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Best Strategy Game Yet!
Never-before-seen screenshots,

secret designs, plus hands-on coverage of
Blizzard's stunning new Sci-Fi mega-hit _ :

Game of the Year ‘

Our Premier Awards And
Readers’ Choice Winners

Wh1ch is the Best’-’ |







1175 in your veins, It's cn yeur hands, And you're screaming for it.

1t’s a tidal wave of first—person shooter carnage...

Who to Kills zombies, (ultl‘,t‘,.qarguﬂg‘, MH‘" wunds, nm(\,,rata‘rara and mure

|
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H(..\.‘L' tb KIH' vudu dulls fh«mrlhr« ‘ers, pitchforks, duval temmygquns, THT dl‘[(‘fl"(!t‘

You carved your scul to shreds in servitude to a dark god, but false promises
and betrayal were your enly reward. Now you've got a scere to settle,

and it will he measured in ...

Spill some,

shareware availakle in stores now

Download the demo at www.gtinteractive.com/blood ®
. DosiIPc
- CD-ROM Y7 Sl

© 1997 Monalith Productions, Inc. All Rights Reserved. Blood is Jlnuamark of Manalith Productions. Inc. PO Box 3268, Kirkland, WA 98083, This game uses the Build engine and tools by Ken Silverman. Published and distributed
GT Interactive Software Corp. All other trademarks are the property of their respective companies.
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| "One of the top five most anticipated new titles of 1997"
_ George Jones, C/Net

“HardBall 6 looks hot... the biggest HardBall by far”

PC Gamer

FEATURING
Enhanced Fielding Model
‘Over 30 fully rendered 3D stadiums
- Custom League and Schedule Generator
Consecutive Season Play with lifetime stat-tracking
5 ‘-"H_'e"a:a:d—to-Head Action via Network, Modem and Serial Cable
b 7If_h‘e Draft, minors, free-agents, trading, active and disabled lists
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Register on-line to receive the latest Fl:mM 0

updates and information on HardBall 6 at:

www.accolade.com

WINDOWSO5 ~ MAJOR LEAGUE BASEBALL
2Ll www.majorloaguebaseball.com
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T YTH:
THE WAY YOU

GAME

'I
Ever tried to play one of those gai ]!l(.“) with so called “complete 360" mobility"? You know, the ones
§
i
}I)ut really only move forward, backward, and 90" left or right?
)

NEVER AGAIN.

~ that let youslook everywherg

)

"
'

—'-«»

: ._.%I)‘

Introducing SouthPeak Interactive's Video Reality."™
ILisn't a game. IU's the driving force behind a new
breed of games. Immerse yourself in 360° of
insanely realistic, completely seamless,

motion picture-quality gaming.

CIRCLE READER SERVICE #2891

SouthPeak and Video Reality are trademirks licensed to SouthPeak Interactive LLC, Cary, NC, USA
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Lo |+ Inless than two years, 1

& " Blizzard has taken the gaming |

world by storm with their mega-hits ]
WARCRAFT Il and DiaBLo. Now they’re
coming back with STARCRAFT, a game

— , that promises to raise the bar again on

+ real-time strategy games.

GGW 1997 Premier Awards

Yes, gamers, it's that time of scream aloud in rabid fury at our

year again, when we hand out  choices. But like them or loathe them,
the hotly-contested awards for the best  here are the final verdicts for 1996. Are
games of the year—and you either nod  we geniuses or morons? The answer
your head in passionate agreement or lies within you, dear readers....

HARDWARE

s- ' (2 If you're a serious simulations fanatic, you want
lm " the best equipment for the job. To help get you in

co“tfﬂ"ﬂl's ge.ar,. Simulations Editor Denny Atkin looks at the best in

high-end joysticks, throttles, and rudder pedals.

Review - Creative Lahs AWE 64 Gold PnP
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[l Meat Puppet g
LW 22 A Superiory Fihter » ADVEHTUREIROLE PI..AVING

The Space Bar it 122 Obsidian
- ’ o " 128 Realms of the Haunting

B Master of Orion Il »
Diablo, Part Il :
Wizardy Nemesis tips § PRI ng sty :
EEd CG Tips! BB iy 182 Powerslave
' | ! 186 Banzai Bug
140 Krazy lvan

PUZZLE/CLASSICS

e : - 14 Clue
[ Technology Loyd Case Says Intel's MMX
Chip Packs a Few Surprises
[E] Adventure/RPG  Scorpia Dances With Death in Discworld I
[z Sports Dennis McCauley Chats With

Snurls liame Il&slgnar Dave Hoft
SPORTS

148 Pro League
Baseball '97

1600 The Art of Fly
Fishing, Vol. 1

L] Simulations & Denny Atkin Says Multiplayer: [§|I0_lUI.ATl°H __
Sims Are Getting Better and Easier to Access 152, Flying Corps

IEA Strategy/Wargames Terry Coleman's First Annual
Golden Hex Awards

EE1 Martin Cirulis What's the Deal With Psycho Geeks?

STRATECY/WARGCAMES

158 Magic The Gathering: Battlemage
188 MAX

22 Letters OVREVEERHIOT B 174 Emperor of the Fading Suns

22 READ.ME News, Views and the Latest Releases

246 Hall of Fame Greatest Games of All Time

247 Patches Game Fixes That Kill Bugs Dead

248 Top 100 Subscribers Rate the Top Games

Special MIMX Advertising Supplement Pg. 196
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Trackless environments give a rush
more driving than a funkadelic beat.

Over 30 wicked missions, plus LAN and modem
combat meaner than an icy head freeze.

Multi-camera angles offer views
wider than Groove's lapels.

A

——

— Groove Champion, Auto Vigilante




QOver 25 armoments with enough
. firepower fo create your own Death Valley.

~ Targefing, systems damage and radar gauges
o -hblp_-vquf._wqtch your rear and burn theirs, CB included.

Roati Bl o
Anti-Mere

_ Foﬁvard, rear and dropped weaponry — plus a
reinforced chassis for all-out hood-to-hood combat.

Dead-on vehicle dynamics courtesy of all-terrain tires and
customizable brake and suspension systems. Shocks guaranteed.

www.activision.com

Activision is @ roqistered frademark and Intorstate 76 s o Irademark of Activision, Inc, © 1997 Activision, Inc. All ather trademarks and trade names ara the properties of thelr respective owners. All rights rosarved
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It LEAVES PARIS WITH PASSENGERS. I

=

“An abundance of real-time
puzzles and challenges awaits.”
- CNET Gamecenter.com ‘

gd 1t's 1914. The world is on the brink of war, and this train could push it over the edge. Ii

up to you to untangle a complex web of political intrigue, suspenéc, romance and betray

Available for Windows® 95, DOS and PowerPC. 1837 Braderbund Sallweare, Inc. Windows Is a LLS. repistered trariomark of Micrasoft Gorp. Tha Last Express and Broderbund ar lrademarks andfor tradermarks of B Soltware
CIRCLE READER SERVICE #370
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REACHES CONSTANTINOPLE WITH SURVIVORS,

aboard The Last Express™ a real-time adventure game by Jordan Mechner. i E
Bon voyage. www.lastexpress.com “¥’Broderbund AT
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the nine genres, along wih hree special achieve:

ment awards, and the Game of the Year.

Exclusive demos this month include EA Sports' NBA Live

'97, and Meat PuppeT by Playmates Interactive

Entertainment. CGW contributor Patrick Miller presents part
two of his historical Vietnam trilogy: the Armored Green
Dragons scenario, for SSI's SteeL PANTHERS 2. DiagLo makes
a return appearance with custom walk-throughs for two of
its mare difficult quests: The Black Mushroom and
Archbishop Lazarus, created by CGIW/'s own DiasLo-phile,
Greg Fortune. And if you're still having trouble navigating

the AH-64D Lonaeow cockpit (from Jane's Combat

DEMOS AND STUFF

Aaron vs Ruth

AH-64D Longhow Walk-through

AirWarrior 2 Online
Baku Baku
Battleground: Shiloh
Blood

Chasm

Civilization ll: Jihad Scenario

Daggerfall

Diablo Quests
Engage Front-end
Kali

MDK

Meat Puppet
MechWarrior 2:-Mercenaries

NBA Live 97

Quake

SimCopter

SpaceOrh 360

~ Steel Panthers 2 scenario;

Armored Green Dragons
TEN Front-end
The Neverhood

; The Pandora Directive
~ Tigershark
- 3D Ultra Minl(inlf

PLATFORM
95

NIA

95

95
WIN/95
D0S
D0S
95/D0S
WIN/95
N/A

95

95

95/D0S
or WIN

85
95/D0S
95/D0S
95

95

N/A
N/A

95
95
95/D0S
85
85
95/D0S
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What's On The CD?

And The winner is...
| n addition to our regular lineup of inter-
| active demos, this month’s CG-ROM
I features the Premier Award winners.
{27 Look out for interactive demos, game
highlights, or custom scenarios for the winners of  Robin Kim.

Simulalions/EA),
be sure to check
out the tutorial

created by CGW

contributor

Other playable dpmos include: Slerra Onime 5 3D Uuna
MiiGoLF; Boop, the gruesome and bloody spawn from Duke

Muken creators; and the first esteemed interactive

movie/game, THE PANDORA DIRECTIVE,

Mow, let the ceremeny begin!

How Do I Use It?

Il you have Windows 95, installation is simple: The CD is
Autoplay enabled—just lock-n-load. Otherwise, from
Windows 3.x, select Run from the Program Manager menu,
and type D:\RUN-ME (where D is the letter of your CD-ROM
drive) to run it straight from the CD. Then type D:\INSTALL

DIRECTORY
AVRDEMO
LONGBOW
AIRWAR2
BAKU
BGS_DEMO
BLOOD
CHASM
JIHAD
DAGGER
N/A
ENGAGE
KALIW95
MDK

MEAT
MECH2
LIVEDEMOD
via TEN
COPTER
SPACEORB
S2SCEN

TEN
NEVERH2
PANDORA
TSHARK
MINIGOLF

- XCARDEMO

GAMES AND GOODIES ON THE CG-RGH

[XFCUTABLE

AVRDEMO.EXE
via CD interface
AIRWAR2.EXE
SETUPR.EXE
SETUP.EXE
INSTALL.EXE
CHASM.EXE
N/A
DAGGER.AVI

via CD interface
ENGAGE.EXE
KALIW95.EXE

MDKZIP95.EXE
or MDKZIP.EXE

MEATPUPP/SETUP.EXE
SETUP.EXE
NBADEMO.EXE

NIA

SIMCOPTE.EXE

NIA

via CD interface

SETUP.EXE
NEVDEMO.EXE
SETUP.EXE
GO.EXE
SETUP.EXE
INSTALL.BAT




Damn, another near miss, but you've managed to keep your head for another few
seconds. This morning you were just another archeologist, exploring an ancient
pyramid. You didn’t expect this. The secrets of the past await you in the future as you
embark on a mysterious, danger-ridden journey into this ancient pyramid. Spectacular
3-D images and animations come to life as you go through corridors full of devious
traps and puzzles in a race against time to save the future from
a mad man trying to destroy the sun.

NEWMEDIA

Call 1-888=MOJAVE for the retailer nearest you.
801-652-5300 or http://www.mogames.com
Available on CD-ROM for Mac and PC

iy o
MEaJAVE

Copyright 21996 Mojave, All rights reserved. Mojave is a registered rademark, LUXOR® is a registered trademark of Rampans, Inc.. a subsidiary of 1993 Circus Circus Enterprises, Inc. All other

[ a " -
BEONZE AWARD



MechWarrior 2: Mercenaries
(Activision)

CCW

to create a CGW program group on your
Windows desktop. If you have installed previ-
ous versions of the CG-ROM, this disc will use
the program group already on your desktop.

How Do I Play The Demos?

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

How Do I Get The Patch
Files?

Click on Patches under the CGIWY Features,
and then read the text window that has instruc-
tions on copying the files to your hard drive.
You can also access the patches from a DOS
prompt by typing D:\PATCHES (where D: is the
letter of your CD-ROM drive) and copying them
directly to your hard drive. We strongly recom:
mend that you back up any previously saved
games before installing & patch, as this may
overwrite your existing program.

How Can I Get The CG-ROM
Delivered Each Month?

To subscribe to the CD-Rom version of the
magazine, call (303) 665-8930, and specify that
you want the CD-ROM version. Please note that
if you already receive the magazine without the
CD, you must wail until your current subscrip:
tion expires before receiving the CD version.

If you subscribe to the CD version, but you
have not received a disc with your magazine,
contact us an our Web site at www.zdnet.
com/zdsubs/gaming/service.

Where Can I Buy The CDs?
Copies of CGW with the CD are available in
most major relailers where magazines are sold.

If you can't find the magazine with the CD,
encourage your retailer to carry it.

Unfortunately, we can not fulfill requests for
back issues of CD-ROMs at this time.

Disclosure

As a matter of record, CGW voluntarily main-
lains a list of companies in which SofiBank, the
parent company of Ziff-Davis Publishing Co.,
has an interest. It is available online at
www.computergaming.com/
disclaim.html and is updated when we
become aware of such investments.
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Features Editor
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‘Technical Editor
CD-ROM Editor
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On-Line Editor
News Editor
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Copy Editor
Editorial Assistant
Contributing Editors

Founder

Johnmy Wilson

Ken Brown
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Classics/Puzzie Games)

Dave Salvalor (Hardware)
JIIIM:Anderson
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HOW T0 CONTACT ADVERTISING SALES
Address inquiries o CGYW Advertising, 135 Main St., 141h Floor, San
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SUBSCRIPTION INQUIRIESIADDRESS CHANGES
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(Equally effective on humans.) e

el

:"é‘[)eisceht":; Warcraft™ II: Tides of Darkness, Rolemaster: Magestorm®, Splatterball” Darkness Fall
5. Billboard Live!™ Trivia, Rolemaster: The Bladelands™ and Neverwinter Nights™ — the world
2 to come— now available on ENGAGE games online. All with no monthly subscFiption fee

-
” We're a community of gamers of all levels, with real-time chat rooms and bulletin boars

Available on: America Online® CompuServe® Concentric® Earthlink® Prodigy® and the Intern



ﬁ?%ﬁé] Pool™ Castles II™ Siege and Conquest, .
ost popular multi-player games, with many more %
NGAGE is more than just an online games service.®

og on today and conduct a few tests of your own. www.engagegames.com

Food and sleep optional.
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The Hot Rod

Syndrome

Why Gamers Are Caught in the Upyrade Race

omelimes, even
the smartest
people you know
say the most
ridiculous
things. Ina
recent meeting
with one of the
smarlest CEQs in compuler gaming,
| was dumbfounded by one of his
comments. Confronted by a bug
report, he prolested that if we could
give him a standard platform that
would quit changing, he would pul
out a bug-free product. He com-
plained that even my prediction,
when | had espoused in 1995 how
DirectX and Plug-n-Play would make
life easier for gamers, was flawed. |
had failed to anlicipaie how hardware
manufacturers and programmers
would deliberately make their prod-
ucts non-standard in order to be able
fo make claims that their technology
was proprietary and superior to other
products. His analogy was to the
greed of Thomas Edison during the
nasty “Patent Wars" of the early days
of the motion picture industry. He
lauded the concept of a standardized
platiorm and seemed surprised when
| went into cynical mode,

INDUSTRIAL EVOLUTION

The idea that we'll ever have a
completely standardized platform
seems counterintuitive to what |
know of both high-tech competition
and consumption. It reminds me of
a lyric from a really old song that
goes, “There will never be a portrail
of my love, for nobody can paint a

ceow

dream.” We almost need to wrile a
parody of that lyric, “There will never
be a standardized machine, for
nobody can paint a dream.”

The firsl and most obvious argu-
ment against a completely standard-
ized platform is, of course, Moore's
Law, coined by computer pioneer
Gardon Moore, We've briefly referred
to this postulate in the past, but it is
vital to understand it in this contex.

Moore's Law (which can be found
al www.intel.com/intel/museum/
25anniv/html/hofimoore.htm)
states that since 1962, Ihe logic den-
sity of silicon integrated circuits has
closely followed a curve where
x = 20-1962) (x = the number of bils
per square inch of silicon and

= {ime in years since 1962). In
terms an editor can understand, the
amount of information you can put on
the same size chip has almost dou-
bled every year since silicon technolo-

with the upgrade cycle?”
There is a corollary fo
Moore's Law called
Parkinson’s Law of Data. This one
follows the cynical
economist/philosopher C.
Northcote Parkinson in stating,
“Data expands lo fill the space
available for storage.”" As the site
for compuler jargon on the Web
(www.fwi.uva.nl/ ~mes/
jargon/p/ParkinsonsLawof
Data.html) observes, "Buying
more memory encourages the use
of more memory-intensive tech-
niques. It has been observed over
the last 10 years thal the memory
usage of evolving systems tends fo
double roughly once every 18
months. Fortunately, memory den-
sity available for constant dollars
also tends lo double aboul once
every 12 months (see Moore's
Law); unfortunately, the laws of

physics guarantee thal the laller
cannot continue indefinitely."
MNow, let's add some Wilsonian
cynicism to this. Note that the aver-
age computer game has a develop-
ment cycle of 18-24 months. This
means Lhat the compuler game
developer is faced with the decision
of choosing whal baseline machine
to support, with full knowledge that
hoth memory capacity and proces-
sor intensity (what you expect the
CPU to do with that memory capaci-
ly) will have doubled by the time the
product is released. The developer is
further faced with the reality that
some developer, somewhere among
his competitors, is gaing to go all out
for that advanced machine and add
features that he can't support wilh
existing technology. Since the devel-

gy was invenled.
In 25 years,
as Moore's Law

predicted, the
10M

1975

Year

1980 1985

1990 1995

number of lran-
sistors on a chip
has increased

-y
=

more than 2,300
limes, from
2,300 on the

4004 in 1971 to
5.5 million on
today's Pentium
Pro processor.
“Okay," you
may well say,
“but what does
thal have to do

Transistors

Pentium Pro™
Processor :

Reprinted with permission from Inted Ing
’ IT'S THE LAW Moore's Law shows that the amount of informalion you can cram on a
computer chip doubles every year.
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Corel, the Corel Balioon togo and Corel Family Tree Susle
are either lrademanks of registered rademanks

ol Corel Corporation. Windows ks a registered
trademark of Microsolt Corporation. All other product
and company names are lracemarks or régistered
trademarks of thelr respective companies.

™

Corel Family Tree Suite™ is an ideal way to trace your roots and
display and print them professionally in a variety of charts and
_reports. Research more than 175,000 surname histories, track
medical information and addresses, and create family photo albums
with this versatile program. A comprehensive genealogy library
contains over 55 million names and additional references. Photo-
editing capabilities allow you to retouch old photographs, remove red
eyeand add dazzling special effects. Plus, with the program’s Internet
support you can create and publish your family Web page. Reach
back in history with Corel Family Tree Suite, a graphically
sophisticated and easy-to-use genealogy program on CD-ROM.

FAMILYTREE.COREL.COM

-omput Abilit
'C YouTCEscount Specialists y

1-800-554-1635

*USS plus applicable taxes and shipping.

CIRCLE READER SERVICE 42

e limate Way to

Showcase your
Fami

KUR-0342-U5

Ig Tree

COI!EL"

W/ TA www.corel.com

Call now for faxed literaturel
Corel, Officinl World
Title '_.,-P“mnr of the 1-613-728-0826 ext. 3080
COREL WTA TOUR Document # 1199



oper knows from pasl experience
that games which take advantage of
new technology often have an edge
in sales (just so that gamers can
have bragging rights over these
showcase features), he decides he
can't risk letting his compelitor get
the jump on him. He raises his
sights upon a new baseline
machine—a higher standard which
is not quite there, a moving target.

p<< The idea
that we’ll
ever have a
standardized
platform flies
in the face

of market
reality. 77

RACING FOR PINKS

Will the customer, the gamer, actu-
ally buy that upgraded technology?
Past experience says “Yes." [ am
reminded of a meeling | attended
with another CEQ who shared thal he
had placed his Calloway automobile
into the shop because the makers of
the high-performance automobile had
discovered a way to get another 30
horsepower out of the car. Now, |
happen to be impressed enough with
the baseline performance of a
Calloway, but here's an individual
who is willing to upgrade for power
he will seldom be able to use. The
average driver may insist that he is
able to get a speeding ticket even
without that horsepower, but it's
worth it to the execulive to know that
the power is there when he wants it.

Apparently, computer owners want
lo know that it's there, also. They're

CcGW

willing to pay for performance. For
years, the price pattern has been that
the average price of a high-end com-
puter was somewhere in the mid-
$3,000 range and the bargain com-
puter between $1,500 and $2,000. To
be sure, the latest, greatest, proces-
sor was always somewhal higher, bul
as it moved up in price, the other
processors came down and kept the
average roughly the same.

Some gamers (and | think they all
write fo me) are fed up with the con-
stant upgrade cycle. They complain
vociferously that it isn't fair. Yet, look
how much mare they're getting for
this year's $3,500 than the lasl
$3,500 they paid (I know because |
just bought a Micron Home MPC
with Pentium 200 and Package B).
I'm amazed at how much difference
my new modem, larger monitor
screen, 32MB of RAM, and
Diamond Monster 3D card make for
gaming enjoyment. | can tell you
thal the difference between my P-90
and this one is considerable. And
yes, I'm dreading the expense of my
next upgrade, but I'll probably bite
the bullet easier because I'm so sat-
isfied with this one. If we look al
computer buying patterns, I'm not
along in this thinking.

THE COMPLEAT CURMUDGEON
The bottom line is that | don't
believe we'll ever have the platform.
Without the platform, we'll never
have even a reasonable chance at
bug-free games. So, we have, essen-
tially, two options. We can either
adopt the allitude that we will always
be pioneers who are charting new
realms of technological perfor-
mance, or we can consider our-
selves to be victims of the upgrade
cycle, who are condemned to more
and more bugs every year.
Personally, I'd rather focus on the
great graphics, fast frame rates, and
marvelous sounds in today's games
than the bugs we have to swat. ©
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It's based on the
top-selling multi-player
board game with
computer enhanced
features like perpetual
score l(cepin;, plm Lips

|
1

From the beginnings of
recorded time despots
have tried to rule the world.

Many have co 1107 playcrb,
to be swept ay Sl ~ Compete .lgunsl
of history. fﬁends or the game's

achieve wot “rafty Artificial

Intelligence.

JI The Avalon Hill
| Game Company

Iﬁ“lq | ARt el S * When doyou deploy your secret weapons?
baatin 2 1997 ALL RIGHTS RESERVED

T History of the World for Windows 95 and Windows 3.1 is available wherever greal games are sold or contact us al:
: 4517 Harford Road, Baltimore, MD 21214 « 800-999-3222 « FAX 410-254-0991 * http://www.avalonhill.com
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ON THE CASE
Ahuge thank
you to Loyd Case
for his"Ultimate
Gaming Machine
Series,” and, in
particular, Part 4.
I've subscribed to
vour magazine
since 1993, and [
am pleased to see
the increase in
hardware coverage
of late. 1992 was
also the last time |
hought an entire
i s a compuler system.
- .lh_ﬁ‘i}!_ftjpini_b_n:._;fhé:{;lily effective way to remain in this hobby is to
gradually upgrade, one piece at a time. Othenwise, you spend half
your time really happy (just after buying a new system) and the
other half miserable (until you break down and buya new system).
~ Imwellaware of how much work it takes to plan and implement
t ri_.eife_:'\'t'ive-l_lpg"rad;: strategy. Al times, I have wanted to consult a
 psychiic subseribe to two other gaming magazines, as well as your
twao sister publications PC Magazine and Computer Shopper.
 While these two fill out part of the upgrade puzzle, they have been
- consistently biased towards the business user. On the other hand, |

AD VIBES

1 just wanted to write and let you
Know that I haved totally enjoyed your
magazine up until the last year or so.
"The problem is not with the articles,
since | believe that they are the best in
any compuler games magazine. | have
tried them all sinee 1993 and still find the
arficles in your magazine to he the best.

The problem that [ have is the sick

times which are very honest, clear, and
concise. Please make your advertise-
ments the same,

5'!rq:riving{rcn(mgh we agrec.
Unfortunately, thev're not “our”ads.
We have no creative control over the
advertisements. In fact, the editorial

ETTER OF THE MONTH

have never regretted following any of your hardware suggestions.
My only complaint had been that they were few and far between.

‘Things have greatly improved, but I would still like to see more cov-

erage, and more frequently.
| would love to see a monthly upgrade column. Ideally it would
have your recommendations of the month for each of the hardware
categories covered in Mr. Case’s latest article (motherboard, CPU,
graphics hoard, etc.). There could be two recommendations for
each category, one price-conscious and the other strictly perfor-
mance-based, as with Marchs “turbo” and “nitro™ distinctions. I'm
not suggesting a new recommendation each month, but a list of the
hest praduct in each category at that point in time. If a reacler
decided it was time to upgrade a particular component, he or she
could simply look up the recommendation for that component in
the current month’s issue. This would eliminate half the upgrade
decision, leaving only “when” for the reader.
This is only a suggestion, but if it tums out o be feasible, it would he
worth twice the cost of your magazine in ilself, al least in my opinion,
I any case, keep up the good work. You have consistently been
the best computer gaming magazine on the market hands down (in
my opinion, and | would imagine many others’).
Phil Romano
via the Intemet
We like your idea so nuch that we're planning to put it on our
Web site with a brand new wrinkle. We hope it will be up and run-
ning by the time you read this in print. Check out www.comput-
ergaming.com for details.

flawed. Computer wargames must not
be reviewed for just the usual eriteria of
any computer game (playability, bugs,
Joseph N. Nomis — ete.) but for historical accuracy as well. |
Buffalo, NY  feel that Mr. Coleman must know this.
Yet, there is a miajor gaffe here. The bat-
lle of Boradine was fought the 7th of
September. This was not the winter, il
was not even yet fall, but the tag end of
summer, so why the title, " Winter

and perverse advertisements that you
have in the magazine. Like [ said, T have
been reading CCWinee 1993 and |
always found the advertisements that you
used Lo have Lo be clean and tastelul. [ do
not find it necessary o show contracep-
tives or pages of blood just to sell a game.
In fact, [ have taken many of them and
flushed them in the toilet, literally:

I ask you to please clean up the
advertiserents and make them on par
with your articles. [ do appreciate your
articles which helped me out many

CcowW MAY 199/

staff doesn't sce the ads before they arc
printed in the magazine. The only way
those bpes of ads will be stopped is
when they don’t work ammore. Then,
they Wl swing back toward normalcy.

BITTER BLUNDERLAND

1just read Terry Colemans column
(“Winter Wonderand,” March '97) on
the upcoming ‘Talonsoft game,
INAPOLEON IN RUSSIA, and [ was disap-
pointed. Mr, Colemans reviews have
been good previously, but this one is

Wonderland™? Why does,* The Russian
winter affect.. the troaps i]l\:llil}-‘ mlingﬁ
of both sides,” and why is it that “Some
crecks and streams are frozen™? Why,
we even read that, “other areas are ren-
dered impassable by the snows™ Yet it
did not snow until the 15th of October.
Either Mr. Coleman is misled |:_\' a
misunderstanding of the course of the
1812 Invasion of Russia, or Talonsofts
new game has serious historical [aws,
James D, Gray
via the Intemet



Have YOu
qOt YOUrs YET?

If ybu know Tomb Raider, Acuon Gamc of the Year
you know why Lara Croft Best Graphics of the Year

95% Ratin
- is the #1 cover girl in gaming. 2C Gamer :,;g__u i
No other game has won more Sl o
awards, dchvcrcd morc action- Game of the Ycar
Rated 5 out of 5 Stars
packed rcahsm, or kicked more e mpuc o cgy Plus 8
= s, Hardco;;_ gamers have
made Tomb Bmdcr th
” iy e

PC
RS

Tomb Raider, Lara Croft and m:.mmmaﬁnmm”mmmmdﬂmm
© 1897 Eid Earthisn of Data Desi i




LETTERS

NAPOLEON IN RUssia covers botl the
first Battle of Boradine, which took place
in September, and the second Battle of
Boradino, which took plice in the dead of

winter as Napoleon was refreating back
from Moscow. We regret causing confu-
sion by not spelling out that this is more
than a random weather feature.

WARPED WARTHOG

1just read the review of A-10 Cusal in
the March issue, and [ would like to point
out that the A-10 cannot carry“30 pereent
more ordinance (sic) than a B-1." Whats
the point of printing half-baked “facts” like
that? The B-1s maximum bomb-load is
around 48,000 pounds, whereas the A-10%
max ordnance loadout is 16,000

pounds—not even 50 percent of

that of the B-1 (this figure is reduced even
further, to about 14,300 [bs, if the A-10 s
carrying maximum internal fuel).
Mike Marunchak,
ISzt USAF (Retd)
Mountain View, CA

In the original artticle submitted by
Robin G. Kim, that line read “50 percent
more ordinance than a B-I7." Given that
the B-I7 could carry only 6,000 pounds of
bombs, even that's not giving the A-10
! i’ng qm‘k' ('nnugh credit. Somewhere in
gained 42,000 pomid.s of l’mmbl’md. We
apologize for the confusion.

As for ‘ordinance, " we can only plead
that we do know the difference between
an “ordinance” and “ordnance,” but we
missed that one due to our overreliance on
spelling checkers. However, we've recently

CewW MAY 1507

added a top-notch copy editor to our staff.
and we've passed an ordnance to keep
such problems from happening again,

REMEMBER JOE-486 PACK

In these days of limbo for 486-playable
games, it is inferesting lo note which
games will actually nin decently on a 486,
and which will not. Surprisingly, the actual
minimum system requirements donot
often match the true minimum system
requirements. This is a problem which
works both ways. Some games which say
they will mn on a 486 do so only very
pootly, while some games that supposedly
require a Pentium will run just fine on a

fast enongh 486,
Cases-in-point:

CrusaDER: NO REGRE

1551 I|lpUﬁL't| lounona

486/75, but it drips through
a486/100 system like shudge,
On the other hand, Privarers 2: THE
DARKENING Trom the same publisher sup-
posedly requires a Pentium 75, but in fact
runs quile crisply on a 4867100,

Z.is supposed to ran on a 486/66, but il
drips through a 456/100 like hardening
concrete. This is a game which uses Direct
X On the other hand, Toms Rupeg,
another “Pentium only” game, gives a very
smooth ride (at the lower resolution, ves,
but full screen) on a 456/100).

Why do publishers provide erroncous or
misleading system requirement informa-
tion? In the case of those selling games
that really don't perform on a 486, it seems
obvious: the motivation must be greed.
But why not list a 486 on top-notch
E__;ill]\l.'.‘i? I Sll.‘ii){‘(:t II“\ n Ik!_\' III]\'[‘ S()I'l'l(:i}]i]lg
to do with the laughable macho mentality
of far too many PC gamers who like fo
claim, "My gaming rig is bigger and faster
than your gaming rig.” o such a crowd a
“Minimum: 486" sticker might be like a

“G" rating in the movics.

“Tangential to this: Direet Xis death on a
486. Microsoft really pulled the wool over
our eyes regarding the value of Windows
95 ona“low end” system, didn't they?
Remember when we were told it would
realize the 32-bit potential of the 4862 In
fact, Windows 95 might just as well be a
Pentium-only game platform. lor 456
owners, DOS is still the OS of choice,

We can run the demos off of a CD-
ROM, such as yours, o see it a game is
plavable on a 486, hut that doesn't always
correspond to the released version of the
game. [t would help those of us who
haven't yet upgraded if you could clue us
in when a game will mn on a 486. Since
the two best games of this last quarter,
PrvarieR 2: THE DARKENING and ToMB
RAIDER are 486 capable, theres still plenty
of reason for 486 owners to be interested
in what their systems can do, even if the
publishers won'tadmit it.

Clyvde Dodae

via the Intemnet

Iyou've read Johmmy Wilson's editorial
this month on “The Hot Rod Syndrome,”
vou already know some of the causes of
the speed race in computer games, You've
already hinted at one reason a 486-
capable game might be listed as Pentium
only. Most likely, however, different
gamers have different tolerance levels for
different tvpes of gmnes, Neither the
game publishers nor CGW know how to
Test tolerance levels fast and efficiently.

