor.
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Gl:l witere no gamer has gnne before
- BEYOND Panzer General™ Volume 4 in
SSl's swad-winning 5-STAR 'SERIES,”
STAR GENERAL" is light-yéars -
ohead of ifs proud ancestorl
- Feel the power of an incredibly -
o enhanced Panzer GENERAL game engine.
S \ ¢, ATwo-Level Combat Sustem that accomnfodates
space combat AND surface combat. Resource man-
agement - conguer enemy planets and develop
them for your needs, See the beauly of over
*90 fully rendered 3D starships, 100+ ground
units and multiple planet lypes. Command,
+ 8 mulli-planetary force as you skuggle to repel the
advances of six slien races. Endage in a variefy of wars as
any of 7 different races. And be prepared to put in some lime!
The scope of STAR GENERAL is a5 vast as space itself - with -
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D Advanced

ungeons&Dragons-,
CD-ROM

FORGED in
DRAGON
FIRE

The Aovancep Dunceons &
Dracons® CGD-ROM
Gore Rules includes:

3D map maker—an exclusive _
way to create maps with all the o MoNnsTROUS

AD&D? conventions, and then MANUAL® database—and
render them it's customizable, too!
IteS0: « Player’s Handbook
Character generator— o Dunceon MasTer GUIDE .~
I iy

a complete generation system

based on the Player's  Tome of Magic

Handbook rules. o Arms and
Encounter generator— 53" ipment
random monsters, and you can 108
put them on your own maps! o And more! _-'/ :

Treasure generator—any
type, any size treasure can he
created'in a few mouse clicks.

’&‘1‘ CD ROM Cure Rules

(/

\ TSR #2167
ISBN 078690602

Avaliable at Waldanbooks, Hastings, Media Play, On Cue,
Books-A-Million, Crown Books, Electronics Boutiqus, Softwars Ete.
L Babbages, game, hobby, and books stores everywhere.

Gel the demo on the internet at

fip.mpgn.com/Gaming/ADND/CD-ROM-demo
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 ADVENTURE/RPG

hey've taken on
cities, islands, ant
tarms, goll, heli-
copters, health
and the earth.
Now Maxis
weighs in with
onc of the
world's hardest

things to simu-

Iillt': i l[L’(‘{'Ill adventure frame. Like many

game companies before them, Maxis has

chosen to ride the apparently unstoppable:

wave of Mysi=alikes with "THE CrysTAl
SKULL, a three-CD adventure complete

with pretty graphics and full-motion

video, Its not the worst game in the world,

but we don't recommen that Maxis
abandon their sim franchise just yet.

‘Thestoryisset in the time of the Aztee
empire, during the reign of Motecuhzoma
11, known more familiary (though incorrect-
Ivjas “Montezuma 11" [tis just before the
armvatl of the Spanish, and Moteeuhzoma
sees bad omens evennwhere, including his
dreans.

Arceuring figure in the dreams is

Ouetzal, birdkeeper in the roval o0, and our

hero, e emperor wants o see himand
onclers Smake Skirt (his trusted advisor) o

b If you liked the look of
Sierra’s recent KING’s QuEsT
games, but thought the
gameplay was a bit too
syrupy, you should consider
SirTech's FasLe. The lush
high-res animation of an ex-
Disney artist is complement-
ed by four huge worlds and
some four dozen characters
with which to interact.
Whether this adventure will

“challenge your moral fiber”
continue on page 202 W

CRYSTAL BALL

Numb Skull

Our Resident Aztec Expert Dissects THE CrySTL SkuLL Tour |

bring Quetzal to the palace. Snakey has
otherideas, however; he orders the guards to
kil Quetzal instead. So, at the start, Quetzal
must avoid the guards and come upwith a

safe way o visit Moleeulzoma to leam

HONEY, HAVE YOU SEEN MY KEYS? Quetzal's quest for a mysterious crystal skull will

main cursor changes -;ha]x' asit
moves around hot spots on the
sereen:a pointing amow for move- .
menl, an eye for something tolook at, a talk
balloon for people to talk to, and a hand for

‘ ‘ Some

nice touch-

es aside,
Maxis” first
adventure
game is
simply

mediocre. ’ ’

send him to a variety of locales in ancient Mexico,

what’s going on. When he gets there, the
emperor orders him to find the envstal skull,
and the restof the game is aken up wilh
Quetzal’s efforts 1o oblain the mysterious
artilact.

HINTING AROUND

The games interface is very sinple. e

iterms that can be picked up or manipulated.
Al the bottom of the sereen is the toolbar,
where you can sive/restore, examine your
inventory; pick up some info on Aztec cul-
ture, bring up amap, shapeshift or geta hint
fora difficult situation.

‘The map is not a typical automap; it is
complete when you look at it, and some
locations are “enabled,” mean-
ing vou just click on them to go
there. Only a few of these loca-
tlions are enabled on any section
of the map. While this culs
down onsome travel time, for
the most part you'll still do a lot
of walking around. The invento-

rv pouch shows everything
Ouetzal is carrying, Using an
ilem is simply a matter of pick-
ing it up with the cursor, then
clicking the cursor where you
want to use the item. Ifan

ubjeet can't be used in a partic-

CGW
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in the same way as Uttima IV has yet
to be seen, but Sir-Tech deserves a lot
of credit for taking chances in an era
of pretty—and empty—MysT-clones.

b Cyberdreams' BLue HeaT is nearing
release. You may not have heard much
about this game from Orion (Pictures)
Interactive because its content is likely
to be somewhat controversial. It's a
murder mystery built around a photog-
raphy studio that specializes in men'’s

magazine photos. Featuring 5,500 stills
and 2 hours of video (much of the
footage featuring female frontal nudi-
ty), gamers will need to question 16
suspects and follow up to 400 clues to
solve the mystery. A host of familiar
television and film stars enliven the
acling. Blue Hear is definitely a step
beyond Nom in both subject matter and
game size, a Silk Stalkings for the
computer gamer.

Price: $29.95

System
Requirements: 1BM-
compatible 486
DX2/66 or better
processor, Windows
3.1 or Windows 95, 8
MB RAM, 3 MB hard
disk space, 2x CD-
ROM, 256-color SVGA
monitor, mouse; sup-
norts all Windows-
compatible sound
cards. (Macintosh ver-
sion requires 68040-
based processor or
better).

Proteclion: None (CD
must be in drive)
Developer: SOME
Interactive

Publisher: Maxis
Walnut Creek, CA
(510) 933-563
Reader Service {i: 316

ular situation, you can’t take it from the
inventory.

“The in-game hint system is extensive,
wilh elues and answers for just about
every puzzle or diflicult situation. ach
set of hints begins with a vague nudge,
and proceeds on, hecoming more obvious
until the complete answer is revealed. You
must choose al the start of the game
whether or nol the hints will be active, IF
vou decide not 1o have hints, the only way
to get them later would be to start a new
game.

Conversations are usually begun by
clicking on a person, although oceasional-
I}' Ihc}‘ |;;1|1p:-n automatically. Somelimes,
there is no real dialogue; the person just
tells you something, At other imes,
Quetzal must say something or respond
to a question. When this happens, three
small pictures of Quelzal appear at the
bottom of the sereen, Fach represents a
different response, and vou decide which

one he gives by clicking o it.

20TH CENTURY KNOCKS

Some people may be worried about
scenes of violence, especially as the
Aztees were famous (or infamous) for
their blood rites. While they certainly did
kill tmany thousands — both their own
people and war caplives —as sacrifices,
this is not a part of CrysiaL Skt There
are no gory bodies or gruesome visuals
here. One prisoner of war does have his
et cut oul, but this is shown om
behind the high pricst, and more by impli-
cation than anvthing clse. In this respecet,
al least, the lJL'.\il_;m'l'-. showed o od sense
by ol dwelling on the unpleasant or sen-
sationalistic.

Craphically, the game is very pretty.

CewW MARCH 1937

"Ihe view is third-person fora change,
with Quelzal on the sereen all the time,
sel against a background of authentic-
looking Aztee buildings and the like,
Indeced, alot of research obviously went
into this game. Wherever youare, vou can
click the codex icon Lo see a sereen or bwo
of information on how the current loca-
tion relates to Azlee culture. Al the char-
aclers appear Lo be dressed in typical
\zlee style.

Soits a great pity that all this effort is
largely wasted, becanse while the setting
is authentic, the characters aren't. "They

run around with 20th century atlitudes

HARDLY SIMAZTEC CrystaL SkuLL's automap feature is
about the only thing that looks remotely like the com-
pany's fabled sims. Too bad the rest of the game isn't

as good.

and speech. When references are made to
Swiss anmy knives, George |Harrison,
open-heart surgery (meaning the Azlee
blood rite of cutting out hearts), and the
like, the atmosphere is completely
destroved. Any feeling of being in Aztee
times rapidly disappears soon after the
game begins. Perthaps the designers
thought this would inject a little humor

into the game. Ifso, they thought wiong,

Allit does is make a farce of the whole
thing,

Not content with that, they also bring
inlime travel, with Ouetzal going back to
the founding of the Aztee Fampire, Much
of the game, in fact, takes place during
thal time period. Why? [ don’t know,
except that time travel seems to be “in”
these days for adventures, and possibly the
designers felt they should jump on the
bandwagon. Whatever the reason, it does-
n'Ladd anything worthwhile to the game,

There doesn't, for that matter, seem to
be much worthwhile about this game in
the first place. Quetzal hunls around,
finds the skull, and then he and lis girl-
friend end up in modem-day Mexico at
the finale.

NOT CRYSTAL CLEAR

As far as the puzzles are coneemned,
most are no great shakes, and some are
just dumb. At one point, vou enter the
marketplace and do some trading of items
vou have for other objects. Then the boat-
man turns up, and the only thing he'll take
as paymenl is surmething vou traded away
earlier..and he doesn't
appear until alter you've
given the item away. So you
have to return o the market
and trade around again to
get the item back.

Flsewhere, you receive a
pass from Moleeuzhoma to
get by a guard so you can
leave town. Only the pass
doesnt work; vou actually
need that for something clse
later in the game, and have
to find another way around
the guard. Things like this
don'tadd nuch, ifanything,
to the play value,

Overall, T Crysar SKULL s a disap-
pomtment, While pretty to look at, the
game offers little of substanee besides the
culture notes. The puzzles are often drea-
ry, andl the atmosphere is lacking, This is
ane of those produets that is neither teri-
ble nor good, only mediocre. What could
have been a fascinating visit o Aztec times
tums out o be merely silly and dull. %
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SHOCKING

PHOTOS
INSIDE!

TULLAHOMA, TN-It's interplanetary fame for
Gerry Smith, 14, a ninth grader who helped save
otherworldly beings from a shapeshifting serial
killer! Gifted with ESP from birth, Smith was
hand-picked by the ETs for his uncanny method of
gathering clues-by seeing the past through the
eyes of aliens! Is his reward forthcoming? Well,
sort of... The aliens agreed to pay Gerry back on
his terms—-with a lifetime supply of pork rinds!

between Earth and

“One minule I'm tearing the wings
off flies in my room, the next
I'm a space detective for purple
people from another planet!”
stultered the stunned high school |
sludent. Strangely enough, the liaison

none other than Steve Meretzky,|
whose exlensive experience with
aliens has been well-documented in
“The Hitchhiker's Guide to the Galaxy”
and numerous other space epics.

{SEGASOFT\r

Armpit VI wasiil -y segasoft.com

L

Mind-reading mogul Smith celebrates with soused patrons of
the Thirsty Tentacle, the bar where he uncovered multiple clues.

1

Fcr a free Windows 95 demo
o order The Space Bar
& Mac s drrect call 1,888.SegaSoft
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Just ancther CD-ROM game
where you're a psychic gumshoe delective
trying to solve a murder by mind-melding
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with drunken aliens.
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S THIS REVOLUTION WILL BE TELEVISED.

% Tonight
- and every night.

A full hour of
prime time
programming
about the
digital revolution.
News about
computing technology
from the human
point of view.

Every night at
10pm and 1am Eastern time,
7pm and 10pm Pacific time
on MSNBC, the 24-hour cable
news channel. Also on the Web at

Ziff-Davis Television www.th esne.com
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Rebuilding The
Classics

Online Ada-Ons Bring New Life To Rusting Warbirds
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ovouhave  FLANK ATTACK MisstoN GENERSTOR. This wtility will
ashelf Mindscape’s SU-27 FLANKER has one generate both air-to-air and ai-to-ground
_ i il , : There’s

devoledto  fatal faw=it comes with a limited number —— missions. You can adjust the number of

old flight of missions. Onee you've flown those, flights in the skies, Al skill levels, and a Certain

sims, lithes— vou're stuck cither browsing the web for fricndly and enemy air bases. The mis-

that were the limited number of available user-cre-— sions created by the utility aren’t quite as thrill in

onee in = et ey Iweaked as user-created mis- .

heavy rota- : ) sions, but they're easily as chal- bUZZIng your

tion on lenging as many of the mis- .

BInE neighbor-

your CD- sion’s created by FI2000% g
ROM drive that now sit gathering dust? | = | Wargen system, hood a'irport
Well, it’s time to raid that shell, A number | 4
of creative folks out there have reverse- e | A MEANER EUROFIGHTER in an F-4
engineered their favorite sims and created Speaking of Wargen, the Phantom

editors, add-ons, and even entirely new innovative bul sometimes

campaigns for them. Whether vou're maligned mission generator in i B ’ ,
looking to add a little excitement to St-27 Ocean/DIDs EF2000, Ray
| MIG CLASSIC A MIG-3 tums to altack a FW-190D-9
|

in a heavily hacked copy of Aces Over EUROPE.

Franker or fill the gap while you wait for
somehody to ship a new WW Il sim,

Punvis of Viper Software has

sctoul to address some of the

there’s something out there for you. We'll complaints about that system.
sample some of the more popular utilities —— ated missions, or creating vour own chal- - The shareware EF2000 CavipaioN
here, but keep in mind that a quick web lenges in the program’s mission editorand - CENERSTOR lets you ercale [ive different
search can find utilities for nearly any forgoing the surprise factor, types of campaigns. The Fasy selting
popular sim, Now there’s another solution=Mark faces vou off against very poorly armed

[ ermonat’s freeware SU-27 RANDOM Russian forees. Moderate offers more of a

P “The rumors of our
assimilation by
Microsoft are greatly
exaggerated.” At least,
that's the word from
SSI's Russian Su-27

| Dynamics employees who weren't directly
i involved with the product. Mindscape assures us that not only is
| there still an Su-27 FLanker team in place, but that it's also double
i the size of the original crew.
i > All this works out better for us, since we'll see two Su-27-influ-
i enced sims this year. SS| will be releasing an interim update to the
FLanKeR team at Eagle  original product in the form of a mission disk in coming months,
Dynamics. Despite an i to be followed by late in the year by FLanker 2.0, which will bring
Internet post from the | improved visuals, a better interface, and some surprising new fea-
1
1

(-
=
Q
<C
oz
[EN]
o
-
=
o

. program manager of tures to the hardcore sim. Meanwhile, the word is still mum on
Microsoft's simulations Product Unit that said “the Su-27 FLANKER what the Microsoft team has in store, but it appears to be a com-
team is indeed here at Microsoft,” it turns out that only two of the | bat flight sim to replace the aborted F/A-18 sim that was in the
Su-27 developers actually defected, along with a few other Eagle works in cooperation with McDonnell-Douglas.
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DENNY ATKIN

Su-27 Random
Mission Util
- Viper's EF2000
 Utilities

New AOTP/AQE
‘aircraft and
- scenarios
Flight Shop
- converler for
Flight Simulator
Net Duel 1.1
Kali

- ATF/Nato Toolkits

challenge, but doesn't over-cquip the
Russian forces. Hard sets up the sides with
a balance suggested by Jane’s information
on Soviel and NATO air power. 'The
“Day Three Special” drops youinto a
campaign where NATO is winning big,
giving you the opportunily to fly missions
deep into Russian lerritory: Finally,
“Variable Cround Delenses” gives the
enemy limited ZSU anti-aireraft capabili-
ties al the beginning of the campaign,
forcing them to move the guns from sup-
ply areas to forward bases,

Vipers RiNDOM MISSION GENERATOR
is similar to the quick combat option in
the EF2000 Tactcos add-on, but it
gives you many more options. Yo can fly
against Russian and NATO aireraft,
adjusting a variely of sellings such as
ground or aithome startup, AWAGs and
wingman support, and so on.

Both products are reasonably priced at
only $10 each. You can register them
using Compuserve’s SWREC facility;
otherwise, you'll have to use snail-nail to

http://ccue.wlv.ac.uk:8080/ ~

in1053/flanker/su27.html

hitp:llourworld.compuserve.com/

homepages/RPURVIS or

CompuServe’s FSCOMBAT Forum
http:/lusers.aol.com/duosoft/

private/DuoSoft.htm

CompuServe's FSCOMBAT Forum

http://www.microsoft.com/games/

fsim/converter.htm

http://www.philipsmedia.com/games

http:/iwww.kali.net

send Pounds Sterling to Scotland.

EVEN MORE ADVANCED TACTICAL
FIGHTERS

Have vou ever wanted to dig into a sim
and change the way it works? DuoSoft's
520 shareware AT TOOLK is 2 Swiss
army knife utility that will let you maodify
dozens of paramelers in Jane’s ADVANCED
TaccAL FIGHTERS and the NATO
FiGHTERS add-on. (A similar but more
limited utility is available for US Naw
FIGHTIERS.)

You can modify performance, weight,
hardpoints, and damage resilience for

cach of the aircralt in the sim. At the

CGwW
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moment, you can aller
HUD art or aircralt tex-
tures; DuoSolt is working
on a 3-D editor that will

even let you change air-

—
| e tma

craft shapes. Alter weapons i = b=s

N R

characterislics, including
g burst speeds, missile
hit pereentages, and dam-
age inflicted,

‘The pilot editor lets you

e =y

B e 1

1ijaes I B9 s

-

revive a dead flier, or skip a
mission you jusl can't com-
plete. Or, just go inand

modify the mission to vour FiGHiers.

liking,

With enough effort, vou could probably

evenann the Moose object, giving eneimy

altackers the surprise of their lives. The
only downside to the utility is that there’s
noway to cheek for its use in head-lo-
head battles. So il you're flying AT head-
to-head and your opponent’s A-10 sud-
denly takes off at mach 3, the ATl
Toorkrris probably to blame,

BIRD PROCESSOR The ATF Toolkit lets you modify nearly
every aspect of the planes in Jane's ATF and Nam

is the Soviet Air Force add-on by Nick
“Tedesco and James 15, Tittle. This
Soviet/German battle is populated with
never-betore-simulated aircraft such as
the La-9, MiG-3, LaGG-3, Su-2, Yak-3,
and 112 Stormovik, “The terrain has also
been modified to realistically depict the
snowy eastern front. s not a (‘nmplctc
edit by any means—for instance, pulling
up the map shows Sovict bases

RARE BIRD Mike Hill's RCAF F2H-3
Banshee flies in FLIGHT SIMULATOR FOR

Winpows 95, courtesy of Microsoft's

free FueHT SHop converter.

L B A —————

EASTERN ACES

Sometimes “editing” a sim gets ont of
hand, to the point that vou end up with an
almost entirely new program. Such is the
case with the venerable Aces Over
Eurore (AOL). Early on, users starled
hex-editing aireraft to madify their perlor-
manee to fit different models of those
planes. Eventually, the editors got more
sophisticated and people were able to cre-
ate new aireralt graphics, Nowadays you'll
find dozens of modified and all-new air-
craft for ACES oF 11E Paciic and AOIS,

But even more in IPIessive are the
entirely new seenarios ereated for AOLS

by dedicated users. The mostimpressive

as being in England-but given
the fact that AOF, was never
desianed to be user-modifiable
atall, the effort is quite impres-
sive. You'll also find an [talian
Air Force module set in the
Med, with fighters such as the
Iiat (2,50,

COMMERCIAL ENTERPRISES

Notall the modifications are
user-created. Microsoft has
released a wonderful utility that will allow
vout to import aircraft and adventure’s cre-
aled with BAOS FueHT SHop into
FrcHT SIMULATOR FOR WINDOWS 95,
Searching the web tums up dozens of
unigue aircraft that you're not likely to
find any time soon in other sims, from an
XB-70 Valkyrie to the PBY Catalina to the
1-45 Goshawk trainer,

I've mentioned Nzt Duet, the multi-
player add-on for FiGHTER DUEL, in this
space before. Now version LI has been
fine-tuned to better support Intemel play
over Katl, Check it out for some awesome
head-to-head action at no cost other than

what vou pay to connect to the Intemet. %



life forms. Since then, a battle |
'] .

galaxy has begun. Yﬁﬁﬁﬁn il fin
up a defense strong sﬁnu’gh to wiﬁh_standiﬁh__
races have their own particular attitude towa

the help you can get. ?

o T eI ER IO L W e

Multi-Player via
modem,; LAN,
Internet with up to

8 plavers

Over 2.1 billion

s X ,
_a‘ .ﬁ.ﬂuadrants with up

to B solar systems
Bﬂd.ﬁ;jwhil:h in turn

can H'a'va"-'up to 11

planets

Nebulas,
wormbholes,
blackholes:'mnuns.
space ports, and
other unknown

space phenomena

‘ * LUises Microsoft®

DirectXX™

technolaogy

Developed by
Nebula Software
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im Rose left Avalon Hill to
form Talonsoft because he
had a vision: to create stun-
ning, marketable wargames
that still captured the authen-
tic feel of the period being
simulated. Ever since
BATTLEGROUND:
CErnsBURG gained acclaim
as the best American Civil
War game in nearly a decade,
Talonsoft’s games have steadi-
Iy improved, so that they now
stand unquestioned as the finest series of
19th-century battle games.

While ANTIEEAN and SHILOH may be
closer to my heart (1 grew up within min-
utes of the latter), my personal favorite in
the BAITLEGROUND series is WAITERLOO.
I'rom the exquisite walled chateaux to the
tightly-packed, colorful formations of
cuirassiers, WATERLOO has all the appeal
ol a miniatures tabletop game, with all the
convenience {]{ ”l(.‘ ('ﬂ!"pl ier,

My favorite’s status, however, is in dan-
gcr, because Talonsofl is returning to the

Winter
Wonderiand

Got My Pistol In My Rocket, I'm Borodino Bound

TERRY COLEMAN °

age of Bonaparte with BATTLEGROUND 6:
NAPOLEON IN RUSSIA. 65 a fascinating
subject, because all of Napoloeon’s later
problems in Cermany, Fance, and of
course, Waterloo, can be traced to his ill-

advised invasion of Russia.

the positions of the two armies at Borodino.

WHERE'S MY FUR COAT?

What you won't see in this game is a
detailed view of the big picture: the
scorched-carth policy of the Russian anmy
as il [ell hack toward Moscow, leaving
Napoleon snatching at air. Instead, the

A recurring rumor
is that Talonsoft is
attempting to sign a
well-known computer
game designer.
According to our
sources, this famous
personage is not
Gary Grigsby (who

e 5

» On the southern
Pacific front, our
Aussie friends at SSG
are finally ceasing
publication of their
Run 5 magazine—at
least in paper form.
Editor Stephen Hand
(designer of Fury of

seems very happy

fame.

with SSI). But, it could very well
be Norm Koger of AGe oF RiFLES

Dracula, one of my
favorite boardgames) will contin-
ue as the publication moves
online, offering a similar mix of

continue on page 210 ¥
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beginning of the game finds the French

‘ ‘ Napoleon’s

riskiest cam-

tired, cold and hungry, constantly har-
rassed by Cossack cavalry. His lines of
supply and communication a shambles,
Napoleon attempts battle Kutusov at paian comes
Borodino, crushing Russian resistance on o o
the road to vivid flf to

Moscow. But the

in Talonsoft's

Russian bear will

not give up its prize N APOLEON IN

cily so casily....
Borodinoisadi:  RUSSIA. ’ ’
ficult game to simu-
late. [fyou aren't
carelul, it degener-
ates into a confused
slugfest, with little
100 o maneuver,
INAPOLEON Iy
Russia avoids this
fate, however, by offering the largest
Borodino map in any wargaime to date,
‘The fighting to the north is nsually
ignored, but here Kutusov's deploviment is
accurately shown. The Russian comman-
der feared that Napoleon would attempt
to outflank him to the north. That the
game pm\idc.‘: this opportunity as a viable

French “What-if?" option is a real treat.

DON'T REDOUBT ME

“The first thing you nolice in Naro-
LEON IN Russia is the increased size of
the soldier sprites. Added to the typically
excellent Charlie Kibler map graphies,
this is arguably the most viscerally beauti-
ful BAITLEGROUND game yet— high
praise indeed for a game set in the snowy
confines of 1812 Russia. The multimedia
aspects of the Battleground series are
again showeased, this time with extensive

CGW
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historical articles, previews, and new scenarios for
SSG products.

» In other SSG news, THE Last BLiTzkries, Roger
Keating/lan Trout's epic Battle of the Bulge treatment
featuring some exciting new combat mechanics, is
finally scheduled to ship this Spring. And Broderbund
looks to knock one out of the park by distributing
SSG's Wartoros IlI. Finally, SSG's long-awaited ReacH
FoR THE STARS |l should challenge MOO II's galactic
dominance sometime this summer when it will be
distributed by Microsoft. While Microsoft hasn't offi-
cially announced the news, our sources confirm that
Close Comear Il is underway, once again designed by
Atomic Games, and possibly based on the action
surrounding Arhem (Operation Market-Garden).

» After a brief stint with parent company Mindscape,
Joel Billings, SSI's founder, has returned to the
roost, Joel is back to his first love-producing
games-and is currently working on new scenarios for
Panzer GENERAL ONLINE, where he seems blissfully
happy. In another SSI “returning to our roots,” they
have recently recruited David Landrey. Most recently,

Landry's Novastar Games has cranked out numerous
scenario disks for Tanks, STEEL PANTHERS, and other
popular wargames, but we'll always remember him
for his early SS| designs with Chuck Kroegel, particu-
larly the classic BATTLES oF NAPOLEON.

b X-Com: ApacaLypse by MicroProse will evidently not
be real-time! The design team decided that it was

better to stick with the tried-and-true turn-based tacti-
cal system—which certainly will make sense to the
more than one million fans of the first two games in
the series.

footage from the film Wer and Peace.

Nonetheless, NAPOLEON 1N RUSSIA
offers more than just pretty pictures. The
improved Al from ANzt aned Shiloh
makes this a greater challenge in single-
plaver mode than WarerrLoo. And if
vou're concemed about the micro-man-
aging neeessary lo play games in the
Baltllugu sund series, NAPOLEON IN RUSSIA
brings more variable command control to
the battlefield, making it easier to delegate
command of parl of vour anny while you
leam the system.

NAPOLEON IN RUssIa is everything the

BAITLECROUND series has come o stand
for. 1ts farger than life, filled with desper-
ale defenses, great (and abysmal) gencrals,
thunderous cannon, and just enough fog
of war to keep things interesting, "Talonsoft
is Irying to balance a new counter-charge
system for cavalry without adding over-
much to the already numerous phases
within a turn. What we've seen so far
looks promising, especially with the added
spice of the Cossack cavalry:

Il you liked the way termin affected
BC: Steom and BG: At vou'll
love the way its handled here. The
Russian winter affects the
troop quality ratings of
both sides, particularly
the Irench because of
their expectation of a
swill, victorious cam-
paign. Some creeks and
strcams are frozen, while

other areas are rendered
impassable by the snows,
Still, it’s the Great

Redoubt, that wonder of

DUG IN The close-up view shows Naevsky's cannon,
infantry and Cossacks ready for action in the famous
entrenchment.

(= MARCH 1537

Russian engineering, that
stands as the dominant
termin feature. 'The

design leam is currently

working hard to accord the fortifications
their proper historical weight, without
tying players down to i frontal assault

strategy.

SEND IN THE OLD GUARD

I real life, the two armies clashed, with
neither able to truly break the other. Tsar
Alexander retreated, leaving Moscow
open Lo be pillaged by the Fench. 'The
“trinmph’” for Napolean was Pyrrhic at
Dest, as the burning of the great city did
little more than fan the flames of Russian
defiance. Unable to bring Alexander again
to battle, the French anmy disintegrated,
lcaving over 100,000 dead in the snows of
the barren steppes. Napoleon would
never replace these veteran losses, and
forever reminiseed about the victory that
escaped his grasp at Borodino.

Itis 1o Talonsofts eredit that they take
battles such as these, less well-known but
just as significant as say, Waterloo, and
breathe new life into them. That the
Battleground engine is the best simulation
of 191l century is a given; that each game
seemns even more enterlaining than the
last is something all wargamers should be
thankful for this Spring, when NApOLEON
IN RUsSIA captivates their hard drives, &
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by Elliott Chin and Greg Fortune

ike thousands of adventurers, we have been lured into

the seductive world of DiaBLO, where evil demons, led
by the infernal Lord Diablo, have tisen up from the
darkest pils of Hell to engulf the peaceful town of
‘Itistam. The Lord of Terror, though, is not an adversan
to be trifled with. ‘Iread his dungeons carefully, amass
magic and build your experience. In the struggle versus
this infernal power, you will need all vour wits and
resonrees. You are now a plaver in the Great Conflict — the
clernal war between the forees of Light and Darkness —and

only this tome vou hold in vour hands can guide vou on vour

narrow path to viclory.

Do Not Abandon These Strategies, All Ye Who Enter Hell

lor the nest three months, CGW will
bring you lips and stralegies to beat one of
this years hottest games: Blizzard’s DiasLo,
‘To help vou overcome this devilishly hard
game, we'll give vou detailed solutions for cach
quest, monster stats and general control tips and
character specilic hints. This month, we'll tackle
conlrol issues, so you can maximize the interface
and concentrate on killing, not clicking. We also have
the statistics for the first few monsters you'll encounter
in the heginning levels of the dungeons, as well as solu-

lions to the casier quests.

While the eontrol setup in DIaBLO is very hanel poised over a couple of select kevs on
pageniie RO e 218 Red Alert

simple and easy to use, there are a couple of — the keyboard, you can have several fune-
tricks that will help keep yonalive whenthe — tions available at all times while remaining
fighting gets particularly fierce. While the vigilant with the cursor. Trust us, its not par-
mouse is an integral part of the game, there— ticularly entertaining lo be scrambling

are some functions for which it is not the about with the mouse, closing screens

ImmusITI

CONTROL FETISH Notice the belt with potions and

scrolls. The numbers at the comer correspond to the
number keys. Press the appropriate number key and 1
you'll use that potion or scroll, |

best controller. By keeping vour non-mouse—— while the Buming Dead hack you to

- F picces. Its much hetter to hit
the spacebar to close all win-
dows, stay in the fight and

listen to the bones fll!

MOUSE MOVEMENT
"The most popular

can cause your character lo
walk in anunwanted direc-
tion and attract the attention

Fire Up Those Tesla Coils!

Multiplay Beyond Deathmatch
method of exploring the

dungeon is clicking on your Rule Yavaun As Tha'Roon Or Obblinox

character’s desired destina- 225 Syndicate Wars

REsnTANCS ; H  tion with the mouse and let- Hostile Takeovers Via Better Weaponry

path to that point. Mission-By-Mission Walkthrough

Sometimes, however, that

230 GG Tips!

The Best Hacks, Cheats & Hints
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of Hells minions when vou can least afford
apilched fight. By holding the mousc bul-
lomn (l[]\\ (1] i]llll 10w i“(__: ll]L' TTOLSC, _\I]Il can
control exacthy which direction vour char-
acler travels, allow ing voulo sneak .||n|1'_;
walls and stay in the shadows when the
character’s natural lendency would have

been to walk oul in the open.

USING SCROLLS AND POTIONS —
Keep the potions and serolls vou are

likely to need ina hurry (like healing,

rejuvenation and mana) handy in vow

helt, represented by the small line of

cight boxes just below the main sereen.

As vonr |1I}I('L‘ items there, a munber will

become visible in the lower-left cormer of the

box. That item can now be activated by

pressing the corresponding mumber kev on EASY SPELL USE

the kevboard. So if vour health is ranning

oul, and VOLL e under attack, do not move

vour cursor away from the battle or vou're as

FLAMR WAYE SFRLL
EPELL LEVEL 0
SFELL HOT KEY *Fi

SPELL CASTING 101 From this massive list of spells
you can select four and save them with function hot
keys. When you need one of those four spells later, just
press the appropriate function key from F5 to F8.

good as dead. Use vour belt shortents and

Lf:cp imcl\jng away al those IIL‘”:-])EI\\'H.

Shorteuts canalso be assigned to skills and
leamed spells. Click vour spell icon in the

lowerright comer or use the “S”™ key lo biing up

__DIABLO STRATEGY & TIPS

the spell icons. Move vour cursor over a
spelland press a function kev between
15 and 18 andl the game assigns that
function L‘:_'_\ asashorteut to that .\pL‘".
When vouneed the spell again, simply
press the assigned function key to select
it You'll still have to usc the right mouse
button to activate the spells, but you can
skip the spell menu completely when
switching hetween vour four most
inporlant spells.

By assigning and using these short-
‘ culs, vou can greatly increase the com-

bal effectiveness of a character. This
R B may not seem like an important point
against Devil Kin and Buming Dead, but wail
unlil vou face some of the creatures in the lower
levels. When faced with four or five Obsidian
Lords and a handiul of Tava Maws thrown in
for good measure, you'll either have your spells
and potions ready at a moments notice or you'll

Iave a whole new career as a corpse.

s a beginning adventurer in the dungeons below Tristam, before
vou even discover the true nature of Diablo’s influence, you'l
encounter the simplest of quests."The first three vou could possi-

bly be assigned are "The Buteher, The Poisoned Water Supply and The

Quest: The Butcher

Who Do I Talk To? Wounded Townsman
What Is The Objeet? Your goalis to

ing lhe room.

least sixth level,

THE MEAT LOCKER This is the Butcher's
chamber, littered with dead bodies. The
Butcher is a poweriul foe compared to your
low level character, so make sure you stock
your belt with lots of healing potions.

CGW
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avenge the death of the wounded townsman
and slay "The Butcher,

Where Do I Find Him? ‘The Butcheris
located on the second level in a large
sequare oo, You'll recognize it as a
room covered in blood, with many

humans imipaled on stakes clutter-

What Level Should | Be To

Defeat Him? Wariors should be
at least fourth level, Rogues should be
at least fifth level and Sorcerors should be at

| What Vital Information Is There?

| 'Ihe Butcheris immune to Fireballs, Firebolts,

| Holy Bolts, Charged Bolts and Lightning, The
only early offensive spell that harms him is the
Iash spell. Fle has close to 70 hit points, and

Curse of King Leoric, This month, we have the solutions o these three
quests. Next month, revisit these pages and we'll show vou how to
recover ( )g(]t‘n'r; Sign, find the Mngi(; Rock for Griswold, and gel past

the Chamber of Bone,

Buicher



averages 8-12 points of damage per hit,

How Do | Beat The Butcher? Unless you
have the Flash spell, you can only defeat The
Butcher in hand-lo-hand combat,"That’s why
Warriors can tackle him before Sorcerors. 1ll
vour belt with Healing potions before vou face
the Butcher, and equip vourselfwith an ax (if
vouare a Warrior), or s one-handed weapon and
shield (if vou are a Rogre or Sarcerar). Bows or
miagic won't cut it against this fiend. Be careful,
Oneeyou open the door, he will come straight

atvou. Stand vour ground and just start hacking,

Who Do I Talk To? Pepin
the Healer

What Is The Object?
Your goal is to stop the
poisoning of the town’s
water supply.

Where Do I Find It?
lalk to Deckard Cain and he
will tell vou that the entrance to

the water supply is through a dark passage.,
Go down to level 2, and there you will find
arectangular structure with a shadowy cav-
ernin it that reads “A Dark Passageway”
when you move your cursor over il Fnter
and you will descend to the Poisoned
Water Supply.

LEVEL UP

TO A DAREK FASSAGE

CLEAN WATER ACTS Here is the entrance to the Poisoned Water
Supply, marked “To A Dark Passage.”

When your health dips low, immediately hit the
appropriate number kev and quaffa healing
potion. Repeal the hacking, always remember-
ing lo heal yonrself, an yon should have The
Butcher beat ina number of stokes.,

What Do | Get?

”.‘"’” defeat The Butcher, you get his
Cleaver, which does 4-24 points of damage
and adds + 10 .\!I'::nf__{[i! lo your character.
However, it only has 10 durability, You also
avenge the deaths of those shain by The

Buteher’s hand.

What Level Should | Be To

Complete This Quest?
Warriors should be at least
fourth level, Rogues and
Sorcerors should be at least fifth
level,

What Vital Information Is

There?

In the Poisoned Water Supply, vou will find
many Devil Kin, Canvers and Goal Demons,
Carvers have 4-5 hit points, do roughly 15
]‘minh:Jl-l].lnl.v__;v, and have no magic resis-
tance or immumitios. Devil Kin live 16-24 il
points, do oughly 59 points of damage and
have the same inmunities. This will be your
firsl encounter with the Coat Demons, who
are stronger tan the
Devil Kin."There are
dillerent “Clans™ of
Coat Demons, and
these are 1'lesh
Clans. They have
from 3045 hit points
cach, do 5-10 points
of damage and have
no resistinees. There
are six orseven here,
all but one of them
armed witl maces.
The last one stans
Fia il =1F: al the endof the
Poisoned Water
Supply caver, and
will fire at you with a
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| Skeleton
Hit Points: 2-4
% | Resistances: None
¢ 5 | Immunities:
Magic (means nothing)
Vulnerabilities: Holy Bolt

‘(3 — | Skeleton Captain
7 o ¢ | HitPoints: 36
{ v | Resistances: None
¢ % | Immunities:
Magic (means nothing)
Vulnerabilities: Holy Bolt

~— | Zombie

& Hit points: 47
Resistances: None
Immunities:
Magic (means nothing)
Vulnerabilities: Holy Bolt

A
2

(]

,| Fallen Ones
Hit Points: 2-5
_ Resistances: None
J Immunities; Holy Bolt
Vulnerabilities: None

Scavengers
Hit Points: 3-6
| Resistances: None
Immunities: Holy Bolt
Vulnerabilities: None

bow: There is no central boss demon.

How Do | Reverse The Poisoning Of
The Water Supply?

Allyou need to do to clean up the water is elim-
inate every single ereature in the Poisoned
Water Supply cavern. When you fisst enter the
cavern, several Carvers will attack. As you move
forward, Devil Kinwill attack. The cavens fork
left and raht. Left is a dead end witha Goat
Demon and more little imps, while right takes
you lowards the water supply, whichiis guarded
by imps and several Goat Demon. One Goat
Dermon will stand o the far opposite side of the
water supply (its a river cutting through parts of
the cavern). Lure the other Coat Demons away

CCwW
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Quest: The Curse Of King Leoric

Who Do | Talk To?

Ogden the Tavem Owner

What Is The Object?

King | eoric, the former ruler driven mad by
Diablo, was killed in a tragic battle against his
own priests and knights, Now he has risen
from the dead via an ancient curse. You must
free his soul and put it to rest by slaving his
undead form.

Where Do | Find Leoric?

King | coric’s tombis on the third level of the

HAIL TO THE KING You need to take the King out |
with high-level lightning or powerful sword/ax strokes.
Lure him away from his minions, though, or you'll be
surrounded and killed.

dungeon, in a square structure with a dark-
ened passage on one side. When the cursor is
placed over the passage, it reads: “1o King
Leorie’s lomb.”

CCW

from this one’s range, kill them and then retum o take out the bow-wield-
ing Coat Demon. Slay him with a bow or Fireholt, Fxeept for this last Coat
Demon, defeat themwith all melee weapons or magic (hows do oo little
damage). Onee vou've killed all the Devil Kin, Carvers and Coat Demons,
the water, thus cleaned, will um from red to blue,

What Do | Get?

Pepin will thank vou and give you the Ring of Truth. 1t gives youa +10
hit point bonus, resists all at +10%, and allows vou to take -1 damage
from enemy attacks. You can sell the Ring if vou like for 2,275 gold.

DIE, GOAT BOY This is the water supply, which has been poisoned
by the very presence of the demonspawn here. Eliminate them and

MARCH 1997

What Level Should | Be To
Defeat Him?
Warriors should be at least fifth
level, Rogues should be at least
sivth level and Sorcerers should
be at least seventh level,
What Vital Information Is There?
The Skeleton King is not affected by fire-based
spells, Holy Bolt, or Flash. He is damaged by
lightning, but it takes a heavy dose to bring
him down as he is resistant to it Leoric

has about 120 hit points and does

10-15 points damage per hit. He

also has avery fast attack rate,

s0 those with a low anmor

class should be careful when

going loe-lo-loe with him,

How Do | Beat The

Skeleton King?

Iinter the tomb, kill the two

Buming Dead in the first hallway

and then move through the hall to

alarge chamber, where more
awail you with a few Corpse Bows.
Behind a grate at the far end will be
maore Comse Bows (bevond the
grale lies the King's tomb). To open
| the grate, go tothe room on the left
| where there is a lever (watch out for
several Burning Dead inside), Pull this lever to
open the grating and allow aceess to the King'
tomb.‘The door on the right contains several

skeletons, skeleton archers and small chests,

you'll clean up the pollution.

but nothing needed to defeat the
King, As you enter the main
‘Tomb beyond the now-
raised grating, armmows will
come at vou from all directions
and about a dozen Buming Dead
and Bumning Dead Captains will
try to surround you, Ineach of
the four comers there are two
Corpse Bows firing armows at you,
‘They don't pose much of a threat,
soignore them initially. Do not
march boldly into this reom and go
after the L‘in‘__; unless vou are a I',lilll\
P high level character with a high
armor class."There are more skele-
tons toward the back—dontadd
them to your problems. Lure 1eoric back into
the passage you entered through, kill the skele-
tons that follow, and then concentrate on
Leoric. Keep your eye on your health, hotkey
some healing potions when it starts to get low
and keep pounding away at him.
What Do | Get?
‘The Skeleton King leaves behind his
Undead Crown, [t adds 8 to armor class, and
has life stealing qualities. [t steals life from
vour foe every time you strike him, using that
life to restore lost hit points. It doesn't
inerease your maximusm hit points, but in a
pitched battle you'll notice your health
decreasing at a slower rate as you feed from
the escaping life of your foes. &
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Red Alert

Alternate History 101
by Martin E. Cirulis

kay class, listen up. You wanl lo
gel oul of GDI Academy, then
vou've gol lo know vour history.
Military history, that is. "Today
we're going to take a look at the
hirth of the Clobal Defense
Initiative in the fires of World War

11— not the weird, alternate war
where that creepy geek who wiote Mien Kanipf
managed lo take control of our German allies
and threaten the entive world. No, today we're
going to stick to real life and study the Allicd
response Lo Josel Stalin’s aggression. " The mon-
ster may be dead, but there are still many
lessons to be learned from his corpse. sy, lets
look at the weapon systems vour brave prede-
cessors had to work with and how they used

themn to push back the rabid Russian Bear.

GENERAL TACTICS

Compared to the uphill fight the Allies had
in terms of firepower and technology, the
GDIs war against NOD is a cakewalk, Lels
imagine for a moment that you were an Allied
commander. The Allied powers suffered most

Destroyer Flotillas

The best bang for your naval buck,
and excellent all-around atlack/defense
units, destroyers survive more than the
very expensive cruisers. Though not
heavily qunned, their missile racks can
bring down air units and also harass
enemy ground forces. Destroyers
should be employed carefully in flotillas
of at least three, especially when hunt-
ing subs. Where possible, use them to
interdict ore sites well behind enemy lines.

from a lack of sheer
destructive capability
compared to their
Soviel connterparts.
With no real answer in
mobile hiliing power
1o cither the Soviel
heavy or mammoth
lanks, except for naval
bombardment, and
with very low iit-sur-
vivability when assault-
ing bases protected by
“lesta coils, vour Allied

commander had 1o

rely on numbers and

precise, coordinated

STRAIGHT AS AN ARROW Longhows, working with medium tanks,
are the key to cracking the Russian Bear's back.

altacks to carry the
battle, while layered defenses kept the Russians
al bav and hought you the time to build up
vour forees,

When hattles ocenrred near hodies of water,

vou had 1o use vour naval superiority lo con-

duct gronnd battles while under the destruetive

unmibrella of shore bombardiments. During

maval combal vou had 1o keep your ships niov-
ing and present the narrowest possible target to
enemy lorpedoes. Often one ship could attract
and dodge some of the slow-moving torps
while others linished off the subs.