W_ Teserve thf.' nght to edit all
fcﬂemforspaee or clarity.




Winston is such a girl.
Always apting for diplomacy when he Yeah,

could just bombard his enemy [rom space A big fat girl.

with orbiting dreadnoughis,

=
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Battle for territory and forge strategic . o Explore new planets, research forbidden

alliances to secure the crown. technologivs and control the growth of un empire.
Epie storvline in the
Fading Suns Universe.

Conigreg for

i Ei
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SEGASOFT™ For a free Windows ‘95 demo or to order Emperor direct, call 1.888.5egaSoft osolls Lantl e
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“The ability to zoom

“MDK promises 3-D
in from a mile away

technology so cool and
action so...realistic that within the sniper mode
it will send everything is remarkable.”
else running for cover.” —-ELECTRONIC
- PC GAMER GAMING MONTHLY

“Futuristic 3-D action/

“One of the most innova-
tive games ever created.” adventure that could
- GAMEFAN set a new standard for

PC Gaming.”
- PC GAMER

BATING PENDING

(PC CD-ROM)

Crealed by Shiny Enlerlainment, Inc. © 1887 Shiny Enlerlainment, Inc. MDK is a trad k of Shiny Es i Inc. All rights resorved. Artwork and
design © 1997 Playmales Interactive Entertainment Inc, PIE™ Is a reg d trad rk of P | ive E i Inc. All rights reserved.
“While supplies last.

DNTERTAIRMINT BSrTARE
RATING BOARD



Your planet is being bulldozed by the ton.

- Alien controlled mobile mining cities are
strip-mining the earth’s surface overrunning
and crushing anything in their path...Unless
you can stop them.

BATTLE TO SAVE IT WILL BEGIN SOON.

* Fully 3-D rendered graphics unlike any- and equipment including:
thing you have ever before seen. — A helmet-mounted sniper rifle that tar-
« Over 60 arenas spread out over 6 cities. gets enemies from over two miles away.

* Never before seen “sniper mode” that — A living polymer suit that protects

allows you to zoom in on the ?% : from piercing projectiles.
enemy and pick it off with , : S - A high-tech reusable
astounding accuracy. /\ = parachute.

* The most sophisticated — Bombs...
enemy artificial intelligence decoys...
ever created. Fully reactive homing sniper
“smart enemies” think, grenades...

and many more.

» Two styles of adrenaline-
pumping game dynamics
featuring first and third
person point of view.

listen, and communicate.
in a calculated assault
on your life.

* An arsenal of totally
innovative weapons

\
|

" [TTHINKS. THEREFORE IT KILLS,

-
th“v Windows'95 and DOS
THTERTANMERT CIRCLE READER SERVICE #134

ViEEg Contact www.playmatestoys.com to receive
www.shiny.com a free playable demo by mail*
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Man Behaving
Relatively \Well

ot long ago, star-

ring in a comput:

er game seemed

{0 be the lasl

resort for fading

has-heens des-
perately {rying to hang-on fo
their stardom, but not any more.
Suddenly it's respeciable—posi:
tively hip, in fact—for a
Hollywood celeb to delve into
CD-ROM-dom.

“Men Behaving Badly" star
Rob Schneider fold us about his
recent encounter with the tech:
nology in Any River's comedic
Action/Adventure game A FoRk In
_ Tri Tae, Schneider pro-
| vides lhe voice-of the
. hero—the character that

. you, the gamer, will play.

. Schneider's interest in
the project was piqued

. when a couple of

- acquaintances, both

% comedy writers work-
ing on Fork, fold him
they'd never seen a really funny
CD-ROM. “That's what made me
want to hitit," he recalls,

Making the game was a gar-
gantuan feat: Schneider had
6,000 lines and used 50 different
voices throughout the game. In a
movie, although he may think up
five different ways to do a scene,
only one will be used. But the
nature of an interactive game
allows all five versions to be used
in the final product.

Schneider estimates a third of
the material was improvised. |
was able lo do all the things that
| can do—a bunch of jokes, dif-
ferent characlers, and a lot of dif-
ferent impressions.”

GW

A

Nonetheless, he
describes the experi-
ence as a Herculean
task. “I'll have to think
twice about doing it
again, because it
demands a lot."

Schneider likens FORK It THE
Tate {o a Bob Hope-Bing Crosby
road movie, “It was perfect
comedic fodder. The quy’s kind
of a coward, and wants to meet

girls and stuff." He winds up hid-
ing from bad guys, escaping
from dungeans, and avoiding
other terrifying fates—all in the
name of saving the day. Along
with giggles throughout the
game, Schneider promises that if

SOULTRAP r THE DARK and Quake, but gameplay is decided-
With a hoard of 3D games fight: ‘ Iy below-par Nintendo. You battle your way

ing for shelf-space, SouLTrRAP may

be one of the first to get the elbow. The look of

the game lies somewhere between ALong N

THIS JUST IN ¢
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you dig around you'll uncover

some really funny Easter eggs.
Of all his roles, Schneider
admits his “Men Behaving
Badly" character, Jamie, is the
one he best relates to. He adds

that unlike Jamie, he's made the
turn from being a complete
slacker; though he does confess

to have "been successfully avoid-

ing a day job for over 15 years."
Does lechnology play a part

in Schneider's daily life? "My lit-

“I’vebeen sucessfully avmdmg a
day job for over 15 years now.

tle hand calculator—that's about
as complicated as | get. I'm the
last of the dinosaurs,” he jokes.
He doesn't even keep writing
tools on hand. “If you have a pad
around, then you write down

anyihing, but if you have to run
to get paper, and write it on a
napkin, then it has to be funny,"
he quips. If the others involved in
Fork 1N THE TALE follow that same
theory, we should be in for a lot
of laughs.—Charlotte Panther

Short takes on games released just prior to press time.

through eleven levels reflecting your phobias.
Whal may have been an okay premise is rapid:
Iy destroyed by jerkily animated foes, an
annoying soundtrack, and awkward controls,
Endless platform:hopping with an unforgiving
3D twist turn this oceaslonally bugay pragram
inta little more than a dull exercise in saving
and restoring games. ScutTRAP? More like
Money Trap.—Robert Coffey

Microforum Inc., (800) 685-3863

Win 95 CD-ROM

Reader Service #: 301
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Raking in the Retail Dollar el cae it
Free Online Gaming

“Hver wondered who the hiah-rollers are in the-wonderful world.of retail game he growing number of online services batting to woo
| 1 sales? This chart shows how well the top‘ten software companies fared from | cuslomers must account for Mpath

“irefail sales of their RC Games over last two years, These numbers represent Interactive’s surprising
revenue from retail sell-through only. They do notineltide any profit accumulated announcement thal access o
from direct sales (this accounts for.id's low representation in 1995, and sudden per- their multiplayer Internet
centage gain in"1996, whenid began'selling via retail outlets).—Chariotte Panther gaming service, Mplayer,

: ! is now available free of
Compan Gross Revenue 19 1055 Hevenue:1995 U Cha
vy ST R0 b0y charge. The Mplayer Free

CUC | Davidson 192;1“&,725 131 .03".1“ +fI‘?B/ﬂ ZUﬂB will allow game[s
Electronic Ats 120,766,140 76,043,480 +58%. to enjoy unlimited access
BT Interactive 88,960,736 65874208 +35% lo games like Quake,
Microsoft 75,560,747 53740152  +40% MecrWeanion 2 and

Virgin 66,696,538 M.ﬂ?ﬂ’.lﬁi- +60% _ WARWIND. Patizer GEngraL will
m “'nsn"ng 78.37',12" -27% also be available, for a free 30-day trial period. Mpath will also offer
e el U naien el bt g
Maxis 38,274,101 48,335,765 = -18% Conann AN Conauer, and Rep Auerr, for just $29.95 per year.

Broderbund 36,237,178 56,626,861 ~30% Under a new advertiser-supported business model, Mpath has ini-
id Software 13,158,207 2,215,300 +484% tially signed agreements with Intel and Intuit’s Parsons Technologies,
Slatistical information provided by PC Dala and is hoping to announce more mainstream advertisers in the near
future. Check out Mplayer at www.mplayer.com.

? —Charlolte Panther

QUOTE OF THE VMIONTH m

‘ The current TV ratings system is a little bit like
putting a sign up in front of shark-infested
waters that says: ‘Be careful when swimming! , ’

1

—Senator Joseph Lieberman, a Connecticut Democral, complaining that the indus- e e
try's new age-based television ratings system is ineffective—after endorsing the age- Free-Fire Zone Gamers now get unlimited free access to QUAKE,

graded ESRB ratings system for computer games in 1996. WarWino, and MechWarrior 2 on Mplayer.
DUKE IT OUT IN D.C. Earth. This add-on pack for Duke Nukew 3D fea-
The newest instaliment of the Duke  Lures 10 new levels that take you through various
Nukew line takes our hero to the Washington landmarks, Including the Washington
nation’s capital in another bid to Monument, the Capitol building, the FB.I. head-

quell alien invaders intent on laking over the  quarters, and the Smithsonian museum.

These levels feature the same aliens;
interactive environments; amusing quips;
and, somewhat disappointingly, the same

weapons as the old Duke—just wrapped
in a different setting. Should be good fun ~  KOALA LUMPUR:

for serious Duke-heads. JOURNEY TO THE EDGE
~Joe Vallina Searching for enlightenment, Koala ,
WizardWorks/GT Interaclive, Lumpur unwittingly utters an incanta-
(800) 229-2714 tion that triggers the threat of the ‘
PC-CD-ROM Comedy Apocalypse. As Koala's spirit
Reader Service #: 302 quide, Fly, you'll travel to four puzzle-filled worlds in

MAY 153/ CeW




Intel’s Next MMX Chip Due Soon

ntel recenil; divulged the name of their next processor with MMX, and it's a:doozy. Thenew name
I is—brace yourself—Pentium II. OK, so the name is about as flashy as day-old bread, but this new

chip, internally code-named Klamath, will bring several interesting performance enhancements over
current Pentium Pros, and because of less expensive manufacturing processes, Pentium II'S price

should dip below that of the Pro's fairly quickly. Guesstimates indicate the Pentium Il will be availablesin™"

late spring or
garly summer of
this year.
Intel has
: : reduced the
i ] parl’s cost by
stripping out the
] 2 onboard 255KB
: : | Lewel2 ()
. cache, leaving
& ; system vendors
s s - free to decide
] how much L2
cache to putin
their systems. In addition to having MMX support, Intel has also made some plumbing improvements to
help its 16-bit performance, an area where the P-Pro initially disappointed.
Also new for Pentium 11 is its form factor. Rather than using a single socket, Pentium Il will come on a
“daughterboard" configuration.that plugs into a slot on the motherboard. Top-end clok, speeds for
Pentium Il are anticipaled o be 268UMHz.—Dave Saivalor
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TOP 10 HEJEBTED NAIVIES FOR THE
PENTIUM Il CHIP:

Intel’s Next Soon-To-Be-Obsolescent Processor (TM)

[—J

XJ-12

Monty Pentium

Pentium Envy

Intel 685.99999998

Front Page Sports Pentium Pro 97
8088 Version 6.0

2. Good and Plentium

‘ And the number one name Intel rejected

-] OO o

[=2]

= &N

2 Bl

for the Pentium Il is...
\ 1. The Pentium Royale (with cheese)
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Pentium Gigahauler

Putting MMX
Into OverDrive

f you've been wanting to add MMX capabili-
Ily to your PC, you may have been frustrated
by the fact that only the newest mother-
boards supply the dual voltages used by MMX
processors. Intel has come o the rescue with
the over-named Pentium OverDrive Processor

with MMX Technology.

Designed to upgrade 75-, 90-, and 100MHz
Pentiums (they can be used in faster machines
if you're looking to add MIMX), the MMX
OverDrives feature a voltage regulator that
adapts the 3.3v system vollage to the 2.8v
required by the MIMX chip; added capacitors to
ansure compatibility with early, noise-sensitive
motherboards; and a built-in fan and heat-sink.
In addition to boosting the computer’s clock

Original  OverDrive Price  Availability

Processor  Speed

75MHz 126MHz ~ §399 Now
90MHz 150MHz ~ $399 Now
100MHz ~ 166MHz  $499 Now
120MHz*  180MHz  TBA  2nd Half 97

133MHz*  200MHz  TBA  2nd Half '97

* These chips haven't yet been officially
announced by Inlel.

rate (see chart), the OverDrive chips also add
the enhancements found in MMX Pentiums,

B including a larger 32K L1 cache. These provide

a 10-15 percent speedup over standard

% Pentiums at the same clock rate on all appli-

cations, and'up to- 150 percent on some
graphics applications. Our testing has
shown great speedups on applications such

as PHotosHop, while the improvements in the
first MMX games are less dramatic, consisting
mainly of enhanced colored lighting, improved
sound effects, and slightly faster Direct3D on
systems without a 3D card.—Denny Alkin
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Why.do you suppose bid quys ke 84,
Sony, NEC Gateway and Acer chiote ATI
30 for their hottest new systems! Could
it be quality? How ahout performance!

SUPERIOR
HARDWARE
ACCELERATION

BHINGR
TEXTURE FILTERING
PERSEECTVE CORRECT
exuzens ™
TRANSPARENCY
[ALPHA BLFNDING)
TRUECOLORVIBED o
INANY MODE
Wa pack more features into

hardware than anyone, so naturally,
nobody.can touch our performance.

ATH30 XPRESSION+ PCZIV
MATROX NYSTIOUE

STANDARD
VERSION

ATI 3D

HMove up to ATI3D and get realistic 3D
tectures, briliant colors and fifelfke detail.

With AT :SD fjam‘e cards, you get the best combination of 30, 2 and silky-smooth, fullscreen, full-motion

video acceleration. And you get PQ2TV. Just plug your PCinto the biggest TV you can find for supremely Hew ATI3D XPRESSION~ PCITY (28 upgradabl or AMB)

R ; A S : ; i the uitimate gamer’s graphics upgrads and comes With the
E intense big screen gaming action like you've never seen before. For multiplayer and shared Hottest 30 games and VRHL web browser. The higher end AT

% g Tl N3 30 PROTURRO PC2TY. (48 upgradable o 8MB) comes with
¢ gaming, everyone gets to watch. You can record your game playing ditectly to tape (just in Extreme 30, Bathproducs sepporthe incedibie WY addon

: s : card - the best ¥ tuner and video capture card
case someone dares doubt your scores), And When you by a new PC, you might just save the price

; i s ko) i) !
of another monitor. Who said size doesn't matter? Get ATl 3D game cards for as little as m o PG WORLD NEAY ﬁﬁ

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

A1 Techaclogias Inc.. 1397/ ATL 30 PRO TURRO PCITY, 3D XPRESTION= PCITY aned How You See It are trademarhs and/or regiteted |tademarks of
AT Techeokoghes fic, Al OIeE plodect fames dre trademarks andfor registered trademarks of their respective owmers. Ausauht Rigi streen appears courtesy

o Piyaniests Ltd MechWarrior 2 sereen appears courtesy of Aetivivion Inc. *ESP for 30 XPRESTION+ PCITY with 2HB. o implementation od features. =
S : Trsidniis i
s EoAER o e NowYou See It. #<¥8
HE00-344 4513 18148503000 1-600-155-0166 L



The, Price o ’:-'jl_o!.)-;!li_'_\,' introduces 4 new campa}igns auci a
slew of gij;hancéq}ents:"m*thle' Herues_ of Migﬁi and 'Né;igic 11
world.. Cal}trol the couf'se ;:)f an expanding empire m

: Desccnld:i;lts, or try your tactics against a horde of

Spell crafters in The Wizards Isle. Discover new
l?e‘:_mes and artifac_t_s as you explore and conquer 24
new calmpaigl; maps. Log in and go head-to-head or

teain up with [riends in 20 new stand alone scenarios.

o Two New Full Length Campaigns

- o Plus Two New ‘Mini’ Campaigns

o New Cineinatic Scenes Bring The Battles
And Their Aftermath To Stunning Life

o Dozens Of Enhancements Including
New. Heroes, Events, And Artifacts

THE‘ PRICE OF LOYLTY
EXPANSION PACK |

R.EQUIRES FULL VERSION OF HEROES (0) MI GHT AND MAGIC™
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Armored Fist 2 [mwsmes e
: '?a“ft!‘.'!’."".!.-. fontison tarts
he original ARMORED FisT was perhaps 1. Diablo () e
Novalogic's only truly disappointing title. The 2-_Red AlertM‘est\wudNIunﬂ ) ATt = Y
Voxel Space terrain that looked so good in the 3, Heroes II (New Word Eﬁmpu!nng} RN 7S |
original ComancHe fell apart at ground level, and 4. Daggerfall (Bethesta) s 4
the resulling bl_obhy appearance made this 5. Civilization II. {Mmumsc) R &
action game a graphic disaster. _ 5. Quake 1d sovam) - ———
Don't let that first effort dissuade you from checking : RS
out ARORED FisT 2, however. The improved Voxel Space | 7- Duke Nukem 30{39 r_‘“'"“} _UlE 13
2 engine makes for extremely realistic 8. WarCraft lI (Blizzard) : 7B LLASEID
W terrain—I was very impressed by the 9. NASCAR 2 (Sierra) ' : e ' 1
sample areas provided in the Alpha version, which were 840, MechWarrior 2 (ctivison) 5 TR
by far thg best-looking graphics I've seen in a ground ek %mms:m;orswrm _Wmm;m&
combat sim. Translucent smoke and detailed 3D oppo- The resuls of Playing Lately indicale Wil grmes -
" nents heighten the sense of realism. The missions °W'°”’“"HMMWWMW
o promise Noval__ugtc s trademark fa;t action, and I'm PC Data Best-Sellers.-' |
especially anxious to try out the eight-player network SN
support. —Denny Atkin L B
22 Myst {Bmdemund) (il 3
3. Red Alert [Weslwaolergun} s T 3
4. Microsoft Flight Simulator {Minm;nﬁ} 2
5. Quake (dSoftware) 6
6. WarCraft Battle Chest (Bi'mrdj,' Yl
7. NASCAR 2 (Slerra On L|ne) Tl 7
8. Tomb Raider (Eidos) RIRE
9. Lords of the Realm II (Siaﬁa] i

FT

10. Privateer 2 (EA/Orign)

»~ This st indicates what the top-ellig PG games were, as calculled by PC.
Dala, during Janury, I A

search of the lost scroll pieces. You'll face a DiARIES, is @ vast improvement over their first SCOURGE OF

ol tribe of wild dogs, the “land of lost things,” the  effort, Mc Kenzie & Co. ARMAGON r =

E lonely Annie Body, and one very bitter bunny, all While Te Vampire DIARIES features charac: Hipnotic has given us ‘ =

=N inthe name of saving the comic universe. ters from the popular teen novels by the same  another reason fo keep

: Koata's most distinct feature is its cartoon-style  name (author L. J, Smith also wrote the Quakin’. Published by Activision, SCOURGE OF
E graphics. Visually crealive and unusual, the script), the plot takes a somewhat different ARMAGON is the first of two new mission packs,
(==8 qood aspects of the game are nearly nullified by tack. Popular high school student Elena must  and brings three new episodes, three new

its rather lame attempls al being much hipper defeat the evil forces that are attacking chil-

and funnier than it actually is.—Dawn Jepsen dren in her small Virginia town. While the
Broderbund (415) 382-4700 catty dialog between Elena and her class-
Windows CO-ROM males is too tedious for adult players, the
Reader Service #:303 intended market will probably enjoy this

creepy, starter-level adventure.

THE VAMPIRE DIARIES —Kale Hedslrom
The second release from the | 3 her Interactive, (505) 880-1718

American Laser Games' her =) Win 95 CD-ROM

Interactive division, THE VAMPIRE ‘ = Reader Service #: 308
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Iron t

o one in the 3D world can
afford to sit still, and we've
just received pre-release ver-

sions of two new, very

© promising 3D-graphics accelerators.
| Internally code-named PCX 2,
NEC/VideoLogic's second-
ageneration PowerVR adds an
important feature—bilinear filter-
ing. VideoLogic is striving to

make PCX 2 work smoothly with
Microsoft’s Direct3D Application

| Programming Interface (API),

Pricing will be about $299 list.

We tried out CvBeRGLADIATORS,
MonsTer TRuck MADNESS, a beta ver-
sion of TerraciDE, and HeLLBENDER (all
Direct3D titles), and put the Hercules

board through some 2D duties in both

to PowerVR's SGL, a chip-specific API
developers use to squeeze a little more |
performance out of PowerVR. This title, |
along with the PowerVR version of i
MecHWarrIoR 2, also took advantage of
bilinear filtering.
For its part, the Hercules
Stingray 128/3D tore up the
Direct3D titles we threw at it, with
* clean rendering and smooth frame
rates. On the 3D side, this feature-
rich board will support both
OpenGL and 3Dfx’s own Glide

API, which has curried favor

among game developers.

As for 2D, the Alliance chip
turned in some encouraging
numbers in both DOS and Win
95. For comparison, we pitted

the Stingray 128/3D against its
Hercules sibling, the Dynamite 128, a
very able 2D performer based on
Tseng Labs’ ET-6000 chip.

In Winbench 97 tests, the Stingray’s
beta driver was not too far behind the
Dynamite 128, at 1024x768 resolution
with 16-bit color. In DOS, the Stingray
was only about 3 frames per second
behind the Dynamite in Quake's
TimeDemo tests.—Dave Salvator

overcoming some compatibility
issues the first-generation chip : "
had. Like its predecessor, PCX 2
will ship with 4MB of SDRAM for
texture storage, and will use your
2D board’s frame buffer for ren-
dering to screen. Pricing, at $199, will
remain the same as the first-genera-
tion PowerVR boards.

Hercules is working on their Stingray
128/3D, a 2D/3D board based on
3Dfx’s Voodoo Rush chipset, coupled
with Alliance’s AT3D chip which handies
2D chores. Shipping in a 6MB EDO
DRAM configuration, this board offers
3Dix’s killer 3D performance, and what
looks to be a pretty good 2D contender.

Kalistos' ULTIM@TE RacE
Win 95 and DOS. The new PowerVR
looked fairly solid overall, and ran all
four titles with few snags (some are
to be expected with beta drivers). The
bilinear filtering Is a welcome addition,
improving overall image quality in all
titles, all but eliminating the
“sparkling” effect that point-sampled
textures can produce.

Umm@Te Race, a visually impressive
racing title by Kalistos, is written to talk

G-NOME

7th Level's attempt to " =
win the crovn of the glant | €354
robot genre implements
some cool features, including the ability fo
get out of your "HAWC" and run around
as a fool soldier. You can even steal
enemy vehicles, then use them to kill their

weapons, and two new foes—just for
starlers. Hipnolic has added environ-
mental'traps, like fall-away floors and
exploding mines. On one level with a
deep cavern, be careful or you'll find
yourself *Jones-ed" (flattened by a huge,
tumbling boulder).

Also included in this new mission
pack is a wicked new DeathMatch level
with scads of great sniper nooks, and
large floor areas for closer combat. The
high-quality level-design in Armagon
should make for hours of macabre
mirth.—Dave Salvalor
Hipnotic/Activision, (800) 477-3650
PC CD-ROM
Reader Service #: 304

rightful owners. Sadly, though, your cock
pil view never lets you feel you're inside
four stories of walking badness. Warped
and pixelated textures, even in high-res,
|eave you feeling trapped in @ bad cartoon,
and the bungling Al has you wondering if
you're fighting the Three Stooges. "Bot
Jacking" is cool, but not cool enough fo
carry the rest of the game.—Greg Fortune
7th Level, (214) 437-4858

Win 95 CD-ROM

Reader Service #: 305

THIS JUST IN <

Ao iy |

AIR WARRIOR i
Finally, a new World ~ »

War Il air combat game!

AR Warrior |l is a sfand-

- |
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(Gamer’s Paradise?

aming may not strike you as a particularly social
aclivity, but GameWorks, the new enterfainment
venture from DreamWorks, Seqa, and Universal
Studios, plans to calapult gamers into a com-
pletely new dimension. Part upscale amusement
center, part arcade, the first GameWorks site
opened recently in Seattle. Other sites will open in Las Vegas
and Ontario, Canada, later this year, with plans to build over 100

centers worldwide before 2002.

The last zone, The Lofl, offers a relaxing environment wilh a variety
of classic games (Pac Man, Pong, Asteroids, and the like), where
players can cool down and meel other people, on-line or face-to-
face. tventually, players will be able to challenge people in
GameWorks centers worldwide—in real time.

Will this revolutionary new entertainment environment take-
off? Only time will tell if reality malches the excitement of the
concept, but from what I've seen, GameWorks looks like a

dream come true for gamers.—Kelly Rickards

GameWorks has many Hollywood names behind it, bul was

largely inspired by Steven Spielberg’s dream for an entertain-
ment center unlike any other. Representatives al GameWorks are
quick to point out how hands-on Spielberg is with he project,
and from what | saw on my recent behind-the-scenes visil, this

indeed seems to be the case.

Design and concept wark is handled at GameWorks' self-pro-
claimed “skunkworks,” on the Universal Studios' back lot. Each
and every detail—lighting, music, game placement, viewing
angles, and interior design—must be tested and approved here

before being placed in a GameWorks center.

More than just your everyday arcade, GameWorks cenlers have
the potential to be a pleasant place for social interaction; safe,
sophisticated entertainment; and a unique competitive environ-
ment. Dubbed *Spielberg's Three-Ring Circus,” each mulli-million
doliar center will feature three main zones, each with ils own dis-
tinct look, sound, and feel. Zone 1, the Loading Dock, is an
intense, compelitive area featuring the latest coin-op games,
designed to appeal to the twilch gamer. Zone 2 is the Arena, a
high-energy area featuring several signature GameWorks games,
including Verlical Reality, a 24-feet high four-player shooling game.

alone version of the classic online flight sim. Over
300 solo missions are included, spanning from

WWI to Korea, but the emphasis is on WWII com-

bat, with campaigns included for both Allied and
Axis forces. In addition to solo play, you can play
head-to-head over modem, network, or TCP/IP, or
against hundreds of other humans in the online

arenas. Unfortunately, although the sim's engine is
greatly improved over previous A WARRIOR releas-
es, its graphic look is still very 1992.—Denny Alkin
Interactive Magic, (888) 232-5836

PC CD-ROM

Reader Sevice #: 306

STARGUNNER

From the cliched side-scrolling action o the

scrolling words at the begin- %

ning of every episode,
STARGUNNER is, at most, a

rehash of the side-scrolling shooters of old. Not
long ago, Apogee released a modest little over-
head shooter called Raptor. It seems that
STARGUNNER is Apogee’s next step in reviving an

old genre. Though il sports & nice soundirack and

MAY 1537

qives you the ability to buy and somewnha cus-

tomize your ship, StaraunnER has too much of a

“been there, done that” feel to it. Unless you are

really into side-scrolling shooters, STARGUNNER

doesn't have enough lo make a name for itself.
—Thierry Nguyen

Apogee/WizardWorks, (800) 229-2714

PC CD-ROM

Reader Service #: 307
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PIPELINE
BETHESDA PUTS X'FACTUR INT 10th Planet Sethesdz 197
6300 2D/3D0 Chip Set Iseng Labs Summer 97
X-Car: EXPERIMENTAL RACING [ o
[ Agents of Justice MicroProse Summer 97
hether you're solving for X in Algebra, watching "The X-Files” on lelevision, or L e A

. ) Armored Fist 2 Novalogic 6/97
reading the X-Men comic book, X stands for that certain something—that X-fac- Battle Spire Beificsda 7 ajo7

lor—which hasn't quite been defined. Bethesda Softworks' X-Can models 16 of the | Blade Runner Virqlﬁ“-’esl“'mo _ IOJG
latest experimental racing cars on ten different tracks. Gamers will compele over llractive S "“ ”
five realistic tracks from test tracks to a detailed model of Seatlle’s highway system,  |ETRETTITES z gja7

as well as five fantasy tracks from the Mayan jungle to a lwisling mountain road. Demon Isle Sicria 10/97

Even in SVGA 800xB00 Descent To Undermountain interplay 8157

. Dungeon Keeper EA/Bullirog Summer 97
resolution, X-Car has avery | — 597

fast frame rate, and it also European Air War MicioProse Fall 97

features the most robust Fallout Interpizy. : Stmimer o7
telemetry model I've ever Freedom 5600 Audio Adapler Diamond  Summer 97

Front Page Sports Basehall 97 Sierra 8197
seen. You race the car on ‘Front Page Sports Skiing Sierra 10/97
the lelemelry lest track (a Flying Nightmates Il Eidos
high-speed oval) or the skid :""l'glﬂ"' EN/An

pad, and record dozens of Sl

S Grand Slam Virgin "~ Spring 97
data points. These can be 737
played back VCR-style and : 6/97
allow you fo loosen or light:

en the suspension, adjusl

in the works

the steering, swap out metal- | Journeyman Project 11l Broderbund Fall 97

i Lasi Blitzirieg SSISSG 697
metal or carhon-{let . MicroLeague Baseball 6.0 Iicroleague 6/97
brakes, or tune the engine. Mig Alley tmoie Summet 97

Gamers not into the Myst 2: Riven Broderbund
detailed physics model and
elaborate car set-up routines can simply boot up the game and zoom around the tracks in a arcade
mode. Finally, arcacle gamers and sim fans alike should appreciate such details as the elaborate doppler
effect heard when the powerful cars zoom through tunnels, and (he nifty weather model that allows you
to race in all types of conditions. Indeed, X-Car may well rush past the current pole sitters in racing sim-
ulations and take the checkered flag. —Johnny Wilson

Return to Krondor 7ih Level Summer 97 £
Sabre Ace Virgin : el
e Semper Fi Interactive Magic 9/97 §

Bizzard 1 BT

| Starfleet Academy Interpl Spring 97 &8
Steel Panthers 11l S ha gL
TFX 3 DID Summer 97 £
Thunder Truck Rally Ps/anosis 897
Sesseend Tone Rebellion Broderbund Fall 97
| Triple Play 98 A Spods Spring 87
i 6197
- Summer 97

: : Summer 87
War Ine. Interactive Magic 7197
Wes Craven...Fear Cyberdreams 10197
X-Car 8sthesda !
X-GOM: The Apocalypse MicroProse  Summer 97
Zork: Erand Inguisiter Actvision Fall a7 §
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SOFTWARE INCORPORATED

“Can I challenge Arnold Palmer
and my buddy in Tibet

to a skins game

on Maui

in heavy fog

at 3AM?”

an I golf in 16.7 mi1lion colors? Can I play against Arnpld
Palmer at Latrobe? Can I play against my friend inSREEEH
Can either of them beat me? Can I take a 3-D udITul =
Kapalua Plantation Clubhouse? Can I play maid i EVERNET34
ball? Skins? Can I add in my own sounds? Can 3
era over the ocean? Can I place a camera riggiAErERR NI T:
bal1? Won't that break the camera lens? Faﬁ I sti1l play all
the Links Championship Courses? Can I add an? Can I play with
WIN 957 Can I get 1600X1200 resolution? Cul I 2 a high-

arching wedge shot back up on the green? Can’ ch Arnie

react to a good shot? A bad shot? Can I resize the viewing
windows? Can I see the tees break off? Can I choose from dif-
ferent golfers? Both male and female? Can I use the mowing
stripes to read the contour of the green? Can I take a
Virtual Reality tour of Arnie’s workshop? Can I golf in
Hawaii, Pennsylvania and Chicago on the same day? Can I
get a 3AM tee time? Can I hear the birds and waves in 3-
D stereo? Can I hit my ball 1/2 mile out of bounds? Can
I play from there? Can I watch aerial fly-bys of every
hole? Can I choose from more than 15 add-on courses?
Can I watch an instant replay of my swing? Are there
multiple camera views? Can I challenge an artifi-

cially-intelligent computer opponent? Can 1 re
the control panel? Can I call toll-free for sup-
port? Can I take multimedia tours of Kapalua and
Latrobe? Can I save a round in progress, go to

tract

dinner, and Tinish it l1ater? Can I send and
receive text messages during & round on
the modem? If I lived on the course

could I find my house? Is Links LS the

most realistic golf simulation “Yes 2
ever? » ~

RIS

The NEW Links LS add-on courses

® Links % Links

=
iz
| iureliery @l il

o

HConmasLibery

@%:‘g

LEEH - B

Il
¥

"

= E. e
The HEW Links 5-Course Libraries Vol. 1, 2 & 3:
Playable with Links LS, Links Pro CD, Microsoft® Golf, & Links Pro CD Macintosh® www.accesssoftware.com « Code: 010-CGHW

For a FREE Links LS Trial-Size version CD, call 1.800.800.4880

Call 1.800.800.4880 for a FREE|Pandora Directive Demo CD

CIRCLE READER SERVICE #248



Fallout on “GURPS Fallout’

ter weeks of
A haggling,
Interplay finally

made it official in mid-
March: GURPS FaLour is
dead. Long live FaLLour. :
For those just luning in to the soap opera,
here's the story: Interplay has spent the last
three years working on a post-nucelar RPG
based on Steve Jackson Games' GURPS
(Generic Universal Role Playing System) pen-

and-paper role-playing system. This is a system

widely admired by RPG fans for its rich complex-

ity and flexibility, and FaLLout was to be the first
computer game (o incorporale il.