Beeause of the need for larger numbers of
inferior anmor, money was of supreme impor-
tance to any base commander, and you had

not nnl)' a st:-:;:l_\'_-mppl_\' of minerals, bhot
also a fast turm-around time for your min-
ing trucks, While the automatic response
wats o simply buy one or wo new mining,
trucks, congestion at the dumping station
itself could severcly impair efficiency.

The smart conmmander would establish at

least two ore refineries, situated close to

different ore patches il possible.

As far as defending vour base until you
were ready to strike, vou had to think lay-
cred. Between Soviet arnmor and aireraft,
odds were that one line of defense would
be ineffective. Against ground forees, a
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prinary line consisting ofa pair of larrels




protected by a pair of camo-pillboxes was a
start. Behind them would go at least two
medium tanks, an ardillery picee ind a ranger,
If there was a termin bottleneck that vou didn't
need to cross until vour assault foree was
n;.'lrl_\'_ vou had to seal it al least three :||;;'|1
with vour antitank minelaver,

Air defenses took a little more study but
tended 1o be absolutely effective il amanged
praperly. First, while you were building up and
before you spotted your first Russian aireraf,
you'd produce a fair number of rocket troops
and scatter them around your base; this would

give vou a fair chiance of busting up enemy

aireraft that jumped vou, The real vulnerability

of Soviet aircraft was that they almost always
followed the same direct flight path from their
airficld to your base. Onee vou spotted which
path aireraft were following in, vou could line
up some tockel troops as far oul along the
path as possible and then, al the edge of vour
base, plunk down two or thiee antiairerall
auns with overapping fields of fire, but far
enough apart not to go down under the same
parachute bomb attack. Finally, vou scattered
a handful of riflemen along the flight path to

take care of iny of those pesky pilots who
might parachute out of their burning aircraft,

Mecdlies: Useful really
onlywhile vouare in
defense mode; vou need

only one of these expen-

sive squads at a time.
Keep them safe at the
core of your base during
attacks and then use them
quickly between enemy
harassment altacks to heal

Rocket Troops

| eERAER'S ENeE
GANMER’S EDGE

Apart from their obvi-
ous uses, line some up
along your shores to
surprise enemy subs
like this one that make
the mistake of surfacing
for combat.

as many of your soldiers,
especially rocketeers, as possible before the
next Soviet attack occurs.

Spies: Patently useless unless required fora
victory condition, as any enemy base worth
scouling is going lo have guard dogs aplenty,
and those sub pens are definitely going to have
acouple of pooches at the door. Most of their
worth is negated by the GPS satellite
launched by vour tech facility.

AT Minelayer: Again, another unit that vou
only need one of — wo at the most, if you are
under assault from either side of a large base.
Use them to stuff bottlenecks vou do not need
and if vou have an opportunity to study the
paths taken by unguarded enemy ore trucks,
lay @ string of mines along the route and then
hustle back to base before enemy patrols can
pick vou up. When
fortifying defenses,
always beware of
Sovicl froops who
love lo Irigger vour
mines undemeath
you with gn:ll:!t‘]t'\'

Ranger: These
1l|.'|c11i[1c-g| mjeeps
should mainly be
deployed with an

ilSHiIlIIl group loy

" WODLY MAMMOTH Even Mammoth Tanks are in trouble against well-
. placed Tesla coils, unless they: have Allied infantry and air support.

chew up swarms of
L.'Hl.‘l]l_\'il]!‘i]l]“"\

before they can seri-

UNIT BRIEFING

I pnvaany ways, the Allied forees that
apposed Stalin’s mad plans had more in com-
mon with today’s NOD forces than with the
GDLL and henee, the same high-speed, hit-
and-run tactics by multiple vehicles were nec-

essary, at least for the majority of vour produc-

fion unils,

ously harm attacking
armor. In hunter/killer groups of three or
more, they make an effective counter to the
Soviet V-2 Enmcher, destroving them or fore-
ing them lo pull back to safety before the
heavy tanks can come to their defense. Ranger
grotps manned by volunteers are also very
cffective at elearing the way for spies when

victory conditions demand successful penctra-
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tion of the Soviet base or when you feel you
really have to know where enemy subs are.
Send three or four rangers at full speed
through cnemy defenses (they are fast enongh

that the dreaded 1eska coils should get only
one of them) and quickly gon down every
guard dog that can be seen before your jeeps
dic glorioushy: 'The next few dog-free minutes
should be used Lo gel vour spies in. Costly, but
il works every time.

Light 'Tanks: "Too lightly armored to be
much use eracking enemy defenses, the light
taniks are ideal V2 killers when emploved in
pairs or triads, because of their relatively high
speed. A more novel use for these fast tanks is
to flatten those huge groups of enemy troops
that loiter in front of barracks and in key ter-
rain positions, Merely place three light tanks in
linc-abreast formation, and use the I com-
mand (see sidebar) to encourage them to hold
that formation while on the move, After that,
it’s just a matter of driving at high speed past
enemy armor and the storm of grenades to
steamroll all that infantry, with three tanks”
width worlh of destruction being enough to
catch most of them before they can scalter.

Medium Tanks: These are the true work-
horses of the Allicd military. While completely
overpowered by Soviet armor in terms of fire-
power, the medinm tank has enough
resilience on the battlefield to endure a fire-
fight long enougli to make superior numbers
count. Defensively, any Allied base needs at
least four medinm tanks onsite to be used asa
reserve foree o pateh up any sudden holes or
to crush Soviet naval landings. Any assault on
serious Soviet bases requires at least six to
cight of these tanks, and il naval gunfire or
helicopter support is unavailable, groups this
large are capable of taking down “lesla coils,

albeit with horrendous losses, Medium tanks
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are very vitlnerable lo enemy torps allows vou lo effec-

infmtry and should never be tively allocate the more
deploved in the field withont at valuable destroyers.
least one ranger as support. Cruisers: 'These
APC: An overrated vehicle thal expensive gun plat-
is more dingerous to the troops forms can readily sup-
within than itis to enemy units, it porl most ground
should be employed only 1o insert actions within a screen-
engineer groups deep into a width of the waler. Just
Soviet base once 'lesla coils, flame do not employ them
towers and dogs have been without destrover
cleared. sereens, and pull them

Artillery: Verv vulnerable in back for repair as soon

the field, these mobile guns are : as they pass the half-
most nseful in supporting defen- STEALTHY COMBINED ARMS Keep the guard dogs off Tanya's back long damage mark, In

sive emplacements or guarding enough for her to blow p the SAM sites, then move in with your air units. groups of three they are
ore ficlds in conjunction with ¥ capable of removing
armor and rangers. When on the any "lesla coil in range
assault, make sure enemy inits are engaged Mobile Gap Generator: This is most useflul — belore taking significant damage.

wilh your armor before you commit you when youare engaging another student in the Longbows: These slow-moving, expen-
arlillery assets and pull them hack fast if simulator, as the Al opponent s less perturbed sive air unils have eceentrie attack patlems
things start to go bad. They also make excel- by lack of recon data. These trucks make excel-— that make them nearly useless on the battle-
lent shore batteries and can ruin asubs dayil— lent decoy sights when preparing assaults; just ficld unless emploved in very large numbers.
it surfaces to attack, When enemy V2s are pull them ont guickly when the enemy comes In numbers less than three they can lunetion
about, run away. Use caution in their looking to sce what vou're hiding, as expensive harassment weapons for Soviel
employment, as artillery has an annoying Gunboats: 'These attack boats are usceful ore trucks and V2 linnchers, but if you can
tendency o interpret firing communds as stopgaps until more cffective naval units are afford to construct five lo seven helipads, vou
movement orders, and vou may find vour available, or as sconting sereens for destroyer have an assault force capable of eracking any
guns rushing into the open arms of enemy forces. Running a gunboat ahead of a sub Soviet base with near impunity. Once vour
troops il vou don’t wateh them carefully, hunter group o attract the initial volley of chopper foree reaches eritical mass, long-

bows are capable of taking down even clus-
— tered Russian SANIS with minimal losses and
Staying w.ith The Group . ”,].L‘n gllillf__{lll.l _I” ['i.l\d'_;ij‘i.'lllill' lmws._, starting
with the construetion vard and moving on to
Major improvements in Reo Aterr over G&C are get them all out of there in a hurry with another the “Tesla coils. For the commander with a
the special formation and movement hotkeys. Now  This works very well with large flotillas of destroy- large supply of ore at his conmmand, long-
when you click-and-drag over a group and use the  ers as well. The Escort command is also extremely hows are the key to any assaull. They are also

control # command to reference if, you can use useful for keeping your ore trucks alive. Now you very effective at sinking subs but must be
the F command to keep it in shape. This is crucial ~ can assign a ranger or light tank to dutifully follow hovering nearby to get in on the action
when moving an assault group into position or your cash cows around and draw fire, while you before targets submerge. Use them in con-
establishing a defensive group to guard an ore are freed to scheme and plan. junction with a sacrificial gunboat.

field from heavy assaull. A nice trick is to
use the group command to nest smaller
attack squads inside larger groups. For
instance, it Is useful to have all your chop-
pers under one formation to get to the tar-
get, but once you arrive it can be a waste for
them fo all attack the same target. Crealing
smaller groups from the main allows you to
allocate two or three choppers to a specific
target with a few quick keystrokes and then

FINAL THOUGHTS

Though any military historian can tell you
the Allies were the underdogs in“The Big One,
the battles recorded here in the simulator are
perfeet for teaching you GDI recrnits the skills
of building combined-amms assaull, the disci-
pline to hold troops until the moment is per-

feet, and the smarls you need o survive until

that moment arrives. Anything else will leave

vou speaking Russian, at least virtually, g




But Of Course!

by V. Long

7 ven when COWand @ visited id
Software for a sneak peck, we won-
dered it Quakr would have more
multiplaver modes. Theres no

| doubt that Quake: DeathMatch is
greal fun and highly addictive,
Given the capability to throw up fo
16 players into a session, wouldn'Lit
be great to be able to teamup in

£ pursuil of specific objectives?

Intrepid QUAKE aficionados haven't sat still
waiting for id Soltware to remedy this
situation: combinations of Quakr C
hacking (sce CGW Nov. '96),
skinfmodel customization (Dec. "96),
and level editing (Ieb. '97) have vielded
exciling teamplay variations, mostly
based on the popular Capture the Ilag,
One thats a big hit on the Internet is
called Capture the Ilag by Dave “Zoid”
Kirsch (quake.threewave.com).

The goal inZoids C1TF is simple:
attack the enemy base, grab that flag, take
it to your base, and touch vour flag. You

also score points for “assists” and “saves.”
Plavers can bring back weapons and

ammao to those guarding the base. CTI

has magical “runes” that boost the fun factor
evenmore, and it includes one of my favorite
Quake C goodies, the Moming Star, aka.
Crappling Hook. Wily defenders use it o climb
to uscful vantage points,

STORM MY FORTRESS

Another great teamplay variant is Qeant by

Cary Criggs (ggrigas@gis.net). It offers a host
of new tweaks to the stancard tcamplay
modes— dynamie team scoring, capture-the-

flag-and-tag tcamplay, friendly fire penaltics,

Is There Multiplay Beyond DeathMatch?

restricted team colors, and “Chiost Mowns”™ for
controlled player entry into the game.

‘The third compelling teamplay variant is
TeaFormress by Robin Walker, John Cook,
and lan Caughley (http:/fminvos.its.nmit.
eduau/~cookjfindex.htm),
TeamlForIRESS provides a panoply of
goodies, such as sniper rifles, assaull can-
nons, biological weapons, grenades of all types,

motion detectors, medi-kits, and det-packs.

I find TraslForiress particularly interest-

" CAPTURE THE FLAG The red flag appears undefended
~ in this game of Capture the Flag; better grab it, Check
 for guards lurking in the rafters with grappling hooks.

ing lor its different charaeter classes — Scoul,
Sniper, Soldier, Demolition Man, Combat
Medic, Heavy Weapons Guy, and Pyro —cach
with special attributes and weapons speciallics.
The designers will ade Spy and Engineer
classes. They also plan lo incorporate bots (see
COW Jan.97 for more on bols) to help oul
plavers who don’t have teammates lanely.

MECH IT MESSY
Although not teehnieally a teamplay variant,
MECHWARS (by Lando at www.ruralnelnel.
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MECH MY DAY Grab the appro-
priate power-up for the
MechWars Quaxe conversion 1o
become a full-blown Mech with
kick-ass rockets and cannons.

au/~huda/gquakee.himl) inevitably forees all
of the himans to band together against the
Mech-anized player. Crab the Quad Daimage
ar Penlagram of Invineibility power-up, and
you're transformed into a fearsome Mech
complete with the LB-X Autocanmon, a light
PPC plasma cannon, twin SRM-2 rocket
launchers, and the almighty ER Pulse Laser,
‘The laser-guided HUD makes it casy to

reduce puny humans into puddles,

SEE YOU IN HELL!

IFyou're hungrv to keep up with the sky-
mrk(riing Ouakk scene, cheek out my bud-
dies” web sites and tell them F'sent vou,

Redwoad’s Ouakr:. page at aggiequake.
lanmu.edhu;

Scarvs Ouakel lolio at quakehole.comy; ind

Blue’s QUAKE News al www.bluesnews.com.

I hope you've had as much fun with this col-
wmn as | have. This is the last QUAKE Page (for
now) but not the kast vou'll see of me. Next
time you witness a firestorm of destruction on
Intermet QUARE, vou'll know ' still on the

lovse. &

V. Long poses as a mild-miannered senior editor
for Computer Shopper magazine, but he has a
taste for :_{H)J’r_’fs.
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STRATECY

War Wind

Destroy Your Enemies And Rule Yavaun As Tha'Roon Or Obblinox

by Martin E. Cirulis

The Tha'Roon

n WAR WiND, SSI brings us a real-time wargame set on Yavaun, a world in political turmoil,
where four distinet alien races struggle against cach other for dominance of the planet.
Unlike the WarCRART series, where Ore aned himman units are \'irlu;lll}' identical, the four
races of Yavaun have analogous but distinet units types and specilic racial advantages. This
means there are important strategic and tactical strengths and weaknesses for cach race
that will alfect your style of play. In this part of the strategy guide, we'll e looking at two of
the stronger races in Wak WinD, namely the physically weak but technologically superior
"Ia'Roon, and the walking tanks, the Obblinox.

The former masters of Yavaun are quick in the

lab but less adept at managing construction
tasks anel open warfare, jobs previously handled
by their former slaves, the Faggra and the
Obblinox, respectively. In general, Tha'Roon
should rescarch their technologies as carly and
as quickly as possible. Since cybernetic
upgrades cost less for the Tha'Roon
than any of the other races, players

. should outfit their warriors and
scouts with new parts, specifically
strength and resilience packages,
to compensale for
he Tha'Roon's
subpar melee
skills. As far as
combal lactics
_ themsclves, the

7/ /' ‘Iha'Roon are very
£ powerful in ranged
combat and should

avoid melee with

opponents as

=== much as possi-
ble, especially the
Shama'Li. In large bat-

LEAPIN’ LIZARDS The Tha'Roon are physically
weak but technologically superior. Upgrade your
Tha'Roon troops early and often.

lles, sacrifice one or wo hardy unils by placing
them farther ahead to pin large groups of
enemy units in melee while the rest of your

force blazes away from a distance,

Units

2
o

The Rover These touring knights
arc the most expensive mereenary
it in the game, yet they don't
deliver much damage for your dollar. "They are
hest used as an early boost to vour defenses or
as fast scouts for scanning the countryside and
harassing enemy workers, Unless you are

incredibly rich or desperate, avoid the over,

The Executioner This is your basic

military unit. Outfit with the strength

and resilience upgrades and try to
have your unils cither firing at range or screen-
ing even more valuable ranged units.

The Destroyer 1icse command
units should be outfitted with a full
B array of upgrades (though they can
probably do without the stealth module
unless you have aspecific subtle planin
mind). Use them in conjunction with three
execntioners to maximize their effect, Group
those fonr ina truck or a craiser for a fine

assault group. Pull these units back for repair

=X =t

The strateqies in this article are intended for
Tha'Roon Ministers and Obblinox War
Generals. Eagyra and Shama'll commanders
can turn their Web browsers to
www.zdnet.com/gaming for stratenles for
their own forces.

FIRE AWAY The Tha'Roon have, by far, the
best ranged units in the game. Attack from
afar as often as possible, because they will
lose in hand-to-hand combat. This close-up
shows how the Tha'Roon can chew up an
Obblinox before it even reaches them.

before they are destroved, as they are loo
valuable to waste on a failed attack.

The Rogue Cive these units the
stealth and speed npgrades and use
them in groups lo gel close toan
enemy base. Onee there, lnmeh surprise
altacks against specific largets simultanconsly
with your main assault elsewhere. If it looks
like a superior number of enenmy units is aboul
to engage them, pull back quickly and hide, as
rogues are very poor hand-to-hand combat-
ants. Produce large numbers of them if you
have the money, so that you can build the very

valuable assassin and jump troop units.
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The Assassin Thisis the most
powerful ranged unit in the game

and should be outfitted accordingly.
With a stealth modification, it can lead a group
of rogues deep into enemy lerritory and Lermi-
nale specilic, powerful encmy units before the
enemy can react, With full upgrades, players
can make the decision to use them as is or
upgrade them to jump toops, which offer less
ranged firepower in return for a massive
maobility advantage, a decision which should
be based upon the tactical needs of the
moment.

Jump Troops These ultimate fast-

allack units are rare, and most times

24 vouwill be Incky if vor can get three
of theminto the airat once G lask hat would
require you to have 12 active rogues at the
same lime), butif yvou can do that, then no
enemy it or building is safe. Use their limit-
ed flight capability to bypass walls and enemy
front-line defenders towreak havoe inyour
appanent’s backfield. In combat, keep a close
eve on them, and when they are in danger, pull

TOWN THA'ROON Here is a typical
Tha'Roon settlement. If you want to keep
it alive, upgrade your troops immediately.
Tha’Roon start out weak, but with techno-
logical upgrades, they approach physical
parity with other races.
them out quickly so they can auto-heal, A good
trick to use on many maps is o use a jump
trooper lo colleet goodies that are set aside on
islandls or guarded by hostile animal life.

Psychics and
Psionics ‘1ha'Roon
magic users are the

weakest of all the four races and aren’t really

worlh the cost of ereating them. 1Tyou have

ROCKET RANGING Upgrading to the jump
troop means you lose the assassin’s supe-
rior ranged capabilities, but you gain maobil-
ity and limited flight. These capabilities are
useful for dropping behind enemy lines or
picking up hard-to-reach special items.

the time and money, it may be worth it to
produce the four psyehies and the psionic
just to get your hands on the Conmmand
Voice spell. Onee rescarched by a psionic, it
can be learned by vour lesser mages with-
out trouble, and casting five of these spells
can harm a I'nil.‘i.‘i(.'(l cnemy {ISSiIUII into a
roul. You could end up with a whole new
army at your disposal.

‘These proud warriors of Yavaun are the
masters of the battlefield, but they also have
ﬁ: most demanding infrastructure needs of

all the races. Since an Obblinox mead hall
supports only three units, vou will need lots
of space to support your forees, so keep this
in mind when choosing village sites and
placing buildings. In general, your units are
most powerful in close melee, so when
combat oceurs, make sure vou foree your
units to engage the enemy in melee
instead of letting them fire from afar, as
they will tend 1o do. Most Obblinex units
© pack armor, so never be afraid Lo go in
and slug it out with a slightly superior
force; unless you are outnumbered badly,
you will probably give far more than you
gel. Though your tech rescarch cosls are
almost double that of the Tha'Roon,
equipping your unils with speed,
strength and resilience can make your

forces truly [rightening.

OBSTINATE OBBLINOX The elephantine Obblinox were once the soldiers of the Tha'Roon but are
now applying their military might to rebellion. They are the strongest troops and are best used in

straight-up melee combat,
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Units
Bikers While Obblinox mercenar-
ics can hit a little harder and cost a

little less than their ThaRoon coun-
lerparts, they aren’tmuch more useful and
should be employed seriously only during the
carly stages of a game, They can also be used
to pursue “t'.cing unils or keep labs on enemy
pusitions. Later on they can make a usehul
sereen for a larger attack. as they will attract
most of the enemy units” attentions while you
move in for the kill with imore expensive and
useful soldiers.

9 Auents and Spies I he
k 1 Obblinox are not a subtle

el race, and this shows in thei

clandestine units. While spies have hitting
power equal to that of the soldiers of other
races, and can be effective sneak allackers
when coupled with stealth eybemetics, they
are nol durable enough o justify the cost of
their production, When vou take into account
that you must ercate four of the terribly inade-

CGW




GAMER’S EDGE

quale agents to praduce one spy, i wise
Obblinox commander will leave skullduggeny
and sneak attacks to less noble meesand

spend his money more elficiently elsewhere.

Veterans I ese hardy warriors are
the backbone of any Obblinox

. campaign and should be produced
in large numbers. They are fairy cost-effec-
live, and wise commanders will resist the
temptation to outfit them with anything more
than the resilience and strength evberetic
improvements, Instead, save some of thal
maney for more mead halls and worker

recruitment. Velerans are most effective when

can gel in elose o key targets and eliminate
them in the first few seconds of any larger
assaull, When deploving in a straight-up
attack, truckloads of veterans should be
accompanicd by a cruiser filled 1o bursting
with captains, who should then strike asa

group into the strongest of the enemy’s ranged

unils.