After years of work, however, relations
belween lhe Interplay design team and Steve
Jackson began to deteriorate earlier this year
when Jackson began to veto some of the
design decisions—a contractually allowable
action that was nevertheless giving Interplay an
industrial-strength migraine. So, in mid-
February, Interplay announced that, due to “cre-
ative differences,” they were forsaking fhe Gurps
license and creating their own rule system for
their upcoming FacLour.

Soon aiter, however, Steve Jackson comment-

ed on his Web site that he didn't
consider Gurps FaLLout fo be
B dead yet, and Interplay affirmed
88 thal they were indeed still negoti-
“aling. In a phone interview con-

rlucled before Interplay gave GURPS the axe,

Jackson told CGW that he fell that he had made
many compromises with Interplay, and was anx-
ious to see the project move forward, but was
worried that “the decision to go on without
GURPS has laken on a life of its own.”

As it turns out, Jackson's warries were
correct. Now Interplay must proceed with
the game with a brand new system, creat-
ed in-house, lo replace GURPS. We look a
look at the new system, dubbed “SPE-
CIAL" by the Interplay team, and while it
lacks some of GURPS' complexities, such
as characler disadvanlages, it functions
similarly enough that it should help keep
the project interesting.

The sad thing is, all the parties involved
seemed to wanl to make a Guaes product,
bul couldn't work oul a decenl compromise.
FaLLour project leader Tim Cain said (before the

final decision was made), "I was the one who
wanted Gurps in the first place. | set out to make
a Gurps game, so | don't wanl people to get lhe
idea that I want to loss Gures oul.”

Interplay also siressed to us that this turn of
evenis does nol necessarily mean that there
won't be a future GURPS RPG coming from
them, since they still have the license. Jackson,
for his part, seemed far less convinced about
the possibility.

“What would you do if you were me?" he
asked. "I work on it with them for three years,
and then they decide not to go with GURPS.
Why would | want to go through that again?”
Jeff Green

Digging,

and droolmg

L/ J‘_N‘ il )

ST

e

Not included.

INTRODUCING

Now there’s a breed of dog that
virluu!’fl; can't be am,'(hing but
) / the perfect pet. These fun hounds
. grow from puppies to adults. And
as they do, all three of them learn more
and get better at doing their tricks. You
can even take your K-9 Companion” to vivid
3-D places like the beach. Hot dog! Call
toll-free 1-888-992-5433 or visit the
Softwarc retailer nearest you. QOur web site
is at wwlu.fujitsu-interactive.com

oo Go fetch it soon.
FUjITSU
p Interactive g

It's a big world. Get to know it.
CL ROM for Window vs 95

CIRCLE READER SERVICE #184



Mear Pupper’s Macabre,

by Elliott Chin

ny time you get a
blockbuster in the com-
puter gaming industry,
you're sure to see a
flood of clones
following in hot
pursuit, We saw
it when a dozen Doow clones tried
lo cash in on the first-person
shooting craze, and we're seeing it
now with the deluge of real-time sirat-
egy games lrying lo mimic Commanp &
Conauen's SUCCEss.

We also saw a similar phenom:
enon when CrusAper: No
Renorse seized the markel.
Here was an exciting depar-
ture from first-person shoot-
ers, with an isomeltric look
and platform-style gam-
ing. Sure enough, a raft of clones fol-
lowed, including Genper Wans, ToTaL
Mayren, and Beouav—all of which
flopped. Now, finally, we might actu-
ally see the first successful, fun
Crusaoer clone grace the PC. Why
will it be successful? Because it
isn'l a clone at all, but a well-
designed, dark, over-the-top
project that was actually
started before CRUSADER
even came oul,

Play the Mear Puprer
demo on this
month’s CD!

N

LOTOS
DARK NIGHTS

Mear PuppeT is
moody and filled with
dark humor, like a
computer game ver-
sion of Blade
Runner. In this uni-
verse, leaders of

IMIEAT PUPPET

ABSTRACTION
Our herging 1s an ass-
kicking assassin who is
trying to get even with her
master, the Martinet, and end
his mysterious reign of terror,

lhe world use
assassins called
Meat Puppel lo mur-

der their rivais. Once these
killers complete their assign-
ments, they are lobolomized

and discarded. Our heraine,
Lotos Abstraction, has

ed as a Meat Puppel.
Now, an evil entity
called the Martinet is
using her lo slay six
ambassadors of the
world's leading
embassies (the
future's equivalent of
ruling corporations).
As Lotos says in the
intro movie, "I don'l
want to kill any-
ne..." But she
can'l refuse the
Martinet's dic-
tums, because
embedded in her
skin are sacks of
poisonous gel thal
the Martinet can
release at will.
S0, she has
to carry
out

been accidentally induct:

Target Release Date June, 1997
Developer Kronos
Publisher Playmates Interactive

Violent Atmosphere Casts lfs Shadow on CRUSADER

her evil master's whims. But as the game pro-
gresses, you soon discover thal a friendly robotic
companion, Dumaine, will help Lotos fight the
Martinet. Together with Dumaine, she'll finish the
Martinet's dirty work and then come back for him.

Mear Puppet will remind many of CRUSADER, as
the perspective is an isomelric, three-quarters
view. However, the size of objecls in the gameplay
screen is much smaller than in CRUSADER, which
means the main character and enemies aren't as
large, bul that you see more of the level.

Visually, Mear PuppeT is more impressive than
Crusaner. Action moves smoothly, even at resolu-
tions of 800xG00 and 1024x768. Though the
palette is sometimes dark, there is still incredible
detail in the environment and creatures. Lotos
moves beautifully, as do her enemies, as the game
sports over 20,000 frames of characler animation,
and over 35,000 frames of object animation. If you
sitin a corner, you'll see monsters fighting each
other, nibbling on body parts, and engaging in
real-life actions. This, combined with the game's
lush graphics, breathes a life into the game that
hasn't been seen in any Crusaper clones.

COUSIN CICERO He's one of the six ambas-
sadors on your hit list. Actually, you'll have to
extract information from him before tossing him
into @ meat grinder

cow
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CEREBRAL CHALLENGE Not all the levels of Mest Pupper will
be shooting sprees. In this level you push Cicero—the brain

boy—into the meat grinder.

LIGHT MY FIRE The abominations are wandering zombies that
feed on humans. Like the other enemies of MP, they all have their
own personalities. '

IT BURNS

Like Crusaoer, Mear Puepet offers highly
combustible environments, and there will literal:
ly be hundreds of objects to manipulate and
destroy. Adding to the mayhem is MEAT PUPPET'S
360-degree globe of fire, which allows you to
larget any single pixel on the screen and fire al
it. Basically, this means that anything you can
see, regardless of elevation, can be targeted and
attacked. However, only those objects that turn
your targeting reticle red will have a salisfying
animated explosion.

In addition to violent shootouts, gameplay
consists of slandard platform conventions. The
levels are cleverly designed, with each one hav-
ing a particular dark theme. In the Eugenics
Clinic, for example, you'll see evil children play-
ing while needle-hurling nannies round them up

for use as cannon fodder when
you appear. Those same nan-
nies, the Nurses Mucklewrath,
are bitter spinsters who, if left
alone, will slart gossiping and
smoking cigaretles while the
children loiter.

The sewer levels, where near-
mindless abominations dwell, is
filled with grungy brick walls,
dripping ceilings, pipes, and
muddy waler. Il's here that you'll
see these abominations feast on
the lorsos of bodies that were
flushed down the upperworld's
toilets, only lo lay festering in the
mulants' sewer homes.
Sometimes, if you're quiel
enough, you'll even see them
play catch with the torsos they're
munching on.

There are of course, many
other levels, each wilh their own
strange and menacing atmos-
phere and peculiar inhabilants.
You can be sure though, that they
will all be hostile.

The Al of the enemies in Mear
Pupper will be varied and sophis-
licated, and they'll react to your
actions. If you gun down one kid
in the Eugenics level, the others
will get scared and run
away. Bul if they
encounter their
nanny, she'll
round them up, give them a
morale boost and send them towards
you. In those cases, you'd want to kill the
nanny and scalter the pesky kids. In the sewers,
you might want to just blow up one abomination
and then run away and then let them feast on
gach other's putrid flesh.

ETHRONE

LOTOS POSITIONS

Gamers will also notice that Lotos
has a lot of character. If you waste her
gunfire and she runs out of ammo,
she'll mumble, “Shit!" and then throw
her hands up in frustration. When she
enters the Eugenics level and sees all
the knife wielding kids descending
upon her, a loathsome "| hate kids" will
escape her brealh.

CYBER GHOST p
Dumaine is a tech
puppeteer who will

help you topple the
Martinet. In certain
levels, he'll help
you open locked
rooms and locale

The enemies will likewise have personalities.
In the Eugenics Clinic, one boss characler you'll
have 1o fight is Cousin Cicero, a huge-headed
fetus whose head is so large he needs to be
supported in a tank of fluid. When you shatter
his tank, he'll spill out and start flopping around
like a fish, pleading with you for mercy in his
wimpy little voice.

Everything Kronos is doing wilh Mear Pupper
seems fo be geared fowards creating a believ-
able environment, as well as a fun, ultra-violent
game. At one point, David Sears, producer for
Mear PuppeT, wanted to go for a dark and seri-
ous game, bul when he saw just how extreme
the game was in terms of bleakness and vio-
lence, he decided 1o {ake it one step further and
make it outrageously silly. The look and feel of
the game certainly achieves thal goal, and the
level designs and sophisticated Al appear
exiremely successful al creating a real world
environment. Judging from the beta | played, |
think you'll get a good glimpse at a dark world
with some hilarious (and violent) action. &

items
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Raptor Attac

Could This Be the First Serious

Lightning I Simulator?

by Denny Atkin

nown by Lockheed as the
Lightning Il and nicknamed
“Raptor” by the pilols
who will fly it, the F-22
promises to redefine air
combal. With stealth, the ability
to cruise at supersonic speed
without afterburner, and next-generation avionics
that will take much of the workload off the pilot,
the F-22 should help the U.S. regain a clear tech-
nological edge in the air combat arena.

It seems the software industry is a step ahead
of the Air Force: By the time the first pre-produc-
tion F-22 enters full-scale testing later this year,
there will already be four F-22 simulalors on the
market. The first two, NovaLogic's F-22 LiGHTHING
Il and Mission Stuclios” JetFichTer ll, which con-
cenirate more on the action side of the spectrum,
are already on the market. In a few months, sim
owners will be treated Lo the more authentic

IF-22 AIR SUPERIORITY FIGHTER

TFX3, from DID, and iF-22 Air SuperiorITY FIGHTER
(ASF), from Interactive Magic. While TFX3 is still
under wraps, Interactive Magic recently supplied
us with a late alpha version of IF-22 ASF. While
this first home-grown sim from IM promises to
keep the action fans happy, it also looks to have
the right stuff to satisfy the serious sim pilot.

FULLY LOADED

Glancing at the specifications for ASF, it looks
like a flight sim fan's laundry list: flight models
ranging from arcade o realistic, authentic aircraft
systems, three believable canflict theaters, 3D-
card supporl, and a variely of viewing options.
ASF should be as much a jump over previous jet
sims as the real 22 is over its predecessors.

GREEN ACRES The salellite-mapped imagery in 1F-22 ASF looks great when you're flying at medium

'and high altitude, even without a 30 card.

Target Release Date June, 1997
Developer Interactive Magic
Publisher Interactive Magic

Designed for Pentium 90 and faster machines
(a P120 is preferred, with a P133 or faster listed
as “ideal"), ASF features both single- and multi-
player missions. Solo mode offers instant action,
single missions, and a dynamic campaign. You'll
fly in four combat theaters: Forl Collins (used for
{raining), Bosnia, the Persian Gull, and Ukraine.
The backstories for each of these conflicts are well
done and convincing enough to draw you in.

ASF has no canned missions—insiead, the pro-
gram has a siluation generator that looks at the
current state of the battlefield and dynamically cre-
ates a series of missions. In single mission mode,
you're given a choice of 10 or S0 missions, rang-
ing from combat air patrols to ground-support to
suppression of enemy air defenses. While there's
no greater campaign picture to worry about, your
success does aifect your pilot's status—you can
earn promations and awards or go MIA or die.
Although the targets and mission objectives are
fixed, you do have the ability to alter the weapons
loadouts of aircraft in your flight, and to add or
change waypoints to and from the target.

More intriguing is the campaign mode, which
presents you with a similar sel of missions, but
where your success or failure has far-reaching
consequences. Each mission influences the over-
all success of your country's forces, and targets
(hat are destroyed remain down in fulure mis-
sions—at least until enough tlime has passed for
the target to be repaired. Three conditions will
conclude a campaign: if you push the enemy out
of the combat area, survive long enough for peace
negotiations to conclude the war with a slalemate,
or are pushed out yourself by superior forces.

One innavative feature that | hope will become
de riguer for simulations with dynamic campaign

CCW
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MACRO 1: NHL*97
MACRO 2: FIFA SOCCER 97"

EquiPPED WITH 16 HYPER
PROGRAMMABLE BUTTONS,

ACT Laes’ POWERRAMP MITE
EXECUTES PLAYS LIKE A PRO. HYPER

MACRO 3: TOMB RAIDER™

MACRO 4: QUAKE™

PROGRAMMABLE TECHNOLOGY TEAMS
UP TO 10 KEYBOARD MOVES INTO
ONE HOT BUTTON. STAY-IN-PLAY
WHEN YOU PROGRAM AND SAVE YOUR

CUSTOM CONFIGURATIONS INTO FOUR

SEPARATE GAME MACROS.

-
”

DEADLY DEKE MOV

LEFT, THEN RIGHT.

TOP SHELF WITH

ACT,I ADCT
AN DO

MAX THE EXPERIENCE

i nics Boutigue, Best Buy, Lechmere
© 1997 ACT Laboratory Lid. All rights reserved. httpr/www.actlah.com/gamegear
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generalors is the ability to save individual
missions—before or after flying them—
for later play. If you're issued the strike
mission from Hell, you can pass it on to
your friends and see if they can survive
it, or keep il around lo replay when
you're looking for a serious challenge.
But, in the preliminary version, there
doesn't seem to be a method for creat-
ing a mission entirely from scratch.

FORMATION FLYING

You're nol alone in the skies, however.
To excel at ASF, you'll need to engage the
cooperation of wingmen, either comput-
er-controlled or human. Communicalions
are handled at three levels: you can talk
to wingmen on a specific UHF channel,
broadcast on a guard frequency moni-
tored by all aircraft, or stealthily share
data with friendly planes over your In-
Flight Data Link (IFDL). In addition to
typed chat messages in multiplayer
mode, there are also a series of canned
messages you can send in both single-
and multiplayer missions.

ASF has three styles of multiplayer
action. There's a simple free-for all dog:
fight mode, as well as a Caplure the Flag
scenario. In the laller scenario, players
face off in two teams, with one airfield for
the Red team, one for the Blue team, and
one neutral airfield. Along with human
pilots, each side has computer-controlled
scramble aircraft and SAMIAAA defenses.
The goal is to reduce your opponent's
defensive capabilities to the point where
your computer-controlled C-17 transport
can safely land on his base and seize it.
Both scenarios allow players (except the
host) to enter and leave the mission at
will. The final multiplayer mode of play is
the cooperative mission. These are essen-
tially the same as single missions in solo
mode, excepl your flight is composed of
human-controlled aircraft.

ALL SYSTEMS GO

ASF has the best re-creation I've seen
so far of the F-22's advanced avionics
systems. As in the real F-22, gone are
the days of adjusting radar azimuth and

IF-22 AIR SUPERIORITY FIGHTER

MiG ALERT The MiG-29 is no technological match for the F-22,
but it's still a challenging opponent in a knife fight.

88 808
W

m.w\\\

TANK EATER You'll find a full complement of modern allied and
Eastemn Bloc aircraft in the skies, including the A-10 Warlhog

frequency, and of checking mulliple dis-
plays to get a full picture of the combat
zone. The F-22 has four Multi-Function
Displays (MFDs) which give you an
overview of defense, tactical, attack, and
stores status. Although the "big picture”
provided by these displays—often with
360-degree radar caverage—may seem
unrealistically complete, it's nol. In fact,
the F-22's advanced capabilities por-
trayed here all mesh well with published
information in journals such as Aviation
Week and Space Technology.

The real F-22's IFDL data link allows it
to combine information from other fight:
ers, AWACS, and ground stations on its
status displays. This allows you to enter
a combat zone without your active radar
broadcasting your position. Stealth
should play a big part of ASF missions.

This data link also works well for coor-
dinating attacks with other aircraft. You
can have your offensive systems create an
automatic “shootlist” of the highest priori-
ty targets, and you can define a shootlist
for your wingmen as well.

SATELLITE VIEW

This sim promises 1o be a real dazzler
in the graphics department. The early
alpha had quirky Direct 3D supporl, so
we were only able to run it on a standard
2D graphics card. Even o, the satellite
photo-based landscapes looked fantastic
at altitude. And despite the level of detail,
| was averaging nearly 30fps on a P166
system at 640x480 resolution in the
alpha version—a nice change from other
recent titles that bog down to 12fps or
less on the same machine. Unforlunately,
while the terrain looks fantastic at dog-
fight altitudes, the effect falls apart at
ground level in the alpha version, degrad-
ing to a mess of big pixels. Hopefully the
development team will be able to address
this before the product ships.

IF-22 ASF looks to be an impressive
effort, especially for a freshman entry in
the sim arena. If all the parts come
logether as planned, this could be the
first F-22 sim o really satisfy novice
and expert pilots alike. %
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Duckman, private dick and family man, is once again
down on his luck, having lost hoth his show and his
farni]g. He!p quide our faverite duck-detective
threugh this off-beat, zany adventure
in order to get his life back!
* Interact with characters from
the PUPUIQI syndicated televisicn
show like Corrfed, Bermice, Ajax,
Charles and Mambo, and King Chicken.
* featwing the voices of Tim Curny, Maney
Travis, Dweezil Zappa, and Greqq E‘-er_qer,
* More than 10,000 frames of awesome
hand drawn animation.

* Selve puzzles, aveid traps, and explore over

40 locations and 80 different scenes.

l’\ﬂp:/ / WWW. p!aﬂmal'esi'mjs,curn

RATING PENDING

e
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Duckmaen'™ and @ 1997 Paromount Piclures. All rights reserved, Sofwore

W \\ H croted by llusions Geming Company. Art and design © 1997 Playmates
. b il Inferociive Entertainment Inc. PIE i istered trademark of Pl
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Sloshed in S

THE SPACE BAR

Experience Close Encounters of the

Weird Kind in Steve Meretsky's THE SPACE BAR

by Jeff Green

ver the past 14 years, game
designer Steve Meretsky has
created some of the funniest,
most memorable, and mosl
challenging adventure games of
all lime, including the classic
texl adventures HITCHHIKER'S
GUIDE T0 THE GaLAXY, PuaneTraLL, and LEATHER
(GODDESSES OF PHOBOS. Now he's back with a new
adventure, THE Seace Bag, which retains the goofy
spirit of his older games but takes a quantum
leap forward in the graphics department.
Meretsky and his company Boffo Games devel-
oped THe Seace Bar with the resurgent Rocket
Science, whose recent Ossinian was one of the
best adventure games of the year (see review in
this issue). THe Seace Bar's conceptual design is
by Rocket Science visual designer Ron Cobb, best
known for his legendary alien creatures in the Mos
Eisley cantina scene in Star Wars. With an A-Team

FLY BOY In one of the more challenging sections of THe Seace

Bar, you'll assume the first-person perspective of an insect-like
creature called a Zzazzl, complete with more eyeballs than you'll
know what to do with.

of falent at work, the game, due for
release lhis May, has the poten-
lial to be one of the year's
strongest adventures.

STEP INTO MY SHOES

You play the role of Alias Mode, a
human detective on the planet
Armpit VI, assigned by
Amalgamated Vacuum to
apprehend a shape-shift-
ing alien fiend who has
slolen secret government
technology, murdered a
fellow officer, and kid-
napped your pariner in lhe
process. The killer has been tracked lo a space-
porl bar called The Thirsty Tentacle, where a host
of interplanetary species are hanging out and
whetting their whistles (or whatever it is that they
have). You must discover
which of the many aliens in
the bar is the killer before he
escapes the planet.

Calching a shape-shifting
alien would be no easy task,
but you possess a very spe-
cial ability: You can mind-
meld (or perform “empathy-
felepathy™) with other crea-
tures. This allows you (o
enter into the brains and

rogaling, and flash back—
from a firsl-person perspec-

which will ultimately provide
you wilh clues to the game's
big mystery.

bodies of those you are inler-

live—into events in their past;

Target Release Date May, 1997
Developer Boffo Games and Rocket Science
Publisher SegaSoft

HOWDY, DUMBO This ugly fellow, known by the name of Click Snap
Snap Rattie, is an Auditon, a creature who can only “see” things via
his sense of hearing.

THE Space Ban contains eight of these flash-
back sections, in which you will inhabit the bod-
ies and assume lhe perspective of eight wildly
different alien races. Each section is effectively its
own mini-adventure game, wilh its own unique
look, goals, puzzle type, and structure. This abili-
ty to swilch character perspectives has been
done before, most recently in The Residents’
under-appreciated Bab Day on THE Mipway, but
ThE Space Bar fakes this idea to a much more
radical and creative extreme. Meretsky and Cobb
let their imaginations run wild lo give gamers a
series of challenging, witly, and totally unique
gaming experiences.

For example, in one section of the game, you
assume the persona of an alien called an
Auditon, which is a sightless, bat-like creature
that can only "see” things that make sounds.
Thus, your screen remains fotally black except for
spots from which sounds emanate (where a
clock would be, for example). In another section,
you play a large insectoid creature called a
Zzazzl, so your screen perspective looks like that
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Somerthing has gone terribly
wrong in Cyclone. You've come
here to meet your friends only to

It’s just you, a dying desert
rown, and the eerie feeling you're being watched. Soon,
a frightening tale of murder, accidental death and Indian
lore begins to unfold. A dark, complex mystery that only
you can unravel.

Hey, no pressure. If you fail, your friends die.

'f'f 2“"1‘ Rvest'of So U L s Shivers,™ Harvest of Souls™ takes

find everyone gone. #2 IN THE ACCLAIMED SERIES

Developed by the award-winning
team that brought you the original

the suspense to the next level:
* Infinite replayability with.
three complerely different endings.
» Pulsing musical score that’s integral to the game. i
* Quick mapping feature lets you jump instantly to’ ﬁny .,
place in town without back tracking. :
So come to Cyclone. You'll find it’s a lot easier to gct
here than it is to leave. .

Call toll-free 1-888-SHIVER2Z for a free preview or interact with the evil at http://wwwi.sietra: com/shlversz

TEEN

|ﬂl!l'l 13+

©1997 Sierra On-Line, Inc. ® and [ or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved.
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THE SPACE BAR

Pull Leg Off or Kick. Again, many of the lenglhy
dialog lrees you can follow have no point other
than 1o entertain. In this respect, the game is spiri-
lually closer to the old text adventures than to
modern advenlure games, with an environment
that rewards any action you take—whether brilliant
or stupid—with some kind of humorous response.

BUT SERIOUSLY

Despite its lighthearted atmosphere, though,
The Seace Bar is an extremely complicated and
bizarre game that is likely to appeal best to
hard-core adventurers used fo a serious mental
challenge. Newbies, faced with things like a
multi-eyeballed screen, are likely to find them-
selves in over their heads very early on. Games
tend to get a lot less funny when you can't fig-
ure out how to play them.

But | say bring it on. Ever since Mvsr, the
II'M WITH STUPID Meet Fleebix (left) and Thud (right), the most co-dependent aliens you'll ever be fikely  adventure genre has been glutted with one pre-

to encounter. You'll inhabit both characters’ bodies in the course of the game. mn[inusl aﬂsy.fansy coffee table game after
another. Fortunately, fans of humor-based
of a multi-eyeballed fly. Other forms you will take  weird gadgelry such as the Mister DrinkMaster adventure games have been getling a respite of

include that of a robol, a limbless alien who lives 2000, a drink machine with no funclional pur- sorts, with games like ToonsTRUCK, LEISURE SuiT
in a jar, a moron, and a potted plant, Yes, a pot- pose in the game other than to let you order Lanny 7, and DiscworcD 1. Now, with Steve
ted plant. And you thought Bap Moso was weird. — drinks that will kill you. Meretsky, one of the genre's masters, returning
Interaction with the game’s many charactersis 1o the fold, il feels like we have a real renais-

HELLO SAILOR also refreshingly lighthearted. Along with standard ~ sance on our hands.

THe Seace Bar is non-linear, so you can feel actions to choose from (such as Examine or It you're looking for an entertaining advenlture
free to explore the bar and work on any of the Chat), depending on who (or what) you're talking game, belly up to THE Seace Ban. From what I've
flashback sections at will; getting stuck in one 1o, you might also gel choices such as Smell or seen, you should get a good buzz. %

place won't stop the game completely, The non-
linearity cloes have one drawback, though, at leas!
on the bela | played: conslant disc-swapping. It
would be nice if the game could warn you ahead
of time when a disc-swap would be necessary.
The game’s 3D graphics, reminiscent of lhose
in Oesioian, are quite stunning. Ron Cobb's alien
crealions are as funny and weird as the ones he
created for Star Wars, qiving solid form to
Meretsky's oddball ideas. The game also employs
360-degree panning, similar to Zoak NEMESIS, in
order lo create a deeply immersive environment.
Finally, whereas most adventure games these
days leave gamers desperalely clicking all over
their screens in search of something lo do, THE
Space BaR is loaded with aclive areas lo explore.
Meretsky knows that gamers like, and will always
try to do, stupid things jusl to see whal happens.
THe Seace Bar encourages such behavior I

DONT DRINK THE WATER Though you might be tempted to take a drink here, be forewamned that this
is actually Ambassador My and Ty, and they'll take such an act as a serious insult,

throughout. The game is crammed with gratu-
itous jokes, sight gags, useless information, and
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al the Lucas Art’s Adventures.”
/N, CD-ROM MAGAZINE

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

5 ' =1 TE CH To order, visit your retailer,
: LS%X ﬁ Tel: (315) 393-6633 Fax: (315) 393-1525 or call: (800) 447-1230.
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mosquitoes and __cken&,.:: WhUD an old coqt? ;

Ever hack down a buncha good ol boys witha
; power saw gone haywire? &
trailer park with eof 3 romado.wreCk & -

pig=stealin’ aliens
and turd minions...
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w{ Gin=u-wine redneck dialogue and humor

Y‘{ 14 levels of 3D SVGA graphics featuring
mortuaries, trailer parks, chicken processing plants
and tons more fighting locations

ﬁ{ 10 brutal weapons including crowbars, dynamite,
double-barrel shotguns, ripsaws, and an alien arm gun
(yank the tendon to fire!)

ﬁ{ Gas up with pork rinds, whiskey, and beer a-plenty

@4 8 player multi=player, death-match action
and modem play

wxs Rockabilly soundtrack featuring Mojo Nixon,
The Beat Farmers, The Reverend Horton Heat,
and Cement Pond

o DO\N\T ‘_0(\(] the’
~ Intevactive Preview fit:

www.ih’cerp‘uy.oom

All rights reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners.
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COVER STORY

Blizzard's Strategy Blockbuster StarCRrAFT Features a
New Design, Incredible Artwork, and an All-New Engine—
- tms WﬂN’T Be WarGnart Il in Space

& hv Elllntt GI[!n ;
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t last year's
E3, Blizzard
unveiled
what it hopes
will be its next real-time
hit: STARCRAFT. The demo

was hastily assembled, and
it looked very much like
WARCRAFT IT with new art in
an outer space setting. But
Blizzard's designers

didnt want the game to
merely copy WARCRrAFT II,
and right after E3 they
scrapped the demo and
started work on a com-
pletely new engine and an
all-new design. Now, most
of the million-plus gamers
eagerly awaiting STARCRAFT
have come to realize that
it will be very different
from WARCRAFT II.

Craft Your
Own Games

BLIZZARD INCLUDED A GREAT SCENARID
edifor in WARCRAFT I, but they're doing even
more for SARCRAFT, with the proposed inclu-
sion of-a campaign editor.

Mot anly will the editor have better function-
ality, but you'll'also be able to create multiple
scenarios and string them fogether into & mini-
campaign. You'll be able to record your own
mission briefings, create your own:NPCs for
recurring roles in each scenario and also

record your own voices. Even better; you'll be
able to define your own viclory. conditions,
rather than just kifling everyone.

ome folks al Blizard still i
Sworry that gamers will think

of STRCRAFT as just “Orcs
in space.” Given the superficial
previews in other game maga:
zines, they have cause for con-
cern. To overcome the miscon-
ceptions, Blizzard invited us lo
take an exclusive look at the pro-
ject, and from what we've seen,
we think you'll be blown away.

How big will S1arCrart be?
Blizzard wants to make StarCrarr as
big a leap over WARCRaFT Il as

WARCRAFT Il was over
the original
WanCnarT. They're adding belter
art, more special effecls, more
realism, revolutionary multiplayer

options, and a laundry list of game-

play enhancements that many other real-
time games still have yet to implement.

Alien Family Feud

Like other Blizzard tifles, SarCrarT has an
intriguing story that brings the game to life. The
game chronicles the conflict between the Protoss
and the Zerg, two rival alien races genelically engi-
neered to near-perfection by the same alien fathers.

" LOST IN SPACE SmACRarT will have a greater sense of scale
I(see the Protoss carrier versus the tiny interceptors), and
cool special effects, such as the ships” fon tralls

Now, they're moving towards a final confrontation.
Caught in the middle are the scaltered nations of
the Terrans, a nomadic people trying to scavenge
their way to a meager living among the stars.

Here’s Where You
Come In
Unlike the WarCrart

series, where the two cam-
paigns were mirror images
of each other, gach of .
STARCRAFT'S campaigns are unique v
and tell a single act of a three-part story.

¢ LANDING GEAR This Is one af the filesets for STARCRAFT'S gmund scenarios. Notice the trans-
parent water and cletafled terraln
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om the role nfaTerrarl When
you finish that campaign, you'll understand their
role in the story and get a glimpse of the larger story
chronicling the Zerg-Protoss conflict. The second
campaign is from the role of the Zerg, where you
attermpl to assimilale lhe Terrans and defeat the
Protoss. After this campaign, more of the story will
be revealed. After completing the third campaign as
Ihe Proloss, the story comes to a close.

Each campaig ed for 10 scenarios,
which will be a mixture of space, ground, and
installation combat. Space combat will include
asteroid land masses and wide stretches of outer
space, ground combat will be similar in feel lo
WarCrarT Il scenarios, and installation scenarios
will be fights in enclosed areas, such as space
stations, similar to Luke and Han's rescue of Leia
aboard the Death Star in Star Wars.