The Golossus Sccond only to the
Shamir'Li elemental in raw hitting

B power, the colossus is a monmitain
u”: itleficld mavhem. But more important
than its terrible strength is its durability. With

heavy armor and a huge number of hil-points,

toe-to-toe against the other troops. In this cutout, Obblinox warriors make short work of a wan-

dering beast.

=)
MANO-A-MANO Obblinox troops have the best strength and armor and are best when golng "
|

deployed inside two or three expendable
trucks, Let the vehicles ke the brunt of the
enenmy’s defenses and then come piling out of
the wreckage witlva full squad of velerans
already positioned for close combat.

The Gaptain Produce one of
these for every three veterans in

VOUr armny, but resist the urge lo
nml\u these excellent fighters into the nigh-
mindless colossus unit. While the colossus has
its uses, a caplain with a host of implantsis a
truly frightening unil, especially considering
that they can be employed in significant num-
bers. Coupled with the stealth implant, they

this achvimeed unil shonld be used 5|1;:|'i|1;;1}', in
conjunction with other, imore versatile units,
The optimal assaull strategy is to lead with a
single colossus plunging into the thick of the

0BBLINOX QUTPOST The Obblinox have
the largest infrastructure requirements,

so |eave lots of space for mead halls [
when you pick a spot to settle. ;

enemy, and then, as they concentrate on the
nearly invulnerable juggernaut, the bulk of
vour attack wave (consisting of captains and
velerans) should hit them from the sides and
envelope them, Unless the enemy comman-

der is fast or you're fighting against the

Shama'li, victory is almost a certainly.

Sorcerers and
Warlocks While one
would think using niagic
was ]L\\ than honorable, a wise Obblinox
commander with some money to spare will
take advantage of the melee strength of these
magical units, as well as the great power of
their spells. The bottom line is these are the
only mages in the game capable of protecting
themselves somewhat, especially if enhanced
eybernetically, aud this gives them the oppor-
tunily lo not only deliver spells, but also to sur-
vive and retieal until their spell points
recharge. Phantasm s largely ineffective, bul
Blood Boil should be researched so the lesser
sorcerors can usc it Sneak a mage into an
enemy compotnd and cast it on a large
reserve foree lo wateh them burn out and die
before they reach your lines. Crumbling is also
useful for destroying fences and infrastructure.

With the full, albeit quirky, network suite present in War Winn, there is no doubt that a new trick

or tactic will be discovered for cach of the four races every day for the next few months. Some

will work better on the computer (such as sneaking in disguised troops — humans tend to notice

when a group of their own workers stanels around doing nothing, not responding to commands),

while others will reap the best rewards when employed against Inuman limitations, I sure more

exhaustive works will appear eventually, but in the meantime, these basic tips and tactics should

give voura leg np on dealing with the compnter opponents, and perhaps give vou an edge when

fighting over exotic Yavaun with a few friends. &
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Syndicate Wars

Memo To All Syndicate Executives On Hostile Takeovers And lactical Strategies

by Thierry Nguyen

cleome Exeeutive, and
congratulations on vour
new promotion, What
follows is one of vour
basic primers on exeeu-
live management and
research, This primer
focuses on the equip-
ment available to your
agents, including its

proper use. Alser, note that the Chureh Of The
New Epoch probubly has stolen this primer
from defecting agents and may use the same

types of strategy as well.

Kinetic Weapons
“The first set of weapons includes kinelic
weapons, ones that fire bullets rather than con-
centraled energy. These remain vour staple
weapans for a long time and will serve you well
if used properly.

"Ihe uzi will be your first kinetic weapon.
Uzis have a short range and do a small
amount of damage. Having four agents con-

centrate nzi fire on one target early on is satis-

The Art Of Persuasion

he persuadetron is perhaps Eurocorp's most
useful device. It brainwashes those near it to
follow your orders, thus creating an expend-
able civilian army. Your persuaded civilians will
pick up any weapons lying on the ground, so activate this
device after a firefight to have your new recruits pick up the
weapans of the fallen. Different people, though, need differ-
ent “points” of persuasion. Citizens are worth one point,
while a law enforcer needs at least four. Syndicate agents
need around thirty-two, as do Church members. Also, a
higher brain level reduces the number of persuasion points

needed to persuade certain types of people.

DONT BE FOOLED The electron mace is woefully inadequate, with pathet- |
ic firepower, a weapon the Syndicate executive would do well to avoid.

factory, but this weapon’s poor firepower will
soon beeome aliability. Rid yourself of the
Uzi al the first opportunity.

‘The minigun, on the other hand, should be
vour carly weapon of choice. 1t has a decent
range and delivers decent damage. When four
agents begin to spray minigun fire aronnd, they
quickly become a foree o
contend with. The Church
needs to research miniguns as
its first weapon, but we here at
Furocornp already have the
minigun. Ladvise you, as a
urocorp executive, to sell all
()[_\l]ll] Uzis and |}u) mini-
guns before your first mission,

Long-range rifles are pow-
erful weapons when used
propey and should be a top
research priority. As the name
suggests, they have great
range (longer than all

W L'EIPUI 15 L'.\L'l.'l'}l Iillll ll.'l s
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and plasma
lances), and their
bullets are power-
ful enough to ter-
minate most sol-
diers inone hil.
The main hin-
drance to its con-
tinued use, howey-
er, is ils refire rate.
To balance this
inequily; equip

two agents wilh
the long-range
rifle, and equip the
T ] remaining two
agenls with mini-
guns, The resull:
while the two LR
rifle-equipped agents reload, the two with mini-
auns can conlinue their blanket of fire. The
only time to arm all four agents with LR rifles is
when vou can retreat freely and henee control
the number of encroaching enemies. Against
vehicles, the LR rifles massive range and fire-
power are perfect, as concentraled shots from
four agents can destroy nearly any vehicle
quickly. Should vou find vourself on the oppo-
site end of an LR ifle, the way to counter it is
to immediately concentrate several agents on

ils owner.

Explosives
The explosive weapons come in two types: the
limed explosive and the launched explosive,
Follow common sense —while they all do a
greal deal of dimage, the explosions can alfect
vouaswell

High explosives (1115, like the minigun, are
another staple weapon, They should be
rescarched after the LR rifle. Each agent can

canry up o four high explosives. To use HIE,

cow



PLASMA PRIMER The hest all-purpose energy weapon in |
the game, the plasma lance destroys man and machine
with equal efficiency, ’

GANMIER’S EDGE '

move vour agent to the targeted area, release
the bomb and vacate the premises, s effec-
tive for taking down gates and banks, as well as
cars, given the proper timing, With two HE,
)'”II can fll'.\lf{l_\' M i]i]lll’(, \\'Ili('il T['\'ll".‘; il] ”'Il'
massive release of |in|uit| assels lor immediate
acquisition. The I is also good for eliminat-
ing buildings full of enemies, provided you can
get close enough without being defected.

The ion mine is barely adequate. Rather
than destioy an enem, il ncapacitates. It
clrains energy from whatever cnemy unif trig-
gers it Against compuler opponents, itis of no
greal imporlance, so research priorily is low. It
is, however, more useful against other humin-
held Svadicates, as vour foe cannol use any
weapons alter Irigaering it

The launcher is a goud, all-purposce
weapon. Research this as soon as vou find i,
and fry o equip everyone witliil. 1t Tange s
nearly that of the LR rifle and its firepower the

near equivalent ol an FIE. Launehers are

excellent against vehicles and large crowds
due to their high dammage. Avolley of four
rockets will scatter heat and flame over a small
area, umkinr,; it ])L-rii_'d for clearing p.ltclm of
Chureh holdings, 1fvou hold down the right
button before firing, you can “lock” the
weapon and achieve more accurate fire,
However, be especially carcful when using this
weapon, as accidental fire ina cormer will
resull in l|ﬂ||l;1r__;l.' loyouragenl.

The nuelear grenade, referred to collogui-
ally as the *Cataclysim,” is the most powerful

land-held explosive in the game. Rescarch

CGwW
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EXPLOSIVE EFFECTS High explosives, which are ideal for destroying banks and vehicles, emit a
ring of fire and smoke to burn all enemy units within their radius.

this as soon as voi can. Though it is expensive,
the retum on vour investment is :zal(miahin;_;,
One NG e bring down any single sky-
seraper-sized building, Simply throw the
grenade af the targel and immediately evacu-
ate the area. ls main disacvantages are ils cost
(00K a pop) and, inmultipkiver games, ils
telliale white flash, which mav alert human

opponents to flee betore the blast.

Energy Weapons

The following are the energy-based weapons,
When these weapons come into play, it is lime
to phase oul the kinetic weapons,

Despite its menacing appearancee, the elee-
tron mace is i poor weapon, Good for disinte-
grating citizens, it still lacks ample firepower. 1t
remains a mystery as to why the Chureh
chooses to make this its standard weapon,

“The pulse laser should be a top-priority
rescarch project. Onee rescarched, it will
become your new standard fircarm, Anm all
forr agents with this weapon, and no one will
be able to resist the Syndicate. e concentra-
tion of pure red laser power will disintegrale
anyone w ithinn moments, However, even as
vou anm all your agents witli this weapon,
always keep LR rifles in reserve, Despite the
PLs superiority against llesh-hased targets, the

LR riflle s still hetter suited for vehicles.
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"The best all-around energy weapon is the
plasma lance, Four agents armed with these
proficient lools can dispense with an entire
mob of Unguided or destioy a Chureh siege
tank in a few shots, all with the same deadly
efficieney. As soon as it appears, research it
This weapon becomes available only near the
end of vour tenure, and vou will need it.

The graviton gunis the most powerful
energy weapon. Unfortumately, it appears only
al the very end Yon will need to salvage it
from the Chureh, as it acquired this weapon
first.

Miscellaneous
Equipment

‘The disrupterim-persiades peaple and is
usclul only i multiplayver warlare,

Ilamers are lame-throwers. They have a
short rnge and low damage potential. This
weapon s purely an indulgence tor vour
agents when they wish to set afire the
Unenicled,

The low-prionily rizor wire is more of an
annovance [han aweapon Lo your enemies.
You will gain the most suecess with this
weapon against nman-held Syndicates,

‘Trigger wire is an improvement over Razor
Wire and, unlike its predecessor, will actually

explode when tripped, In the heat of battle,




however, itis difficult to Tav this trap. Again, it
is best used in matches versus other human
Corporations.

Psveho gas is a confusion agent. With no
real value insingle-plaver play, itis irmtating al
best in multiplayer. Use of this gas will cause
vour opponent ta lose control of his exposed
agent lemporarily,

On the other hand, knockont gas can be
very useful if used correctly: Always have al
least one agent carry four canisters of KO gas,
When you run into i large group of enemics,
order that agent 1o loss a can ontward and Fall
Dack. The KO gas should render most of vour
enemies unconscions, giving vou the opporti-
nity o anmihilate thenn, KO gas is kevin the
amored car heist missions. Research it al vour

carliest convenience.

The auto-medikit will antomati-
cally heal vour agent as sthe gets
injured. lis effects never expire, so
vou can place one in each agents
slot and always be assured of the
kits healing effeets. However, von
st give the kit enough time o
heal vour asent by falling back.

Agoad delense weapon is the
Cerebus IFF. Simply lay it down,
and it becomes a turrel hal fires o
pulse laser at any enemy that
approaches. It fives until it is
destroyed or until the power ns
oul. This is useflul if vou are being
assaulted on two sides, as vou can
line one side up with Cerebus 11

and manually defend the other

A HARD RAIN'S GONNA FALL Satellite rain is a mass drop of
nuclear grenades. Nothing in its path is spared, including any of
your agents who straggle behind,

| EANIER'S ENGE
GANIER’S EDGE

Body Language

he basics of body modification are as fol-

lows: body madifications improve your

agent’s health, arm modifications improve

your aim and weapon efficiency, leg modi-
fications improve your speed and stamina, and brain
modifications improve your agent's Al.

There are three levels of modification per part, and
you can modify an agent only once. Once a modification
is attached, it cannot be reversed, so choose your
upgrades wisely.

An example of a good research path follows: body,

arms, brain, legs. The body and arms control your
accuracy and endurance. so they should have priority.
The legs and brain are less important.

Finally, some Syndicate employees (those who failed to
win promotion) do not realize that weapon and modifica- |
fion research can occur simultaneously. When research- |
ing a weapon, Just click on the modifications buttonto |
sludy both a weapon and a modification at once. |

side. Its especially useful for the
Furocorp mission of prolecling
r. Drennan and his aide.

‘The clone shield is a ool of
stealth. The clone shicld is
designed to give the ontfitted
agent the appearance of an
execntive. This deceplive
appearance allows one lo min-
gle among the police and possi-
bly enemy agents, without draw-
ing allention or fire.,

Anodd itemis the chromo-
tap, which allows you to
recharge encrgy from corpses,
‘Though it is useful in principle,
this interesting item is largely
useless by the time voi acquire
ils you will ave progressed so
far that very few hodies will
renmain. Stll, carying one witl
vou will ensure an aceclerated
recharge rate when you do
encounter, or ereate, bodics,

‘The displacertron is useful
for defense. Il works |}}' crealing
aficld that causes all canght
within to disappear hom view
for a short period. Henee, it is
useful in large fights by allowing
_\l"!” |” IlifiL' dllll I'(.':.;i]i” ”l.'l.'ill.'fl
health and energy.

‘The stasis field is perhaps the

mast useful iten, slowing down
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time for vour enemies. Simply v a stasis field
lll)\\ 1] iI'lllll”E_"\l il !_;Ii IHI) ”' cnen |'il_"s. '-l[lli _\nlll'
apponents will move in slow motion, allowing
vou to dispateh them at vour leisure

The most destructive weapon is the satellite
rain— in cssence, several nuelear grenades
filling upon vour target. Merely position an
agent near vour Largel arca and activate the

lainch code. Soon the general area surmonnd-

SUCCESS THROUGH STASIS Place the sta-
sis field in a huddle of foes and you will
reap immediate rewards as your enemies
suffer a slowed movement and fire rate.

ing vour agent will crupt in fire amd smoke as
building after huilding is I|I1L'|'|} L[:_~~.l|‘u}=_'n|.
Absolutely nothing can survive a direet hit
from asatellite

Fxeentive, your promotion should mdicate
that the Syndicate places muceh trust in vou to
fulfill vour duties, Our holdings cannot now
|R' (N} illl] )l“llll‘\l'{l }i\ t]]L' l\ ] ||||l'||. -'"Il] we I{ n ll\
lo vou lo maintain our solveney and market
dominance, Do nat Fail us ‘i:

CowW




by Peter Olafson

elthesda’s SKYNET Tas fewer than
half the missions in IFUTURKE
SHOCK, but the good ones are
about twice as clever, Here's a run-

down on the human resistance’s

no-nukes campaign,

- mission one:
Trojan Horse

“The bot base that holds your objective — the
Hades city-busting missile —is fairly small, bul
it's tough getting in and back out again. Climb
inside the in-bound container, which the bots
will then obligingly bring within the walls. The
base has two discrete sections. The one you
want is to the rear and is reached by a descend-
ing ramp. Throw the swilch atop the nearby
tower Lo open the door at the bottom, Onee
inside, vou'll find that most switches have an
elfect close by. (However, don't overlook the
express exit.) Use the switch atop the tower

near the gate to make vour exit.

———mission two:
Drive, John Connor Said
The long drive home is very simple. All vou
need to dois head mostly west and south (and,
briefly, north). Don’t shy away from the drop-

off vou'll encounter on the way:

mission three:
Core Wars

The infiliration of the Cyberdyne Systems HO

is a long and rigorous mission. Avoid the north-
west, where a thicket of bots hang oul. Instead,
go north, then westand up the clevated high-
way there.

Actually, you're not looking for the
Cyberdyne building — which can't be entered

CowW

Blow The Terminators Away With This SkyNET Mission Walkthrough

pSee Our Review Of SkyNET On Page 116

Waiting to Inhale

In this level, the bots have sunk the sub with
you on board. Backlracking isn't an option.
(The top hateh is inaccessible, and, with the
warped underwater physics, your character
swims like a stone.) Make your way to the

mission five:

bow. Use the panel at the end of the left fork
ta open the door at the end of the right.

Open the door to a torpedo tube, and you'll
be fired directly into a nearby sewer outlet,

Here, it's more or less a conventional sewer
maze, with a few tum-the-whesl-to-
open-the-door bits and a good deal
of walking underwater. Eventually,
you'll open a door that lets in a tor-
rent of water. Blow open the odd-
looking section of the right-hand
wall around the curve and you'll let
it right out again.

Stick to the main hall, which
leads you to a room with four
gated funnels, Tum the wheel on
the west wall and then the one in
the north wall to clear a path to

> WATERLOGGED Mission 5 is a sub mission, where you'll
have to escape from the sub that the bots just sank. Use

the torpedo tube to fire yourself out, and then find your

the east. Once back in the open
air, hoof it back to the jeep. (It's

way through the maze back to the surface.

between a blug and a yellow van in
the northeast corner of the level.)

by conventional means —but an adjacent
structure witl a tall mast on its roof, Knock
dovwn the mastwith a blast to its base, and
vou'll have a launch pad for the long leap to the
lop of Cyberdyne,

You'll have to fight vour way down through
the structure to reach the ausiliary power
swilch (in a storage room down a short flight of
stairs off the labhy). "The stairs only take you so
far, though. When you see anair-hockey table,
blow it up and then blow a hole in the floor
beneath it o proceed.

The power switch opens the elevator doors

on the ground level. The elevator, though,
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remains al the top of the shafl, so vou'll need to
make vour way back to the top. Riding back
down, walch for an othenwise inaccessible area
off the shaft. The two terminals here will open
the way to the cellar command center, Access
all the terminals there, and then make your way
to the wol, where a Hunter/Killer eraft will
come to pick you up. Don't go back via the cle-
vatar: it’s now flooded with bots

mission four:
Sub Sandwich

I the first purt of this level you'll see

unclimbable slopes and barrdcades that seem to



-
. mission six:
Going Along For The Ride

This mission is really an extended driving lesson, as
you saddle up a jeep in an attempt to intercept the
missile en route to its launch site. Unfortunately, you
can't actually stop the missile. Your real job s just to
survive to see the bots destroy the bridge and cut off
your pursuit,

To get that far, you'll need to blow off the door of
the drive-through car wash. Just after the fast-food
restaurant (Big Buns), you'll see two roads heading
north. Take the second and higher one. Then floor it.
Just be sure not to get hung up on the guard rail.

laumch the missile.

tunnel,

see‘enn,

" DRIVE ON BY Mission 6 is a no-win situation; just
drive as far as you can and stay alive to see your path
being cut off by more enemy bots.

on the base’s nortlside.

point 1o an exil via a drainage tunnel across a

pool on the north side of the level. You might

Send the Hades
Up the Styx

Your final task—setting a new

think this is where vou begin, but itisn't. This is
actually the exit vou'll nse in the next mission.
But vou're getting warm, Scarch the slopes
south of the pool for a section with aslightlyless — target and launehing the
steep ineline. At the top, make a jump and vou'll - missile —isn'tLas complicated as
find vonrself Tooking down inte a naval base. itlaoks. You'll lay the gronndwark
Use one dock erine to reach the ramp Lo for this level’s solution in strue-

the top of the subs conning tower. The other tures east, south and west of the

“The base isn'ta straight shot to
the cast. 'The highway cventually
peters ontina blackened cul-de-
sae within a cirele of impassable
hills. Just before this dead-end
you'll Tindd i canyon. Dive in, and

follow it north 1o a hnge aceess

"T'his takes vou into a substation
guarded by Terminators. You'll
find the exit, almost out of sight,
higli in the far wall. This second
section of tunnel can't be navigat-
ed conventionally. Your angle of
approach won't penmit it You'll
need to move as far forward as
you can, rolate the crall onils
anis, move forward again, and in
this way zigzag your way up the
tube. You're especially valnerable
to sniping from lerminators in
this awkward position, so move
quickly and shoot ‘e when vou

Onee in the open again, jusl
imake your way north across the
lake and cast to the base. Set

down on the green linding grid

mission eight:

. EAVIER’S ENCE
GANMER’S EDGE

need later to open an elevator daor. (The
ather panels enable booby traps.)

"The southem and western structures are
eftectively gauntlets laden with hard-to-sce
guns and rocket lanmehers. You'll need 1o
methodically ferret these oul — drawing their
fire and identifving the souree, if need
be—and put them ont of commission.

Despile appearmees, he northern stiue-
ture isn'tan abandoned waste dump. On the
upper level, look for a room with a cluster ol
racliation barrels. Blow them up, and they'll
take a section of floor with them, Drop
through the hole, and you're on the fast track
to the elevator in the eastem structure (walch
for Terminators).

Ricle that lift to the upper level and shoot
the sensor vou enabled carlier lo open the ele-
vator door onto the catwalk. Climb the ramps
and enable the six panels yvou'll find in the two
control rooms. This gives vou aceess to the
inner ring of the catwalk around the missile
Fnable the panel here to extend a catwalk
from the western structure, Make use of it
quickly (more enemies are coming) and enter
the wester structure.

Activate the panels atop the colunm to plug
in the new target, and climb the ramps o the
final room, where vou'll find the knmch but-
ton protected by an eight-segment foree-field.
“To kill all eight segments, activate the two east-
ermmost panels on the southern wall. Then hil
the button and wateh the missile flv. Mission
accomplished. %

crane will nel you a very nice weapon.

Your work here is eut and dried: Gel the
combination to the subs main terminal from
the terminal on the catwalk in the engine
room and nse it to open the safe in the confer-

chce o,

- mission seven:
Doing What We Do Best
The only Hunter/Killer mission in the

new collection finds voul bound for the

desert base where the bots are planning o

launch pad. Bul the one that
appears lo hold the least— 1o the
north—is the most essential.
“The lower seetion of the cast-
em structure has lwo central con-

trol arrays with five interactive

pancls, On the norther army,

enable the easternmost of the

ON TOP OF THE WORLD Mission 7 is a hunter/killer mis-
sion. This is the view from the hunter/killer aircraft, which
you can use to clear yourself a path, thanks to its heavier
armor and armament.

two panels with the red and
green bars. This activates a sensor
in the southwest comer of the

toonts second level, which you'l
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Strategy/Wargames

War Wind

Hun: are some cheats for those times when
vou don't feel like doing the dirty work of

reigning inyour I".;lgr__;m shves.,

IGolden hoy = Gain 5000 resouces

1Pump an ahm = Gain full prestige

IThe Great Pumpkin = \Vin the campaign

IThe Sun also rises - Removes fog of war

10h come all ye faithful - lister inn
reenntment

10n a mission from gawd - Accelerates
building and harvesting

!l am the hishop of hattle

seenario

Win current

_ Adventure/Role-Playing

Tomb Raider i
ere's a trick to skip levels in Tome
Raioer: make Lara step forward

once, step backward once, turn full cir-

cle three times and then jump forward.