Visual Realism

The campaign and scenario design are the
least of STarCrarT's fealures. Where Blizzard is
investing most of its resources Is on art and
gameplay. Blizzard is slriving lo create the most
realistic environment ever seen in a reallime strat:
egy game, so the look will be hitech, hies, and
sophisticaled. It has a more isometric perspective
than WagCrarT Il in order to provide greater visual

‘The Races 0f StarCraft

TERRAN
The Terrans will be:the most familiar race for
WAHCBAFT Il ueterans because they play like tne
‘humans from that game.
7 J Their biggest advantage
3 it} ; Y% will be their nomadic
w nature. Most major Terran
i facilities will be' mabile, 50
1l you-can actually pick tip a
. | Terran barracks or research
4 p' lab and move it after you've
\ built'it. Not only canyou con:
fuse your enemies, you can
\ \ also move your settlement
) \ after you deplete a mine;
Terran facilities will also be
upgradeable. Primary buildings will be able to
host add:on buildings. The research lab, for
example, might be able to fiouse a genetics'wing,
which:would allow new unils ar an upgrade.
However, lhese additions won't be mobile, so
you'll have to Ieave them behind if you move. If
an enemy Terran flees an area and leaves behind
building additions, you'll be able to swoap in and
use the discarded add-on bulldings.

Terrans will also be able to use alien Wreckage
as a secondary source of resources, so while the
Zgerg and Profoss will-only be able fo tse mines,
Terrans will be able to worm a few: more ctysials
out of the wreckage they spot on the maps.

Blizzard is also discussing allowing Terrans to
formiindustrial blocks sothey.can link structures
to be more efficient than the constituent parts.

ZERG

The Zerg are being designed as an organic
swarm of melee monsters. Though individually
weak compared with Terran or Protoss units, Zerg

£

units will be the cheapest and:most plentiful, To
simulate the harde, you'll be-able to group more

- Zerg units together than any. other race. Zerg:

units also won't cast:any light, so they!ll'often
have the element of surprise, and they. might
even have the ability to-burrow underground or
{hrough walls.

Zerg units will increase In size and strength as
they age. The Zerg hydralisk, for example, would
start with 120 hit points, but then add
one additional:hit point every few
seconds to fop out at 130,

Other p
Zerg abilities 2<%
willinclude -\
regeneration for
all their units and
buildings, as'well s the ability to-have premalture
births. So, If you're under:stdden attack, you
could just'hatehithat hydralisk even at only 50
percent completion. It will have reduced stats, but
it will'be avallable immediately.

The most interesting aspect of the Zerg is that
they need a substance called the Creep to thrive.
Each Zerg building, beginning with the hatchery
(the Zerg town hall), will emanate a radius of
Creep that coats the ground. Zerg buildings will
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only be buildable adjacent to Creep, so it will
thus become a necessity for Zerg territorial

expansion. An added bonus will be'that Protoss

and Terrans won't'be able to build where the

‘Creepihas faken hold.

PROTOSS

The Protoss are the most advanced beings in
STARCRAFT, born with [ncredible psionic powers.
They will have the fewest:units, but will have the
strongest individual troops In'the game. Most
Protoss units will:have shields, providing an
extra layer of defense. The opposite of the Zerg,
you might be able to group only half-as many
Protoss together.

The Protoss psionics will operate similar to
WARGRAFT I1:spefls. The-list of psionics isn't com-
plete yet, but Protoss should:have the ability to
teleport across the map; cloak their units, create
illusionary units, and combine thelr troops to cre:
ate a more powerful:being. The Protoss templars,
for example, will have the ability to merge into an
Archon unit, the most powerful rotoss unit avail-
able. Grouped:Protoss zealols might be able to
channelall their energies into-ane‘of their num:

- ber; giving that one unit bonus attributes (like a

mega-bloodlust that's targeted at a single unit).
Like the Zerg, the Protoss will also' be rastrict:
ed in their growth.The
Protass derive their >
psionic:power:from ,ﬁ
their homeworld: So, &
Protoss:commanders & /,fa
willneedtofirst 7"
3 o
bliild a Nexs, I
which provides a ~7. 1%
psionic link to'their
homeworld,

‘l':”/ Y
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depth and more animation in the buildings. For
example, the Zerg hatchery has four ubes that
pulse and spit out squirming larva. Units will also
be animated, so you'll see the Zerg cocoon when
it mulates, pulsing and wriggling ever more vio-
lently until @ new lifeform bursts from the egag.

Expect more detail in the unit displays, as well.
Every unil has a wireframe |0 indicale damage, as
well as an outline for shielded units that changes
color when damaged. Zerg unils, being organic,
have a heat outline that changes color when hurt.

Speclacular special effects are also in the
works, including transparent smoke and translu-
cent lighting. Some ships will have cloaking tech-
nology, which has a rippled effect when aclivated,
similar 1o the alien’s movement in Predalor.

The lighting model features a slightly enhanced
fog of war. Most units will have a light radius, so in
most cases you'll be able fo see a ship's head-

lights before you actually
see the unit. This will give
you the opportunity to
creale some interesting
deception factics.

You can also expect
more visual realism in
combal. For inslance,
when Terran robot units
move (o altack enemies
laterally, their legs will
move one way while their
turret torsos swivel to
face the enemy before fir-
ing. If it hits its Protoss
target head-on, you'll see
the Protoss fronl shields
light up. If it gets hit in the back, you'll see the aft
shields explode.

WarCraft: The Adventure Continues

GREAT NEws FOR WARCRAFT FANS: the
Orcish hordes are coming back for more.
Blizzard's first project after StarcrAFT will
bring gamers back once more
to the lands of Azeroth and
beyond—but in a different form
than you might expect. Instead
of WaRCRAFT |Il, Blizzard is div-
ing head-first into a completely
different genre—adventure
games—to continue their story.
WARCRAFT ADVENTURES: LORD
OF THE CLans is set in the time
period immediately following
the WARCRAFT |I: BEYOND THE
Dark PoRTaL expansion set. The
Orcs have now been beaten
down twice, and, in the words of lead
designer Chris Metzen, “are not doing very
well." You are Thrall, a young Orc slave
who's been raised by humans since infancy.
Over the course of the game, Thrall will
escape from his bondage and set upon a
quest to relearn what it means to be an
Ore, with the goal of reuniting the Ore clans
and returning them to their former glory.

IR&
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“One of the things we really wanted to do
with the adventure title," said Director Bill
Roper, "was take a good, long look at some
of the things we've always known
about the Orcs when writing the
story lines for the [strategy]
games but didn't explore.”

Blizzard isn't ready to discuss
actual gameplay yet, but said that
it's being modeled after such
LucasArts adventures as FuLL
THRoTTLE and THE Dic. “Right now
we're working the most on creat-
ing an enthralling story and con-
tinuing the WarCraft universe,”
said Roper. “We're making sure
that anyone who played WarCraft
will feel at home in the adventure game.”

To tell the story, Blizzard has enlisted
Clancy Brown (Lex Luthor on the animated
“Superman” TV series) as Thrall, Peter
Cullen (the voice of Transformers’ Optimus
Prime), and a host of others. Roper, the
original Orc voice, has promised to con-
tribute the occasional “zug zug" as well.
Look for LorD of THE CLans this December:
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ALIEN ATTACK The Zerg are designed to be an overwhelming horde.
| While the Zerg will have the weakest ranged attacks, they will have
‘the most powerful melee attacks of any race.

Terrain Day

Blizzard's quest for visual realism also exiends
o the terrain and environment. You'll see transpar-
ent waler and lapping waves on the land, and many
objects will be interactive, such as operable eleva:
fors and destructible pipes and barrels. Weather
will also play a role. The designers are trying to
include periodic storms, fog, and even nebulae in
space combal. These environmental effects will
probably affect gameplay, for example, by limiting
visibility. There won't be any harmiul effects, such
as earthquakes or meteor showers, but having reg-
ular weather pallerns will definilely add realism,

In addition, Blizzard will be adding more factical
realism to combat, In WaRCRAFT I, elevation didn'l
alfect battles. In SarCrarT, though, if @ ground unit
is attacking a unit that has higher ground, he'll be
al a disadvantage. The ground unit will still be able
to fire, but its chances will be lessened since it's
harder fo hit something above you.

The computer will also fake obstacles into affect
in determining your hit percentage. With terrain
being a faclor, gelting straight
lines of sight and proper fac- "2
ing will be even more impor- kp b
tant in StarCrarT than in \ -,
other real-lime games. 3 \s“%

Combat debris will also e
affect gameplay. Debris will drift off into
space, and ground-based combat will result in per-
sistent debris that impedes movement. In the case
of the scavenging Terrans, they'll even provide a
few resource units for you {o strip.
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G-NOME upsets the balance of power onthe
3D battlefield. Has your vehicle taken a |
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Crafty Multiplay

ONE OF THE AREAS WHERE STARCRAFT
will really blow away the competition is in its
mulliplayer support. SasCrAFT Will have team
play, allowing you and your leammates to com:
bine armies, and more robust alliance options,
giving you the ability to trade resources, units
and information on fog of war,

MULTIPLAYER MAYHEM STARCRAFT Will
have increased batle.net support. See
CGW's Web site for more information.

Blizzard also plans to give the compuler a
more active role, with nautral outposts to
defend and caplure, pirates lo fight, and Al
opponents with whom you can negotiate.

Anolher great feature is handicapping, which
allows novices to play expérls by limiting tech
levels, production, and resource gathering.

These are only some of STARCRAFT'S muli:
plaver innovations. For more on Blizzard's mul:
liplayer S1ARCRAFT plans, visil our Web site at
www.computergaming.com.

Technically Speaking

Blizzard plans to make technology an integral
part of StarCrarT, allowing gamers near-limitless
upgrades for weapons and armor. The designers
want technology 1o play a larger role than it did in
WarCrarT II, where research really only occupies a
shor, albeit tense, portion of gameplay. After
you've acquired certain technologies, you can
upgrade all your units with the appropriate improve:
ment. Because of the greater number and flexibility
of upgrades, unils will be more easily customized.

Though the number of upgrades will be greatly
increased, you'll see diminishing returns with
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each upgrade. If you're five levels
higher than your enemy, you
won't necessarily be five limes
stranger.

A Dab of Diablo

Blizzard plans to make the
worlds richer by populaling areas
with inhabitants, so you might have
neutral trading outposts, as well as
pirates that will attack any player—
both human and artificial. Blizzard
will also expand on the Legendary
Heroes concept and add more
unique hero unils. Heroes will have
(he requisile pumped stals, and some will have
recurring roles in all three campaigns.

There will also be specialized unils in the game
for use in specific missions. For example, you
might have to access data from an enemy comput-
er, but only a specific hero can operate the termi-
nal. In these cases, you'll have to escort him with
marines and then use him to complele the mission.

Every unit in STarCraFT will have an inventory
limited to one item. There will be loads of special
items, some thal will be the objecl of scenarios,
and others that will be lying in alien wreckage
about the map. Terrans will be able lo slrip the
wreckage for these arlifacls, but the Protoss and
Zerg will have to blow up the wreckage to get at it.
Some of these items will give hit poinis or
weapons bonuses, while others might improve
overall crystal mining. Special items won't die with
their owner, so if you covet an enemy unit's arti-
fact, you can kill him and lake it.

What's Left?

Resource management is still to be determined.
At this poinl, Blizzard only knows thal there will be
two types of resources and that all mines will either
be full or collapsed. When a mine is full, it operales
like a gold mine in WaRCRaFT Il. However, when it is
depleted, il reaches a collapsed state, meaning it
can still be mined, but will yield considerably less.

Unit cost is also unresolved. However, in keep-
ing with each race’s theme, Zerg will be the
cheapest, Protoss will be the most expensive, and
Terrans will straddle the middle line.

There were so many compelling features in
SmrCrart that the game was almost averwhelming.

PROTOSS JUICE The crystal spikes next to the Nexus are
pylons; channeling psionic eneray to all-Protoss buildings. If
destroyed, connected buildings will lose functionality.

But if anyone can pull off such an ambitious pro-
ject, it would be Blizzard. As their presentation was
wrapping up, | mulled over my first question when |
initially sat down to see STARCRAFT. Will STARCRAFT
simply be WaRCRAFT Il in space? The answer is no,
it will be infinitely better. In facl, il looks as if
StanCrarT has the potential to revolutionize the
crowded world of real-ime gaming. %

Controlling
the Craft

STARCRAFT WILL BOAST SIGNIFICANTLY
enhanced controls, the biggest being the abili:
ty'to:save groupings, up to a maximum of 10—
just:asin Rep Atear. Another addition will be
waypoint movement. You'll also be able to cre-
-ate a production queue for your barracks and
othier buildings; so you can order several units
at once and then move on to. other tasks.
* Blizzard will also allow gamers to hotkey
buildings. [fyou want to jump to your barracks,
- press akey. Ifyou use more than one, the
hotkey will cycle through all your barracks.
. SmaCrarT's minimap will also blink to sig-
‘nal events and messages. If you're being
 attacked, you'll sge a rapid red flashing on the
minimap showing the location of that attack. If
you complete construction of a unit, you'll get
awhite flash at your barrack’s coordinates.
You'll also have a hotkey to cycle through mul:
tiple event coordinates.
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Win 95 is cool, but sucks
with DOS games!

& ’ s X System Commander’s automatic installation will
You've got great DOS games, but you really want to have your PC ready to add OSes in less than 5
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THE APOCALYPSE
HAS BEGUN'

All seven seals have been broken. Every evil that
plagued the earth has become incarnate, disturbing the -
‘balancing force between good and evil, man and spirit.

FRIGHTENINGLY DETAILED 3D ENVIRONMENT WITH
INTERACTIVE OBJECTS AND PREDATORY DEMONS

Not only have you.stumbled blindly into a nightmare,

you've set the stage for the Apocalypse.

And now only one can stop it.

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

Presentmg a terrlfymg.SD adventure unlike anything
you've experienced before. Realms of the Haunting.

The forces of darkness are gatﬁermg for the final -
showdown. "* _ . o

FULL MOTION VIDEO, COMPLEX AND INTELLIGENT
PLOT BRANCHING AND MULTIPLE ENDINGS
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lin e A\r;\:mnn FOR PC CD-ROM

BY GA;\IERS 'POR GAMERS."

1990 Gremlin Interactive. L. Ml rights reserved. Realms of the Haunting and Interplay are trademarks of Interplay Productions. Al rights reserved. Interp !a is the sole publisher and distributor,
. Licensed from and developed by Gremlin Interactive, Lt All other trademarks are the property of their respective owners.
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ach year, prior to the Electronic
Entertainment Expo, our editors
assemble for the daunting task of
assessing the best games of the
previous year. We're not alone.
Our awards issue will hit hetween
the Software Publishers Association's Codies
(Excellence in Software Awards) and the awards from
the Computer Game Developers Association.

Some will suggest that our awards are
(fill in the blank with “superfluous,” “too political,”
or some other criticism of your own choosing).
Frankly, we don’t believe that our awards are super-
fluous in any way. We take seriously the task of
determining the hest in each game genre, not to
mention the difficult task of choosing the Game of
the Year—the one game in a given year that tran-
scends any particular genre classification.

If nothing else, the awards process allows us to
look at games from a different perspective and
weigh them with more rigorous criteria than in our
initial review. If you can honestly say that you never
considered seeing a movie after it won attention at
the Academy Awards, and that you never bought a
science fiction novel hased on a Hugo or Nehula
nomination or award, then these awards are not for
you. But if you want to know what our editors, with
their widely differing tastes and expertise, helieve
are the great products from 19986, then read on.

PLINTAC OV I1IAUAM DNNAN CWICt 1




THE COMPUTER GAMING WORLD 1997 PREMIER AWARDS

A - Game of the Year

DIABLO

he 1997 Premier Game of the
Year is Blizzard Entertainment's
DinsLo, designed by Erich
Schaefer and David Brevik. In
a secret ballot vote held prior to any
deliberation on the genre nominees,
the editors selected DiasLo as the
clear-cut Premier Game of the Year. As
such, DiasLo is the perfect example of
a game that transcends its genre. As a
pure role-playing game, it offers limit-
ed interaction with non-player charac-
ters, extremely simple quests, and
“Monte Haul" level advancement. As a
great game in general, DiasLo offers a
simple learning curve, an intuitive
interface that never gets in the way,
and near-perfect play balance with arti-

ficial opponents that get stronger, smarter, more active, and
more organized as you progress through the game.

If you add to these accolades the fact that each of the three
potential protagonists (warrior, sorcerer, or rogue) offers a dis-
tinctly different gaming experience (hand-to-hand, spellcasting,
or ranged combat), you get an idea of how clever DiagLo's
design really is. The skill, attribute, and level enhancement is
just rapid enough to keep you coming back for more. The ran-
domly spawned artifacts add spicy new wrinkles to each new
level. The game looks great, with its beautifully rendered mon-
sters (taken from Gothic archetypes) and its excellent use of

light sources. Then, as if all this wasn’t enough, Blizzard opened
a free multiplayer environment called battle.net that has already
set new records in online registration.

We firmly believe that DiasLo will become a major role-model
for game design and implementation. For this year, DiasLo is the
game that everyone will remember.
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Action Game of the Year

QUAKE

id Spliiware

| here were a number of good action titles this year,

but none of them ushered in the future like id

Software's Quake. No other game even came close

to creating such a believable, immersive experience.
The fully 3D, real“time engine was so good at recreating
environments that when Shamblers came hurling lightning
bolts at us, we actually dodged in our chairs.

It's not |3n|3|r the graphics and dark atmosphere that draw

you into: DUME it's the use of 3D to create situations where
you mustIeact to enemies from all three planes. In other

games, ynu cén plnd through a level knowing that all the
enemies will be' toming at you from eye level. But in Quake, ice
many nasty sufprises.awail you from overhead arches and dark
crevices. And. the-all- ancnmpassmg action never lets up because
Quake has surprises as.a.rulg, not-as an exception.

We could go on, but When: you add thé" unparalleled multiplay-
er support (with Internet play and dynamic entry), andfﬂuake‘l'}'
the editable game code that lets you craft your own Quﬁga\ y
games, you can see why Quake walked away from this contest
as the undisputed winner.

H! THE

ooking back on this year's adventure games, ‘
we see a genre drowning in uninspired MysT  © gRAY: IR

clones and dreadful “interactive movies," with

little innovation or creative spark. It was
enough to turn an
adventure gamer
to QuAke.

This year's best
adventures, while
not particularly
genre-busting, at
least attempted to | -
provide some new
twists. And no
game achieved as
much as this year's Adventure Game of the Year, THE PANDORA
Direcrive, Access Software's sequel to Unpoer A KiLuing Moow
improved on the original game in every way, offering gamers a
thoroughly entertaining, well-written mystery with ample humor.
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here were mher contenders in this category, anu
I was a strong runner- up A,fresn change nf pace with
great SD graphlcs it gave us a- stfong female tieroine in a game
that remmded us-of- anu: BF PEasm Tcm bad Toms RAIDER'S

Adventure Game of the Year

PIINDOBII DIRECTIVE

Along with a better script, better act-
ing, and better puzzles than the first
game, THE PaNDORA DIRECTIVE is most
notable for its depth of gameplay. It's a
A huge, generous game, with three different
&? paths that lead to seven possible endings.
Because your choices really affect how the
game proceeds, this is, for once, an interactive
movie that truly s interactive. And the coup de grace is
a great online hint system, which lets gamers of all types enjoy
the game at whatever level of complexity they choose.

(7 bisitlian, our runner-up, was a late-entry Myst clone from
.’ Rocket Science and SegaSoft—could anything sound less
promising? But with a great story, clever puzzles, psychedelic
graphics, and an irreverent sense of humor, this futuristic para-
noid fantasy is an unexpected delight. See our review this issue.
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Role-Playing Game of the Year

THE ELDER SCROLLS: DAGGERFALL

Bethesda Soltworks

'his year's Premier Role-
Playing Game of the Year
is not perfect, but it /s
revolutionary. Earlier
computer role-playing games
have had traces of what makes
THE ELDER SCROLLS: DAGGERFALL
great, but none have offered
quite so much. Bethesda
Softworks' DagGERFALL, designed
by Julian LeFay, Bruce Nesmith,

to you based on your actions.
Though the game has an over-
arching plot, DAGGERFALL has
enough imaginative mini-quests to
keep devoted role-players going for
a hundred hours or more without
ever advancing within the main
story. Even the dungeon designs
are Imaginative. There are curved
walls, secret passages, stairways,
ramps, caves complete with stalac-

and Ted Peterson, offers authen-
tic replayability. You can randomly generate characters using a
questionnaire or customize a character according to your wish-
es. Different character classes make for alternate routes of
advancement and really make a difference in gameplay style.
DaGaerraLL’s first-person world also gives you visual cues for
weather and time so that game time really matters. The game
comes alive as non-player characters respond to you, quests
become accessible, and memberships in guilds remain available

tites and stalagmites, ponds, and
hidden doors galore. Each dungeon offers something different.

“’he runner-up in this category is, ironically, our Game of the
Year. Although it doesn't offer the depth of DAGGERFALL,
ulo provides the most exceptional “hack and slash” role-
playing ever and appeals to gamers outside the genre.

Simulation Game of the Year

@' JANE'S AH-64D LONGBOW

Origin Systams

he best simulations must strike a bal-
ance between convincing realism and
entertaining gameplay, between provid-
ing a rich environment to please the
experts and making this environment accessi-
ble to new players. This year's winner, Jane’s
AH-64D
Loneeow,
strikes that
magic bal-
ance.
Veteran
designer
Andy Hollis
and his Origin Skunkworks team not only managed to create the
first truly realistic combat helicopter simulation, but they also
packed it so full of realism options and tutorial information that
it should please fliers of all experience levels.
By itself, Longgow does a great job of modeling both the sys-
tems of an AH-64D and the combat environment it flies in. Top-
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notch graphics and sound,
as well as fast-reacting ene-
mies, will have you sweating
as you enter combat zones.
The sim truly shines,
though, with the FLASHPOINT
Korea expansion disc,
which adds 140+ new mis-
sions, tougher enemies, individual soldiers, the ability to fly
from the Co-Pilot/Gunner seat, and better avionics. Longsow
Gowo includes both the game and the add-on disc.

““his year’s runner-up came as a surprise—Empire’s |

Corps. Previous efforts from Rowan, developers of this World
War | sim, were heavy on graphics and light on realism. FLyiNG
Corps, on the other hand, sports perhaps the best flight models
ever seen on a prop-based sim; only quirky views and steep
performance requirements kept it from the crown.
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Space Simulation Game of the Year

| MECHWARRIOR 2: MERCENARIES

Activision

996 won't be remembered as the heyday of space simu-
lations. Qur Premier Award winner and runner-up were
also the only nominees. Few space combat sims were
released, and most of the entries in the giant robot sub-
genre couldn't stand up to the 1996 winner MecHWARRIOR 2.

In fact, the sequel to that game, MecHWARRIOR 2: MERCENARIES,
takes the Premier Award this year. Not revolutionary by any
means, MERCENARIES takes the MecH 2 formula and fine-tunes it.
Designers Tim Morten and Jack Mamais set this game in the
BattleMech universe's
Inner Sphere, putting you
in the role of a mercenary
pilot for whom profit is as
big a concern as basic
survival. New features
include texture-mapped
graphics, fine-tuned com-
bat and Al, smarter
“wingmen,” and air sup-

port. Other additions,

such as a half-
hearted attempt
to add a sal-
vage element,
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don't quite suc- ! h;_ : .46(; §8 )
ceed, but over- ' ’
all MercenARIES is @ more satisfying experience than MecH 2.
MERCENARIES is also notable as one of the first major games to
support free Internet play, through its Mercner module. Although
it's not as accessible as Blizzard's DiasLo, it was a
bold, customer-oriented move for Activision to make.

h|s year s runner up is | Commanile
of Freeton Wh||3 thﬂ belween mission
wdeo mleracllun has been heralded as the best
attempt yet at creating a true “interactive movie,” the
space combat scenes felt too much like playing WinG
Commancer |Il for the game to take the crown.

Sports Game of the Year

NBA LIVE 97

EA Sports

he Yankees, the Green Bay Packers, the Bulls, Tiger
Woods, the 100th Summer Olympics—it was a great year
for sports fans. The same goes for the computer sports
world, where a number of campanies succeeded

in delivering some of the hest-luokin‘d. most

realistic sports simulations we've ever seen.

EA Sports continues its dominance of this

genre, and though this year's lineup was

more flawed than usual, it did produce a

couple of jewels, including our Sports

Game of the Year,
NBA Live 97. NBA
Live 96 won the
award last year, but
the new version is
actually more
deserving. Rewritten

from the ground up with astounding 3D graphics, a new inter-
face, more believable stats, and—best of all—multiplayer gaming
over modems and LANs, NBA Live 97 is an action-packed,
crowd-pleasing hoops extravaganza.
The game is too offense-oriented
and it could use deeper player
controls, but no other sports
game this year (except, per-
haps, NHL 97) came close to
simulating the thrills of athlet-
ic competition in such an
addictive and entertaining way.

l \Ur runner up was Access

.0 Software's Linls L, which
is the best-looking golf game we've seen. Links LS features
three new courses and great new competitive options. Its screen
redraws are very slow, but that didn't matter to most golf fans.
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Falcon Northwest’s MACH V series of custom built PCs -
hand crafted silicon for those who accept only the best

“Falcon Northwest took top honors in “The Falcon MACH V provides no- “A welcome by-product of the component
CGW's review last year, and rightfully so. compromise audio and video choices is the MACH V's excellent business-
Overall, the MACH V is once again about performance that will knock you out application performance” “The MACH V's
the fastest rig of the bunch this year. of your seat.” Winstone 32 score [beat all 8 other 166 MHz
Windows performance was rock-solid - Family PC '‘Recommended’ machines, and even a Pentium 200] for first
across the board, with wins in just about place. The Falcon beat out its 166MHz
every calegory, including 3D graphics.” Pentium competitors on hard drive and

- Computer Gaming World graphics performance as well.”

- Computer Shopper

; s s 2
e e R CALL TOLL FREE:
e— N | 1-888-FALCON-1

~or 1-800-258-6778

FALCON NORTHWEST 4 i
TS T http://www.falcon-nw.com
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Strategy Game of the Year

CIVILIZATION I

| [ith the success of CommanD &
./ Conauer and WARCRAFT Il, we
| expected a flood of real-time
strategy games, and we got
them. But with a few notable exceptions,
the real-time games were tepid, silly, or
downright boring. Ironically, it was the
turn-
based
games
that
shone
most brightly, with none
more brilliant than the epic
Civiuizarion 11,
It was more than the new
SVGA graphics or the deft use of multimedia film clips that held
us hostage: New Wonders of the World brought different chal-
lenges, maximizing trade became more than shuffling camels,
new military units were balanced by greater diplomatic options,

and the Al was much better.

From the near-impossible
Deity level to the numerous help
functions and elegant interface,
Cwv Il is that rarest of games:
truly accessible to both the seri-
ous or casual gamer. It sets a
new standard for how to do a
sequel right.

y he runner-up this year is

8 Heroes of Might & K
The simplicity of the King's Bounty- style tactical cnmbat is the
perfect counterpoint to the surprising depth of the strategic
game, and unlike Heroes |, the campaign is much more satisfy-
ing. There are more troop classes, special artifacts, larger
maps, and multiplayer support for Internet as well as
modem/LAN play.

Readers' Choice: Command & Conquer: Red Alert

Wargame of the Year

A
J_ BATTLEGROUND: SHILOH

@

t wasn’t long ago that seri-
0US wargames were sup-

' posedly in decline. Worse,

' games based on the 19th
century were supposedly
passé—not enough high-tech
toys, you understand. It's a
good thing that the folks at
Talonsoft refused to jump into
the sea with the rest of the lemmings,
or we'd never have the joy of the
BATTLEGROUND series, or this year's
Wargame of the Year, BATTLEGROUND:
SHILOH,

Sure, there's micromanaging. And

yes, there's complexity, too. But the learning curve is justified,
because this is simply the best 19th-century system ever
designed for a wargame—realistic, challenging, and eminently
replayable. An impravement from earlier games in the series,
SHILOH is quintessential BarTLecrounD. Note the exquisite model-

MAY 1937

ing of terrain features to highlight tension, such as at
the Hornet's Nest; the quirky but effective gunboats;
and the confusion of sending green troops into battle.
In one of the best years ever for wargames, the field
ultimately belonged to Talonsoft,
who almost single-handedly put
Civil War gaming back on the map.

({®harlie Moylan moves beyond
“Whis earlier FLGHT COMMANDER 2
with runner-up Over The Heich, a
superb recreation of WWII aerial
combat. Despite some quirks, the
turn-based system realistically
shows the capabilities of each air-
craft. Dogfights are fun, particularly over the Internet, but the
real appeal of this game lies in the campaigns, where develop-
ing your individual pilots is almost a role-playing game in itself.

Readers’ Cheice: Age of Rifles
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Classic/Puzzie Game of the Year

BAKU BAKU

7 AKU Baku took a bite out of our productivity when it
A first arrived, and has managed to gobble several week-
~ ends since. The game has you frantically matching up
* clamoring animals with their favorite chow, thus clear-
ing blocks off the board. Whatever you remove is then dumped
on your opponent. Playing against the computer fine-tunes
your skills, but nothing beats stomping all over your real-life

buddies in two-player mode. Baku Baku gains points for reinvent-

ing a classic game (TETRIS), with an amusing new spin. The
beauty of this game, however, lies in its ability to suck you in
and keep you coming back for more and more. If you haven’t
already tried it, beware: Baku Baku will eat up your time,

9 ur runner up, Smart Games,
&Inc’s S

Challenue #1, is an inspired col-
lection of every brain teaser
imaginable. Puzzles include old
favorites—word searches, ana-
grams, sliding tiles, and peg-
jumping games—along with inno-
vative word translation exercises and brain-busting 1Q tests. The
graphics, while not particularly flashy, do their job well, spicing
up the oldies and adding originality to the whole package. SMART
Games promises puzzle fans an excellent mental work-out.
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Best Enhancement of an Existing Game

WARCRAFT II: BEYOND THE DARK PORTAL

" Blizzard Enterlainment

here were a number of excellent enhancements this year,
but WarCrarT II: Bevono THe Dark PorTaL was the best. A

million-plus WARCRAFT I fans wanted harder missions and

more multiplayer maps, and Blizzard delivered with two
entirely new campaigns,
a slew of multiplayer
scenarios, and the
bonus Legendary
Heroes. Blizzard even
addressed the primary
concerns of WARCRAFT
veterans by making the

“a*‘

two campaigns very
different—and much harder.
What really cinched it for us, though, were the Legendary
Heroes, who added new strategies and excitement to the game.

r"' fiicroProse’s Civilization Il Scenarios: Con

' Givilization added some
yi ﬁ,j{iwm

very challenging and
?‘qy‘;{, ? ;! exciting scenarios to
-
b %

p this great strategy
Gl title, and offered
j : even more flexi-
m ~ ble game
options.

Hardware Achievement of the Year

.  (TIE) DIAMOND’S MONSTER 3D & ORCHID’S RIGHTEOUS 3D

n 1996 PC gaming hardware set new standards for graphic
realism, in most cases surpassing the console versions of
the same games. 3Dfx has been instrumental in taking 3D
| graphics to the next level, delivering both a well-rounded 3D
rendering feature set and outstanding performance for a wide
— - variety of gaming titles.
. Along with co-nominee
Rendition, 3Dfx has set the
standard by which all other
3D graphics hardware will be
measured in 1997. For over-
all no-holds-barred blistering
3D performance, our award

MAY 1097

goes to the two graphics boards based on 3Dfx’s Voodoo
chipset—Diamond's Monster 3D and Orchid’s Righteous 3D.
These boards’ superlative performance left us wowed.

' ~orce-feedback for game controllers was the other major hard-
" ware innovation of 1996.
Our runner-up is the CH l
Producis Force FIX

ystick, which brings yet
another level of immersion to
titles like WarsirDs, AIR
Warnior Il, JetFighTen Ill, and
NEeo For Speep SE.

———




“This card most
certainly rocks.”
—Boot, April ‘97

“...Apocalypse 3D is
the most powerful,
affordable and down-
right desirable 3D
games technology...
—~CGW, Jan *97un

”

“The VideoLogic
Apocalypse 3D will
revolutionize your
games playing.”
—PC Answers, Jan ‘97

“Apocalypse 3D from
VideoLogic really sets
the standard.”

—PC Advisor, Fely ‘97

“An awesome card.”
—PC Home, Jan ‘87

“Apocalypse 3D delivers
incredible 3D performance.”
—Boot, Mar ‘97

B & & & &

—Computer Life,
Mar ‘97uwx

So you have an awesome gaming FC; but you're still
looking at pathetic 2D or ‘free’ D? Supercharge your
games with Apocalypse 3D. The hottest PCI 3D graphics
accelerator, period.

This is the dawn of high=res and high frame rales

with full g=-buffered 32-bit on chip hidden surface
removal, real time shadows, light volume rendering,
{transparency and fogging effects.

Avwesome 4 MB of dedicated 3D Texture Memory totally
rocks all Direct 7D and PowerVR games!

Get MechWarrior®2 and Ultim@te Race™
FREE WITHYOUR PURCHASE!

Videologic Tiger Direct
(800) 578-5644 (800) 292-7218

Mechamnr@:?hyncimsmn WWW,VIDEOLOG'C.COM
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|y % Special Award for Artistic Achievement

THE NEVERHOOD

DreamWorks Interactive

he one game this year

that we couldn't wait to show our friends and family was  a refreshing and charming

The Nevernoon. Quite simply, this was the coolest-looking  change-of pace—a game

game of the year. Developed by Doug TenNapel (creator that reveled in its own exag-
of Earthworm Jim) and The Neverhood design group, and pub- gerated, fantastically goofy
lished by DreamWorks Interactive, THE - style, with no
NevertooD is @ monumental artistic N . U ’ concession
achievement—a wondrous, self-con- ) W : . whatsoever to
tained universe sculpted from more . SN 1 : real life. Adding to the game’s charm was one of
than three ‘tons of clay. Clay! In a year v W} .z S the best musical scores of the year, a jazzy/bluesy
when everyone in the industry was ; ’e . soundtrack that perfectly complemented the '
touting 3D realism, THE NEVERHOOD was ' ff ' - game's graphic look. jViva Klaymen!

KALI

| 1 started as a little www.kali.net, pay a one-
project to enable gamers tu play Doom over the Internet. It time $20 registration fee, and you can play most DOS and
grew into Kali, perhaps the most significant milestone so Windows 95 games that support local-area networks over the
far in the nascent online gaming industry. There are no ser-  Internet. You're also entitled to a lifetime of free upgrades.
vices to sign up for, no Of course, one of the big challenges in multiplayer gaming is
monthly charges, no finding someone to play with. Kali's chat interface makes the
watching the clock process simpler by letting you “talk” with potential allies and
( during a game, and no  victims, Kati servers have popped up all over the world, many
% searching for a service  geared towards specific games such as MEcHWARRIOR 2 or spe-
that has the games cific genres such as flight sims.
you want to play. The technical aspects of Kali alone are enough to earn our
Simply download the award, but the low price, free upgrades, and unlimited play
program from cement the decision. Hats off to creator Jay Cotton!

Special Award for Technological Achievement

~ QUAKE ENGINE

. d Soffw
hen you've id Software

written engines for WoLrensteiv 3D and Doom, what ~ weapons to an A-10 you can fly around in

*do you do for an encore? Simple, you do QUAKE. to pick off fellow DeathMatchers.

The amazing complexity of Quake's engine is any- Mercenary hackers aren’t the only anes
thmg but simple, but not only did John (BooT GeREn o Ren- G o to take the Quake engine
Carmack and Mike Abrash deliver the most REBR Tl KOpON. LTYRLLRRAO0TES to new places. Several com- :
visually stunning first-person shooter ever, i i | panies including Raven, Rogue, Hipnotic
they wrote an engine whose extensibility | N : | and John Romero’s lon Storm have games
seems limited only by the imagination of the , o AT . | in development based on Quake's engine.
hackers creating new levels, models, skins, : .+ - | The engine has also seen enhancements
and sounds for Quake. We've seen add-ons s 5k APy +\ thanks to 3D hardware from Rendition and
on the various Quake sites that have sprung 3Dfx. Id's recent version of GLQuake has
up on the Web ranging from new diabolical ol ' spectacular 3D graphics features.
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DON'T LOOK BACK.

SOMETHING IMMENSE LOOMS ON THE HORIZON.

A FUTURE MORE DEVASTATING THAN THE
SURROUNDING CIVIL WAR. A HISTORY GRANDER
THAN THE HEAVY GEAR WAR MACHINE.

A UNIVERSE OMLY THE PRODUCERS OF THE
{f1-SELLING., 3-D COMBAT SIM CAN TAKE YOU TO.
DoN'T LOOK BACK. WHAT LIES AHEAD IS

FAR TOO IMMENSE.

© 1997 DREAM POD 9. INC. AND TARGET GAMES. AB. BASED ON THE HEAYY GEAR™ UMIYERSE CREATED AND OWMED BY DREAM POD 9. INC., ACTIVISION IS A REGISTERED TRADENARY
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since 1979, MILLIONS OF aDVENTUrers

Have Become LOST I THE
greatT unbercrounbd Empeire

OF ZOTK.

THEY HAavVen'tT Been sane since.
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EIGHTEEN YEars LaTer,

THE MAGIC LIVES On...
UNLESS THE Granbd TnQUISITOT

- DESTroys macGicC FOTEver.

wa tnadenan b ol Awtlg it
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BATTLEGROUNE
REALISM

Hide units behind hills.

or in dense forests. Climt

to higher terrain to
improve your view of
surrounding territory.
Realisti

‘faster downhill and slow
through swamps.
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ACTIVISION'S NEW

C5C KILLER"

-Computer Gaming World

REVOLUTIGNARY
FEATURES

Create your own maps
and missions with the
advanced construction kit.
Create multiplayer alliances
on the Internet by sharing
resources, units and
intelligence: Other features
include gigantic playing
maps and never-before-
seen units.

CIRCLE READER SERVICE #148

See the future this Spring.

www.activision.com

Activision Is a registered trademark and Dark Reign: The Future of War is
a trademark of Activision, Inc. © 1997 Activision, Inc. All rights reserved,
All other trademarks and trade names are the properties of their respective owners.



Today...
I will fortify my island.

I will...
annihilate opposing forces.
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really

different

ount

This Summer, real-time action-strategy reaches new
heights — with groundbreaking Internet warfare.

Aetivision is a veqistercd tadesark and NetStom iz a ademark of Activision, Ine. @ 1997 Activision. Ine. Titagic and the Tianic bogo are tademarks of Titanic Entortainmenl, loc, All tights izerved. www.activision.com
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- ACTIVISiON.

PRECISION FLYING.
AUTHENTIC MANEUVERS.
EXACT COORDINATES.
ONLY YOUR DBATH IS SIMULATED.

Never before has a physics model duplicated
military piloting so accurately to create a WWII
flight sim that screams precision. With realistic

flight dynamics and revolutionary “live" environ-

ments, the experience is as authentic as hell.

Screamin' Demons'=

the next elevation in flight

realism from Eric "Hellcats” Parker.
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S —5 | oy B ULTRA-REALISTIC
. WWII DOGFIGHT SIM

CONFRONT YOUR DEMONS THIS SUMMER.
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ou desire vengeance. You lust For
blood. You are Kain. Your enemies
killed you in the ultimate act of treachery.
But through the blackest of sorcery,
you have returned...as a vampire. For
sustenance, you must Feast upon the blood

of the living. For revenge, you will exact

the darkest of Fates upon your murderers.

Jnurneq hundreds of miles I'||mug|| the
depraved lands of Nosgoth as you hungrily
slaughter your adversaries in real-time
combat. Murpll into Wolf, Bar, Vampire or
Mist in the epic RPG rthar will satiate even
your most disturbing appetites. Submit to

the hunger. Surrender ro Blood Omen.

Actvision i a registered lrademark of Actvision, Inc. Blood Omen: Legacy of Kain and Crystal Dynamics are rad



- The Epic Role: Playing Game.. Coming this Fal.

DYNAMICS
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Twinsun — as |
alienadventurer,
Converse wilh

assault hotdogl

and save the planct 14§

Dark Monk in bed

hallucinegenic environ

Try it. II's the mos! fun you'lge
have without a designated driv

In orbit this Summer.

“Perhops the most desperately
anlicipaled sequel since
Civilization 2."

~ Moxt Generalion

e,

— i

The sequel 1o Relentless (Little BT
from the creator of Alone In The Dnrk 5
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by Loyd Case

t5 easy lo become jaded and

cynical when you hang
around the technology
game for a long time. Every
year is the “vear of the
almighty hype,” where
something appears on
the horizon with great
fanfare, only to either
be perpetually
delayed or slink off into the Sargasso
Sea of dead technology trends. Every now
and then, though, 'm caught off guard and
(pleasantly) surprised when something
thats been launched with great expecta-
tions comes close lo actually meeting
them. One such technology is MMX.

GAMING FOR THE MASSES

There has been a lot of discussion,
both positive and negative, about MMX.
For hard-core gamers with lots of dispos-
able income to spend on the latest and
greatest hardware, MMX may not bring
that much to the table. What’s exciting 1o
me, though, is what MMX does for the
ordinary gamer. While I'm personally
always pushing the edge of the envelope
in my own systems, | also like to see real-
ly cool, high performance games with
greal graphics and effects run on your
evervday, off-the-shelf PC. I've always
thought that people such as my brother-
in-law, who would blanch at the idea of
opening his PC ta install a 3D graphics
accelerator, should still be able to have a
good time with NASCAR 2. "That’s what
MMXallows you to do.

MNMX: Stand
and Dell

Real Performance Gains
Despite a Heap of Hype

LOYD CASE °

NEW PLUMBING EXAMINED
Lets dive into some of the innards of
an MMX processor and see just what
makes it tick. The official
moniker is the
Pentium Processor
with MMX
"Technology — quite a
mouthful —so | usually
refer to it by the Intel part
code: P55C (the classic, pre-
MMX Pentium Processor was
by the P54C). The P55C has 4.5
% million transistors in a low-power,
CMOS chip. The classie Pentium
{\ had 3.3 million transistors, and used a
, semiconductor technology called
BiCMOS, which tends to run a bit
i warmer than CMOS.

The P55C is a split voltage CPU,
meaning that it runs internally at 2.8
volts while the external connections run

at 3.3 volis. Older Pentiums run at 3.3

. volts inside and oul (laptop CPUs are
a bit different, but I'll ignore them
here). This means that older mother-
boards won't support a P55C, even
with a BIOS update. If you have an
older motherboard, however, you'e
not out of luck, since Intel will be
shipping MMX overdrive chips with
Duilt-in voltage regulation for older
svstems fairly soon.
But MMX aside, '55C offers sev-
eral notable architectural
enhancements which will
help speed overall

i

|JUI'[( MITRINCe:
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‘ ‘ What's

even more
interesting
about P55C is
the overall
performance

improvement,
not just the
addition of

MMX. ,’




LOYD CASE

7 High-End

7l p54c/200 [T P55C/200

nmark at 1024x768

Graphics

WinMarks

P r oces s or

‘The internal (also known as Level 1)
cache size has been doubled to 32KB,
from the previous size of 16KB. In addi-
tion, the instruction pipeline has been
increased one step, which allows CPU
instructions lo line up, ready for exceu-
tion, rather than having to be fetched
from memory every time the next one
is needed for use.

Deeper write buffers have also been
added, which improve performance
when writing to memory, Iinally, the
P55C has better branch prediction,
meaning that its better able to predict
what the next instruction will be,

All of these changes have yielded
improved performance when compared
lo the classic Pentium running at the
same clock rate. Table | shows that
CPUMark 16 and CPUMark 32 perfor-
mance increases about 10 percent going
from a P54C to a P55C. Graphics
Winmarks are even more interesting,
with Winbench 97 results boosted
between 25-32 percent.
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BUT WHAT DOES
MMX DO FOR GAMES?

Intel has added 57 new instructions
that make matrix math instruction much
easier to use. Matrix math is often used in
various multimedia applications, such as
graphics, video, and audio. More impor-
tantly, though, is Intels use of Single
Instruction, Multiple Data, or SIMD
(pronounced “sim-d"), which allows a sin-
gle MMX instruction to operate on sever-
al pieces of data that are loaded ina
packed format into the MMX registers. In
order to speed up the process of bringing
the P55C to market, Intel chose to have
MMX instructions share the registers in
the Pentiurms [loating point unit, which
can theoretically cause delays when
switching from MMX made to floaling
point mode. But most game developers 1
spoke with who used both MMX and
floating point cade said the mode swilch
was a minor problem at worst,

[ spoke with several developers about
the process of developing MMX games,

Speed Freak

Because of its architec-
tural enhancements, the
P55C with MMX out-
paces the P54C in CPU
performance. It also
delivers a favorable
bump in 2D graphics
performance.

The P55C doubles the
Level 1 cache from
16KB to 32KB, which
keeps more data close
at hand for faster
access, It also adds
another stage to the
instruction pipeline,
which allows an addi-
tional instruction to be
pipelined for execution.

On the issuc of mixing floating point
with MMX code, Neall Verheyde of
Radical Games noted that a lot of float-
ing point code is used in the 3D routines
for ThE DIVIDE's software reenderer, bul
then the data is converted to fixed point
dala and rendered using MMX — or stan-
dard Pentium instructions, if MIMX isn't
available. THE DIVIDE can use 3D hard-
ware accelerators via Direet3D), and
actually lets you specily which rendering
engine to use in its sctup program. So, |
was able to check out performance and
image quality between the various ren-
derers. The P55C without 3D aceelera-
tion seemed to run quite well, with good
frame rates during action scenes
(although there wasn't a built-in frame
rate counter). The image quality of the
3D accelerated version, using cither a
Rendition Vérité-based card or a 3DI[x
accelerator, was much better, however.,
One casily noticed difference in image
quality was the use of bilinear filtering
when using hardware acceleration.
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P e lastest, most complete low cost 30 card you can
ARG  buy. Period.” PC Computing Dec ‘96.

Do you crave over 30* fps bone crushing speed for your
3D games? Looking for the fastest Windows and video
performance? Then power up your Pentium with the award
winning Matrox Mystique graphics accelerator - now
with a new low price and the option to upgrade to 8 MB!

WIRBENCH 97 Business Graghic Test 10245768 @ 8 bin
Terrotide af E402480 @ 18 bif [sceres in loamer pos seised)

Highest performance for MMX

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 exciting 3D game titles, like Tomb Raider at
over 30' fps. Be sure to check out our web site for the latest speed tested games! What's
more 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.

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 more!

Matrox's over 200 awards and twenty years experience in delivering breakthrough technology
to customers such as Compaq, 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.

Now i — i = =
$149*) |[iminug ﬁ dree sartware. 8200 vanpere e Soedbt

m nicownnpngy SCORGHED | gy

AcTivisioN CRITERION

Pavornomis

m ﬂt ' ° " | 1-800-362-9349 http://www.matrox.com/mga |

* Estimaled street price for 2 MB., **Game bundle avadable with reteil version only. Winbench 97 tests conducted by Matrox Graphics Inc. on a Gueway 200Mhe MMX system with 32 MB of SOW and 512K caclwe, WinBench 97
Business Graphics conducted at 1024x768 @ Bhit with 75Hz vertical refresh under I ft Windows 95. Matrox Mystique, ATI 30 ion + PC2TV, D d Stealth 30 2000XL and Creative 30 Blaster PCI were configured
with 4 MB of memory for the PCI bus using driver relense 3.41, 3,03, 4.03.00.3105 and 1.01 respectivaly, Terracide test pedormed on Pentium 200Mhz system, 16Mb SDRAM, 256k cache. Average frama rate using ‘Comdox Bota
version of Terracide, G40x480 @16bpp, bi-linear fltering off, Same scene used for all tests. Terracide is a trademark of Exdos Interactive.
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| COMMAND, YOU OBEY
EVERYBODY GETS
WHAT THEY DESERVE.

http://www.playmatestoys.com

Created by Kranos Digital Entertainment, Inc. © 1997 Kronos Digital Entertainment, Inc. All rights reserved, Artwork and design © 1997 Playmates Interactive Entertainment, Inc.,
PIE"is a registered frademark of Playmates Interactive Entertainment Inc. All rights reserved.
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FASTVID: YOU ASKED FOR IT, YOU GOT IT
We've been getting pegged with tons of requests
for John Hinckley's FastVid utility for Pentium Pro
systems, which turns on certain Pro-specific fea-
tures to boost graphic performance. John's current-
ly working on a commercial version of FastVid, due
out sometime soon, and we’ll post the demo on our
Web site. Meanwhile, you can download the current
FastVid from the Hacks Utilities and Bargains (HUB)
area of our Web site (www.zdnet.com/gaming/
library/hub.himl). Check out the HUB for the skinny
on emerging technologies, tons of other really cool
utilities, and pointers to the latest drivers for your
hardware peripherals.

However, Servan Keondiian, Direct3D’s
chiel architect, noted that in the future,
the MMX renderer will be capable of
bilinear filtering in software. In addition,
the MMX Direct3D rendering algo-
rithms allow support for 16-bit, RGB
color, rather than the current software
renderer’s “ramp” mode, which doesn't
handle color well,

The project leader for the seience fic-
tion racing game PoOD noted that MMX
enabled them to do a whole host of addi-
tional effects in software. I'or example, all
of the audio effects, including full Dolby
Surround Sound, are done with MMX
code. In addition, using MMX technolo-
gy enabled the project group to squeeze a
20 percent faster frame rate out of their
graphics engine.

Anather MMX-enhanced game is
Ienris Wolls REBEL MOON RISING, a 3D
shooter which handles 31D animation in
much the style of Duke Nukem 3D and
other Doom-like games, On the
P35C200 system, we were seeing frame
rales ranging from 14-24 frames per sce-
ond (fps), depending on the action and
scene complexity. However, when we
turned off MMX support, the frame rate
dropped down to 67 fps, making the
game unplayable.

Theodore Beale, lead designer for
Reser. Moox RisinG, noted that, unlike
DukE and many other 3D action games,
RMR uses full 16-bit color throughout,
and runs at a minimum resolution of
640x400, Using 65,000 colors allowed the
programmers to implement some dramat-
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ic lighting effects. For example,
an orange glow around a corner
in the dark might indicate that
an enemy using a jelpack was
nearby. lmplementing these
kinds of effects in software
withoul using 3D acceleration
wotlld have been impassible, as
the non-MMX frame rates indi-
cate. Fenris is also using MIVIX
to add a new twist to RMR:
speech recognition. You'll be
able to speak basic commands
into your sound card’ micro-
phone for weapons changes,
level status, and other com-
mands. Again, without MMX technology,
this feature could well drag RMR frame
rate 1o a crawl.

Using MMX doesn’t always buy
increased performance, because the pos-
sible performance gain is dependent on
what you're trying to accomplish. For
example, TICERSHARK is a 31 action
game being ported from the PlayStation
to the PC. Erik Dyke, project manager
for TIGERSHARK, noted that they initially
brought over 8-bit (256-color) graphics
for the PC port. Porting the 256-color
version to MMVX code bought them no
increase in frame rate, and secemed a
waste of time. Then they redid their art-
work in 16-bit color —and the frame rate
stayed the same. In other words, they
paid no performance penalty when
increasing the color depth to get better
looking graphics.

Tim Sweeney, chairman of Epic
Megagames, noted that using MMX
means programmers really need to
rethink the way they write code. e
noted that “An assembly programmer
would rarely think of multiplying num-
bers, since adding is much faster. MMX
changes all of that, because the MMX
instructions are inherently both fast and
complex. I'or example, PMULADD per-
forms four multiplications and two addi-
tions, all in /2 clock cycle, if properly
pipelined. The equivalent instruction
sequence on a non-MMX machine
would require almost 50 clock cycles.”

When asked to comment about the
potential performance penalty when

mixing MMX and floating point code,
Sweeney scoffed at the idea. “[ am actu-
ally surprised about the amount of fuss
over this issue, because MMXis a para-
digm shift (scalar to SIMD program-
ming) and developers should be explor-
ing its new possibilities, rather than whin-
ing about it not supporting their favorite
old programming tricks.”

One area of confusion is 3D aceelera-
tors. |ere’s the word: Don't throw away
that 3D aceelerator. In the upeoming litle
from Eipie, Unreat, Tim Sweeney noted
that the frame rates would be aboul 25-
percent slower than the Rendition-based
accelerators and about hall the speed of a
3Dfx aceelerator. However, he also sug-
gesled that the image quality of the sofl-
ware-only version would be nearly as
good. Almost every game programmer |
spoke with said that MMX would comple-
ment a good 3D aceelerator.

RAISING THE BAR

My first look at these carly games was
encouraging in another respect: game-
play. While not all of the games using
MMX technology are in genres I'm fond
of, they seem to be well done and play
pretty well. REBEL MOON RISING adds
some innovative touches to the 3D shoot-
er genre, with more complex missions
(hostage rescue missions, escort missions,
and defend area missions) than the classic
if-it-moves-kill-it 3D shooter. Pons
atmospheric effects make the game a rea-
sonably entertaining racing game. THE
DVIDE lakes a classic genre, the action
side-scroller, and reformulates it in 3D,
complete with moving camera and slick
animation on the part of the "Mech-style
main character. These may not be the
best of class in their respective genres, bul
they are at least solid efforts.

By the end of 1997, all new systems
sold — ranging from laptops to multi-
processor Pentium Pros—will have
MMX-technology embedded. On top of
that, Intels competition, in the form of
Advanced Micro Devices (AMD) and
Cyrix, will be building MMX into their
next generation processors as well, all of
which bodes well for gamers of every
stripe and budget. %
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Fast action and stunning realism —
that's the promise of new 3D games and
edutainment software. But if your Super
Star Fighter jerks along instead of zoom-
ing and your “terrifying” monsters are
glaringly pixelated — face it. You're not
having much fun.

Don't just play it... Live it!
With an Intergraph Intense 3D 700
graphics accelerator on your PC, expect

- - - l % u 1 : A N
0 fabulous new interadive experiencel g cay 1y with SVGA Graphics IndyCar 1l with Intense 30700 Graphics
Free! Full version of Rendition Reudy"' Notice the jogged lines and edges and the flat, dull colors.  Now you're racing! See the detail on the next car. Watch those
IndyCar II*, CD-ROM shareware version Where's the crowd? What are those blocky things inthe  rearview mirrors — that's real 3D! Notice the crowd in the
S < 2 ? i insi §
of Rendition Ready Quake”, and tridl background? Are you really into this race? stonds and the mountains in the background. And how about

h
versions of Monster Truck Madness™ thot sky!

and Hellbender™ Want to know more? Call 1-800-763-0242 or reach
us on the Internet at www.intergraph.com/ics/i3d100.

Emergraph 2nd ibe Intergraph Jopo are Jenarks and ) s 2 tradermark of phis k. Monstze Track Madnes ahd e Bender are trade-
[ J."A:cl lL\uu-ﬂuq witztimn, Remit a1 ﬂc’.\r: a tradernark of RmJML Tz, BnbytCar T is n-psl«\-llr.ihnxhd Pagamis, Qecske b 2 tradernak of i Software —

velir brands and 1 respective swimers. Copyrigla 1997 Intergraph Corporaisve, imaniite, AL 3589, o001, MCHAIR
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GHT FOR INSTANCE.

THE LATEST TECHNOLOGY AT THE BEST PRICES.

From high-end, warkstation-evel performance. To dazzling displays of multimedia power,
To fulfeatured desktops with buitt-in affordability. The Millennia™ family offers you
an enlightening combination of stand-out performance and the most sought-after

features to suit any budget.

On top of all that, your Millennia comes with the Micron commitment to product
excellence. One that's been honored with over 200 awards in the past two years,
including PC World's Best Overall PC Company for Service and Reliability. Add to
this an industry-eading 5-year warranty, and you'll know why Micron PCs are made to
mave - very, very quickly. Call or visit our Web site today,

MICRON MILLENNIA Mec P166

51248 pipeline burst cache, flash BIOS

16V EIDE variable speed CO-ROM drive, 3.5"
fioppy drive

100MB lomega Zip drive
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and speakers
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100MB lomega Zip drive
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PCI 64-bit 30 video, MPEG,

4MB EDO RAM
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Intel 200MHz Pentium Pro processor s

16MB EDO RAM 2 199
J.1GB EIDE hard drive
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Thrustmaster
and CH Products

f American pilots in World War Il had been flying with the
equipment many flight sim fans use, we'd all be eating Bratwurst
for lunch and pledging allegiance to the Rising Sun. Because no

Bﬂ!ﬂﬂ " o"t fﬂl‘ matter how well trained they were, they’d invariably have been shot
the "’"e of Best down as they fumbled for the correct keys on their plane’s keyboard.

Flight Sim

You'll be amazed at the difference the controllers that are available in full HOTAS
right equipment can make in your combat  setups. Low-end controllers were covered

A performance and situational awareness. If  in Loyd Case's “Control Fetish” feature &

cﬂ"trﬂ"er. F"'d | vou're willing to suffer a fairly significant last month, and we excluded solutions &
financial investment, you can even put such as the newly resurrected Suncom's &

o"t Who SﬂGkS together an authentic HOTAS (Hands On F-15 Eagle series joysticks, which don't f
Throttle And Stick) setup that will allow have accompanying throttle components. S

you to handle virtually every aircraft func-  This narrowed the consideration down to 2

,t to Whom. tion without touching the keyboard. the two long-time market leaders, CH E
In this article, | consider top-quality Products and Thrustmaster. E
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P N programmahle, multi-function joystick is
A | OySt'l cks ) A a must-have for the serious sim pilot.
s With the ability to program 20 or more
functions into the stick, you get instant access to every option you’ll need in comhat.

Combatstick, bul with a heavier base and two of
that stick’s six buttons replaced by four-way hat
swilches. Unfartunately, the second fire bulton
has been moved from the Combatstick’s conve-
nient thumb position to a difficult-to-reach posi-
tion near the top of the stick (in CH's defense,
this is where it's found on an actual F-16's stick).
| usually program one of the thumb switch's
positions to fire missiles to compensate for the
difficulty in hitting the second button.

The Fighterstick is programmed using the fairly
easy-to-use DOS utility. Unfortunately, this ulility
works only in exclusive MS-D0S mode, and won't
function in a DOS box under Windows 95. A
shorlcut is provided which will exit Win 95, load
the CHSetup utility in DOS mode, and then return
lo Win 95 when you've finished editing and down-
loading your custom stick file; this process is reli-
able enough, but it is time-consuming and incon-
venient. Even if it remains a DOS application, the
program could use a graphic makeover to simplify
programming—for example, it's often difficult to
remember if the hat position you want is button
function 14 or 16.

Each button and hat switch position can be
programmed fo oulpul a string of characters, a
key being held down, or one of the four standard
joystick buttons; they can also emulate the “chord-
ed" extra buttons or hat switches found on earlier

F-16 Fighterstick

CH Products’ FlightStick was one of the first joy-
sticks designed specifically as a flight controller,
and thus the company has maintained a strong fol-
lowing amongst sim fans.
The Fighterstick is the
high-end stick in the

company's new F-16 series, which fealures a more
authentic look and much-improved ergonomics.

The Fighterstick is also the company's first
programmable stick. It sports one eight-way hat
switch, three four-way hat swilches, four fire but-
tons, and a throttle wheel. The design is similar
to the company's non-programmable F-16

FLYING WITH FLARE

B
=
i don’t want to be fumbling for the
flare key when a heat-seeking missile’s
our tail—use a programmable joystick
 put chaff and flares at your fingertips.

CH joysticks. This is fine for basic replacement of
keyboard functions, but gamers who want to cre-
ale sophisticated macros with time delays or con-
ditional output will have to look towards
Thrusimaster's offerings.

Because the Fighterstick is capable of sending
all the codes of earlier CH joysticks, it's easy to set
up a default program file that emulates a
Combatstick. This is handy for trying out pro-
grams without having to program configuration
files for them first—most recent sims support the
Combalstick, as does Windows 95. However, the
Fighterstick eliminates the biggest gripe about the
Combalstick—the inability to read simultaneous
button presses. Because the standard IBM joystick
interface includes the ability to read only four but-
tons and four joyslick axes, earlier CH joysticks

continued on page 108

f you fly sims without using a throttle
Th rottles control, you probably keep the engine fire-
walled and rely on stick movements for

your survival. Varying your throttle can help keep you alive hy keeping your plane at the
speed where it turns best, but it’s just too hard to do using a keyhoard. Adding a throttle
control not only gives you instant control over your plane’s power, hut also anather set of
programmable switches which, in conjunction with a programmable stick, can put nearly
all your sim’s controls at a finger’s reach.

Throttle Quadrant
System

Thrustmaster's Throttle Quadrant System (TQS)
was designed as a companion for the F-16 FLCS
joystick, and it requires that stick or the F-22 Pro to
function. This replica of an actual F-16 throttle
sparts a unique combinalion of controls.

The throttle itself moves smoothly and has two
detents (small nolches) that signify when it has
been moved to idle or afterburner settings. The
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throttle can function in analog mode, or can send
a series of keypresses for sims that don't have
throttle support. There are two three-position
swilches, a four-direction radio switch, and two
programmable dials. The dials can be used for
any function that allows a range of settings—you
might use them to change radio frequencies or
control flap deployment.

The most innovative feature of the TQS, though,
is the cursor control. Similar to the Trackpoint
eraser-head pointers found on many laptops, this
duplicates the functionalily of your mouse (which
continues to function normally), and is extremely
handy for designating targets in BAck T0 BAGHDAD
or selecting fire zones in AH-64D Lonceow.

Programming is handled by incorporaling
throltle-conlrol statements in your FLCS or F-22
Pro files. The TQS has the same flexibility—and
complexity—as the parent joyslick.

continued on page 108
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( "Sticks from page 107

had the hats send combinations of mulliple but-
tons. This worked well enough, bul prevented you
from, for example, firing cannons and machine
quns simultaneously in some sims. The
Fighterstick can read simultaneous presses of
combinalions of butlons and hat switches.

On the base of the stick you'll find an analog
throllle wheel (non-programmable) and a trim
wheel for each access. Trim wheels are handy
for fine-tuning joystick calibration, or for trim-
ming aircralt in flight to deal with prop lorque
or tail-heaviness.

The F-16 Fighterstick provides good basic
functionality for the type of user who shuns learn-
ing even simple macro languages, and the inclu-
sion of a throttle wheel makes it a good all-in-one
solution for gamers who don't need the added
functionality of a separate throttle controller.

PPROS: Easy to configure; comfortable
feel; irim wheels allow fine centering
adjustment; huilt-in throttle.
PCONS: Win 95 users
must drop back to DOS
mode to download configu-
ration files; very hasic pro-
grammahility compared to
Thrustmaster's offerings.

F-22 Pro

Thrustmaster has a tradition of building sturdy,
sophisticated controllers for the hard-core simu-
lation crowd. The F-22 Pro, the company's latest
offering, is very likely the mast powerful, config:
urable controller ever offered by anyone fo the
consumer market.

Al first glance the slick resembles the compa-
ny's earlier F-16 FLCS joystick, but appearances
can be deceiving. A heavy, melal base helps the
F-22 Pro sit firmly planted on your desk. It's a
good thing, because the controller's high-tension
spring and gimbal system means you'll be using &
lot of force to move the stick around. The light
plastic handle used on the FLCS has been
replaced by a sturdy glass-filled unit. I've seen
controllers in real military jets that didn't look as
sturdy as the F-22 Pro.

0On the handle you'll find four four-way hat
switches, three buttons, a pinky switch, and a

Throttles from page 107 )

PPROS: Realistic; comfortable; packs a
unigue set of conltrols; allows digital pro-
gramming of rudder pedals. The innovative
cursor control keeps you from having to
reach for your mouse in comhat.