The key presses are:

Shift Up, Shift Down, Turn around 3
times, Alt-Forward.

Complete this sequence and she'll
literally jump ahead.

Master of Orion Il
cre are some cheats that will make
MOO2 exciting, and sometimes a little
too easy. But vau asked for it. Hold down the
|AIL key when you type in these cheats. For
all codes except “erunch,” tvpe them at the

galaxy screen.

canbonly1 = Tirns all the Al cmpires againsl
you

crunch = ( sompletes vour current con-
struction task (type at colony sereen)
einstein - Gives vou all techs

iseeall = Bestows ommiscience

menlo = Complefes current rescarch project
maola = Gives vou 1000 eredils

Lords of the Realm I

er! to their own deviees, your bowmen and
crosshowmen will frequently make bad
decisions or focus too much on only a small
portion of the enemy
amy: This is particular-

Iy true in siege encoun-

ters, where your
defending archers must be instructed to direct
some of their fire toward the enemy bowinen
outlside the walls. Remember, until the wall is
breached, only enery archers can hurt you If
you direct, say, half of vour defenders to fire
hack at these archers, you may be able to wipe
then out, thus leaving the rest of the besieging
army at your merey.

an course.

Titanic: Adventure Out 0f Time
ITaNIC iS @ pretty easy adventure game, but you can get
tripped up and end on an undesirable path. Rule one, of

course, is to save often. Now here are some tips to keep you

Finding the Rubaiyat in boiler room 3, coal chute 4 is
easy enough. Holding on to it, and not getting killed by
Vlad, is another matter. Here's the deal: do not take the
book with you after finding it. Instead, simply hide it behind
any other control box doors before going back up. After you
retrieve the package from Barbicon, you can then go back
down and give it to Vlad, and he'll go on his merry way.
You can now leave safely with the Rubaiyat.

If you fail to get the painting out of the cargo hold early

on, fear not. You have another chance. Go see Beatrix,
and trade the letter incriminating her husband for
Shailagh Hacker's baby. You can then go to Jack Hacker

and trade the baby for the painting. If you want to make
sure World War Il never takes place, don't leave the ship
without the painting.
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Simulation/Space
*F-22 Lightning I

| Having troubles getting through the
seemingly impossible Mission 8 in
Campaign 4, where you're trying to pro-
tect Air Force 17 Even if you take out all
the enemies, sometimes AF1 wanders
into a SAM area. Here’s our winning tech-
nique:

First, keep your radar turned off unless

damaging him slightly. He'll veer off the
flight path and away from the major dan-
ger. (Realism sticklers can just target him,
but then the allied escorts target you.)
Now, take out any enemy planes
remaining; fry to avoid attacking aircraft
also being attacked by the allied escorts.
Even when all the enemies are shot
down, though, you're not out of the

you're firing a missile. Unrealistically, your
radar makes alf allied planes more
detectable, not just yours. Launch all your
AMRAAMs at enemy planes from maxi-
mum range, then quickly land and reload.

Next (Republicans will love this one),
fire a couple of bullets at Air Force 1,

Classics & Puzzies

Risk

In games of Ultimate Risk, a simple but effective tactic is to exchange prisoners of war with the

water. Air Force 1 is still in danger from
SAMs. You have two options here: Either
take out the offending SAM sites (difficult
to do when you're not armed with any
JDAMs), or simply distract the SAM sites
s0 they fire at you instead of the presi-
dent.

same nation that you ally with, especially if that wation is slightly weaker than vours, This allows

vou lo coneentrate on eliminating very weak players, or to cut into the lead of any nation signifi-

cantly ahead of you. Consider a 4-tum allince to cover your flank, especially if vou are nsing the

fog of war rules; this helps vou set up ambush-

es when the alliance is over,
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Triple Play 97

FA Sports hit a hard line-drive this vear with

ils latest ;ilc;ldu—-.l) le hasehall game, a il tl ey
spiced up the game with some built-in cheat
l'[ILIL'\.

P There are two seeret stadiums in the game,
I'rom the Stadium setup screen:

it the Up arrow, Down, Right, Up,
Down, Left, Up to play in the com field.

it Right, Left, Up, Left, Down, Right,
Lelt to play in the “mystery stadinm.”

P16 e vourself into the Tony Guyin vou
know vou are deep down inside, try the follow-
ing cheat codes while at the plate to increase
your batting prowess, While holding the 1 key
down,

Press 2 for a long fly ball,

Press 3 for a line drive.

Press & for a grounder.

Press B fora o up.

Press B for a bunt.

Press T with any of the above to get a full

power hit.

IndyGar Il

When taking laps under a vellow caution flag,
vou can avoid being penalized if you pass other
cars during the last quarter of the cantion lap.

Front Page Sporis
Foothall Pro 97

Despite on-line mumors to the contrary, vou
can use your old custom leagues from I'PS V6.
Just make sure to copy all vour former leaguc’s

files into vour root FPS Pro Y7 (|i1‘L'L"tnr_\' (ust-
ally CASIERRA\FBPRO97). This works best

al the end of a season, and doesn't work well if

vou had unfinished (saved) games in your for-

mer league,



SO WHAT’SsYOUR

avorite

NEW FEATURE?

DeSIgned for

'rtl E]
: ¢i‘ =
".-u o
. Microsoft®
I have to confess: Windows 95
My favorite is the automatic
CD-Player. Whenever I pop in a
music CD now, Windows® just
plays it. I don’t have to fuss around
with launching a program to do it.
The CD Player does allow me to
program the running order and
skip tracks 1 don’t want to hear.
And the system remembers
it every time.

1-56276-288-5
$24.95

Making It Work

Matt Lake and Yael Li-Ron believe that Windows 95 is a system to intimidate,
not to be intimidated by. Their book, Windows 95: Making It Work For You includes
a comprehensive approach to Windows 95, incorporating a look at its technical
structure with illustrations and a guided tour, plus a Windows Fixer section with
techniques and tips for making Windows 95 do stuff it doesn’t want to do!

&

-
u
]
n
u
]
-

B e e il

;|
-
=
]
e

Ziff-Davis Press books are available at fine bookstores,
or call 1-800-688-0448, ext. 372.

;

0 1L D Press

Microsofl, Windows, and the Windows logo are registered trademarks ol Microsoll Corporation.
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IT'S AS EASY AS 1,2,3

1. Fill in your name and address and check oft 2. Circle the numbers on the card that correspond to 3. The literature will be mailed to you from
your answers Lo the seven research questions the ads or articles you'd like more information about the advertiser frea of charge

CIRCLE FOR FREE INFORMATION

001 002 003 004 005
026 027 028 029 030
051 052 053 054 035
076 077 078 079 080
101 102 103 104 105

376 377 378 379 380

1. What Is the highest level of education thal
you completed? (Check one only)

01,11 Some high schoal or less

02. (] Graduated High School

03, 1 Some College or Technical school

04, [ Graduated College

05. 7] Post Graduate school

2. Computer currently owned is:
(Check all that a;mﬁr]

(1. 7 18M compatiple {Intel standard)

02. 1 Maclnlosh

03. [0 Amiga

04. 71 Dedicated gams maching

5. ] None

3. 1 Inted, what level? (Check one only)

0. L] Power PG

(2. [ Pentium (366)

03 0486

04,7386

05,0286

4. Do you own {of plan 1o buy in next 6 months)
a CD-ROM? (Check one only) -

011 0wn

02. [ Plan 1o buy (& months)

5. How alten do you usually buy computer games?
(Check one un‘y:

01. [ Once a week

02, ] Once every two lo thiee weeks

03. [J Once a month

04[] Once every two ba thrée months

05. [ Once evary four to six months

06. ] Once a year

. Where are you mast likely to purchase games?
{Check alt that apply)

01. [ Independent computer store 04. (] Computer stare chain l
02. [ Consumer electronic store 05, [ Direct from vendor

03. [ Mass merchandiging store 06, [ Mail order

Void after June 30, 1997

012 013 014 015 016 017 018 019 020 021 022 023 024
037 038 039 040 041 042 043 044 045 046 047 048 049
062 063 064 065 066 067 068 069 070 071 072 073 074
087 083 089 090 091 092 093 094 095 096 097 098 099
112 113 114 115 116 117 118 119 120 121 122 123 124
137 138 139 140 141 142 143 144 145 146 147 148 149
162 163 164 165 166 167 168 169 170 171 172 173 174
187 188 189 190 191 192 193 194 195 196 197 198 199
212 213 214 215 216 217 218 219 220 221 222 223 224
237 238 239 240 241 242 243 244 245 246 247 248 249
262 263 264 265 266 267 268 2069 270 271 272 273 274
287 288 283 290 291 292 293 294 295 206 297 298 299
312 313 314 315 316 317 318 319 320 321 322 323 324
337 338 339 340 341 342 343 344 345 346 347 348 349
362 363 364 365 366 367 368 369 370 371 372 373 374
387 388 389 390 391 392 393 394 395 396 397 398 399

400

Name CGW 397-4

|

Title Telephone

Company Name

Address

7. What is your (and others in household) lavarite type

of game? (Check one in each colummn)
Yoursell Other 1
01. Strategy
02. War/Miitary
03. Rade Playing
04. Brain Teasers
05. Card
06. Sport
07, ActionArcade
08, Educational
00 Advantirs 1

Dther 2 oty State | Zip

4, L] Please send me a one-year (12-Issue) subscription to Computer Gaming Workd lor 527,84
(.5, price); all other countries add $16.00 for additional postage.

In a Hurry? Fax This Card To: 609-829-0692
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PFREE
R.S.# COMPANY

08
265
02
20
i}

107
20
)
o

367
245
45

106
28]
169
165
82

24
115

240
I
74

13

263
3%
260
12

(1%}

5
U]

ADVERTISER INDEX

PFREE

PRO

20th Century Fox Home Entedtainment Die Hael

20th Century FexHome Entertainment  Independence Day

Tth Lenved, Ine.

Tth Level. Inc.

Tth Level, Ine.
Adlechnology

Accolade

Accolade

Activision

Actnision

ActSoft, Inc,

AmyRiver Entertainment

Al Technologies

Avalon Hill Game Compary
Avatlon Hill Gane Company
Avalon Hill Game Company
Barooka(SAS)

Bethesdda Softworks
Brodebund

CH Products

Clips & Bits

Chips & Bits

Chips & Bits

Clhips & Bits

Chips & Bits

Colurmbia House

Corel Comoration
Diamond Viewal Systetns
Dreamworks Interactive
Fanth Link

Eidos

Falcon-Northwest

Gamer's Gold

Gateway 2000

GT Interactive Software

C1 Interactive Software

GT Interactive Software

GT Interactive Software

CT Interdive Software
CIL Entetainment

GTE Entertainment

GTE Entertainment
Interactive Magic

Intergraph Computer Sistems
Interplay Proguctions, lnc.,
Interplay Productions, Ine,
Tnterpley Productions, Ine.
Interplay Productions, Inc.
Interplay Prochictions, Inc.
Interplay Productions, Inc.
Live Entertainment Companies
Looking Class Techiologies

LuscasArts Entertainment Co.

Dominion

G-Nome

Helicops

PCCm

Jack Nicklas

Test Dirive

Dark Reden

Interstate 76

Mail Ordier Prochucts
Alorkinthe Tale
PC&TV

CanveWars
History of the World
Onerthe Reich
Computer Group
KCar

The Last F.\|NL‘.\\
FamilyAd

Board Gomes

Budewt Software

Mail Orcker Acult

Role Pkwing Cames
www.edng comfclipshtml
CD-ROM

“The Cassandm Calleres
Monster 3D

The Neverhood

A

FlRacing

Falcon MACHV

Wil Orler Products
Farnily PC Multimedia Systens
Blood

Shadow Warrioe

Star Commuand
Tigenshark

X5

NCAA Basketball
Timelapse

"Titanic

Fallen Haven

Intense 3D

Descent to Undenmountain
Dragon Dice

Fallout

Realms of the Haunting
Reddneck Rampuge
Starflect Acaderny

“The Amival CD ROM Adventure
Brtish Open Golf

Star Wars Archives

PAGE mR.S.# COMPANY PRODUCT PAGE

14115
45
1213
126427
1011
Ell]
507
23
102-103

Gl
1061007
154185
1135

129
165169
2
147
139
Ve

9

)
€%
5145
&
3637

135159
15

259
173
46
7
50
(]
152

193

|

134

w7

89
112

180
266
267
0

155

Matrex Craphics, Ine.

Manis

Megamedia Corp.

Megamedia Corp.

Microforum

Mieron Ilectronics, e,
MicroPose

Microlrose

Microsoft

Microeoll

Mindscape

MPath Interactive

New World Comyputing

New World Computing

IR Schooks

ORICIN Systenms, e

Philips Media

Playietes Interetive Entertainiment
Poyemuns, lne.

Payenosis, Ine.

Psygnosts, Tne.

R& GG

SEGA Entetainment

SECAof America

SECAof America

Segasoft

Sierm On-Line

Siemra Ch-Line

Sierr On-Line

Siema OneLine

Siema On-Line

Sir<Tech

Sir-Tech

Sony Playstation

Strategic Simulations, Inc.
Strateggie Simulitions, Ine.

Tabe 2 Interctive Software
Talonsoft

Talonsoft

ThunderSeat Tecnologies
"Total Entertainment Network
TSR Ine.

LIBISoft, Ine.

United CIWROM
VConmunmicaions

Valhalla Unlimited Inc.

Virgin lnterpctive Entertaiment
Virgin Interactive Enlertainment
Virgin Interactive Eidertainment
Virgin Interactive Entertainment
Virgin Interactive Fntertainment
Virgin Interactive Entertainment

WizardWorks Croup, Inc.

MARCH 1007

Matron Mysticpue

Sim Copler

Chasm

Space Tracling

Soultrap

Multimedia Computer Swstenms
Megge The Gatering |
Star Trek Generations PC
Insidde Moves Series
Siclewinder Camepexd
NCAAFinal Four 97
Mplayer

Henxs [

Wikges of War

NRI Schools

Privaleer 2

NetZone

MDK

Destetion Derby 2
Diseworkd 2

League of Pain

Userd Ginme Software
Seg Ralley

Emperorof the Fading Sun
Shooting Callery

Space Bar

Betryal inAntara

Front Page SporteGolf
Fremt Page SportsSeries
Nacar2

Shivers 11

Fable

Shardows aver Riva
Camage Hearts

Star Ceneral

Warwind

Callabean's Crorstime Saloon
Napoleonin Rusia

The Ageof Sail
ThunderSeat

Blizzand Entertainment’s Diablo
AD&D CD-ROM

Pod

Mail Ordler Products
Systern Conmender

‘The Infemo

Agile Warior

Command & ConquerRed Alert

(i3]

1=

46
A207
149
Bb-67
13

125

143

137
161165
51
8283
W7

15119
25
39

133

155
151151
17,15
2627
3534
159
199
187
193
43
42
I72
144145
20
130131

23]

|

Command & ConquerRed dlert-Countendnike 121

Command & Conquer, Win 95

Crimd Slam

Lands of Lore Guardsans of Destiny

Star Gunner

CcC

1191
3]

10:1
(7

o



> Loeal Storgs don't always Have e gamses
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THE MARKETPLACE

R&G GAMES H

PO BOX 5000 Glondala His, IL 80139
We Buy & Sell New & Used IBM Games & Hintbaoks
Top Dollar paid for newer games. Check or 10% more for
credil usualy processed in just 1-2 days. Cal for prices
bafore sending games. More games in stock cal for prices.
*sed Games* Rebel Assault 2 CD §2
7 Guest CD $19 Shivers CD 528
11" Hour CD §29 Sient Hunter CD 529
AHGE4D Longbow CD $28 Sient Thunder CD $19
Angel Devold CD $21 Spaze Quest 6CD 520

pebb Al U CALLTO MISS THE NEXT

Bad Majo CD §32 Star Trek Final Undy CD

oo U For SUBSCRIBE TODAY! COMPUTER LIFE!

Conqueror 1085 CD $22 Tme Commando CD
Crusader no Regret CD $32 Tonn Passage CD

Grusader No R cD 22 Undor A Moon
v ettt il L Every month COMPUTER LIFE is

Daggerfal CO $33 Warcralt 2CD packed with answers, clear-cut
gﬂ* Fﬂﬁm $20 Witchaven 2CD information, practical tips and

eyt :;: m Commander i gg how-to's — everything you need
EF2000 CD $24 Wezardy Gold €D to wring more power and plea-

Earthsiege 2 CD §26 X-Wing Col CD sure from your machine.

Frt Pg Sp Foolball 96 CD $22 Zotk Nemesis CD

Fud Throltle CD §22 **Npw Games™™ To stay on top of it all you've got

Fury3CD $20 Afterélo CD to subscribe to it.

Gabriel Knight 2 CD $29 Chvizalion 2 CD -

Hexen c;w $26 Command & Conquer CD So call today. It's a better deal at

The Hive CD $19 Com&Com Red Alert CD a better price — FREE software,

Hyper 30 Pinball CD §20 Crusader no Regret CD too — when you subscribe to

Need for Speed CO Final Doom CD COMPUTER LIFE!

NHL 96 €D §25 Mechwar2MorcenariesCD
ch

Pk bendvich 832, Tine Comnsdo FREE BONUS SOFTWARE

Police Quest 5 CD $20 Warcraft 2C0
Free UPS Sh ln with purchase of $75 or more WHEN YOU CALL!

cal 1-800-525 M cm 630-060-9995 Fax 630-980-0996
Emd lgg:mus@aol com

bl All you 1)1} is call to subscribe. J1M"T miss the FREE sof
plable games wil be retumed
at mupmiimlpummmnmw&m.

CIRCLE READER SERVICE #112




National Partner
OVER

10,000
TITLES
IN STOCK
DAILY!

of
CYBERFEST ‘97

FREE SOFTWARE
WITH EVERY PURCHASEI*

SAME DAy
SHIPPING! ™"

University of lllinois
Urbana-Champaign

March 10-15, 1997

Visit Our “ TWebsite at

bwu.unitededron.con

MIA2 AsRaws: Operate in @ crewman's pesition as driver,
guaner, or tank commander & fight in any of these patential
worzones: The Persion Gulf, the Balkans or the Ukraine

AIR WARRIOR 11 Fly over 25 different vintoge waorbirds in over
100 detviled missions sponning WWI, WWII & the Koreon eras,
operating under an intuitive Windows based interface.

Harpoon Cuassic ‘97: Wit new displays, updated & odded
scenarios & a mere inluitive apgroach, Harpoan ‘97 will cenfinue

CALL US NOW
FOR A FREE cartaLoc!

18008648334

e a4
46
bk V. |

Warrior

49040

o test your growing experlisel

INTERACTIVE
micicd

World Explorer

Carnace: Dark Hour
The all new collection
of levels, cheats, hints

Soutreap
Meet Malcolm West,
wha fries Io control the

‘ﬂ;lllﬂ Iul d
IRONCIAD,
- s

Duxe Nugew 3D
Avomic Epmon

by GT Inferactive
II's Duke Nukem

3D, plus the cllnew
Plutaniur

with 11 new b or

55422

Worto Book ‘97

by 1BM

Written to be concurrent
with school curricula &
designed to be easily
understced, itis the ref-
erence of choice for shu-
dants grades 4 - 12,

‘54

53251

WaLT DisHeY™ WORLD EXPLORER: The sights, sounds
excifement of the world's most fomous theme pork. Just
like @ frip o the pork, you can't do it ol in one dayl
Buet Nye Science Guy: A deadly comet threatens the

eorfh « only you, Bill Nye & cool science can save the planet,

Explore Nye Lobs to uncover clues. Hurry.. the clock is fick
Monoay Niut Footeate ABC: Hosied by Al Michaels,
Frank Gifford, & Dan Dierdorf. All 30 teams & 10 speci
teams, Over 1500 NFL stors, stats & mulfiployer action.

ol el

54024 $3 5

Bill Nyl.‘s

52660
'3

: Football
ing. 52662
Doy

[

SURF & DESTROY: The evil genivs “Rood O Dar” hos uileashed o« GTE0IT Games

virug that s trashing the world's most pawerful computers. Transveet SY

info your computer & destroy hundreds of bizarre virus monsters.
BATILE OF THE IRONCLADS: The only baifle sirotegy gome fha
lealures a museum quality recreation of the fameus Civil War
clash between the USS Monitor and the CSS Virginia,

Banzat BUG: You are in confrol of the most acrobatic flyer ever
crealed, Banzai, the most cccomplished avistar in the insect
world leads numercus missions to every room of the house

Nuke 11 1000

by Microstar

1000 add-cn lavels for
Duke Nukem 3D, over
500 Death Malch ley-
els, cheat codes &
hints. Supports up to
B players

55216 $ l 8

Romeo & Juuer
[nreractive Trip

by 20 Cenfury Fox
Experianca Verono
Beach, Features music
fram soundtrack, film
score, the entire molion
picture screenplay &

mare $ l 6 [

Wy i

55815

rf & Destroy

52714 542
$
Banzai Bug 36

52217 ¢

Ironelads

49815

Grolier

MAGIC THE GATHERING
by Acclaim

An addictive, srotegy
gome filled with explo-
rofion, wizords & spell
casfing based on the
lop sr:!hng :'nnlmy
card game.

53083 4 l

Commano & Conautr
Rep Avert

by Virgin

In this clierncfive history
of YWWII, the MNazis never
come o power & WWII
is 0 batle between the
Allied & Soviet forces.