»CONS: Works only with
the F-16 FLCS or F-22 Pro;
same significant study
required for programming
as those sticks.

Pro Throttie

CH Products Pro Throttle Isn't styled after an
actual fighter jet throttle. Instead of the arcing move-
ment found in the Thrustmaster throttles, it simply
slides forward and back. Missing is an afterburner

CoW

detent, which makes precise control more diffi
cult in jet sims. The throttle supports both ana-
log and digital (keypress) output.

The Pro Throttle sports four four-way switch:
es and four push buttons, for a total of 20 func-
tions. Programming functionality and method-
ology is identical to the F-16 Fighterslick. Plus,
you save bath the joystick and throttle program-
ming in the same file. In conjunction with the
Pro Throttle, the less:expensive Combatstick is
nearly as versatile as the Fighterstick, other than
the lack of
support for
simultaneous
button press:
gs. The Pro
Throttle isn't
limited to
working with
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dual-stage frigger. The trigger can be programmed
to output one command when pressed lightly and
a different command when pulled all the way in.
This is handy for many applications; for example,
firing machine guns with a light press, and both
machine guns and cannon with a full press.

Unlike the Fighterstick, the F-22 Pro has no
built-in throttle. It also lacks trim adjustment con-
trols—a problem endemic to all Thrustmaster
joysticks. This can cause problems with sims
that don't have an in-game centering function, as
the center position drifls a bit on some systems
after they heat up. Happily missing, though, is
lhe FLCS's download switch—you can now trans-
mit new programs to the stick automatically,
without touching a thing.

Like CH, Thrustmaster includes a DOS pro-
gramming interface with the F-22 Pro. However,
Thrustmaster's Command and Control Center
software runs fine in a DOS window under Win
95, and you won't have to reboot back to DOS to
download a new set of commands to the stick (a
Windows 95 programming interface is currently
in the works).

The F-22 Pro sports unprecedented program-
mability. Of course, you can program simple key-
presses, text strings, or bution functions for each
of the stick's functions. But that's just the start of
it. You can also program delays, repeating char-
acters, sophisticated macras, and multi-switch
combinations. Various buttons can have multiple

continued on page 112

CH joysticks, although CH compatibility is neces-:
sary fo lake advantage of a stick's view hat.
PPROS: Easy to program;
works with third-party
Joysticks.

PCONS: Only simple pro-
gramming oplions offered;
no afterburner detent.




STEALTH 3D 2000 & 3000 ACCELERATORS. Things will never look the
same. Diamond Multimedia's Stealth 3D family of plug & play accelerators deliver ultra-fast
2D, smooth MPEG video playback, and Direct 3D compatibility. Stealth 3D 2000XL is the
affordable solution for entertainment and productivity, while Stealth 3D 3000XL is ideal for
high-res graphics or data-intensive processing. And both include free business applications

and games. So visit us at www.diamondmm.com/stealth3d for all the facts and the location

of your nearest Diamond retailer. Because there’s no better way to accelerate your world.

Better

graphics,
sharper
video
and the
occasional

hallucination.

DIAMOND

M U LTI MEDIaA

Accelerate your world.




or jet sims, rudder pedals are a nice frill that come
Rudder Pedals F in handy for quick course corrections; but if you fly
prop sims, they're a must-have. In WWI and WWII

aircraft, the rudder is used for turning, for evasion, for fighting engine torque, for lining up
shots, and for performing life-saving maneuvers such as snap rolls.

Pro Pedals

The CH Pro Pedals are made of heavy-duly
plastic. Set only
a few inches
apart, they're
very comfortable
to use in a desk
selling. Unlike
the less expen-
sive CH Pedals,
which press down like a car acceleralor and
brake, the Pro Pedals realistically slide back and
forth. The unit also features a loe brake capabili-
ty, bul while some sims such as FigHTER DUEL
support this option, nobody has released the
special joystick card necessary to allow you to
use this feature.

If you spend some of your sim time driving
ground vehicles, you have the oplion of switching
the pedals to driving mode, dropping in a couple
of small plastic chocks and using the pedals as
gas and brake pedals.

»PROS: Comloriahle
pedal placement; can be
used for racing sims

as well.

PCONS: The extra hard-
ware you need to use the
toe hrake feature isn't readily available.

Rudder Control
System

The Thrustmaster Rudder Control System (RCS)
has a sturdy metal frame with plastic pedals. Set
much farther apart than their CH counlerparts, the
RCS pedals are per-

movement. Used in conjunction with a TQS throtile,
they can be programmed in digital mode.

Thrustmaster has announced an RCS Pro
model which will include toe brakes and, possibly,
a game card that enables the brakes.

haps more realistic,
but not as comfort:
able lo use for long
periods of time in a
desk environment,
The pedals feature
extremely smooth

| »pRrOS: Sturdy construction;
smooth movement.
PCONS: No sup-
part for driving
sims; some may
find pedal spac-

| ing a bit wide.

CH Force FX

CH Products’ Force FX is the first consumer
force-feedback joystick to hit the market, and early
adopters won't be disappointed. The handle is the
same F-16 handle used on the Combatstick, with
two four-way hat switches and six fire bultons. The
Combatstick's small base is replaced by a huge,
heavy bottom with the motors used to provide the

FHiJGBAMMlNG SS
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force feedback. You won't have to worry about the
Force FX sliding around your desk, bul you may
have to worry about finding room for it.

In a force feedback-enabled game, the Force FX
can provide feedback such as stick resistance when
frying to maneuver at high speed, shaking when
your plane nears a stall, ;
bumps when you taxi over a
rough surface, and Jolts when

you fire
weapons. The
Farce FX uses
Immersion’s |-
Force API, the
current stan-
dard for force
feedback keon -
(although Microsoft is planning fo muck up the
works with a standard of its own, called “Jolt"), A
number of games, including WaRBiRDS, AR VWARRIOR
II, JerFichTer lll, FighTer Duet, and NEED For SPEED
SE already support the Immersion API,
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Because the Force FX omits a throtile, you'll want
lo use it in conjunction with a Pro Throttle; this also
adds programmability. (Without the Pro Throtlle, it
emulates a Combatstick.) A switch on the bottom
allows you to switch the buttons from chorded to dis-
crete mode, allowing the stick to support simultane-
ous button presses when allached to a Pro Throttle.
Trim wheels are included for both axes.

After using the Force FX, I'm convinced that
Force Feedback is the wave of the future, and |
imagine support will soon be mandatory in sims
and driving games.

»PROS: Force feedback effect makes
sims much more immersive; easy to set
up; Includes drivers fo
add basic effects to
games without force
feedback support.
»CONS: Bulky; no throt-
tle; requires Pro Throttle
for programmabhility.




MONSTER SOUND. Listen up. If you're not experiencing Diamond Multimedia's
outrageous Monster Sound 3D PCl sound card, you're really missing something. Monster Sound
provides true CD-quality 3D positional audio—with up to 24 independent audio streams—
and support for Microsoft's DirectSound and DirectSound 3D APIs. It also comes bundled with
a suite of advanced audio applications. Monster Sound will do for your ears what Monster
3D did for your PC graphics. S visit us on the Web at www.diamondmm.com/monstersound
for all the facts and the location of your nearest Diamond retailer. Because hearing is believing.

Don’t

leave
your
ears

behind.
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T s Ithough some com-
Executive Officer's Summary A ponents can he
mixed (both compa-

nies’ rudder pedals work equally well with the other’s joysticks, for instance), for the
most part you’ll want to stick with a single-company solution to get the most out of

the controller set’s capahilities.

CH Products

he CH Products combination (F-16 Fighterstick,
Pro Throttle, and Pro Pedals) is the simplest set

1o quickly get up and running, and can more easily
be configured as a "generic” selup for use with
sims you haven't yet programmed. Programming
capabilities are somewnat limited, however, and you
may be frustrated if you want to set up complicated
conlrol setups. The Fighterstick is very comfortable
to use for long sim sessions, although some may
find its easy movement a bit mushy. The Throttle is
capable enough, but | wish it had an afterburner

detent. This combo is most appropriate for gamers
who want to spend as much {ime in the air—and as
little time programming—as possible. It's also the
best choice if you can't afford the entire system ini-
lially, thanks to the throttle on the Fighterstick.

»PROS: Easiest controller sysiem o
configure; lends itself to being purchased
in steps.

PCONS: Only hasic pro-
grammability is offered;
not as many support files
out there as compared lo
Thrustmaster sticks.

Thrustmaster

he Thrustmaster setup (F-22 Pro, F-16 TQS, and

RCS) is the clear choice for the hard-core sim
pilot who'll take the lime to learn a system in order
lo maximize the realism of the sim experience. The
system looks and feels like it was ripped out of the
cockpit of an F-16. The programming interface,
while intimidating, opens up infinite possibilities for
automating difficult combat operations. Plus

Thrustmaster support files are commonly found on
program discs and the Web, helping to make up for
the system’s lack of generic configurability.

This is one of those cases where the sum is
greater (han the value of the individual parts. Alone,
the F-22 Pro is lacking some basic capabilities, but
when paired with the TQS, it makes for an amazing-
Iy flexible control setup.

PPROS: Unmatched for realism and pro-
grammability; most sims ship with
Thrustmaster configuration
files right on the GD.
»CORNS: You'll want to pur-
chase the F-22 Pro and TQS
together (more expensive);
it takes lots of time o get
the most out of the devices.

CH Products. .I

'Sticks from page 108

functions depending on the states of other
switches. You might switch to a left view when a
hat switch is held left, or leit and up if butlon
three is also pressed.

The programming interface is intimidating at
first, but extremely complete online help explains
the syntax of each command as you type.
Program files from the F-16 FLCS can be used
with a few extremely minor changes. A number
of sample files are included for various older
sims, and most newer sims ship with sample
program files for the FLCS or F-22 Pro. Definable
macro names for various functions (ie: FIRECAN-
NON) make it easy to alter files without diving
back into your sim's manual.

Buill like an A-10, and eminently programma-

CoW

ble, the F-22 Pro is a winner for the sim player
who demands the ultimate in programmability.
Because il lacks a throttle, though; you'll want to
pair it with an F-16 TQS to get full HOTAS capa-
bility. Also, the stick throw is extremely stiff, and
if you're prone lo sore wrists you might want to
go check out the F-22 Pra’s lightweight cousin,
the F-16 FLCS.

»PROS: Unparalleled programmability;
comfortable grip; huilt like a tank.
PCOMNS: The stick's plethora of program-
ming options means
you won't be ahle to
start using it without
cracking the manual;
no throttie wheel or
trim adjustments.
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3D REAL | 1Y

A movement 1is brewind. T
and with its pirth, the PowerVR :
architecture begins the awesome ,
struggle against conventional _— I
3p; and against the techno- |
bourgeoisie who attempt tO
enslave the gamer masses. These I
Z2is FE3 technologists are Vi

R R R

turning their machines of - pPro= :
paganda against GAMERS, desper-

ately trying to make them \
believe that their ol i

3D performance is L!

goda‘enoagh:'

well, it is not!l This Ol
naked, exploitation . ¥
of gamers has gone on far too
long. Rise up! For we have }!

|

created the ultimate instrument
of change: the PowerVR technol-
ogy - and we declare that the.
true console game experience On
the PC will be our domain.




estion reality-

Tow 18 e time 1O qu ' _ - . b
= lsaﬂl age 0of conventlonal 30 g1§P§:c <5
ming to & close. Withering, decaying
co :
C st jtseli. 2
s AN ;noredible technology has
emerged 1YON the ruins.

han a new 30D solution. It is @& hammer,

PowerVR™ is more t :
tale PC game experience.

ready to smash the s

ck. Rage against the
Unite around this new 3L
in histor3|

Gamers, hoist up your joysti
stagnant sensoxry experience. .
reality. You will be the Lirst group ol gamgrs :
to transcend the pleakness oi the existing 3L experlence.

pouring gasoline on the fires \

We are
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Pe in He Hae.

Intense 3L graphics is nol a gift.
It’s a birthright.

The world's leading computer makers
are building a PowerVR luture. liore are
quickly joining the lovement. You'll know
they’'re one oi us il they ilash the PowerVR
| Ready sign.

Famco, cSega Entertainment, Kalisto, Vic
mokai and others are bringing lorth the most
wesomely intoxicating games.

Accelerated, Enhanced and
Extreme certiiications demon-—
strate support.

This is the dawn of high res
and high irame rates.

j ——— POWERVR'
Buy PowerVR Ready Systems. =
Buy PowerVR Ready add-in cards: - E'\\—}

| These are the machines that B;/

B i1l drive the revolution. '

|

Revolt against hardwar
ware that doesn’t
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' The Neo Realitarian liovement has begun.
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Price: AWEG4 Gold PnP
$249

AWEG4 PnP §199
System Requirements:
Pentium 90 or mgher
processor

8MB system RAM (16MB
recommended)

DOS 5.0; Windows 3.1 or
Windows 95;

Open, half-length 16-hit
ISA slot;

Speakers or headphones;
CD-ROM drive for software
installation

Vendor:

Creative Labs

Milpitas, CA

(800) 998-1000
www.soundblaster.com

Readesr Service #: 316

realive Labs has been ven-
turing into new ferritories
pretty successfully over the
last year or so, branching
oul to include 2D and 3D
graphics, modems, and
speakers. But with the
AWEG4 Gold, they've
returned lo their audio
rools, delivering a sound
card that makes significant improve-
ments over its predecessor, the AWE32,

Those improvements include a much
cleaner and more realistic General
MIDI patch set; SP/DIIF (Sony Philips
Digital Interface Format) digital audio
output; aceelerated 3D positional
andio; and less noisy RCA (standard
slereo pateh cable) jacks for line-level
output, which make connecting the
AWEG4 Gold to vour home sterea a
much easier task.

Creative has also shipped another
version of this board called the AWEG4
Value. Priced about $30 less, the AWEG4
Value is built on a two-laver board (the
Gold is a four-laver board), has 512KB of
sample RAM (the Gold has 4MB), has a
“-watt amplifier for unpowered speak-
ers, and lacks the Golds RCA connee-
tors and SP/DIF output. 'Though the
Cald is a bit more expensive, with fea-
lures that gamers may never use, it still
worth the $30 to go with Gold, both for
its superior General MIDI pateh set, and
its somewhat cleaner overall outpul.

The 64 in the AWEGH Golds name
comes oul of its 64-note polyphony (the
number of notes that the AWES svnthe-
sizer can play simultancously). The
AWEG4 has basically the same E-mu
8000 synth engine as the AWI32,
whose updated General MIDI patch
setis much improved. To gain these
extra 32 voices, the AWEG uses
Creative’ software-based WaveSynth/
WG synthesizer, which means that vou
can select either wavetable patehes or
WaveGuide patches.

CcowW
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Now Hear This...

New AWE64 Delivers Clean Sound and Some Cool Extras

by Dave Salvator

NO MUSS, NO FUSS
Sound card installations used to be
cruel and unusual punishment, but

AWEGEs PP implementation makes

the installation painless. Our test system,
a P66 Gateway, detected the new board
on startup; asked for AWES driver CD;
and, after pointing to the drivers direeto-
ry, the drivers were installed and the
board worked — sans reboot

For DOS usage, Creatives
Configuration Manager (CTCM) utility
loads in the AUTOEXEC.BAT, though
we had to manually copy it over to Win
955 DOSSTARTBAL (nsed when
rebooting into MS-DOS made).
CTCM obtains the 1O resource sel-
tings and wriles a Blaster environment
string that DOS titles read when they
first “talk” 1o a Sound Blaster-compatible
card, CTCM leaves no memory fool-
print —a major improvement over the
AWIL3Z. Creatives documentation was
thorough and will guide the noviee
through any needed details.

Some Crealive sound eards in the pasl
have suffered from excessive ambient hiss
when sitting idle, the AWEG64 Gold
sounded very clean. When we eranked
up the speakers and adjusted the miser
there was no discemible noise or erack-
ling— even with all faders at maximum,

We took the AWEG4 Gold for a spin
through several DOS titles: 172000,
ReDNECK Ravipact, and Quake, and
the board never faltered in delivering

clean audio. In 20005 setup, which

uses the Miles audio drivers, FF2000
detected AWEGHE /O resource set-
tings without a hitch.

In Windows 95 we threw three DircetX
gimes al AWE-64: HELLBENDER,
MECHWARRIOR 2: MERCENARIES, and
CyYBERGLADINTORS. Again the AWLG4
performed with aplomb, with clean audio
and no setup problems. In addition to
DircetSound support, AWEG4 Gold also
supports and aceclerates DireetSound
3D, so game developers can add real-
time 31 positional audio to games.

Al told, the AWEGH Gold delivers the
goods, though it5 pricey and some fea-
tures aren’t aimed specifically at gamers,
but rather at budding Beethovens. Buot if
you have reached a point where snap,
crackle, and pop are fine for breakfast —
but not your PC audio —the AWEG4
Gold is a strong candidate. %

PAPPEAL: Gamers who moon-
light as musicians and need a sin-
gle sound card for hoth jonses.

PPROS: Versatile. Clean sound,
very good General MIDI, no memory
footprint in DOS mode, decent
hundleware.
rCONS: It's
expensive, and
some features
may he extrane-
ous for non-musi-
cian gamers.
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WARNING: Proper attire is
recommended during enhanced / ..~
multimedia adventures. Yl




Ahoy, matey. Set sail for intense multimedia
adventure aboard a GATEWAY™ PC. Your voyage will
take you through amazing graphics and animation thanks
to the Intel Pentium® processor with MMX"™ technology.

Fuel your Gateway PC with the new
generation of MMX
technology-enhanced
software and batten down the nTBI »
hatches for raw multimedia !
power. The underlying Pentium pe_ntium‘
chip can also enhance performance of
your current software.

Best of all, Gateway insists you be the captain of
your ship. You decide what goes into your Gateway PC.
Just call and our sales representatives will explain your
' options and help you custom configure a PC to fit
. your unique needs.

One phone call is all you
need to chart a course toward
adventure. Hail us today!

J..
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“You've got a friend in the bisiness.”" @

888 §846-0009

www.gw2k.com



Family PC™ Multimedia Systems
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L] Imc]'-‘ lﬁﬁMHg Pentium® Processor
with MMX™ Technology

® 32MB Synchronous DRAM

m 256K Pipelined Burst Cache

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

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

m 2.5GB 11ms EIDE Hard Drive

m [2X CD-ROM/3.5" Diskette Drives

m |6-Bit GATEWAY™ Sound

® Altec™ Lansing ACS-41 Speakers

| TelePath® 33.6 Data/14.4 Fax Modem
Sfor Windows with Speakerphone

m Mini Tower Case

m 104* Keyhoard & MS® IntelliMouse™

m Microsoft® Windows® 95

m MS Office 97, Small Business Edition
plus Encarta® 97

m MMX Technology-Enhanced
Software Bundle

$2199 As Low As' 576/mo.

HRb ey

" Maximum data transfer rate dependent
on certain variables including particular
modems with which you are

communicating, telephone lines,
communications software and
communications protocols.

L] Inul ZOOMHf Pentium Pruc[ssm
with MMX Technology

m 32MB Synchronous DRAM

m 512K Pipelined Burst Cache

® CrystalScan700 .28dp Monitor
(15.9" viewable area)

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

® 2.5GB 11ms EIDE Hard Drive

B 12X min/16X max CD-ROM Drive

® 3.5" Diskette Drive

® [6-Bit Ensonig® Wavetable Sound Card

m Altec Lansing ACS-41 Speakers

m TelePath 33.6 Data/14.4 Fax Modem
for Windows with Speakerphone

® Mini Tower Case

m 04" Keyboard & MS IntelliMouse

m MS Windows 95

m MS Office 97, Small Business Edition
plus Encarta 97

m MMX Technology-Enhanced
Software Bundle

$2499 As Low As' 587/mo.

MMX Technology-Enhanced
Software Bundle

| Pod™

B Eraser™ — Turn About

B The Ultimate Human Body Version 2.0
® The Third Dimension™

Games and Entertainment Pack I1

MS Office 97 Small Business

Edition plus Encarta 97

= MS Word 97 B MS Encarta 97
B MS Excel 97 = MS Automap”
B MS Publisher 97 Streets

® MS Outlook™ 97

(Available to new and existing Gateway customers.) Includes Bug!™ « Deadlock™
MechWarrior®2: Mercenaries™ « 9™ « Pitfall™: The Mayan Adventure « SPQR: The Empire’s
$99

™

Darkest Hour

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

« and PC ProPad gaming device.

§88-846

www.gw2k.com

0 0 0 9 pentium’

ocEBAON

097 Gateway 2000, Ine. GATEWAY 2000, CrystalScan, hlack-and-white spot design, “G" logo, TelePath and “You've got a friend in the business™ slogan are registered trademarks, and Family PC, and GATEWAY are tradenrarks of Gateway 2000,
Inc, The Intel Insade Logo, Intel and Pentium are registered trademarks and MMX is a trademark of Intel Corporation. All other brands and product names are trademarks or registered trademarks of their respective companies. All prices and
configuratinns are suhject to change without notice or ohligation. Prices do not include shipping or applicable sales tax. Many Gateway 2000 products are custom engineervd to Gateway 2000 specifications., which may vary from netail versions of the
software and/or hardware in functionality, performance o compatibility, ' Financing available on approved credit issued and administered by MBNA America® Bank, N.A. Payments based on J6-month term at 14.9% Annual Percentage Rate.
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The Most Respected Reviews
in the Industry for 15 Years

GG Choice
Games This Month:

REALMS OF THE HAUNTING

COASTER OF THE MONTH

READER QUOTES

PRIVATEER 2:

“To say the least, the
game is a big letdown. The
heavy English accent is
sometimes impossible to
understand. The videos are
not consistent. Space com-
bal is fair at best. The man-
ual is garbage. Naturally, |
found a good use for the
game's three CDs: they
make excellent coasters.”
—MAX, via the Internet

HEROES OF MIGHT
AND MAGIC II:

“Heroes Il is a rich game
with numerous undocu-
mented secrets—certainly

not a more-of-the-same
sequel."—R. Jesser,
Marietta GA

RPGs:

“| feel that role-playing
games have begun to lose
any sense of coherant plot.
DagcerraLL has thousands of
towns, temples and dun-
geons, hundreds of spells,
superb graphics—and a plot
as thin as tissue paper.
Perhaps companies like
Bethesda and Blizzard should
look to games like the
Ultima series and BeTravaL
At Kronoor, which managed
to combine an open ended-

HOW DO WE RATE?

ness and freedom of game-
play with an intriguing and
well-developed plot. Quantity

of gameplay does not neces-

sarily make a good game.”
—dJason Rabin, via the
Internet

cGw:

“Why don’t game devel-
opers hire all you guys as
consultants for their
games? Your advice would
be invaluable. It seems to
me that you could do more
good before a game comes
out then reviewing it after it
comes out.”
—ZippyDan@aol.com

Review Quote

Of the Month

“It's been too long
since I could unre-
servedly recom-
mend a game, but I
can do it now.”
—Scorpia, review-
ing Discwortp IT

Hey, you're right! The
CGW editorial staff is now
avaifable to the highest bid-
der. What? Conflict of
interest? Well, never mind.

We only review finished products, not pre-release versions. The ratings are as follows:
* Outstanding: Very Good: A Average: A Weak: A game Abysmal: The
* The rare game * high-quality game mixed bag. It can with serious rare game that
* thal gels il all * thal succeeds in * be a game hat problems. gets it all wrong.
* right. The graph- * many areas. It * reaches for the * Usually bugay, This Is reserved
ics, sound, and may have minor stars, bul falls seriously lacking for those prod-
* gameplay come * problems, but is * short in several * in play valug, or * ucts so bugay, ill-
fogether to form a still worth your money, ways. It can also be a just a poorly-conceived conceived, or valueless
Transcendent Gaming especially if you're inter- game thal does what it game design—you that you wonder why they
Experience. Our strongest ¢ ested in the subject mat-  + does well, but lacks flair should think long and were ever released in the
buying recommendation. + ler or genre. or originatity. hard before buying it. first place.
MAY 1897 CoW



Price: $59.99
Minimum System
Requirements: P20,
16MB RAM, 17MB
hard drive space,
SVGA graphics, 2MB
video RAM recom-
mended, 4x CD-ROM,
Windows 95, mouse;
supports Sound
Blaster 16.
Multiplayer Supporl:
None

Designer: Rocket
Science Games
Publisher:

Segasoft, Inc.
Redwond City, CA
(888) 734-2763
www.segasoft.com
Reatder Service #: 318

* kK% REVIEW * OBSIDIAN

Get Stoned

Ossipian Is a Flashback-Inducing, Skull-Busling Puzzlefest

by Petra Schlunk

BSIDIAN is the
latestina
growing line
of adventure
games that
have evolved
through the
haze of Mysr
and THE 711
GuEsTand
focus more on puzzle-solving
than plot development. But
OrsiniaN pulls this off better
than most of its ilk by hanging its

gallery of puzzles in a series of
truly bizarre universes, and by
successfully instilling a sense of
style and wit throughout the
game, which should keep you
amused even when the puzzles
have you confounded.

The game takes place in the
vear 2060. Tivo researchers,
Lilah and Max, concemed about the
relentless decimation of the Earths envi-
ronment, have developed and launched
a satellite called Ceres, which uses nan-
otechnology to scrub the pollution out of
the Earths atmosphere. Ceres has
recently been switched to full machine
control, allowing it to make its own deci-
sions on what lo clean up —and this is
where the trouble begins

A ROCK AND A HARD PLACE

The game opens in a forest where the
researchers have gone for a vacation.
Your character, Lilah, returns to the
campsite, and spends some lime reading
her computer journal, which contains
important information about the Ceres
project, sorme bizarre dreams that she
and Max have had, and — mast omi-
nously — reports on a strange, rapidly
growing obsidian-based mountain that
has mysteriously appeared near their
campsite. Lilah hears a sercam, and dis-
covers that Max has disappeared into the
Ohbsidian. Undannted, she follows him
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in. The rest of the game involves Lilahs
effort to rescue Max, discover and reach
the force behind the Obsidian, and
make a decision upon which depends
the fate of the Earth, Its hardly just
another vacation day.

The first world that Lilah enters is
based on her recorded dream of a
bureaucratic nightmare. This
Ischeresque world is a cube in which all
sides function as both floor and wall. But
finding a way to reorient the world (or
oneself) is only one aspect of the puzzle-
solving here. Lilah must reach the
burcau chicf, cutting through a myriad
of red lape as she goes, to find out what
has happened to Max. Because several
of the puzzles in this area are very diffi-
cult to solve, its a blessing that the games
manual comes with strong hints and
solutions to this first part of the game.

"The second world that Lilah enters is
from Maxk dream. Taking place in what
appears to be an industrial complex,
Lilah must animate a giant mechanical
spider by collecting several elements

MEET THE NEW BOSS, SAME AS THE OLD BOSS Face to face with the bureau chief at long
last, you're in for a lecture on playing by the rules!

essential Lo its function, Fach collection
involves solving one ar more complex
and truly bizarre puzzles. As is true
throughout the game, in this world it as
hard to figure oul what each puzzle is
about as it is to salve it once you know.

After traversing the two dream
realms, Lilah must enter a realm of
Ceres own rle\fising, which Sj,-'mhniizcs
and celebrates Ceres’ birth of creativity.
Alter traversing this world, Lilah will
enter a realm where she can rescue Max
and confront Ceres.

DAZED AND CONFUSED

OBSIDIANG point-and-click interface
is simple lo use and familiar to most
adventure gamers. The cursor changes
into an arrow when VOLL can move some-
where, a double arrow when you can
shift viewpoints, or a green diamond
when you can interact with something,
"There are a few times when you will pick
up an object and lug it around for some
purpose, but there isn't an inventory as
such—so don't expect to find the
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object-combination puzzles that litter
many other adventure games.

One of the really ceric facets of
OBSIDIAN is that you lrave no clue, espe-
cially at the beginning of each of the
worlds, what you're supposed to do or
where youre supposed to go. Along with
this lack of direction, OBSIDIAN'S graph-
ics and first-person perspective con-
tribute to a strangly surrealistic atmos-
phere. This atmosphere is enhanced (or
needlessly overworked, depending on
your viewpaint) by the inclusion of a lot
of dead space —that is, many beautiful
scenes and views where the gamer does
nothing except move around. ‘Traipsing
through these othenwise useless areas,
where every click of the mouse slowly
displays another scene, is very lime-con-
suming, and will wear thin on the gamer
who just wants to get down ta the busi-
ness of solving puzzles.

While there is no way to die in
OBSIDIAN, obviating the need for lots of
saved game positions, you can save as
many games as your hard drive has
space for, | recommend that you save
before tackling some of the big puzzles,

n the second realm, when you're mi

church of the machine, make use of
the bottom of the circuit so you can
three areas at the top of the circuit.

In the third dream realm, you'll be conf

the upper-right square. You can find this c!
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CHEMISTRY CLASS A basic lesson in weird science is necessary to solve this simple
chemistry problem. Ossioian's puzzles can get pretty intense.

so that you can restart and reset the
pieces by reloading your game.

Also, the game has more than one
ending, which is another nice feature.

STONE DEAF

OBSIDIANS puzzles are about as chal-
lenging as they get in the adventure
game genre —especially since its often a
slmgglc! just to ﬁgl ire out what ynu'rc

xing colors, remember that you're

frying to find something that will mix with green to make orange. In the

the symbols in the square loop at
imprint the microchip at each of the

ronted with a strange board game.

The objective in this game of hide-and-seek is to force “true inspiration” into

haracter by looking at the pieces on

the board. “True inspiration” needs to have a place to hide or it cannot move.
This board game is also the basis for the final puzzle in this area, in which you
will try to reach the frame in the sky. When you follow your copilot's direc-
tions, punch D2 instead of B2 and then play the game you played on the board
(flip up the covers to find the red light that you're chasing).

supposed to do—and the game doesn't
provide a lot of clues. Unfortunately,
some of the clues and information that
do exist are only delivered orally (from
various characters or objects). or some
reason, the sound in my game was chop-
py, and [ frequently had difficulty under-
standing what was said. Since the game
does not include any on-screen text, |
often had to replay sections several limes
lo figure out what was being said,

While Opsinian does have a few
drawbacks, most notably a surfeit of dead
areas and the annoying necessity of
changing the Windows display to 16-bit
color (which isn't compatible with almost
anything else you might wish to run), this
game has many strong features, [t con-
tains approximately 20 interesting and
original puzzles presented in a series of
unusual and beautiful worlds; and it pos-
sesses a nice, edgy intelligence thats often
lacking in games of this type. For gamers
who enjoy puzzle-solving, OBSIDIAN
should provide a similar level of enjoy-
ment as do MyST or THE 711 CUEST, and
probably a greater level of challenge. %

FAPPEAL: Fans of Mysr-like
games, and puzzle fans of all types.

FPROS: An intuitive interface; diffi-
cult and original puzzles; and
strong, surrealistic graphics.

FCOMNS: Lots of dead space and
lengthy transi- .
tions make
movement
through the
game's worlds
tedious. Some
puzzling puzzles,
indeed.




It you play only one real RPG this year, it will have to be..

“Fallout has everything necessary to be the hest roleplaying game of ol time”

— Next Generafion
j/;déf Coming Soon for
www.interplay.com Win 95/D0S and Mac

© 1997 Interplay Productions. Follout and Interplay ore trademarks of Interplay Productions. All rights reserved.
All other trademorks and copyrights are the properties of their respective owners.
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Price: $49.00
Minimum System
Requirements:
486DX2/66 (P75 rec-
ommended), 16MB
RAM, 20MB hard disk
space, VGA or SVGA
graphics, 2x CD-ROM,
MS5-DOS 5.0, mouse,
supports Sound
Blaster and
compatibles.
Multiplayer Supporl:
None

Designer: Gremlin
Interactive

Publisher: Interplay
Productions

Irvine, CA
714-553-6655
www.inlerplay.com
Raader Sarvice #: 319
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- Apocalypse

It's the End of the World in Reatms oF THE HAauNTING, and We Feel Fine

by Robert Coffey

ounever know what
you'e going to gel when
you combine two seem-
ingly different things.
Somelimes you succeed,
as with Reese’s Peannt
Butter Cups; other limes,
you get something like
Pat Boones new martow-
curdling heavy metal
album. Blending different gaming ele-
ments is no less risky, but REALMS OF THE
FIAUNTING (ROTH) is imore than up to
the task, deftly mixing first-person action
with traditional adventure game prob-
lem-solving and exploration. With a com-
pelling, complex plot; smooth-scrolling
3D graphics; and a bucketful of challeng-
ing puzzles and deadly monsters; ROTH
covers all the bases, ably managing to be
both a little bit country and a little bit
rock '’ roll —all the while forging a grim
personality all its own,

FINAL COUNTDOWN
You play the role of Adam Randall, a
twentysomething expatriate Englishman

relurning home after the sudden death
of your father, pastor of a small Comish
village. Upon arrival, you meet a
strange priest, who elaims tobe a

friend of your father, and who
hands 31JuaM :
shattered seals,
When you arrive
at your
father’s
house,
your trou-
ble really
begins.
Eericsigils
glow on many of .

CGwW

DYNAMIC DUO Meet the Scully and Mulder of the Apocalypse, your heroes Adam
Randall and Rebecca Trevisard.

the doors, enormous secrel mausoleums
and temples reveal a building much larg-
er than the ontside would lead you to
helieve, and a bunch of demons try to
kill you. Plus, the ghost of you father
appears and beseeches you to help free
him from the torment he is enduring in
the afterlife. Obviously, vou've got your
work cut out for you,

Fortunately, vou are soon joined by
Rebecea ‘Trevisard, an attractive young
psychic. Though you only control Adam,

Rebecca is an invaluable
B st noticing and
. interpreting
. myslical
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information that Adam misses or cannol
comprehend. ‘Together you begin to
make sense of the myriad clues and mys-
teries that comprise the games strong,
intricate plot. While there are scarcely
enough pages in this entire magazine to
detail ROTHS epic story; in a nutshell, it
coneerns a centuries-old plot Lo loose
chaos upon the earth through the evil
machinations of the ageless Florentine
and the demon Belial. With the help of
Rebecea and some ghostly knights,
vou'll travel through the four realms of
time and space (Earth, Paradise, Hell,
and Limbo) to thwart Florentine and
Belial’ plans while smlggiing'@_ resolve
A




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 mos!
challenging and popular fantasy dice games ever.

This animated DRAGON DICE adventure, begins in cons 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 o build
your own dice armies, ta scout enemies, and to avoid traps. Plus, each
DRAGON DICE CD-ROM comes with a limited and collectible, TSR
sanctioned DRAGON MASTER dic.

It's the most true-to-life dice battle of strategy you've ever encountered. Bul beware, because only the
extremely lalented, or the unbelievably lucky will survive.

@ BaseDp oN TSR'S BLOCKBUSTER STRATEGY 11T, DRAGON DICE.
6 CUSTOMIZE ENDLESS ARMIES FROM EVERY DIE AVAILARLE FOR TSR's oricinal Dracon Dice (AL 128)

OSh\'GLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND
STORYLINE OF AN ANCIENT AD&D™ uNIVERSE

@ BeAUTIFUL ARTWORK AND DICE ~TO-CHARACTER ANIMATION BRING THE POPULAR DICE GAME TO LI, T
CREATING A RICH CAME PLAYING EXTPERIENCE éf-
Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com ?-""
Check out TSR's DRAGON DICE game available now. / [
DRAGON DICE™ 33 0 1996 TSR, ne. Used by Iterpiay Procuctions uncler kcerse bom 151
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your prophesied role in the dawning of
the Apocalypse.

“Though much of the story is told
through discovered journals, letters, and
scrolls, the meat of it is revealed in full
motion video sequences liberally inter-
spersed throughout the game’s 20 chap-
ters. The acting in these sequences is
simply some of the best I've ever seen in
acomputer game. Stately and believable,
the actors bring a delicate gravity lo the
game Lhat serves the story well

BALANCING ACT

While games that try to offer both
gun=slinging action and more ruminative
puzzle-solving have mastly been heavily
lopsiced in favor of one or the other, this
is not the case in ROTH. Both elements
are exceptionally well-balanced and they

FLOOR SHOW Richly designed environments add to the immersive nature
of Reauns o tHe Haunmng, Check out the detail in the floor mosaic.

work to enhance the plot, as well as cach
other. Transitions [rom adventure gaming
o action and back again are seamless.

"The twitch-reflex components of the
game should be familiar to veterans of
any shooter. While the emphasis is defi-
nitely on killing the assorted demaons,
there are points where you'll need to sue-
cessfully ran and jump your way
through the perils of the realms, such as
firehall traps and floating platforms. 1
you're a die-hard adventure gamer who
is leery of hot and heavy combat, ROTT1
offers four different skill levels for the
action parls of the game, ranging from
casy lo very hard.

Similarly, the game has two difficulty
seltings for the puzzles. Since many of the
puzzles are concemed with finding and
using objects, the easy setling will auto-
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matically put whatever item
you need right in your hand,
while playing the hard way
forces you to figure it out
voursell All of the puizzles
are plot- and game-related
—even thie logic puzzles,

most
Mysi-like in their reliance
on your having lo operate
machinery.

some of which are a

While most of the puz-
zles are good, challenging
fum, there are a few
that.wellaren't, Most of
these involve mazes."Theres an annoying
mirror maze that changes shape after
vou press it button; a niaze made of
changeable walls of light (which has an
unpleasant number of variables); and, the
worst of the lot, a huge, convoluted net-
work of caverns where vou must find 16
brains lo put into a machine

GOING THROUGH HELL

ROTHS game engine and interface
ke travel through the game world a
fairly simple affair. You can move with
cither the keyboard or the mouse, but
since imonse imovement ceases whenev-
er you happen upon clickable items, the
keyboard is definitely the way lo go.
Opening doors and interacting with
abjects is handled via the mouse cursor.
Highlights on the cursor indicate avail-
able actions: A green light denotes an
object that can be picked up or used, a
red light indicates a target, and a blue
light appears when a usable object is
uncler the cursor, but oul of range.
Additionally, an eyeball icon will appear
when an object’s description is available.

Movement is smooth-serolling, with
360 degrees of freedom, In order o
ensure it your journey through the
realms isn't hampered by a slow; jerky
frame rate, ROTT has sereen setting
oplions running from VOA at 3206200 to
SVCA wilh a 6405480 resolution. While
the game is very playable at the lower
sellings, Hound that even at the highcst
settings the detail and beauty of many of
the huge environments was remarkable,
[n compirison 1o ROTH, DAGCERFALLS
world lnoks kind of grungy as it lopes by
with its frequent dise reads.

The graphics aren’t without their
drawbacks, however. Most of the mon-
sters quickly degencrate into jagged,

HATCHET MAN You'll need to sharpen hoth puzzle-
solving and combat skills to beat the game. Now it's
time for this axe-wielding demon to eat some fireball.

blurry figures at even medinm range,
and some of the underground environ-
ments are just too dark. I'mall for ereat-
ing a creepy atmosphere, but not at the
expense of my eves,

The compartmentalized inventory
system, while probably the best approach
to dealing with the up to 155 inventory
items, takes some getting nsed to and it
can be awkward at times. The designers
added an annoying extra step when you
want lo use an object: You must first
place itin your right hand before exiting
the inventory and then elick where you
want to nse it This can gel ledions—
especially when you've gol sixteen soggy
Drains o dunp into a machine — one at
atime. Also, while most of the maps von
find are helpful, its definitely not helpful
to have the opened map blot out the
main parl of the sereen.

Still, these quibbles are hardly game-
killers. With its deep plot, carefully bal-
anced blending of action and adventure,
and a well-designed, graphically rich
game world, REALMS OF THE HAUNTING
is a unique, immersive gaming experi-
ence. Interplay look a clhiance with this
unusual hybrid title, and they've sue-
ceeded —in spades. &

bAPPEAL: Action gamers looking
for some adventure, adventure
gamers ready for some action.

»PROS: Compelling story, gameplay
expertly halanced hetween action
and adventure, good variety of quali-
ty puzzles. ZIRE

PCONS:
Inventory system
can bhe unwieldy,
too many mazes,
movement some-
times awkward.




THINK FMV SUCKS?
THINK AGAIN.

Think about fast, seamless adventure, puzzles and

15 frames per second special effects! It's all in

video—-even on a 2X drive! A Fork In The Tale™

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
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!

packed with

Yeah, they're beautiful babes These marauding kingsmen Up for a httle face slomping?

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 il - kills you.,)

L
Thanks to me and half a dozen other oul rageous stand-up
comediang, there are go 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..

HAE
Starring funnyman % YRR
. I .
Rob Schneider as the I call 1-800-771-3772

voice of the hero. ENTERTAINMEN T

. for Game Rating Information.
www.anyriver.com

AnuDiuvar Entattalnmants and & Eratr 1 Tha Tatsw ara lradamaibe ad AavDhinr Entadainmant hs vmardian Canlanam ic 8 dradamart al Aduanna Doty toatoarandiua
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Ramses Reeks

Playmates’ Egyptian Romp POWERSLAVE

Is Just Another Bad Run-of-the-Crypt Shooter

by Robert Coffey

fit only ook novelty to
make a good game, then all
those shareware DOOM ley-
cls featuring Homer
Sunpson and Bamey
instead of demons would be
enshrined in this magazine's
Fall of Fame. They aren',
and I'm willing to bet
PowerstAvE won'l e
cither, in spite of its Igypl-invaded-
by-aliens motif. In a staggering dis-
play of boneheaded game design,
PoWERSLAVE manages to botch
almost every aspect of gameplay
through unwelcome “features,”
limp imitation, and an unexplain-
able inability to fully utilize DUKE
NUKEMS outstanding Build engine.

THE GOMER PYLE OF
SPACE MARINES

In case you haven't guessed,
vou're the lone, highly-trained

HAVE WE MET BEFORE? This boss is big, ugly, and
very boring. Like all the other monsters, bosses are
tepid creatures that hardly inspire fear or dread.

with just one life. You can collect a
few extra lives along the way, but
many are secreled in areas that will
kill you when you retrieve them.
This, coupled with countless jumps
over lethal livaand some ambushes
guaranteed to kill you the first time
vou encounter them, make
POWERSLAVE almost mean-spirited
in its unforgiving nature.

TERROR OF THE NILE?

The recesses of Ramses” tomb are
chock-full of hostile ereatures that
die with a satisfying wet enmch.
Too bad they look better dead than
alive, Boss monsters look silly and
move like wind-up toys, and every-
thing devalves into a jumbled mass
of pixels when viewed up close. The
only creature certain Lo inspire fear
is the Omenwasp, which makes a
sound so monumentally irritating
yvou'e assured a headache.

killing machine that can save
mankind from pyramid-snatching

PowErsLAvE may have some

WHAT THE HELL ARE YOU? Monsters are so pixe-
lated up close, you'll think you're blasting away at a
jumble of twitching Legos.

valie as a multiplaver game (when

extraterrestrials. What von might vou've lost every other dise in your

Price: 549.99

Minimum System
Requirements:
4860X/66 (Pentium rec-
ommended), 8MB RAM
(16MB recommended),
30MB hard disk space,
SVGA-video card, 2x
CD-ROM drive (4x rec-
ommended), DOS 5.0,
mouse; Sound
Blaster-compatible
sound card.

Multiplayer Support:
LAN (1-4, One CD per
player)

Designer: Lobotomy
Software

Publisher: Playmates
Interactive

Entertainment, Inc.
Costa Mesa, CA

(714) 428-2112
www.playmatesloys.com

Reader Service #: 320

not have puessed is that you have
multiple personalitics, including
foul-mouthed soldier, a Gomer Pyle
soundalike that gurgles “See va!,"and a
gargling ape. Its as if the governments of
the world decided to send Sybil to deal
wilh the enemy menace. Quips in DUKE
added character to the game, but in
PowersLAVE they only befuddle,

Comparisons o DUKE are especially
valid since POWERSLAVE uses that games
Build engine. Sure, there are dynamic
lighting cffects and the environments
look good (il uninspired); but why wasn'l
the game engine fully utilized? Unlike
DUk, the game world is mostly non-
interactive: Bullets leave walls unblem-
ished, and grenade blasts don't touch
ancient urms.

And where are the excellent map
options from DUKE? The automap in

cow
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POWERSLAVE is a skimpy tangle of lines
that can barely be seen when superim-
posed over many of the game’ complex
enviromments,

Tovits credit, Powerstavi does have a
number of intricate levels with truly chal-
lenging puzzles and obstacles, but thanks
to the lousy save function, you'll end up
repeating those puzzles until you scream
in frustration, Thats because you can't
save he game anylime and anywhere
you wanl. Instead, the game antomalical-
ly saves only upon completion of a level,
Way poinls in each level note your
progress; and when vou die, vour game is
restored at the last waypoint you
reached. . provided you haven't used up
vour limited number of lives. I you have,
you start at the beginning of the level

collection) but T don't see it topping

Duke or Quakk. When vou look at
a game like REDNECK Ravpace, which
uses the Build engine wonderfully, there
is just no excuse for a game as bad as
Powersiwve. §

PAPPEAL: Action junkies who've
never met a first person shooter
they didn't like.

PPROS: Huge, complex levels.

rCOMS: Miserable save game
feature, had use of the Build
engine, ridiculous and annoying
monsters, it's
the kind of
game that's
heen done a
thousand times
hefore and a
thousand times
hetter.




~ "“The Best
~ Multiplayer Game Ever™

Next Generation March Cover Story
n & n
It Will Rock
T"E B il @i = W Electronic Gaming Monthly.

THAN EVER!

Since 1989 Bomberman k

BY GAMERS, FOR GAMERS,”

www.interplay.com
CIRCLE READER SERVICE #126
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Create and Breed Your Own Artificial Life

ENTERTARINMENT Creatures™ and © 1996 CyberLife Technology Ltd. All rights reserved. Publis

Niladdasnamm ta o vasiataras] ¢teasdamsasls: st ABinsdansma Tea- Al e slsnss



Call it a game if you likea but this
1s the most impressive example of
artificial life I have seen-,,

Richard Dawkinsa Oxford University zoologist and author

E‘ I first saw this program in the same
week that evidence was discovered of
life on Mars. This is more exciting-. ,,

Douglas Adams- Author of Hitchhiker's Guide to the Galaxy

Hatching May 1luth

for Windows®i5 and Macintosh®CD-ROM
. mindscapegames-com

KIDS TO ADULTS
CIRCLE READER SERVICE #1381

istributed by Mindscape, Inc. under exclusive license from CyberLife Technology. mll ij 9 CONTENT RATED BY
anistered trademarks are the praperty of their respective holders. Er ﬂ ESERRER




* Ak Ak REVIEW ¢ BANZAI BUG

- Buzz Off

Fly Like a Butterfly and Sting Like a Bee
in Grolier’s Bug Simulator

Price: $39.99
Minimum System

Requirements:
Pentium 90, 8MB
RAM, 20MB hard drive
space, 2x CD-ROM,
Windows 95, mouse;
supports all Win 95-
compatible sound
cards, joysticks, and
some 3D accelerated
video cards.
Multiplayer Support:
None

Designers: Gravily, Inc.
Publisher: Grolier
Interactive

Danbury, CT

(203) 797-3530
www.grolier.com

by Scott A. May

o ahead, admit it —you've
always secretly wondered
what it would be like to be a
bug. Well, wonder no more.
Grab your insect instincts
and think small when you
enter the world of Banzai
Buc, a unique blend of
flight-sim action and arcade
adventure.

A FLY ON THE WALL

As the ham-fisted, venom-spitting
Banzal BUG, you're trapped in what is
surely insect hell: an exterminalors
house. Your adventure begins innocently

BUG-EYED WORLD Banzai Bug's environ-
ments are unrestricted 3D, but the flight
model is a bit tough to master, and the
gameplay gets a little repetitive.

Reader Service #: 321

MATCHING WITS Here Banzai retrieves a
matchstick from Dad's workshop, one of
many items needed to build the Stinkulator
anti-human bomb.
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enough in the garage, where your prima-
ry goal is to locate and consume pieces
of food while punching and spitting your
way past robolic insecl guardians.
Succeed and you'll meet Poolio, a
friendly little pest with a Cheech Marin
accent and wisecracks galore. With
Poalio as your guide, you'll soon join
forces with a merry band of creepy
crawlers, whose revolutionary idea is to
build the “Stinkulator,” an anti-human
bomb. Your job is to retrieve bomb com-
ponents while avoiding Moms bug spray,
Dads robotic defense system, and little
Bobbys sadistic, wing-tearing clutches.
"The game features three skill seltings
and seven levels of increasing challenge,
which are differentiated by the type of
obstacles in cach room, the number
and tenacity of your enemies, and the
difficulty in locating your targel
objeets. However, gameplay is still
basically a matler of hide and seek,
defend and escape. As with most 30
shoaters, it can get tedious over lime.

A SURREAL DEAL

“The games main strength is its abili-
Iy to immerse players in a surreal envi-
ronment, where ventilation ducts
become claustiophobic caverns, and
everyday objects like tables, lamps, and
chairs are part of the towering terrain.,
For the most part, movement through-
oul this 3D realm is unrestricted,
allowing vou to fly under or around
most solid objects, The polygonal
shapes are boxy, but nicely shaded, and
drawn with a future-retro look (particu-
larly in the case of your human adver-
saries). The overall effect gives you out-
landishly large, cartoony objects which
are still instantly recognizable.

Banzalis played from a chase-view
perspective, with a choice of two
flight modes: plance and helicopter. A
third mode —look around — allows
you lo pit(‘h and rofate to scan your

surroundlings. Grolier overplays the
flight sim aspect of the game, jokingly
comparing your aerial maneuvers o air-
craft such as the Hornet, Cobra, and
Tomeat. Truth be told, in this altered
reality, Baxzals acrabatics are more akin
to his reallife insect brethrens —slightly
spasmodic and disorienting. Although
the learning curve for flight dynamics
isn't particularly high, mastering the
techniques required to swoup, hover,
altack, and pick up objects can be frus-
trating, especially at higher levels when
vou're constantly under attack. Its casv to
lose your bearings, fly upside-cown, and
mistake [loors for ceilings.

A LITTLE BUGGY?

Hardware requirernents are a little
steep, but the game offers several options
for customizing display details to
increase the [rame rate on slower sys-
tems. Although the game supporls
DirectX technology, it Matly refused to
recognize my Rendition-based 30
Blaster video card. Neither the publish-
er’s Web site nor their tech support line
provided any solutions.

Despite the funky controls and slightly
repetitive gameplay, Baxzal BUc: has
enough originality and offbeat style to be
declared a winner. If you're looking for
something out of the ordinary that has a
bent sense of humor, this bugs for vou. %

PAPPEAL: Arcade huffs and 3D
virtual world aficionados.

PPROS: Surreal twists on everyday
settings, offheat humor and tasty
sound, unigue design.

PCOMNS:
Gameplay even-
tually becomes
tedious and
repetitive, the
flight mechan-
ics are a little
(dare we say it)
“huggy.”
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Price: $34.99

(street price)
Minimum System
Requirements:
Pentium 60 (P120 rec-
ommended), 16MB
RAM, 3MB hard drive
space, SVGA Graphics,
2x CD-ROM, Windows
95, Windows 95-com-
patible sound cards.
Multiplayer Support:
Intermet (1-2, 1 CD
per player), LAN (1-2,
One CD per player)
Designer: Perfect
Entertainment
Publisher: Psygnosis
Foster City, CA

(800) 438-7794
WWW.psygnosis.com
Reader Saervice #: 322

REVIEW ¢ KRAZY IVAN

Doomed Glone

Psygnosis’ PlayStation Fort Is a Bad Mix of Doom and MecHWARRIOR 2

by Thierry Nguyen

et another console
port strikes the PC
platform. Straight
from the Play
Station comes
Kiazy [VAN, a port
that can be best
described as yel
another clone,
And, like s0 many
similar gaines, Lhis is one clone
you won't wanl o pl:lj,:

1D4, RUSSIAN STYLE

Kiazy Ivan takes place in the
year 2018, when the Farth is
attacked by —you guessed it—
menacing aliens. They've created
gigantic energy fields in five laca-
tions around the world, and someone
needs to dismantle these ficlds, Enter
Krazy Ivan, a schizophrenic Russian sol-
dier who happens to hallucinate about
aliens on a daily basis.

Your role as Krazy Ivan is to pilot the
Steel Cossack power suit, a nol-so-
mighty "Mech-type robot. Throughout
the game, you will battle three lo five
Sentients (mini-hosses), before you walk
up to the power generator and take it out
as well, The game is a mix of DOOM-
type action and MECHWARIOR 2-type
sim, as you roam around each level with
Doo-style controls, while also con-
tending with MECHWARRIOR 2-like
characteristics such as shield strength
and overheating,

FROM RUSSIA WITH LOVE

From the hammy acting and Boris
and Natasha-style accents in the FMV
intro to the actual game itself, [van
shows ilself to be yet another Playstation
port that lost something in the journey to
PC land. The terrain is bland, dotted
with an occasional tree or shrub, and
enermies always mysteriously appear oul
of thin air to harass you. You then have to
wander around the level looking for
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MAY 1597

THE BIGGER THEY ARE... Here is a typical Krazv lvan moment, as
you stare from your ‘Mech-style HUD at a decent-looking enemy
on the ultra-bland terrain.

some Sentients to fight. I you dawdle
loo long (about three minutes), the Black
Knight — an uber-powersuit—will come
by to hurry you along on your mission.
You'll have to get him ot of your face
and resume your hunt for the Sentients,
or clse he'll appear in another three min-
ules (every lime you kill a Sentient, the
timer resets). | can see the desire to add a
sense of urgency to the game, but its
never suceessfully conveyed, This game
is so simple, you can find each Sentient

The uber-powersuit arrives after |
wait out my time limit. For those
looking for 'Meck-type depth, there
isn't any. Unlike in MeciWarrior 2,
shooting this guy in the leys makes
no difference at all.

in under three min-
utes, so the Black
Knight really never
shows up, and even
when he does, he’s
nothing but another
annoying Sentient,

lEnemies are stan-
dard texture-mapped,
low-res fare. Theyre
not too bad looking,
and they sure look a
lot better than the ter-
rain, which is nothing
more than a jumble of
badly-textured poly-
gons. Even warse, its
the same bad looking
jumble from level lo
level; the only difference between Saudli
Arahia and Russia is that Russia has green
ground, while Saudi Arabia las brown.
Also, the box claims that you fight in 25
levels, but actually, you fight 25 Sentients
in a mere five worlds.

KRAZY ENOUGH TO BUY?

In the end, Krazy VAN is simply
another bad action game port. It brings
almost nothing new to the genre (except
for maybe showing how not to attempt
to meld genres), and in fact has some
serious weaknesses that hinder it. At
most, it will be bought, laughed at
(because of its unintended B-movie
value), and then forgotten, &

FAPPEAL: Action gamers who
would like a little Doom/MecHWARRIOR
2-type action (or just a good laugh).

PPROS: Easy to get into; hammy,
yet amusing, FMV.

»CONS: Bland
terrain, lack of
real depth, lots
of brainless
shooting, Black
Knight threat not
threatening
enough.
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“In the far distant future, an epic war for survival takes place...”

Coming Soon to your favorite reseller, or by calling 800-229-2714

WIZARD 2/ /20

THE WIZARDWORKS GROUP /A GT INTERACTIVE SOFTWARE COMPANY* MINNEAPOLIS, MN 55841
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L & Stargunner ©199 by Apogee Software Ltd, Marketed by The WizardWorks Group. All alher trademarks are property of thelr respective owners.
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Incorporates state-of -the-art MMX™ technology. Also
rui:ls u:p Pentium® processors with MMK™ technology and
Pentium® processors 100 MHz and higher.

Her:k-ierltiu speed...playable at u I t 32 fr
second! (up to 80 fps w!lh ad-0 ::::nlurat:;n :;rgrlr

16 tracks [plus new tracks downluadable over the
Internet), variahle damage control, customizahle
cars and three levels of difficulty,

Mix and Match multi-player options with u i - al m- o |
_ . ! p to eight players (

network; modem; two computer direct link; IliI‘BBI:I Il'ﬂﬂ“:!l;'sﬂll:l:l:ll.}:iﬂll
over the Internet; and two player split screen option).

Race others over the Internet, against highly advanced artificial
intelligence, your own recorded “ghost™ or someone else’s.

Pre-calculated position enginee, g
reduces latency over the ﬂll‘ﬁl‘l:::f

Reuolutionary website includes player matching, chat rooms, ranking
lists, downloadable and uploadable ghosts, tracks, cars...and more. &
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©1997 Ubi Soft Entertainment, Inc: Al tights |

reserved.. Pentium® is a registered trademark and
MMX™ and'the MMX" logo are trademarks of’
Corporation. Dolby and the Double-D symboal are
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Price: $39.99
Minimum System
Requirements: 486/66
(P75 recommended),
B8MB RAM (12MB for
Win 95), 5MB hard
drive space, 2x CD-
ROM (dx recommend-
ed), SVGA Graphics
(16 bit recommended),
mouse; Sound Blaster-
compatible sound card.
Multiplayer Support:
Hotseat (1-6 players).
Designer: 3T
Productions

Publisher: Hasbro
Interactive

Beverly, Massachusells
(508) 921-3700
www.hasbro.com
Reader Service #: 323

REVIEW ¢ CLUE

rowing up in England, |
spent many a summer star-
ing dolefully out of the win-
dow, wondering if the rain

would stop long enough for
me lo go outside. My frus-
tration at being stuck
indoors was somewhal
appeased by the enjoyment [ discovered
playing Chiedo— or Clue to yon Yanks,
Having had a fine time with Hasbros
computer adaptations of SCRABBLE,
Monoroty, and Risk, [ expected CLUE
CD-ROM to provide me with a pleas-
ant bit of nostalgia. Sadly, once vou get
past the opening full-motion video
sequences, the experience proves even
more frustrating than being stranded in
the house on a rainy day.

POINTLESS AND CLICK

Once you're inside the mansion, the
idea is to search every room for clues,
uncovering information that will auto-
matically be recorded in your notebaok.
Playing against other peaple, you may
complete two actions per m (move
into a room, question a witness, and so
forth). Playing alone, you simply search,
point, and click until you have enough
information to make an accusation,

Il you've played other detective/
adventure games, you'll find Cruks
interface nin-of-the-mill. Onee you

fral = flachbsci

Badidy had prossiod
1 prreast of vaby
wileg far halp in
patunting farmbs
with corevpt
toliciter. Boddy threatared Giraoe in Mall with
lead pipe = Gireen imsihod wise balile 4t be
laft

enlera
room, the
first serious
prablem becomes
apparent: Navigation is
painfully slow. Moving within
cach room becomes a feat in itself:
Click away at the directional arrow, and
walch the sereen
pan, slowly and
jerkily revealing
new scctions of
the room. For
best perfor-
mance resulls,
Hasbro suggesls
playing CLuE
ona Pentium 75.
[ experienced
severe speed
deficiencies on
my 90, s0 1
reinstalled the
game on a Plo6.
It can a little
hetter but was still disappointing, 'The

’ Charlotts

problem continues as you question sus-
peets. Click on a character and you'll
experience a two or three second delay
hefore anything happens. The atmos-
pherie music, while adding to the gener-
al ambiance of the game, appears Lo
contribule to the speed problem, and
I.!Ilr(lrlllll;!l(_’l}' there is no option to turmn
it off. Although you can customize your
install depending on your avail-
able hard drive space, players
adhering to Hasbrok minimum
hardware requirements (486/66
and 2x CD), will nonetheless be
greally disappointed.

Despite these setbacks, | con-
tinued on the trail of the murderer.
“Ihen, for no apparent reason, the
gamne locked up. Not one 1o be
beaten, [ started again....and

ELEMENTARY, MY DEAR WATSON A detec-
tive's most important tool is his notebook.

CowW MAY 1997

again....and again. 1 lested the
game on different PCs but it just
kept locking up. My frustration

reached ils peak when the program
crashed just as | was trving to save my
current game.

So, is it worth persevering through
these glitches? As a single-player detective
game CLUE brings nothing new to the
genre. And, while up to six players can

hotseat, the game does not have Internel,
LAN, or modem eapabilities —a real

WHITE OUT How trustworthy is the late Mr. Body's faithful house-
keeper, Mrs, White? Does anyone care, given the constant crashes?

shame, since an online chat feature could
have added some spice to this dull game.
You can huddle a bunch of friends around
one computer for hotseat play, but you're
hetter off plaving the boardgame —its a
lot more fun. The game is designed to
provide replay value — it as three differ-
ent plots, each with four difficulty
levels—but we have a feeling that if you
make it through one game, you'll be oo
[rustrated to care. &

PAPPEAL: Sleuths with the
patience of a Saint.

PPROS: Attractive FMV sequences.

PCONS: Constant crashes; poor per-
formance (even on PCs way ahove
the recommend-
ed requirements);
no modem, LAN,
or Intemet play.
Tums a classic
hoardgame into
a had adventure
gam
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Aaron vs. Ruth: Battle of the Big Bats
combines the greatest-ever collection of baseball
eupers't..llra with action-packed realism and grand-
d slammln gmmpl.ly

Sl

Bre’tlcdwough fe.ltur(.s and stunningly accurate

detail bring the heroes of past and present to life
like never before. No doubt about it, you re piaymg
with the big boys now. 4

AR

. Available this spring on I-’!ayStation'“ and S8
.~ "Windows PC. ¢

I

www.aaronruth.com www.mindscapegames.com www.majorleaguebaseball.com

1997 Mindscape, Inc. All rights reserved. Mindscape is a registered trademark and Mindscape Sports Advantage
and the MSA logo are trademarks of Mindscape, Inc. Major League Baseball lrademarks and copyrights are used
4V with permission of Major League Baseball Propertios Inc. Windows 15 a registered trademark of Microsolt
w . Corporation. Fluvslltlnrl and the PlayStation logos are trademarks of Sany Computer Enlertainm ent, Inc, ldl
L other trademarks ami rwlslerm trqdcmuls are the pmpmy ol their respectiw mlltm. ! feh
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Price: $19.95
Minimum System
Requirements: P60
{P100 recommended),
8MB RAM (16MB rec-
ommended), 32MB
hard disk space,
VGA/SVGA graphics, 2x
CD-ROM, DOS 6.0 or
higher, mouse;
supports Sound
Blaster-compatible
sound cards.
Multiplayer Support:
hotseat (1-2 players),
modem (1-2 players)
Designer: Dave Holt
Publisher: General
Admission Gold
Lancaster, PA

(800) 334-2722
www.mmi.com
Reader Service #: 324

REVIEW * PRO LEAGUE BASEBALL '97

Playing the
Nu|¥1hgrs '

Pro LeAGUE BASEBALL *97: Serious Fun for Haraball Stat-Head's

by Jim Gindin

aseballs numbers represent
one of America’s purest art
forms. Batting averages,
home runs, earmed run
averages, strikeouts, and
on-hase percentages meld
into a system simple
enough lo altract small
children, yet elaborate in
allits relationships. Peaple
watch hockey, basketball, and football 1o
see a sporting event. Baseball is more
than that; its a series of individual chal-
lenges that make up the framework of a
season. The standings reflect the sport;
the numbers underline individual
achievements. Can Mark McGwire beat
Roger Maris’ 61-home run total? Can
Creg Maddux finish with less than a 2.00
I5RA, despite all the run-producing fire-
works abundant in mid-90s baseball?

Dave Holt, founder of Micro Sports,
is someone who loves those numbers as
much as any statistical maven, and over
the years, his PRO LEAGUE series of
baseball simulations has allowed gamers
to share i his love of the game. His lat-
est work, PRO LiEAGUE BASERALL 97, is
another fine effort.

SEASON'S GREETINGS

PRO LEAGUE BASEBALL strength lies
in its ability to simulate huge quantities of
baseball games in a very short amount of
time. 'Tb enhanee this effort, every Major
League team from 1904--95 is part of the
toster database. Theres also a set sched-
ule available for each season. On a P75,
PRO LEAGUE BASEBALL can simulate the
1934 season in less than three minutes,
Only a couple of competitors even
approach Uhis speed, and they do so with
much less accuracy.
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THE RIGHT STUFF? Choose between five pitches to set your game in mofion, and
then let "er rip. Once the ball is in play, the computer takes over.