53328 $ 4 6

& tactics far Quoke!
Includes 50 all new
levels, a web server
(flre:!n:'y C!’ oning
gomes & a list of
Queke Clon

sifes.

7 Hasns Toots

world inside his head
as he ventures into the
dork recesses of his
mind lo defeat the
internal demons &
visions within,
Microforum

52218 530

Cave Wiks

by Avalon Hill
This world is controlled
by on evil & twisted
roce. It is your job fo
lake control & rall over
the civilizations of your
enemies one by one

54550

3-1ti-1 Gotr

by Enteractive
Includes Harbaur Town
Golf Links, The Coeur
d'Alene & a video
fitted “10 Fundamentals
of the Modern Golf

Swing'. $39

54651
'lfu'!rwrm-l.il Y

Rererence Lisrary

Contains the best
sellers “The Seven
Habils of Highly
Effective People”,
“Principle Centered
leadarship” &
"Firet Things First.”

Fealures the dynamic
Seven Hobits Print
Utility which makes
printing schedules &
phone ligts 1o any ize
paperbased organizer
a painless process.

Covey Leadership

56054 s3o 56031 524

* While supplies last. Shipping charges apply to free offers.
“*Orders recelved os late 05 9:30 pm (CST) for 2nd day oir
(ol far ather deodline times.
Spetial offers, ilem ovoilobility and prices may vory
wecording 1o format and are subjed fo dhange withou! notice.
Ml prices in U.5. dellars. Mot responsible for inodvertent errors.

Au Masor Crenir CARDS

e

CODE W03 Acwm

Business Hours: Mon-fri Bam-10pm; Sat Bam-Spm; Sun 12pm-5pm.
Mail Orders to: 800 United CD ROM Drive, Urbang, IL 61802
CoNTACT US!

CompuServe: 76043,1605 hitp://www.unitededrom.com
America On-Line: UNITEDCD Fax orders 1-217-337-8531
Fax back 1-217-352-8123  Int'l orders 1-217-337-8532




WE PAY CASH FOR USED GAMES WE HAVE OVER 2,000 TITLES!

To Se“ Us Games or MUI('E IﬂqunBS (ﬂ" 11th Hour-£D $25 FadeloBlackCD  $19 Shivers-CO
Tth Guest-CD 18 Fanlasy General-CD 27 Silent Hunter-CD
A10 Tank Killer2-CD 29 Fifa Soccer '86-CD 25 $§im City 2000-CD
Alterlite-CD 34 Froni Page Foolbll ‘86 26 Some 3.6 available
AH-640 Longhow-CD Full Thrattle-CD 22 Space Bucks-CD
Allled General-CD 27 FX Fiphter-CD 15 Space Quest6-CD

12,5 MOII"F" CST im?rinlnﬂ I:Iul]l:'lgsr o 3 Eabln'ell:(gl 1612 o gg g r:E:urI-tl:ql e
3 - nvil ol Dawn-i ardball 5- ar Lontral 3-
In Canada, call 605-339-2060 if?aw o :: g_:;:;::.é‘é"‘;“'l':”:f& 2 %:LJ':":J.LEE”E"U“’ g
3 int Books-Cal up Stonekeep-
m" |:0|' uul-hummwn befom sh|pp||-|g or g::lul:l jo-CD 34 Indy CarRcing2-CD 34 SU-27 Flanker-CD
ground: Gitysbrg Jagged Aliiance: Ddly erminalor: Futre Shek 2
FAX st for current quotes o 605-334-8766 . GAWY Covsar .69 28 LowsolMidngico 10 The g Cb.

Civ Nel-CO Mechwarrior2-CD 29 Tie Fghter Coll Ed.-CD
(include your refurn address & FAX no.) Civilizalion 2-C0 Mission Force: Gybr Sto 34 Time Commando-GD

Close Combal-CD 25 Morial Kombal 3-CD ony LaRussa BB 3-CO
Commnd & Cnquer-CD Myst-CD 22 Top Gun-CD
Conquest New Worl 27 Nastcar Racing-CO orin's Passage-CO

NIL & ' VIKETY I 1 N ay EL Conqueror AD 1085-C0 Need for Speed-CD 'rl:asurc Quest-CO
il = SRS i y Crusader Mo Rmrse-CD NFL Quarirbck Club 2 Bass-C0
e Jhklh UJLE IV VFUTILSY Cyberia 2-CD NHL '96.6D Vi) Kare £
C “ f 3 l “:].l 3 ™ Eyl::ll;mane-cctli) gn?nlmﬂllm;urﬁ:cﬂn Erlual Enz:lléll::'ﬂ
ark Forces nic in the Park- arcral
ailror turrent ml € avaiibi ”y h Deadlock-CD Panzer General-CD Warhammer-CD
Descent-CD Perfect General 2.€D 22 Wing Commnder 3-CD
- - - Descent 2-CD 34 PGA Tour Golf '96-CD Wing Commnder 4-CD
4 Duke Nukem 3D-CD Phanlasmaunria-cn Wooden Ships, ImMen 3

Earthslege 2-CD Police Quest 5 Swal-CD X-Com 2: Trror of Deep s

10-9 MOI‘I'SI'I", 12-5 Sun CST EFOODED 28 Hperto o0 32 7o Memesis£D

Elder Scrolls 2-CD RspbartE.Lna CivilWar 29 CALL FOR MORE TITLES ’
MUSI "Ems Shlpped same duy 55 Reg /Sgl znd DUY Alr i F22 Lightning 1I-CD 32 Shannara-CD 21 CURRENTLY IN STOCK!

VISA/MasterCard/Discover/Money Orders/Cashiers Check 1008 W. 41st Sireet © Sioux Falls ® South Dakota © 57105
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CHIPS &BITS inc.

Shop our Online Catalog at www.cdmag.com/chips.html

SOFTWARE
CLEARANCE!

DAWN PATROL

Immerse yourself in the age of aeral combat, when pilot
skill and intuitive aerial tactics meant the difference
between victory and defeat. Climb into the cockpit and
fransport yourself back to the time when the death defy-

ing Aces were masters of the skies.

$12

800-699-426

POB 234 DEPT 10863 ROCHESTER, VT 05767

Source
10863

802-767-3033 FAX 802-767-3382

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

STAR TREK:JUDGEMENT RITES

Captain's log stardate 6238.4. You have no doubt that
you are being watched, By whom or what is not deter-
mined. How can your sensors suddenly report life forms
on a dead plansl? Beam down to mysterious worlds
and encounter strange adversaries hat are notlogical. $14

BATTLES OF DESTINY

Conquer the world. Seek out and destroy up to three
opponents in this state-of-the-art global conquest simu-
lation. Unleash you awesome power against the com-
puter or other players. It's simple to play but only a true

master will reign.

§12

Insane CGloseout Reductions!

Backlash

Captain Quazar Was
Castla Wall 30 MD 2
CyberMage

Duke Zonol

Fady to Black

Magic Carpot Gold
Oparation Camagn
Quake Shareware
Specte VR

Tak War
Tarra Nova
Total Ruin 1l

IBM ADVENTURE

Tth Gst 2:11th Hour Demo
Along in the Dark
Biglorge

Blackthormne

Chaos Continuum
Entombed

Fartras Dr Radiaki
Fourplay

Gabeiel Knight 1
Galpway 2 Homawarld
Inca 2

KO7 Princeloss Bride
Knights Xem NR18 UG
Laost Fis Shrik Hims
Marph Man

Nerves of Steel
Noctropolis

Nomad

Primanals

Prophecy

Peychotron

Realms of Chaos

Raturn of the Phantom
Rex Nebular

Riddle Master Lu
Savage Warriors

Siman the Sarceror
Spelicasting 101

Star Trek 25th Anniv
Star Trek Judgmaent Ats
Starship

Swap

Undar Killing Moon
Wall Hunt Be Hunted

IBM ARCADE

Sth Dimansion
Alrbarne Hanger

Astro Rock

Beavs Bithd Ll Thgs
Bvs & Bithd Clig Drks
Bvs & Bithd Wnr Takos
Craapers

Drug Wars

Grar Heads

Gorg

HeliCops

Loda Runnar

Metal & Lace NR1B UG

10
$19

56
515
519
215
$15
510
$10

§3
£18
$20
$10

34
512
315
§12

£9
$16

59

39
$14
$19
$16
519

37
£15

39
$16
$15
516
$19
$16
517
518
$15
$16
s12
519
s10
516

59
512

$12

Microcosm

Navar Mind 56
Rotox 56
Royal Flush Pinbll 319
Sink or Swim 516
Sleepwatker 19
Thaxdor 2 W95 519
Tetal Pinball 30 519
Vaxine 36
Witd Strewts 36
Zoop £19
20 Wargame Classics 520
Ecstatica Bundla $19
Five Ft Ten Px 1-2 ea $19
Jat Pack 519
Might & Magic Trilogy s1 ]
Mystery Collection $19
Pinball Gold Pak 819
Pnzr Gen Stn Gd Bndl 519
Populous 2/Pwrmaonge 515
PowerHits Battlich 316
Prince Persia Collect £19
Star Contral Colletn 519
Take Ten $19
Top 50 Games $16
Treasures Pack $15
Turning Point £19

IBM EDUCATION

Amazing Leam Games 512
Dinosof Typing Tutor 59
Dyno-Quest 39
Eager To Leamn $12
EccQuost 3]
Groat Math Advantura £16
Mario's Fundamentals 12
Quarky Quayseo Turbo 59
Sierra Schl Hse Englsh 512
Sierra Schi Hse Math §12
Slarra Schl Hse Sclence $12
SuperSsiv Qutnumbared 59
Toonworks 39
Universe Virgil Reality S14
‘Ward Anack Plus Span %9

IBM HARDWARE

EZ Sound 46
Labiee CS150 Sphrs g9
PC Symphony $19
Power Ramp Game Pad e
Sound Source 33
IE BACK ISSUES
I.E. Episade 2 $9
LE. Episcde 3 59
I.E. Episode & 39
LE, Episcde 5 39
LE. Episoda 6 $9
L.E. Episode 7 £5
L.E. Episode 8 $9
LE. Eptsode 9 59

IE BACK ISSUES

LE. Episodo 10 §9
LE. Eplsodn 11 §9
LE. Episado 12 9
LE. Eplsoda 13 39
LE. Episcdu 14 59
|.E, Episode 15 -]
I.E. Episoda 16 89
LE: Episado 17 59
I.E. Episcde 18 59
|.E, Episode 19 $0
I.E. Episode 20 £9
|.E. Episoda 21 s
ILE. Episode 22 59

|BM REFERENCE

Baer Hunter Field Guide 319

ESPN Inter Soccar 519
Everywhere USA Gde $6
Flying Warbirds £19
Gatting Into Collegn £12
Lars Draw Garicaturs g1z
NFL Yearbook $i2
Parsonal Traingr SAT 39
Warld Atlas $6
IBM ROLEPLAYING
Alion Legacy $19
Champlons of Krynn 816
Cursa of Azuro Bonds 516
Cyberludas s12
Dark Queen of Krynn 319
Dark Sun 2 518
Dark Sun Onling Wa5 515
Daath Keap W35 316
Death Knighits Krynn 315
Disciplas of Stool g2
Dragon Lora $18
Knights Xent NR18 UG 55
MegaTraveller Zhodani 59
Might & Magic 3 315
Pacls of Darknoss £19
Ravnlft 2 Sin Prap 518
Shadow Sorcerar 59
Star Trek TNG: A Final Unity 33
Tales Magic Prop Shad £9
Thundarseape $19
Uitima 7 Saries 515
Ultima 8 Pagan $15
Ultimay Underworld 2 1]
Uiitima Undrwld 1 & 2 £16
Unlimited Advonturos 519
IBM SIMULATION
Acos of the Doop 514
Air Cmbt Paclic 1942 S16
Alr Warriar 519
Alrpowar s18
Assignment Miam| $9
CyborRaco 58
Dawn Patiol §12
Dolta V 59
E: o Actinn 512

n 3 501 Fght Tgr 12
Falcen 3 502 Mig 28 8

Falcon 3.0

Fightar Wing

Flight Sim Toalkit
Flight Untimited

Fly the Grand Canyan
Great Mav Batt Sceng
Groat Naval Banles 3
Giraey Woll

Gunship

Hi Octane

Indy Car Racing

Lawn Mowar Man
Lightspeed

Maximum Overkill MD2
Mechwarrior 2 NetMech
MatalTech:ES Spaach
Precision Approach
Frivatear

Real Weather Pilol
Red Baron/A10 Tok Kir
Renegade

Sen Walt

Seal Team

Sitant Hunter Patrl 1.2 ea
Star Crusader MD
Strike Commander
Tank

Tank Commandar Not
Ultrabots

Wing Comm 2 Doluxo
Wing Comm Acadamy
Wipe Out

Waoll Pack

Waorld Circult

APBA Sideline Sports
Avalanche Intractive
Blood Bowl

ESPN Sports Shorls
Hardball 3 Play Digk
Internati Spons Chal

Jack Nieklaus

Jack Nicklaus ClipArt
Jack Nicklaus SE C1-2 ea
Jack Nicklaus Tour Col
Jordan in Flight

Links Pro 11 Devils Island
Links Pro 13 Troon North
Links Pro 15 Palen Hill
Links Pro 16 Val Halla
Links Pro 386

Links Pro 386 Galf

Live Action FB
Microleage Personal Goll
NFL Coaches Club

NFL Video Football

NHL Pawar Play 56 W55
PGA Tour 96 Sawgrass
PGA Tour 96 Spnsh Bay
PGA Tour 88 Wentworth
PGA Touwr Goll Gold
PowerHils Sporis.

Pro Foatball Analyst
Serious Soccar

Sudeline Sports

$16
519
$16
$19

39

£0
$1d
$18

39
$15
$14
$19

9

$9
£15
$19

%9
515

$9
$14
s10
£15
315
315
$16
$15
$14
$19
$12
£15
§15
519
$15
3[4

IBM SPORTS

Sport Accolade Gt 2
Sparting Trinngle

Tia Braak Tennis

Tem Landry FB

Teny LaRsa BB2 TD 93
Tony LaRussa BB
Unnacess Roughnss 85

Unnocessary Roughness

World Hochoy 85

1BM SCREEN SAVERS

ScreenToyz Latrina
ScreenToyz Stitch
ScreenToyz TNT Tad

IBM STRATEGY

Battles of Destiny
Civilization

Command HO
Congquar

Conguered King S0
Cenquered Kingdoms
Detroit

Empiro Dix Mstr Ed
Empire Dix Scenaria 1
Grandest Fleet
Jagged Allance
Jutiand

Koshan Conspiracy
Machiavell the Prince
Mastor of Orion
Perfect Goneral
Piratas Gold

Rules of Engagement
Sabro Team

Serl City

SimCity 2000 5D1
Star Legions
Syndicate Plus
Thema Park
Unnawral Select
Warcralt 2 Maps
Wariords

Warlards 2

X-Com UFO Dafonse

aon

Arcado Action Kit
Bridpe Clympiad

G0 Romix 2 Prima
Casino Gamblar Kit
Chessmaslr Online W35
Dingsaur W85

Dr Tharp's Minl BlkJk
Elpmants
GamoPack 2

Mind Gnnd

On Target

Pawar Pokor
Prot Zany Giveaways

S?

$12
$18
$18

59

59
519
$15
s19

56
514
$18
§19

812
515

|BM SIMULATION IBM SPORTS

Prol Zanys Jokes

Puzzio Gallery 1 55
Puzzis of Tribyta W5 $19
Pyst 15
SNL 20th Anniversary 59
Solitaires Journey $16
TV Guida Crossword £12
Take Your Bast ShetCD $14
Uitima Trivia $16
Ultimate Family Games §19
Unicorn W85 £10
Univarsal Nevariack 518
Vegas Gamas 95 WIS 519
Video Game Solut 2 59
Virt Reality Studio 2 26
Virtual Snooker 514
Virtual Vegas 13
You Don't Jck Ost Pck $20
Angls £18
Banzai 54
Batt Napoleon SD& b1
Charge Light Brigade $16
CincPac Midway £19
DDay Begin of End $15
Detend the Alamo $19
Filth Eskadra $19
Fifth Fit Scen Mad 1 3L
Flaat Med $19
Flight Cmmd 2 MB 19
Gry Grgsby's Wr Rssia 510
Harpoon 2

Harpoon Classic
Harpoon DS 2
High Cemmand
Line in the Sand

ific Storm Soloman
s Shadaws Cmp 1
Shadows Cmp 2
Shadows Cmp 3

rs Shadows Cmip 4

Panthars Shadows Cmp §
Panthers Shadows Cmp 6
Panthers Shadows Cmp 7
Panzer General
Panzar Genaral Onling
Rebeal Chrg Chicamagua
Red Sky Moming
Rommel at El Alamein
Steal Panthers Cmpgn
Task Force 1942
Tigars Prowl Cmp 1-2 ca
Tigars on Prowl
Tigers on Prowl Map
Typhoon of Stoal
UMS 2 Planet Editor
V Victary Markot Grdn
W Victory Lhah Beh
V Victary Velk Lki
Wargame C32 501
Wargame C52 SD12
Wargame €52 SD13
Wargamo CS2 SD14
Wargama G52 5D2
Wargame CS2 SD4

ates org:

t. and per item basis. The “per or

Jis final

Call for details
" charge is charged once

SE 00 of e order ¢

per oo
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Role Playing Games
HIPS & BITS inc.

SCCOYh LRITIaN

‘ADVANCED
DUNGEONS &
DRAGONS
G UIDE
REVISED' The
essential many-
al for all the
information you
need to create
and run thrilling
swords and sor-
cery adveniures
is clearly laid
oul. $16

‘MAGIC  THE

GATHERING:
ALLIANCES' The
age of ice recedes,
pminania wakes
from its long
sieep.and Its peo-
ple face a workl
tom by natural
and political
storms. In this
season of stug-
gie, 2l must join
forces to sunvive.

‘WEREWOLF:

rupted 1he Earth,
killed the Ir
choked

upon us. Want to
play? $24

‘MAGE THE
ASCENSIDN'
Nothing Is as it
seems, This book
o you
Ihrough a world
filled with dark-
ness. Stand with
the Others  who
pist our world
within theér mad-
1ess or be snaned
with Pride and
Powers ure, $21

‘CONSPIRACY X'

In a world nl

hal it seems
The president
may not be
human. The sign
carrying  para-
noid on the streel
ranting  mind
conlrol satellites
may be right $20

ADVANCED
DUNGEONS &
DRAGONS:
METHERIL
EMPIRE  OF
MAGIC® Joumey

archwizards
Netheil. Travel 1o
a myslical time
e maglc
was raw and
powerlil, $25

800-699-426

Orders/Queslions: chisales@sover.nel Customer Service: chiserv

Source
10853

POB 234 Dept 10853 Rochester, VT 05767
Fax 802-767-3382 Int’l 802-767-3033

'‘DRAGONLACGE
5TH AGE" A new

+ threat from across
¢ e sea descands
upon the populace
of Ansalon; the
& Greal  Dragons
§ bringing terrible
oppression. You
must take up the
sword,  lance,
master magic and
hamess energy 10
save the lnd, $21

‘CYBERPUNK
202y
Corporitions con-
trol the world with
their anmies of
ybory assassi

You're wired in,
cyber-enhanced
and. solid slate,
You take It fo the
fatal Fdge where
only the toughest
and coolest can
0o $I7

l.® 'BATTLETECH'
is a 30-foot tall
engine ol
destruction
bristling with
enough  lire-
| powar 1o lovel
a cily block and
you're ‘in dris
vers soat,
Welcome Lo
31st  century
where war Is a
way ol life.  $19

over.nel

'‘STAR  WARS’
This 1ol

ganme phunges you
|r||n Ihe: lreakneck

1 od the great
+ lantasy

of .1JI Tirma!
overwhelming
odds, impossible
challenges. May
the Force be vath
you. s

URPS' The
st Hexbie role-
Maying  system
evar. You can

e in any
world you can
imagine. Al rules
carefully  orga-
nized and indexed
and  cross-refer-
neced. You can
create exaclly the
character  you
wawt lo plry. 520

*STAR TREK THE
NEXT GENERA-
TION:  ALTER-
HATE

and uncommon
fare carils.
1o your colk
and expand your
power in the uni-
verse, Call

FANTASY RPG FANTASY RPG FANTASY RPG HorRORRPG [ Sci-FiRPG [ sciFiRPG [l CARD GAMES m

ADAD 2ND EDITION RULES
ADAD Coro Rules €O 854
Combat & Tactics $17
DM Guide $16
Monstrous Manual  $20
Players Handbook 20

Shills & Powers 7
Spells & Magic 319
ADBD ACCESSORIES
Chronomancer N
Compinte Spacefarer  $10
Den ol Thigwves 514
Encyclopedia Magica  $20
Player Packs EA 516
Sages & Specialists  $17
Sea Devils 17
Shaman s

‘Wizard Speli Comp 1 21
World Builders Guide 517
AD&D ADVENTURES
Dragon Mnin Dix Adv 525
Eya to Eye s
Four from Cormyr $17
Games Firestorm Peak 517

Bod of Seven Pans 827
ADAD AL-QADIM

Araldan Adventures  $15

City of Delights $18

Corsairs of Great Sea $15
Secrets of the Lamp  $15
Sha'lrs Handbook 515
ADAD BIRTHRIGHT
Dormain Sourcebooks EA §7
Book of Magecralt s17
Havens Great Bay 517
Legends Herokings ~ $17
Haval Battle Syst 510

AD&D DARK SUN
Defiders & Preservers  S14
Forest Maker 513
Marauders Nibenay ~ $13
Mind Lords Last Sea 8§17
Psionic Artitacts 817
Thri-kreen of Athas ~ §13
Windridrs Jagged Clills 513

AD&D FORGOTTEN RLMS
City of Splendors $20
Eiminster Ecalogy 520
Faiths & Avatars 518
Heroes Lorebook 517
Netheril Empire Magle  $25
Night Below Cmpgn 25
Seven Sisters 13
nd in Realms  £21
The North 521
Undermtn Trdogy 3 36
Vilhon Reach 14
Volo Guide Dajelands 513

AD&D PLANESGAPE
Campaign Satting $25
Gulde Astral Plane 513

Hellbound 21
In the Abyss L]
Planewalker's Handbk  $17
Something Wild n
AD&D RAVENLOFT
Awcakening $9
Childrn of Night 13
Dark of Mean 48

Death Aszendant in
Death Unchained Mm
Forged of Darkness 511
Ravenlott Cmpgn Set 325
Requiem: Grim Harvest $25

ARS MAGICA
Adventure Valu L6
ru' Maulm Ath Ed 20

i

15

Medieval Handboak 816

Shaman 510

Wizard's Grimoire 315
CASTLE FALKENSTEIN

Bouk of Sigits $14

Castle Falkengtion 525
Lost Note Da Vinei s
Memairs of Aubaron $17

DICE POLY MEGATUBES
Opanue Set %3
Pearlescent Set 6

55

1 &5
DPAGOMUHCE FIFTH AGE
Dragonlance 5th Age 521
Haroes of Steel 515
Last Tower Raistin s17

EARTHDAWN

Earthdawn 525

Earthdawn Companion $15
Gamemastors Pack 811

Infected 59
Magic $15
Prolude 10 War 513
PENDRAGON

Land ol Glants 518
Pagan Shores 819
Pendsagon 4tk Ed. 519

WARHAMMER FANTASY
Engmy Within 2 $13
Realms of Sorcery 315

Warhammer Fanta 519

CALL OF CTHULHU
Call of Cthuthu 518
Cthulhu Live §15
Encyclopedia Ciwihiana $10
The Gulden Dawn $13
CHANGELING
ng 521
ng Screen 515
Kithboaok; Trolls n
Player's Guide 519
CHILL
Accessory Pack $12
chill 519
Companinn 515
MAGE

Book of Shadnws 515
Mape 2nd E
Mape Tarct Deck §21

VAMPIRE
Book of Nod 58
Chicago Chronicles 3 517
Prince’s Primer $9
The Dark Agas 524
Vampire 2nd Ed £
Vampire Player Guide  §19
WEREWOLF
Axis Mundi $15
Bastet $15
Freak Legions $12
Piayers Guide $15
Werzwall 524
WORLD OF DARKNESS
Cumbat 13
Gypsies 513
Midnight Circus §13
Mumry 515
Duteasts 513

CONSPIRACY X
Aegls Handbook s17
Conspiracy X $20
Cryptazoclogy $15
GM Screen 3
Hemesis 14
CYBERFUNK 2020
Chromebook 4 39

Grimm's Cybertales  $15
Listen Up Prim Screwhd $9

Steeetligghting $10
FADING SUNS
Byzantium Secundus 515
Fading Suns 22
Forbddden Lore 513
GM Screen £10
GURPS
Autoduat 15
Compundiem 2 518
GURPS Rultbook s20
F 5 514
5 $14
Vehlcle: 516
HEAVY GEAR

Badlands Sourcebook  $17
Ch u.n.l o Compendium 520

i ap Pack 8
Field Guide North 2~ $13
GM Starter Kit §25
HG Gamemaster Sceoen $11
Heawy Gear £25

Southern Vishiche Comp $20
Tactical Air Support 817
Tactical Field Spit 316
Technical Manual 315
Terra Nova 518
Waoodlands Map Pack 59

MACROSS 2
Macross 2 i
Sourcebook 1 £
Spacecralt Deck 3 29

MECHWARRIOR
Living Legends 510
Mechwarrior 513
Wechwarrior Companion$12

RIFTS

Conversion Book2 ~ §17
Rifts Hardbound $28

Sourcebook 3 in
Warld Book 13 514
ROBOTECH
Invid Imvasion 5N
Mecha South Gross &7
Robatech .30
Zentaedi 5
SHADOWRUN

s

$13
£ $20
Threats $15
Virual Realities 20 815

STAR WARS

Alliance Il Repont 513
Jedi's Honor $12
Live-Action Adv 515

Minl Batties Start Set $28
StarWars Rovised £25
TRAVELLER
Miens Archives Sia
Contral Supply Catalug $18
First Survey 518
Miliew 0; Third Impsium 518
Starships 18
Traveller $22

Battletach

Dr Who call
Great Dalmuti call
MTG §th Ed call
MTG Mirage call
MTG Visions call
Mapic Gatharing call
MTG Alliances cafl
Magic lce Age call

Middle Earth Wizard call
Monty Python Holy GR call

Mythos Boostors call
Netrunner eall
Star Trak call
Star Trok THG eall
Star Wars eall
X-Flies call
ACTION
AlLGity 520
Armitage the 3m 522

Moldiver $15

BOY TTS Airbats s28
Akai Hayate $26
Ambassador Magma  $18
Anpel Cop 8
Blue Sonnet 526
Bum Up W $17
Genocyber 2
Gunsmith Cats 317

buv\er Bundle mz

COMEDY
Abashiri Fam £24
Battle Skipper $12
Goldan Boy s
Here is Greenwood 822
Junk Boy $16
Oh My Goddess 2
Project Ako 516

FANTASY
3x3 Eyes Perfct Colletn 516
Babel 2 Perf Colicin 516
Girl From Phantasia  $25

Lodoss War §16

Lodoss War Gift Box  §75

Megami Pararise 525

Princess Minana 525

Slayers §15
&CI-A

Altr Perfit Cullctn 316

AD Police 516

$16

$18

! s12

Blue Seed 21

Bubblgum Crisis 316

Casshan Perfect Colictn $16
Dominign Tnk Police  $16

Evangelion 52
Ghost in the Shell $16
Giant Robo 516
Irin 524
Macross 2 Movie 20
17
$12

Sh\.len Doji 23
Super Atragan §23%
Venus Wars 516

ordurs may require additional
Smp;' ng and

E}m Ui

Visa, MC and Discovér accepted
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oard Games
HIPS &BITS inc.

‘DIE HANSE" S
55 Ihe length

e of medioyl
Europe as a mir-
chant of the
Hanseatlc
League. Ballle
the North Sea,
encounter piraes
and blockades as
you make you
way home with
your  valuable
goods. $55

‘DECISION [N

vl

A BATTLE YO 4TI P G €605 01 1146k
*SPACE HULK' In the depths of space, Genestealars;
savage alien maonstrosities whose only purpose is to
destroy, drift ever closer to the Imperum.Space
Marires must abliterate them or die. 0

‘THE ARMY OF

Visit our NEW

Online Catalog!
www.cdmag.com/chips.html

800-699-426

POB 234 Dept 10854 Rochester, VT 05767
Fax 802-767-3382 Int’l 802-767-3033

Source
10854

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

‘AXIS & ALLIES' Decida the fate of a nation and the des-
liny of the world. The Ba have fallen. Pearl Harbor
has been attacked, Waka lsland is In Japanesa hands
and Rommel has the British on the run! 533

‘STAR  TREK
THE NEXT GEN-
ERATION COL-
LECTIBLE DICE
BAME" You will
be able fo
choose  from
either the U,
Enterprise NG
1701-E. or the
Borg Sp!mm lee ucmur fu il on the Bridge of
mmander of the
collective mind. The
§13

"ANCIENT

EMPIRES’ lakes a

FRANCE' gives
8 new

the i i i 5 iy Tresh,
o |
the

in
and
¢ Nodhern France
| in a game of
‘REBELS & REDCOATS I This game covers 12 American
War of Independence batties and accuralely recreates
battiefield conditions with a move=fight-rally play simu-
Lation of grand tactics of the American Revolulion. $25

‘DRAGON DICE
KICKER SET #2'
contains new dice
to flesh ot your

R 17" Recreales
OF RAILROADS bombing
AND  ROBBER

BARONS®

‘COLONIAL DIPLOMACY" is sel t!L.llng the he-uh! ol the

greal age of imperiaksm, when neary half the world’s 1 - L

population in Africa, Asia and Persia are under the con- | q 3 y for thxlIIILIIII
trol ank domination of colonial powvers. 2 3 = quick profils. $20

period lor  the
vy
$18

wilh this accesso-

1y, 59 B L e hombers.

BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES
ANGIENT FANTASY MODERN SCIENCE FICTION STRATEGY WORLD WAR Il WORLD WAR Il WORLD WAR I
{ Banties Anc. World  £21 Challenge Lion Lord  $25 Contral America £19 2038 534 Advanced Civilization  §25 12 0°Clock High 523 Command Sea Plyis HB $3 Raid on 51 Nazaiee 519
Uecander at Tyre s18 Drag Dice KS5 Swamp  $6 Crisis Korea 1035 29 Howdul Green Things 05 317 Age of Renaissance 342 1944 Second Fronl 529 Command Sea Referee  §9 Red Parachutes el
Uexanders Generals 833 Hobbit Adventure 20 Harpoon Box Set M BT Battle of Coventry  $11 Air Baron v ASL Mod Jatkosota 510 Command Sea Rules  §13 Rise of Luftwaile $19
ncient Empires 529 Leviathian 516 Main Batlle Tank 834 BT Explorer Corps 313 Civilization 529 ASL Kmplgpe Peiper 2 527 D-Day $16 Rommal at Bay 22
Angients 525 Mapic Realm i3 Mid-Easl Peace §16 BTech Compendium 316 Cofonial Diplomacy 542 ASL Mod Leatherneck  $9 Days of Decision 2 342 Rommel in the Desert 527
3att Alex Mod Diadoch 815 Warhammer Fantasy 850 NATO 513 BTech First Steike £30] Deluxe Diplomacy 542 ASL Mod Mich to Obliv $29 Decislon in Franca $15 Rommel's Battles £16
Jattles Anc. World 2 525 WH F Armies Brotonnia 319 Speed of Heat 536 BTech Readout 3058 515 Dia Hanse 355 ASL Solo Rules 29 Drive On Moscow 3z Aun Silent, Run Deap 524
Ratlles of Alesander 533 Undead Boxed Army  $180 Tac Air 519 Battlespace 519 Diplomacy $19 Advanced Squad Ldr 538 Eastern From Solitr 521 Russian Campaign ~ $17
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Carnivores
e
BATTLEGROUND 6 @

TalonSoft’s award winning Battleground® series returns to the era
of Napoleon and the titanic clash with General Kutuzov and his
glorious Russian Army of the Czar at Borodino, September 7, 1812. |p-Mail

Can you push the Old Guard forward and march on Moscow? :

www.talonsoft.com Orders only 1-800-211-6504

@ Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 (410) 933-9191
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pcnence all the grandeur and pageamry
of the Tall Ships era...then blow ‘em out
of the water with a good stem rake!

the

Wage war as one of 11 countries with over 2000
ships of every rate, from Spain's massive 130
gun ship of the Ilne to England 'S swift 1 0gun

Rise through the lowly ranks to Admiral with
‘4 complete campaign games and 100+ historical
scenarios covering the years of 1775 to 1820.

Diabolical
Carnivores
of Free Time™

% [ =\ F F'It your captain skills against a salty computer

= \ X SeSRRs : opponent, of take on your best friends in

§. k' = - ¥ Head to Head play via a modem.
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With NRI training in Computer Programming, you can...

Name Your
Price!*

f you think computer programming is hot today, just
look at the forecast for tomorrow — and for many
years to come! The Bureau of Labor Statistics
estimates that by 2005, computer-related
employment will jump by an estimated 60%
nationwide for trained programmers — with as
many as 400,000 NEW jobs opening up! -

Now, with NRI 7 [ > L) o witcomt To witscarn |
training, you can get the o
in-demand skills you need ¢
to build a top-paying
carcer — or business of
vour own — in this high-
growth, high-opportunity  § B Nels L 2]
field! : g .t., )l sl e

Bonus
Internet
Training!

il

-
*Those with up-to-the-minute
skills can almost name
their price,
— The Washington Post, June 4, 1996
In as little as a year, you can become the
highly skilled computer programmer today's

companies seek — and see your NRI training
literally pay off! In fact, according to the

‘- &M\ \!' \\\\\\\\\\\\‘\\

Train with a 133 MHz Pentium® processor-based multimedia PC, featuring...
= 8 meg RAM m 1 gigabyte hard drive ® Super VGA color monitor m 8X CD-ROM drive with
sound card = 28,800 baud fax/modem = Visual Basic ® Power C ® Windows 95

m Netscape Navigator” Web browser = And more!

Washington Post, annual starting salaries Now, with NRI's new PC Options Plan, your can keep up with late-breaking advances in technology by
range from $32,000 all the way up to upgrading your computer system at spec lal student rates, You'll get all the details shortly before you
47,000 in some cities for those with computer is scheduled for shipment. It's NRI's state-of-the-art guarantee!
expertise in today's hottest programming = o
languages! ’
- Learn to tap the power of the Internet Send today for your FREE catalog
r 1 Now your course includes bonus training in If the coupon is missing, write to us at the
Master today’s hottest languages! PC Communications and the Internet. Using ~ NRI School of Programming, 4401 Connecti-
NRI's step-by-step lessons and hands-on the Netscape Navigator™ Web browser we cut Ave.,, NW Washington, DC 20008, Or...
programming projects help you first master provide, you can effortlessly move from one . 4 .
the design concepts used every day by site to another as you explore the vast re- C?LL I 800 13?1 363:1’ Ei(t;dz“?:dzz
successful PC programmers. Then, with the sources of the Internet and World Wide Web. " \Web Hosse Dige ot KELpU /ot pobtecaom

support of your experienced NRI instructor

you quickly move on to learn how to ’ ND TODAY FOR FREE NRI CATALOG!
design, code, run, debug, and document

programs in three of today's hottest = I sohools 101 Connecticut Avene, N Washington, DC 20008 o
languages — BASIC, C, and Visual Basic — v ! ) ol u
plus you learn to generate fully ) . o Check one FREE career catalog only _| Multimedia Programming n
functioning Windows 95 programs. ; _| COMPUTERPROGRAMMING _J Mastering Microsoft Office :
And you do it all using the powerful _| Networking with Windows NT _I Webmaster “
Pentium® computer system included | Visual Programming in C++ OR GET YOUR DEGREE u
in your course, - Microcomputer Servicing _J Newl AAS in Accounting "'
_I Desktop Publishing with PageMaker _I New! AAS Degree in “

To make it even easier to _I Bookkeeping and Accounting Business Management )
progress through your course, NRI's o
24-hour TeleGrading line allows you : :
to get instant feedback on your lesson d-—‘r\m ape Name lease peint) e -
exams, and our new OnLine Navigator .
Connection lets you send e-mail MEHIS[C Address ]
messages to your instructor, S i a2
download supplemental information, - Ciay/State/Zip - :
and more! B A Division of The MeGraw FGLCongpanies - Aceredited Member, Distance Education and Training Council 5586-0397 W
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PO BOX 14 DEPT 10852 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-76

ORDER
NOw!

800-273-7910

Check out our HOT online catalog! www dmag.numfadultsunlv.hlml
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HALL OF FAME

'Welcume to the Cooperstown of Computer Games. Here,
raised upon pedestals, you’ll find the games that broke

Front Page Sports Football Pro
Sierra/Dynamix, 1993

osl pigskin games are either realistic
stat-based sims dryer than our favorite
martini, or so reflex-dependenl thal
your gridiron savvy is rendered tolal-
ly irrelevant. FronT Page FooreaLL changed all that,
somehow combining the best of both worlds, and improving ;
up through FPS FooreacL '35, winning an unprecedented three CGW Premier
awards in the process.

From the early 3D perspectives of FPS FoateaLL Pro, to the rotoscoped play-
er animations of FPS FooreatL Pro ‘95, to the rich SVGA Windows 95 color
palette of FPS FooreaLL Pao '97, the series has offered the best game graph-
ics possible—a lesson designer Palrick Cook learned from his involvement
with TV Sports Football back in the heyday of Cinemaware on the Amiga. In
addition to the appeal of great graphics and flashy replay features, FPS
FooreaLL Pro models the physics of the game on the field: the precise pass
palterns run by receivers; the quick release of a Dan Marino pass; the block-
ing power of a 300-pound oifensive lineman. From the play edilor to the
updated rosters of NFL players (who actually play like their real-life counter-
parts) and the career league options, no other game brings its sport fo life
quite like this one. Some computer football games offer better stal models
and some console football games offer betler action, but when most gamers
think of computer foolball, they automatically think of FronT Page Sports
FooreaLL Pro.

,

ALOKE 1N THE DaRk
(I-Motion, 1992)

D tnductees Prior To 1989

BarTie Cuess (Interplay Productions, 1988)
Cuessmaster (The Software Toolworks, 1986)

(Dynamix, 1993)

| (LucasArts, 1993)
i Doom

F-19 Steawrn Fichter (MicroProse, 1988)
GerTyseune: THE TurNINg Ponr (SSI, 1986)
KamprarUPPE (Strategic Simulations, 1985)
Mec Brisaoe (Strategic Simulations, 1985)
Micht & Masic (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, 1987)

SimCiry (Maxis, 1987)

STaRFLIGHT (Electronic Arts, 1986) E
\The Barn's TaLe (Electranic Arts, 1985) ! Lemmmes
'._,l,[gm'lll'wﬁgin Systems, 1983) i

.' IV (Origin Systems, 1985) H
mg__n‘nmm (Siraleglc Simulations, 1984)
~Wnsmunn (Intefplay Pmductions 1986)

(Dynamix, 1993)
! GunsHip

E Harpoon

i King's Quest V

Links 386 Pro

CGW MARCH 1997

Dav oF THE TENTACLE

DunceoN Master (FTL Sorware, 1987)
EanL WeAVER BasesaLL (Electronic Arts, 1986) (id Software, 1993)
Empire (Interstel, 1978) Faicon 3.0

(MicroProse, 1989)

(Psygnosis, 1991)

I
]
]
I
I
|

BernavaL At KRonDoR

i (Spectrum HoloByte, 1991)
Front Page Seorts FooreaLL Pro

i (Three-Sixty Pacific, 1989)

(Sierra On-Line, 1990)

(Access Software, 1992)

M-1 Tank Praroon
(MicroProse, 1989)

the records, established the henchmarks, and held gamers in
telighted trances for untold hours.

Gettyshurg: The Turning Point
SSI, 1986

he American Civil War is suddenly a
hot topic again, with games such as
Roszar E. Lee and TalonSoit's
BartLeGRoUND Series combining
exquisite graphics and plenty of historical flavor. —
Still, it took eight long years for GETTYSBURG: THE TURNING Pm:r to

be loppled from its perch as the fop Civil War game. And despite the
acclaim and strong sales of its descendants, Gerryssura still has value as a
seminal design (hat effectively caplures the feel of the Civil War's most
famous batlle.

GeTTvsaurg was one of the first computer games thal seriously challenged
board wargames in terms of realism. Chuck Krogel and David Landrey's
design placed an emphasis on leadership and the difficulties of command
control on the 19th-century baitlefield. The rules for melee, double-time
marches, and limited visibility added to the fun and showed a good under-
slanding of Civil War tactics. Replayability was helped by random “what-if"
set-ups and a reasonably challenging Al that would vary tactics from one
game 1o he next—somelhing that many high-powered games today still
have trouble achieving. The later games in the series, notably Stion, are
still worth a look, provided you can gel past the dated CGA graphics. Bul of
all the early SSI games, GetTyssurc has aged the most gracefully. Marse
Robert himself would be proud.

Modern Inductees
Master oF Omion

(MicroProse, 1993)

RaiLroap TYCOON
(MicroProse, 1990)

Rep Baron

(Dynamix, 1990)

Sio Meier’s CiviLizarion
(MicroProse, 1991)
Tuer Finest Hour
(LucasArts, 1989)

THe Secrer oF Monkey IsLanp
(LucasArts, 1990)

Tie FigHTER

(LucasArts, 1994)
Utrima VI

(Origin Systems, 1990)
Utima UNDERWORLD
(Origin Systems, 1992)
Wing Commanoer | & 11
(Origin Systems, 1990-91)
Worrenstem 3-D

(id Software, 1992)
X-Com

(MicroProse, 1994)




47%.omputer game programs have grown so massive and the
““¥number of hardware configurations has become so huge
that incompatibilities and glitches are frustratingly common.

American Civil War V1.21: Many
of the speed problems with the game on
8 MB machines andlor Windows 3.1 are
fixed, and the Al is improved as well

Battlecruiser 3000AD Release
3C: The latest patch—release 3C—in
his ongoing saga fixes a host of bugs,
but don't go in with lofly expectations.

Civilization II V2.42 Update: This
prevents crashes with auto-settlers, help
and Civilopedia screens, in addition lo
many other tweaks. If you have V2.41,
the only addition is that heralds will now
animale if you are using 32-bit video for
windows.

Cyberstorm: The harder missions are
more difficult, while (he difficulty of the
first 'Elite’ Mission is reduced. This
patch also adds hotseat play, play by e-
mail and opportunity fire.

Deadlock V1.2: If you barely meet
the system requirements, this smoothes
your path to planetary conquest. Do nof
use this file for any demo version.

F-22 Lightning Upgrade
1.01.00.18: This strangely-numbered
file adds chat mode, additional “look”
views and more native joystick support
{o NovaLogic's sim. Also, “secret” mis:
sions have been unlocked, and VESA
compalibility issues, static sounds, and
high IRQ's for modems are properly
enabled as well.

Gabriel Knight 2 Mac V1.1: This
Mac-only patch includes an interpreter
update which fixes “Unimplemented
Trap” error messages, random lockups
and all other known issues.

Jagged Alliance Deadly Games
Patch: Cleans up your mercenary may-
hem: no more “No Turn Limit" problems,
or rare speech crashes Il also includes a
fix for the final mission of the main cam-
paign and mission 34 of infinite cam:
paigns, plus all the new turn limit options.

Lighthouse Patch: The light does
shine more brightly: palette theashing is
fixed; lock-ups in dark domail, a7 ban-
ished; the error opening resource

69535/v56 in submaring cavern is cor-
rected. The dark side is that you have lo
start lhe game over.

Links LS V 1.30: Tee off without
worry concerning {he bal flight bug,
sound seript bug, or match play bug.
Use only if you have \V 1.0-nol for the
European version!

Lords of the Realm II Patch:
Would-be kings need worry no longer
aboul batiles crashing when music is
turned off, arrow buttons not accelerat:
ingas they should when selling/buying
items, or the map of Europe crashing
from the custom game screen.

MechWarrior Mercenaries V1.05
Patch: All clans will benefit from this
latest upgrade from Activision, which
repairs a number of mech deficiencies.

NASCAR Racing Mac V1.01: Don't
lose Mac mileage worrying about car
sels-just download this paich!

Leisure Suit Larry 7 Patch: Don't
put up with flafulence lockup! This patch
will also efiminate saved game prob-
lems, along with miscellaneous general
protection faulls and illegal operations
messages. Be warned: it will invalidate
existing saved games.

MOO 1T V 1.2: Just when you thought
Antares was safe lo conquer, intelligent
aliens arrive bearing (his patch, which
promises many fixes.

NHL Hockey Win 95 V1.1: Only
for Win 95 versions, this has a number
of fixes and enhancements. Don't fry
modem play unless both you and your
opponent are patched, or you may suf-
fer a lockup penatty

Shattered Steel V1.03 Upgrade:
More ‘mech mania can be had wilh this
latest patch from Inferplay.

Third Reich V1.21 Update: Mein
Herr, we need concern ourselves with
neither the Russian “deselect unil” bug,
nor the freeze-up in Wind5, any longer.
Answer “ja" o any prompls (o overvirile.

1
I
1
I
I
1
[

PATCHES

Software fixes, or “patches,” for buggy programs have hecome
a necessary evil until we reach the golden age of standardized

| platforms and bug-free programs. New patches are in red.

WarCraft II: Beyond the Dark
Portal V1.33 Patch: Orcs and
Humans alike will appreciate the fixes
for incompalibility problems wilh old
saved games. Expansion Heroes and
the Draenor tileset are now available in
the Map Edilor, This self-installing
archive is only for American versions of
the game.

Wing Commander IV Win 95
Upgrade: OI' Bluehair might raise an
eyebrow, but his will updale an existing
MS-DOS instaliation of Wing IV to the
Windows 35 version. Confederation
commanders are encouraged fo check
the read.me file-also requires
Microsoft's DirectX!

X-Wing Update: Qwners of the flop-
py disk version can now fight the Empire
in digital sound, without the Dark Side of

¥ Gheck for
new palches
on the demo
tise.

ri)Net

These palches can usually be
downloaded from on-line networks
such as CompuServe and ZDNel,

from Computer Gaming World's
Web site (http:/iwww.zdnet.com/
gaming), or from individual soft-
ware publishers’ Web sites.

the Force locking the game up.

’ Publisher Web Sites

Many patches are available directly from the publishers,
al the following sites:

Accolade: hitp:/iwwwaccolade.com

Activision: hifp:/fwwwactivision.com

Apogee/3D Realms: hitp:iwwwapogeel.com
Atomic Games: hitp:/fatomic.com

Bethesda: hitp:/iwwwbethsoft com

Blizzard: hitp:/wwablizzard.com

Bullfrog: hifp://wwwiea.com/bullrog.ntml

Domark: hilp:/iwwvedomark.com

EA: hip:/fwwwea.com

EA Sports: hiip:/iwwweasporis.com

Epic MegaGames: htip:/lwwwepicgames.com

Id Software: hilp:/wnwidsoftware.com

Interactive Magic: hitp:/fwwwimagicgames.com
Interplay: http:/wwwinterplay.com

LucasArts: hiipi/fwwwlucasarts.com
MicroProse/Spectrum HoloByte: hiip:/wwwmicroprose.com
Microsoft: hifp:/wwwmicrosoft.com

Mindscape: hiipJ/wwwmindscape.com

New World Computing: http:/wwwawcomputing.com
Ocean: hilp:iwwwel2000.com

Onigin: htip:/ww.ea.comlorigin

Papyrus: hiip:liwwwsiera.com/papyrus

Philips: htip:liwwwaimia.com/games

Sierra On-Line: htip:/fvawsierra.com

Spectrum HoloByte: hifp:lwwwmicroprose.com
SSI: hifp:/fwwwssionline.com

Take 2 hifp:/wwwiake2games.com/main himl

Virgin: htip:/Mww\vie.com
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THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results of pre-
vious months fo yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ralings so that other gamers
and game publishers can benefit from your experience.

TOP ACTION GAMES TOP ADVENTURE GAMES

~1  Duke Nukem 3D 3D Realms 1 Pandora Directive Access
2 Crusader: No Remorse EA/Origin 8.26 2 Gabriel Knight 2 Sierra 8.34
3 The Need For Speed SE EA 8.18 3 Spycraft Activision .77
" 4 Crusader: No Regret EA/Origin 8.08 4 Full Throttle LucasAris 7.57
5  Quake id Software 8.04 5  Star Control 3 Accolade 7.53
6 Dark Forces LucasArts 7.75 6 Under A Killing Moon Access 7.34
7 Doomll id Software 7.75 7 Zork Nemesis Aclivision 7.33
| 8  Syndicate Wars EA/Bullfrog 7.72 B  Phantasmagoria Sierra 7.23
9  The Need For Speed EA 7.63 9 Star Trek: TNG, Final Unity Spectrum Holobyte 7.12
40 ' Road Rash EA 747 10 Relentless EA 7.08

x ]
TOP CLASSIC/PUZZLE GAMES * ] TOP SIMULATION/SPACE COMBAT GAMES
COMPANY g BAME
1 You Don’t Know Jack Berkeley Systems 8 ~ Wing Commander IV EA/Qrigin

2 Incredible Toons Sierra 7.26 2 MechWarrior 2 Activision 8.35
3  Incredible Machine 2 Sierra 7.12 3 Wing Commander 3 EA/Origin 8.24
4 Scrabble Hasbro 6.89 4  AH-64 Longhow EA/Origin 8.19
5  Monopaly Westwood/Virgin 6.86 5  EF2000 Ocean 7.99

6 Lemmings Painthall Psygnosis 5.98 6  U.S. Marine Fighters EA 7.96

7  Gearheads Philips 5.72 7 Silent Hunter S5l 7.91

B — 8 Novalogic Lightning F-22 Novalogic 7.86

g7 oo 9  Advanced Tactical Fighters EA 1.74
0 — 10 U.S. Navy Fighters EA 7.63

_____TOP SPORTS GAMES

COMPANY

TOP STRATEGY GAMES

COMPANY

~1  Links LS Access i 1 WarCraft Il Expansion Blizzard 9.08
.2 Grand Prix'2 MicroProse a4 2 WarCraft Il Blizzard 8.96
3 NHL Hockey "97 EA Sports 8.28 3 Civilization Il MicroProse 8.84
4 NASCAR Racing Sierra 7.75 4 C&C: Covert Operations Westwood/Virgin 8.55
5 FPS Foothall Pro "96 Sierra 7.72 5  Command & Conquer Westwood/Virgin 8.45
6 NHL Hockey '96 EA Sports 7.70 6  Master Of Magic MicroProse 8.06
7  Tripleplay '97 EA Sports 7.69 7  Herces 0Of Might & Magic New World Computing  8.02

| 8  Madden '97 EA Sports 7.63 8  Jagged Alliance: Deadly Games  Sir-Tech 7.78
9 NBA Live '96 EA Sports 7.60 9 Jagged Alliance Sir-Tech .07
10 NBA Live '95 EA Sports 7.56 10 Warlords 1l Deluxe SSG 7.76

~ TOP ROLE-PLAYING GAMES

COMPANY

TOP WARGAMES

COMPANY

1 Daggerfall Bethesda 7.76 1 Steel Panthers Campaign Disk  SSI
2 Might & Magic: Clouds 0Of Xeen New World Computing  7.70 2 Steel Panthers SSl 8.50
3  Anvil Of Dawn New World Computing  7.33 3  Panzer General 5§l 8.37
4  Stonekeep Interplay 7.01 4 Battleground: Shiloh TalonSoft 8.25
5  Ravenloft: Stone Prophet S8l .77 5  Battleground: Waterloo TalonSoft 7.93
6 Albion Blue Byte 6.28 6  Robert E. Lee Civil War General Sierra 7.89
7  Wolf Sanctuary Woods 6.21 7  Battleground: Gettyshurg TalonSoft 7.53
8 8 Perfect General Il Qap 7.10
9 9  Flight Commander 2 Avalon Hill 7.06
10 10 Allied General S8 6.91
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TOP 100 GAMES

GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE

¥ 1 WarCraft Il Expansion Disk Blizzard ST 9.08 51 Fantasy General ssi 8T 7.62
2 WarCraft Il * Blizzard ST 8% 52 NBA Live 96 EA Sports SP 760

3 Civilization Il MicroProse Si 8.84 53  Full Throttle LucasArts AD 757

A 4 LnkslS : Access SP 870 54 NBALive '95 EA Sports SP. 756
ﬁ 5  Steel Panthers Campaign Disk  SSI WG 861 55  CivNet MicroProse ST 7.54
#r 6 DukeMNukem3D 3D Realms AC 860 56  StarControl 3 Accolade AD  7.53
* 7 Wing Commander IV ] EA/Qrigin Sl 855 | Battleground: Gettyshurg TalonSoft We 753
' C&C: Covart Operations Westwood/Virgin ST 855 58 PGA Tour Golf 486 EA Sports SP 7.49

| 9 Steel Panthers Ssi WG 850 59  Road Rash EA AC 7.47
10 Command & Conguer Westwood/Virgin ST 8.45 60 Missionforce Cyberstorm Sierra ST 7.46

11 Grand Prix 2 MicroProse S 61  Tony LaRussa 3 '86 Stormfront Studios SP 745
Y 12 Pandora Directive Access AD 837 Descent Il Interplay AC  7.45
Panzer General 581 WG 837 63  FPS Foothall '35 Sierra SP 7.43

14  MechWarrior 2 Activision Sl 8.35 84  X-Com: Terror From The Deep MicroProse ST 7.39

15  Gabriel Knight 2 Sierra AD 834 65  Under A Killing Moon Access AD 7.34

16 NHL Hockey '97 EA Sports Sp 8.28 66  Zork Nemesis Activision AD 7.33

17 Crusader: No Remorse EA/Origin AC 8.26 Anvil 0f Dawn New World Computing  RP 7.33
Battleground: Shiloh TalonSoft WG 825 68  Sim City CD-Rom Maxis ST 732

19  Wing Commander 3 EA/Qrigin sl 8.24 69  NHL Powerplay Virgin SR T2T

20 AH-64 Longhow Qrigin Sl 8.19 Hexen id/Raven AC 7.27

21 The Need For Speed SE EA AC 8.8 71 Incredible Toons Sierra CP T7.26
Yr22  YouDon't Know Jack Berkelay Systems CP 8.15 72 Magic Carpet 2 EA/Bullfrog AC 7.25
23  Crusader: No Regret EA/Origin AC 8.08 Wings 0f Glory EA/Origin | 7.25

24 Master 0f Magic MicroProse ST 8.06 74  Phantasmagoria Sierra AD 7.23

25  Quake id Software AC 8.04 75  EWJ 1&2: Whole Can 0 Worms  Playmates AC 7.2

26 Heroes Of Might & Magic New World Computing ST 8.02 76 Terra Nova: Strike Force Centauri Looking Glass AC 7.19

27  EF2000 Ocean sl 7.99 Flight Unlimited Looking Glass sl 7.19

28 U.S. Marine Fighters EA Sl 7.96 78 Virtval Pool Interplay SP 7.18

29  Battleground: Waterloo TalonSoft We 7.93 79  Shattered Steel Interplay Sl 714

30  Silent Hunter SSl Sl 791 80  Star Trek: TNG, Final Unity Spectrum Holobyte AD 7.12

k1| Robert E. Lee Civil War General  Sierra We  7.89 Virtua Fighter PC Sega AC 7.12

32  Novalogic Lightning F-22 Noval.ogic Sl 7.86 Incredihle Machine 2 Sierra cP 7.12

33  Jagged Alliance: Deadly Games  Sir-Tech ST 7.78 83  Perfect General Il aap WG 710

34  Jagged Alliance Sir-Tech ST 1.717 84  Hardball 5 Accolade 5P 7.09
Spycraft Aclivision AD 7.07 Caesar Il Sierra ST 7.09

-k‘.!ﬁ Daggerfall Bethesda RP 7.76 Hyper 3D Pinball Virgin AC 7.09
Warlords Il Deluxe SSG ST 7.76 87 Relentless EA AD 7.08

38 NASCAR Racing Sierra SP 71.75 88  System Shock EA/Qrigin AC 7.07
Dark Forces Lucashrts AC 7.75 89  Flight Commander 2 Avalon Hill WG  7.06

Doom Il id Software AC 71.75 90  The Dig LucasArts AD  7.05

41 Advanced Tactical Fighters EA Sl 7.74 a1 Stanekeep Interplay RP 7.01

42 WarCraft Blizard ST 7.73 92 1942 Pacific Air War Gold MicroProse Sl 6.98

43 Syndicate Wars EA/Bullfrog AC 7.72 3D Ultra Pinball: Creepnight Sierra AC 6.98
FPS Foothall Pro '96 Sierra SP 7.72 94 Heretic idfRaven AG 6.97

45 Might & Magic: Clouds Of Xeen New World Computing AP 7.70 95 Legends Of Kyrandia 3 Westwood/Virgin AD 6.96
NHL Hockey '36 EA Sports 5P 7.70 96 Aces Of The Deep Sierra Sl 6.95

47  Tripleplay '97 EA Sports SP 7.69 97  Time Commando Activision AC 6.92

48 The Need For Speed EA AC 7.63 98 4 Virgin ST 6.9
Madden '97 EA Sports SP 7.63 Allied General SSI WG 691

U.S. Navy Fighters EA Sl 7.63 100  Scrabble Hasbro CP 6.89

Games on unnumbered lines are tied with game on line above. *: Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, S| = Simulation/Space Combat,

ST = Strateqy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.
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{ seems every time | make
some backhanded
grumpy comment about
Super Mario and his ilk in
this column, CGW is
bombarded by, oh, a
handful of letters from
loyal readers who feel per-
sonally affronted by my casual disre-
gard of their beloved Console Game
Machines. The bruised responses
usually run along the lines of: how
could | ever dismiss such a great
boon to gamers as [fill in the name of
their console]; and obviously | have
never played the games because if |
had, | would know better; not every-
body can afford to buy a high-end PC
and | should thank he gods that
affordable game technalogy exists;
not just kids play them; and so on
and so forth...yakity-shmackity...

blah, blah, blah.

First of all, | have no dislike of the
technology itself. Console machines
have been bringing cheap gaming
thrills to the masses since before there
really were home computer games,
and | have some very fond memories
of them. Hell, | still have my Veclrex
somewhere. (Well, okay, | really do
despise the GameBay,) If all you really
vant is a game maching, Ihen cerlain-
Iy it would not be clever to shell out
the two Gs for a basic Penfium rig.
You would be much betler off spend-
ing $200 on a 64-bil console.

I am mildly annoyed at some of the

MARTIN CIRULIS

What's The
Deal With...
Video Games?

ads for these new 64-bit machines,
but only in the sense Lhal they are
eagerly taking credit for “inventing” a
few things that computer games have
been working out the bugs on for
years. “Full 360 degree movement!lll”
lhey squeal. Yeah, | got that in Ut
8—tell me something else.

Despite this, my only real reserva-
lion about console technology is the
same | have aboul any limited (i.e.,

rJ Lxr " 5
mnaKe 4 |

i

lobotomized) technology: the fact that
at the end of the day, your game
machine is just that, a game
machine. | have the same problem
with these new Web boxes they are
hawking now. Sure, it's $200 for a
sell-contained Web browser. Great! It
gefs me on the net cheap, but | sure
hope | don't ever develop the urge to
type, Now | am sure some of you out
there are just itching to tell me all the
wonderful gadgels you are going (o

be able to add onto your Nintendo
64, which will make it as versalile as
a PC, and that may well be true. On
the other hand, it's been tried before.
Anybody remember ColecoVision?
The Adam?

Mo, the thing that really feeds my
disdain for the console scene are the
games themselves. Those endless,
huge-selling, inane games that
nobody seems to nolice are exactly
lhe same game with different sprites.
Again, save the list of very cool car-
Iridge games you have played. | have
prabably played most of them. There
must be nearly a dozen cartridge
games thal are equivalent to PC litles
in complexily, gameplay and novelly.
Hell, until the 97 edition, the car-
tridge versions of EA's hockey games
actually had better gameplay than the
PC versions. But ¢'mon, we are lalk-
ing a handful of games amongst hun-
dreds, and most quality cartridges get
a minuscule amount of coverage
compared (o the endless clones.

Is it just me, or is it goofy lo make
a big deal out of Donkey Kong
Counrrr? Do you dedicated cartridge
fans nolice that for all intents and
purposes, it is the same bloody
game as the first Mario? You scroll
around jumping over and onlo things
while finding secrels and power-ups.
Is swinging instead of jumping really
that thrilling of a diff? The first Donkey
Kong that started it all 17 years ago
was more original than whal is leap-

ing off the shelves now.

If Nintendo wants fo shuck their
For-Rabid-Teens-Only image, then
perhaps they should have showcased
the SHADOWS OF EMPIRE game instead
of dumb ol' Mario jumping for coins.
“Onh sure, it's the same damn game...
but now you can jump in ANY direc-
tion!!" or “...but now you can kick off
your opponent’s head in 301" What
a bloody waste of the tech. I'll stop
considering the cartridge market
mainly for kids when side-scrollers
and fighting games (even in 3D) die
on the racks instead of selling mil-
lions.

And if | ever need to find a para-
noid rationale for my dislikes, | can
always look to companies like Sega,
Virgin and Sierra, which seem to
believe that Auto-Play CD-ROMs =
Cartridge Games. | have no problem
with PC games leaking over and
making carlridge games cooler. |
have exlreme problems with execs
who think the two markets are inter-
changeable and all we need are a few
more ViRTua Sausps, GRID RUNNERS, of
Trex0ers 10 gel the PC market going.

So if you are an adult gamer who
is using a game console to supple-
ment your aging PC, using it lo gain
access to interesting games with cut-
ting-edge graphics, then relax. When
| slack up Mario, | don't mean you.

On the other hand, if you can't
vaail for Somic 3D...go right ahead
and get offended. &

Computer Gaming World (ISSN (0744-8667) is published monthly by Zifl-Davis Publishing Eumpamf One Park Avenue, New York, NY 10016. Subscription rate Is $27.97 for a one-year subscription (12 issues). Canada
and all other countries add $16.00 for surface mail. Postmaster: Send address changes 1o Computer Gaming Warld, PO. Box 57167, Boulder, CO BO322-7167. Canadian GST registration number is 89371 0442 AT,
Canada Post International Pub’s Mail Product (Canada Distribution) Sales Agreement No. 1058649, Periodicals postage paid at New York, NY 10016 and additional malling offices. Permit #672-910. Printed in the U.S.A.
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PC Gamer

~ Strategy Plus

T

5 Nicklaus-designed courses in the game!

Jducing

Jack Nicklaus 4

te Course Designer . @, '|
landmark!” '

Liam McDonald

...gives Links LS a
run for its money.”

“A truly revolutionary
~ product. Links finally has
some stiff competition. A
Course Designer so easy
to use, that you'll quickly
find yourself addicted.
16.7 million colors with
one major improvement:..
virtually no redraw wa
Computer and .
Net Player .'-_&'_

“...promises to be EN
among the greates
achievements yet on
the electronic links.”

PC Games

“..impressive...”
GOLFWEEK

e

This is the Course Designer that created all

Challenge golfing legend Jack Nicklaus —
The Golfer of the Century — on one of his
own signature courses!

Use the Designer to re-create your favorite
course! Import, modify, and play courses

from previous Nicklaus games! , .
Play with friends across the room or

around the world via serial, modem, LAN,
and the Internet!

CIRCLE READER SERVICE #290



Input the basic details
of a course from a real
scorecard-the "Wizard”
automatically routes
each hole.

_- - Choose from over 100 different types of
. trees, bushes, rocks, and other objects!




New “Intensity Control™"
reproduces the dynamics
that shape the shot. "Club
up and swing easy” for
control or a low trajectory;
“swing hard” when you
want spin and distance.

optional-
leave them

°f:rg:'t1h° Every shot flies, bounces,
polfil‘t and rolls true to the
gx.parlgan . game, with the best

ball physics model in
existence. Courses are
accurate to within 6
inches!

- The fastest
screen
redraw times Multiplayer play is fully
on the PC supported, including
allow the recorded rounds, shared
camera to keyboard, serial, modem,

automatically LAN and Internet play.

switch to the
landing in
full-screen,
from varying
viewpoints!
Weather can
change in the
middle of the
round, and
natural wind
variations and
every possible
turf condition

add to the
challenge!
Our new
approach
makes putting
more realistic. Call 1-800-245-7744
Moy fines.on to order direct

the green help
you read the
contour,

Look for the Jack Nicklaus 4
playable demos in select
magaczines, online at
http://www.accolade.com
or at your local retailer.

For hints and lips on Accolade products,
call Accolade Direct 1-900-454-HINT.

| gameplay, this optional $0.99/minute. If you are under 18,
own and drapes itself please get your parents’ permission
en, clearly showing all before making this call.

N\l A
MU LI

hu;-i'i_;_AccoInde. and the Solo Plus logos are trademarks of Accolade, Inc, ©1996 Accolade, Inc. All rights reserved. All other trademarks are of their
ife.‘t_:w‘nara. Screenshots from pre-Alpha version of the game. Actual screen shols may vary.
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Time to get back
n.n_._ur_mm_u_mmm

P

CIRCLE READER SERVICE #231

STRAP IN TIGHT .

AND JUMP INTO

THE ULTIMATE SPACE COMBAT
TRADING EXPERIENCE

We creale sna rlds® .

{0
.m .. ;

1996 OAIGN Systerms, Ine, All ights reserved. Privatees, Origin ond We creste werld ors regiviered trodemarks. ond the Origin logo is o odemork of ORIGIN Syvterns, tnc. Eleckanic Arh is o registered irodemark: of Electronic A,

An Electronic Artst Company -
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