In fact, Holts algorithms give PLB a
raw simulation accuracy close to that of
the leaders in the genre, DIAMOND
MinD BasepaLL and StrarO-Marnic
Basearl. PLB is actually a little better
in some areas, such as being able to sim-
ulate unusual perforimances, [Fa hitter
has a high walk total along with a very
low number of strikeouts, PLB handles
his performance far more aceurately
than the competition. The simulation is
also better at dealing with the differ-
ences between older generations and
todays players. Pitchers from the 30s
completed a third of their games, while
last year’s barely completed one-tenth.
PLB has litlle trouble working with
either time period.

The simulation is a little less exact in
olher areas. Defense is handled ina
more team-like manner, so pulouls and
assists are assigned after the simulation
determines Unat an oul has taken place.
A good fielding team will perform much

betler than a poor fielding team, but
individual assist and putout lotals won't
reflect those abilities. Shortstops, second
basemen, and center fielders don’t make
nearly as many plays as they do in real
life. Even though the core of any
deflense is the range of these players,
excellence in those positions does not
translate into an excellent ficlding team.
As aresull, a team can gel away with
playing Albert Belle at shortstop and not
face much of a penally (especially since
suspensions for abusing fans were not
built into the game).

PRO [FACGUE BASERALL also has a little
trouble with extra base hits. Doubles and
triples only appear at about 85 percent of
their real-life rates, and home runs are a
bit lower for the bottom-end players. This
lowers league slugging percentage by
abaut 020 and on-base percentage by
about 010, and reduces offense a small
amount lrom real life, IUisn't, however,
enough to min a good simulation.



- OVER 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 & CUSTOMIZE YOUR OWN TEAMS.
OVER 64 TEAMS & STADIUMS TO CHOOSE FROM.

TOP 20 NATIONAL CHAMPIONSHIP TEAMS OF
ALL-TIME.

'PLAY CALLING ON THE FLY
REAL STATS.

GET WIRED WITH ONE
CLICK TO OUR WEBSITE.

THE ONLY HOOP GAME
THAT FEELS AS 600D
AS IT LOOKS.
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488 PlayStation®
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SA logo are trademarks of Mindscape, Inc. The NCAA and Final Four
1he National Collegiate Athletic Association and are used under

[ dows is a registersd trademark of Microsoft Corporation.

yStation logo are trademarks of Sony Computer Entertainment Inc.
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HIT AND RUN

Other than the unusual approach to
defense, PrO LEACUE BAsEBALL handles
raw simulation as well as any stat-based
game. Arcade games like HARDBALL andl
Tony LARUSSA BASEBALL aren'tin the
same ballpark, and despite its marketing,
FRONT PACE SPORTS: BASEBALL is less
accurate than even the LARUSSA game.

"The strength of the other stat-based
games, however, isn't just in statistical
accuracy. With DiantoNn MinD, STrae-
O-Manc, and Lance Haffners games,
you're able to configure each team accord-
ing to your likes and dislikes. You have alot
of control over pitching rotations, relief
pitching roles, batting orders, and platoons.

That control really doesn’t exist in
PRO LEAGUE BASEBALL. You only have
one lool available to modify a season

STAT

Horace Clarke

d New York (A) 70 1 -
PUMP YOU UP
You can use the Team Editor to beef up (or tone

down) the statistics of any real-life player in the 90
years' worth of teams included in the game.

simmulation: adjusting the number of
games played al each position. If vou
want Belle lo start half of Chicago’s
games at shortstop, you assign him 8]
gamnes played at that position, If you
want Maddux to start one out of every
five games Atlanta plays, assign him a 33
in the Games Started category. Relief
piln‘.hing\\.nrk-a in a similar manner, with
closer situations allocated through a per-
centage of team saves a pitcher eamed,
and appearances allocated through a
percentage of overall games pitched in
relief. As a result, a pitcher who both
starts and relieves will often appear asa
reliever in one game, then astarter in the
next game. There’ an attempt to follow a

CGwW
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REVIEW * PRO LEACUE BASEBALL '97

regular starting rotation, but pitchers who

starled 15-25 games often end up throw-
ing once every two weeks.

For head-to-head games, PLB offers
graphic interface, complete with multi-
screen representations of every Major
League ballpark. Even the Polo Grounds,
\\1th its unusual dimensions, is available,
although someone needs o tell the artists
that the team from Washington was
known as the Senators rather than the
Redskins. The players are well detailed,
including some neat extras like old-style
uniforms for the older teams and quite a
bit of dirt-kicking and range of motion.
"The graphics, however, don't compete
wilh the top arcade games.

"Theres also an arcade mode, though
this isn't intended to rival the efforts of
HarpBaLL or ToONY LARUSSA BASEBALL.

BEI\ITHHL

PLAY BALL
At Pro LEAGUE BaseRALL '97’s core is a huge, fast data-
base of statistics. The League Leaders screen [ets you
sort and print stats in every conceivable category.

On defense, you can position fielders and
throw one of five pitches. Select the
pitch, choose a location, and then try to
time the release based on a moving color
bar, like a golf swing meter. If you'e close
to the target line when you release the
ball, its always a strike. Even if you throw
the same fastball to the same location for
nine stmight innings, the computer hasa
lot of trouble scoring runs. And, once a
ball is hit, everythings automalic.

On offense, you control a similar
color bar when the pitch appears. There’s
a small strike zone at the battom of the
screen that indicates where the pitch will
end up. [fyou swing at a pitch in the
strike zone, you will make contact. Ifits

oul of the strike zone, you'll miss the ball.
"Timing is a little more difficult because
you have to watch both the bar and the
zone, but aller a short while, you'll be
averaging one to two hits per inning,

LEAGUE LEADER

Overall, PRO LEAGUE BASEBALL 97
offers an interesting allernative to the
statistic-based games, with more empha-
sis on user control, nice graphics, and
speed. And [ can't stress enough how
nice it is to have every team from
1904-95 available for simulation.

However, the game is a little buggy: It
often crashes in league management
mode and during player drafts when the
poolis out of a particular type of player,
and you may experience some trouble if
you're using a Sound Blaster 16 card.

There’ also a problem
with end-game manage-
ment of head-to-head
games that carries over lo
the simulation. In one
case, the run scored from
what should have been a
game-ending 10th-inning
single was completely
ignored. Also, the losing
pitcher will usually be
incorrectly assigned if
there was a pitching
change in the middle of
an inning when the lead
run was scored.

There’s work to be
done, but this effort is far,
far better than the initial
1994 release of PrO
LEAGUE BasEBALL, which
couldn't be recommend-
ed under any circumstances. And its cer-
tainly enough to make me look forward
to Holts next effort, MICROLEAGUE
BAsEBALL 6,0, due later this spring, &

P APPEAL: Statistical aficionados
who want to play fast seasons with-
out tweaking the lineups.

PPROS: Excellent statistical accu-
racy, access to every Major League
team from
1805-95.

PCOMS: Weak
arcade mode,
crashes in other
modes, lack of
flexihility in sea-
son simulation.




Sega Rally Championship:
The arcade racing hit.
Now available on PC.
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Price: $50.00
Minimum System
Requirements: 486
DX4 (P90 recommend-
ed) 8MB RAM (16MB
recommended), 16MB
swap file, SVGA graph-
ics, 4x CD-ROM,
Windows 95 or 3.1,
mouse; supports
Sound Blaster 16-com-
patible sound cards.
Multiplayer Support:
hotseat (1-6 players)
Designer: Arc
Development
Publisher: Gametek
Sausalito, CA

(415) 289-0220
www.gamelek.com
Raadar Servica #: 325

THE ART OF Fy FISHING Is Just All Wet

by Scott A. May

icrra has proven that fish-
ing simulations have
become a lucrative gaming
market with their best-
sclling TroPHY BASS
series, Now GCametek adds
an even more specialized
outing, THE ART OF F1y
FisHING. One parl interac-
live game and two parts
reference guide, this peculiar little title
offers its share of rewards, but you'll have
1o be a hard-core angler to be lured by
the game’s bone-dry presentation,
Created by Britain's Are Develop-
mient, this game is billed as“Volume

CATCH OF THE DAY Beautiful backgrounds

help distract players from overly simple
game mechanics.

FISH SCHOOL The online reference library
contains almost everything you'd ever want to
know about fish, except how to catch them.

cowW
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REVIEW * THE ART OF FLY FISHING, VOL. |

One” in a series. Whether we'll ever see
subsequent volumes is a good question,
though. FForget those exciting scenes
from A River Runs Through It—if this
game were any more laid back, gamers
would literally be sleeping with the fishes.

HERE FISHY FISHY
It all begins promisingly enough. ThE
ART OF I'LY I'ISHING provides access to
three of the best fly-fishing rivers and
streams in Great Britain: the Test, Spey,
and Blackwaler. In practice mode, you
have a choice of six fishing hotspats on
each river, typically located at scenic
bends, where the current creates a serics
of shallows, ridges, and gullies. Most
spots offer a choice of fishing posi-
tions, either on the bank or in the shal-
lows. Where you stand helps deter-
mine your angle to several unseen fac-
tors lurking below the surface, such as
eddies, vegetation, and other under-
water habitats. An overhead view gives
a clear indieation of fish locations and
traps fo avoid.

"The strategies and mechanics of fly
fishing are much different than lake
fishing in terms of equipment choice
and casting styles. Although the game
box boasts “hundreds of tips and tech-
niques,” most have to be pieced
together by the player, who must read
between the lines of the detailed
online reference library. The skimpy
manual traipses through the basics of
gameplay, but is woefully short on tips
for improving your skills,

Casting is a simple matter of target-
ing a spol on the river —either up- or
downstream — followed by a dubious
three-step process of moving and
clicking the mouse in time with a bar-
style casting meter. Its easy to pick up,

but has absolutely no correlation with the
actual act of casting. Once in the water,
you must wait for a fish to swim by and
admire your lure, This action, viewed in
alittle pop-up window, requires that you
press the mouse button lo initiate a
strike. Timing is critical. After too many
failed strikes, the fish get wise Lo your
game and find other spots to swim. If
you do land a fish, you have to play with
it by applying and releasing line tension,
slowly recling it in close enough to net.

SORRY, CHARLIE

Fishing spols are displayed as static,
augmented by some nice spot animation
to suggest a flowing river. Other graphics
are extremely simple (almost shareware
guality). Options include choice of rod,
line, and artificial flies (wet or dry). I'ish
alone or in competition with up to six
computer-controlled or human anglers.

“The only thing the manual and online
reference guide do well is explain the sig-
nificance of each lure. Otherwise, these
guides are mostly a collection of superflu-
ous information. You'll be hard-pressed lo
land any game-enhancing tips here

Overall, Tie ARt OF Fry FISHING is
somewhat engaging, but its held back
by its dull interface and lack of useful
instructions. ‘This one is definitely
catch-and-release. &

P APPEAL: Fly fishing fanatics.

PPROS: Easy to learn, nice blend of
high-res photography and spot ani-
mation, runs
entirely from CD.

PCOMS: This
game’s presenta-
tion is so dry, it
makes TropHY
Bass look like
Quaxe.




And hey,
it's networkable.

ATva voas

A HALl‘

r,ml'u‘lf‘ o

You're sitting at your desk. And you're bored. Bored, bored, bored. Now imagine you're sitting
at your desk taking hairpin turns through dirt and mud. Massive bumps send you flying into orbit.
And you better anticipate the next curve or you're gonna get to know the side of a mountain a little Laci
too well. Ahhh... there’s nathing quite like the off+oad racing expetience of Sega Rally Champianship
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.

Check out our demo at www.sega.com/segapc

SEGA is registered in the U.5, Potent of Trademark Office, (profly impressive, huh?), SEGA Enlurtainmont, SEGA Rucing and Sega Rally Championship ero lradumarks of SEGA 81996 SEGA,
PO, Box 8097, Rudwood City, CA 94063, All rights reserved, Every single one of ‘em. Order o game by colling 1.888.SEGASALES [or just coll to say “hi,” our operators love that).
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SIMULATION/SPAC

Price: $49.95
Minimum
Requirements: P90
16MB RAM, 6MB hard
drive space, 4x CD-
ROM drive. M5-D0OS or
Window 95, mouse
Multiplayer: None
(Internet and LAN
planned for 20

'97 patch)

Designer: Rowan
Soltware

Publisher: Empire
Interactive
Germantown, MD
(301) 916-9303
www.empire-us.com
Reader Service #: 326

kK Xk REVIEW ¢ FLYING CORPS

- Aces High

The New King of WWI Games, if You Have the Hardware Horsepower

by Robin G. Kim

ark back to the dawn of
military aviation — the war
to end all wars. It was
there, high above the bat-
tle-scarred fields of Trance,
that the axioms of air com-
bat were first coneeived by
resourceful men piloting
fragile constructions of
wood and fabric. Rowan
Software and Empire Interaclive lake
you back to this pioneering era with
IfyinG Cores, a simulation whose
impressive realism and level of detail
mark a clear break from the companies”
previous arcade-like sim offerings.

Fight instant-action missions help vou
getup to speed for four lengthy cam-
paigns, which are the main focus of the
game. Mission types vary widely and
incorporate a random factor that keeps
you on your toes, Some campaigns put
you in charge of managing an entire
squadron and let you to decide the num-
ber and type of planes to take up,
who will fly in what formation,
and the tactics pilots will use if
engaged. Of the 19 aircraft types
represented in the game, the 6
you can pilot are the French
Spad X111 and Nieuport 28,
British SE5a and Sopwith
Camel, and German Albatros
DI and Fokker Drl Triplane.

you

TANK BUSTING Ground attack missions offer a variety of target
types, from ammo dumps to moving tanks and trucks.

ture mapping to good effect in rendering
the subtly rolling French countryside.
Roads, rivers, and other landmarks are
shown in enough detail to enable visual
navigation using the included paper
maps, though an impenetrable haze
restricts visibility o about 4km. While
this distance is sufficient at low altitudes,
the lack of a distinct horizon when higher

» MISSION
PLANNING Only
the Tank Batlle
campaign allows

to aller your

flight plan and

choose targets.

FLYING COLORS The

As squadron leader, you can
have planes painted with unique
designs to make identification
easier—or just to show off your
impeccable fashion sense. No
matter how they're painted, the
textured aircrall graphics are
simply gorgeous. Surface detail
is thankfully not shown for dis-
tanl aircralt, resulling in sharp
images that show a targets atti-
tude at remarkably long ranges,

IFLyING CORPS also uses lex-
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planning map

shows friendly
casuallies and the
axtent of the
enemy advance.

our late-war (1917-18) cam-
paigns are included in Fiying
Corps. Two have you flying for
the German Air Service, one for
the British Royal Flying Corps, and one for
a newly formed American squadron,
Differences between the campaigns extend

up can force
you to use
instruments
just to keep
straight and
level.
Predictably,
these eye-pop-
ping graphics
do not come
for free. Al
640x480 reso-
lution, I had to
tumn down
some detail
options to sustain 10 frames/second on
my P5-166 running DOS; the Win 95
version included on the same CD runs
even slower. Fortunately, the game sup-
ports any VESA resalution your video
BIOS is capable of, from 320x240 up to
1600x1200. Dropping down to 512x384
or 400x300 should allow most PCs to
attain a reasonable frame rate. Direct 3D

beyond just the setting, available equip-
ment, and uniform of the enemy; each also
offers a unique combination of mission
types and leadership responsibilities. This
variety helps keep every new campaign
fresh, improving long-term playability.

The 1918 Spring Offensive campaign

¥ Continued on pg 154
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REVIEVW ¢ FLYING CORPS

ples are used throughout,
with clever stereo effects
telling you which way to
look to find the plane that
just whizzed by or the
tanks trundling along
below. In-flight music
can be played, but it
slows the game down and
causes lockups on some
machines.

THE BELL CURVE

Computer pilots in
Fvine Cores vary wide-
ly in skill level. Novices

STATUS CHECK If your situational awareness needs a
boost, a 1-3 line status panel can be brought up at the
top of the screen, with each line showing a successive-
ly greater level of information.

AERIAL MELEES Dogfights can involve dozens of
planes in a chaolic, swirling mass; mid-air collisions are
as threatening as enemy bullets.
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support has been promised for owners of
3D aceelerator cards, and may be avail-
able in a patch by the time you read this.
In contrast to the excellent external
graphics, the sims coekpit view system is
adisappointment. "The only way to shift
the view is to pan manually or to use one
of several padlock mades which rotate to
track objects automatically. Manual pan-
ning is less than effective because,
depending on the panning speed you
employ, its either loo slow o be useful in
a fast-paced dogfight or too fast to con-
trol. Also, it leaves a huge blind spol
extending from straight above to directly
behind the pilot; this greatly reduces situ-

ational awareness. The padlock views are
quirky, but would work well enough if
they didn’t suffer from a similar blind-
spot problem. I\mpire has released an
update that fixes the overly fast manual-
panning mode and adds 14 fixed views,
but it does nothing aboul the blind spots.

SNAP ROLLS AND MORE

One area that doesn't disappoint is
the sim exceptionally accurate flight
model. Though aptions can be tweaked
o tone things down for novices, hard-
core sim pilots can treat themselves o a
wide variety of realistic effects such as
gyroscopic precession, adverse yaw,
torque, and even snap rolls (rapid rolls

MrContinued from pg 152

starts you out as a rookig RFC
pilot during a major German
ground offensive. The better you
do, the faster you will be pro-
moted to positions of leader-
ship. All missions are chosen
for you, but do vary slightly over
multiple playings. Your
squadron’s cumulative perfor-
mance will determine the out-
come of the battle,

Hat-in-the-Ring puts you in
Eddie Rickenbacker's shoes as
he strives to become America's
Ace of Aces. Once promoted to
squadron leader, you'll be able
10 choose among several mis-
sion types, such as balloon
busting or escort duty.

As the Flying Circus cam-
paign begins, Manfred van

Richthofen—the infamous
Red Baron—is away on leave
after putting you, his brother
Lothar, In charge of the elite
Jasta 11. Three mission
choices are available for
gach flight.

By far the most elaborate
and difficult campaign of the
bunch, Tank Battle forces you
to consider strategy as well as
tactics as you manage your
squadron of German pilots in
a delaying action against a
determined British assault.
Any ground units destroyed in
one mission are gone for the
duration, so the outcome of
each sortie has an immediate
and lasting effect on the
course of the battle.
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that result when large elevator and
rudder inpuls cause one wing to
stall while the other gencrates
near-maximum lift),

Stall and overspeed buffeting
contribute to an outstanding feel-
ing of flight that varics convincing-
ly from plane to plane. Handling
remains believable even when an
aireraft loses a wing or Lail section
to enen y [IR."" A COINT pccur-
rence with the simss detailed dam-
age madeling,

Though some minor short-
comings do exist — planes some-
times get stuck in weird nose-
high attitudes if abused, and
stress failures from excessive Gs
are not modeled — the flight
model is surely the best that has
ever been seen in a prop-plane
air combat simulation.

Another area where FILYING
Conrs rises above the pack is its
wonderfully immersive sound
effects. Authentic digitized sam-

may panic and spin out of control when
they see you, while more experienced
adversaries coolly maneuver for advan-
tage hefore engaging.

Your wingmen respond erratically to
commands you issue, bul thats under-
standable given that WWI scouts didn't
carry raclios. Very low-flying largets
reveal the Al’s biggest weakness: [ts
unable to altack such aircraft without
inevitably augering in. Other than this
one exploitable fault, computer pilots are
fairly capable in both air-to-air and
ground-attack roles. Those wanting to
test their skills against human opponents
will have to wait; a free Win 95-only mul-
liplayer patch is still in the works.

Despite its flaws, Fiyine Cores
does an outstanding job of capturing
the visceral up-close-and-personal (la-
vor of WWI air combat. This, in combi-
nation with the game’ depth of realism
and mission variety, viclds an impres-
sive package thats almost sure lo please
sim fans who have hardware fas
enough tonm it. %

PAPPEAL: WWI sim fans whose
copies of Reo Barow are becoming
threadbare. Pentium owners look-
ing for a fun and realistic prop
plane sim that offers as much to
experts as to novices.

FPROS: Excellent flight model,
good graphics and sound, a large
variety of missions to fly, and
plenty of gameplay tuning options.

PCOPMS: Gamers |
must turn down
resolution to
achieve a good
frame rate on
today’s PCs,
clunky view
system.




“We've got to hand it to Spacetec’: they've invented the...

SpaceOrb360: The Best, Most

Gripping Way To Qual(e

(...the SpaceOrb
was the first
controller to
come here that
did not end up
in the wall. ”

- AMERICAN MCGEE
iD SOFTWARE

SpaceOrb 360
Recorded Demos at

www.spaceorb.com

“The SpaceOrb will make you
S0 good, everyone will hate you.”
- BRYAN DEL RizZ0, BOOT MAGAZINE

«..the movement is so smooth, precise
and intuitive. The SpaceOrb 360 is the
best game controller around for Descent
and Quake.” ~ ZOOBBAARR

“..my new SpaceOrb s incredibly SWEET.
It blows my Wingman Extreme out of the
water,” - PAUL ADAMS

«..it's amazing how easy it is to dance
around my opponents effortlessly, while
sending loads of buckshots their way,”

- RICH ARMSTRONG

“Great Product! I can't play without it.”
- BRETT ALEXANDER

The SpaceOrh 360

The Weird-Looking Gizmo With A Ball

Unique Six-Axis PowerSensor® Ball
Technology Allows You To Strafe, Rotate,
Freelook and Create Complex Moves
On Any Axis - Instantly!

'”

- @00C0CKRe

«...great stuff, It makes
Circle Strafing a breeze.”
- NEXT GENERATION MAGAZINE

...the SpaceOrb 360 is an incredibly
intuitive controller ...the ONLY
controller for 3D games.” - MATT PHEARS

« ..the motion is so fluid and real, I almost
puked the first time I used it.”

- ALAN HUNTER

«,..the most amazing
control device
of any kind.”

- SJANTZ

Available in' th¢ Weird-Looking Green Box at
Major Computer and Game Retailers Everywhere.
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JINX-WING VS.TIE FIGHTER

YOU WILL BATTLE

HEAD-TO-HEAD AGAINST
AN ENEMY MORE lf{UT'-HLESS THAN |

AND MORE.SINISTER THAN’

DARTH VADER.

* .
L

Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars” universe could be a dentist
in New Jersey. That’s the beauty of X-Wing vs. TIE Fighter™. It allows you to engage in
head-to-head combat against real people over modem, network and the internet . It's a

real first, and it’s in real time. The graphics have been galactically enhanced. The flight
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engine is phenomenal. The new missions are masterstrokes of space mayhem. There’s
even single player campaigns for an all-new explosive experience. No wonder Computer
Gaming World proclaims X-Wing vs. TIE Fighter “number one on every space sim-er’s

wish list.” And if you don’t believe them, just ask Floyd. http://www.lucasarts.com

£ 1936 Lucasfilm Lid, All Righls Reserved. Used Under Authorization, Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Ltd. The ratings icon is a trademark of the Interactive Digital Software Association.
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INTERMEDIATE

Price: $59.95

Minimum System
Requirements: P75,
(P90 recommended),
16MB RAM, 90MB hard
drive space, 2x CD-ROM
drive, Windows 95, 2MB
DirectX compatible PCI
video card, mouse.
Multiplayer Support:
Modem (1-2),

IPX LAN (1-4)
Designers: Realtime
Productions

Publisher: Acclaim
Entertainment Inc.

Glen Cove, NY
www.acclaimnation.com
Reader Service #: 327
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REVIEW * MAGIC THE GATHERING: BATTLEMAGE

- Magic In The

Fast Lane

Acclaim’s Clumsy BartLemace Wil Leave You With a Need for Less Speed

by Bob Proctor

ans of the card game
Magic: The
Gathering have been
waiting eagerly fora
compuiter version ever
since Microprose
announced it over two
years ago. Alter many
delays, it looked like it
would be ot in time
for Christmas. Then Acclaim
appeared with their own M:TC
title and confused everyone.
Rumors and lawsuits flew, but the
companies have since settled the
confusion over their respective
games. Amidst the legal entanglements,
Acclaim has managed to ship their
Magcic game first. So while we'll have to

wait a few more weeks for MicroProses
version of Magic, we can at least try out
Acclaim’s more loose translation, MAGIC
THE GATHERING: BATTiEMAGE.

Barm EMAGE is not the card game —
it is a real-time strategy game using the
Magic system for combat, with some
role-playing elements added for good
measure. All duels are done in real-
time — which would seem to eliminate
the complex liming issues that make the
card game so complicated for beginners.
Sounds like a great concept to me!

Sadly, the execution falls short. It fails
in only one area, but that area is the heart
of the game: the ducl. The problems
stem from a weak user interface and
from a clock set so fast that it’s hard to
know what’s happening, Every player
I've talked to had the same first experi-
ence. They frantically tap the keys and
click the mouse and their commuands
execule slowly or not at all. By the time
lhuy manage to summon one creature,
the enemy has five or six on the attack.

CcowW

WHAT'S UP, TEFERI? In the campaign, you'll meet other
wizards. Depending on your attitude—which shouldn't
always be nice—you could be gifted with some new spells.

MAY 1057

trolled by another wizard and
the dueling will begin

The artists and program-
mers did a spectacular job on
the BArTLEMAGE graphics.
“The screens are filled with rich
textures and sparkling gems,
cach land is represented by an
absolutely gorgeous picture,
and the animation of wizards
and creatures is clever and
enormously varied. Grizzly
Dears rear up on their hind legs
to fight, goblins swing their
swords, the lightning bolt
cloud slowly drifts over the vie-
SAY THREE NICE THINGS...

And yel, if you persevere, the game is
not so bad. There is even a lot fo like. The
strategy game is simple and intuitive:
You're striving for contiol over the conli-

tim hefore zapping him. Unfortunately,
about the only time vou can savor these
gems is when you're waiting for that
marmmoth to trample the life out of you.

nent of Corondor "The game is divided
into 31 lands. Each player starts
with control of a single land,
and you attempt to spread your
control over neighboring
lands, which are populat-
ed by characters and
creatures straight out of
the cards. You can trade
insults with an ogress,
befriendanelf, orgetthe = %
seavenging folk to do your
laundry. The point of these
encounters is o acquire
new spells to make yon a
more powerful wizard,
Success comes lrom
being nice, pitiful,
mean, and awe-
inspiring at the right
times. You will
eventually entera
land already con-
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ln your sh'ateglt quest 'For galactlc supremacy, the
Anterans eagerly await to exact their vengeance

| . www.microprose.com
Play it solitaire. Play it with fnen,ds over., a network. Available on PC/Windows 95 CD-ROM
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REVIEW ¢« MAGIC THE GATHERING: BATTLEMAGE

Where Is This Gathering, Anyway?

hen Magic: The Gathering hit
~ the shelves in the summer
of 1993, it was the first col-
lectible card game (CCG) and
it remains, after three years, the most popular.
The concept of a CCG was so successful that
there are now dozens on the market.

In Magic, each card represents either a spell
or a land (lands provide the points of mana
that power the spells). There are five colors of
magic and each has a certain flavor: Red does
direct damage, green gives fast mana, blue
counters your opponent’s spelis, black brings
dead creatures back o life, and white is for
healing and protection, Each player is a wizard
who assembles a deck of 60 cards from the
over 2000 available and challenges another

...BEFORE SAYING
ANYTHING CRITICAL

Duels are condueted ona map of one of
the lands, viewed from overhead, The two
wizands are never on Lhe screen at the same
time, and this means you have to constantly

wizard to a duel. Both wizards start with 20
points of life and the most basic way to win is
to reduce your opponent to zero life.

What makes most CCGs different from ather
card games is the concept of deck design:
Each duel has elements of luck (created by
shuffling the cards), but a player can greatly
influence chance by choosing which spells to
include and which to leave out. Adding copies
of a key spell greatly increases the odds of
drawing it; leaving out spells that don't support
your strateqy is just as important. Different
themes and strategies for winning are possible
and the combinations of all these different
decks give enormous variety. New cards come
along three or four times a year so the process
of discovering new combinations never stops.

jump back and forth to see each one. One
keystroke (W) does it, but if both wizards
were enscreen al the same time, it would
eliminate this hassle. Another problem
with the l.'l}nnt is that VOU can of 1]_\' see

your fop card. You have to move each card

DUEL TO THE DEATH Here is a typical game
where you duel with other wizards. The
excessively fast pace and some interface
problems keep this game from being fun.

to the top of the pile befare vou can cast it.
So, you spend another great number of
keystrokes cyeling cards.

Timing problems cause even more con-
fusion. Theres an enormons irony in this
becanse timing is the source of 90 percent
of the questions and confusion in the card
game, In realtime, if I'm quicker on the
draw than you are, my spell resolves first.
No more taking tumns. In M:TG, spells are
casl as a reaction. Your opponent trics o
attack with a lion, you paralyze the lion.

Nnm Iﬂmn\e of y §

okrecoil of your Chain Euhl the,.
ThunderSeat lets you blast off to a new’
level of realism. . e

Now Available
to the Public

| the afterburner!"

-smu‘lalmn G Paired with your amplifier, the

“A DOUBLE MUST-HAVE.
Anyone who plays computer games
will want this AMAZING CHAIR!"
Mare Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the punch of

Ed Dille, ELECTRONIC GAMES

ThunderSeat makes your favorite flight sim as
realistic as it can he without a mation simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position. Add a keyboard holder
and you have the perfect setup for both flight
simulation and office work.

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL
1- 800 - 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle - Suite C
Irvine, CA 92614-6106

714 - 851-1230 Fax: 714 - 851-1185
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‘Battlefield Expansion Disks From SSI.
CAMPAIGN DISK for use CAMPAIGN DISKS for use PATROL DISKS for use CAMPAIGN DISK for use
with STEEL PANTERS™ II. with STEEL PANTHERS. with SILENT HUNTER. with AGE OF RIFLES.
This disk comes loaded Disk #1 features 35 Disk #1 features 15 This disk is packed with
with 30 scenarios and 3 scenarios and 3 campaigns: scenarios and 2 patrol 30 scenarios and 3
campaigns: Korea 1998, BaTTLE FOR NORTH AFRICA, zones: SuLy Sea & MaLavsia, campaigns: THE BRITisH
BarTLE FOR THE Low COUNTRIES OPERATION BARBAROSSA & 4 CoLonIAL INDIAN MuTINY, THE
2 Disk #2 adds a powerful
& DRIVE INTO THE RHINELAND. ParToN's 3RD ARMY. ; X Wars of ItaLian UnIFIcaTion
Scenario Editor, 15 & Hoobp's Drive NorTH
Disk #f2 adds 40 scenarios scenarios plus 2 more '
: plus 3 more campaigns: patrol zones: Viernam &
DRIVE TO BERLIN 1943-45, HonG KoNeG. AGE OF RIFLES, SILENT uural[l-:anlo
DOS CD-ROM RisinG Sun 1938-44 & Sty S . 18T
www.ssionline.com - Panzer Commanp 1939-45. Company. AN g reserw.

For exclusive use with these award-winning wargames from SSI:
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Sports Game Ali-Stars
We Pick the Bestin_
Football, aasketbau--_ b

e PLAY to win.

e SUBSCRIBE
to save.

Here’s the move
that’ll blow’em away:

Call
1-800-827-4450
And grab the rock-bottom rate

other gamers would virtually die for!
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syele through cards and
creatures. There just isn'l
enough time to watch your

Ithough both p
casling simultancously,

restraint on actions
only be done once per tum in

LORD OF THE PIT Battlemage does have an archive e card game, like playing a

where you can leam about all the cards, such as

land or attacking. When you

this Lord of the Pit card, but you can't refer to it and, the rest of the lands

when you're in gameplay.

to fireball you, you counterspell
the firchall. These reactions make the
game much more interesting than just a
race fo get out the biggest or the most
ures, When you Iry to react in
Barn EMAGE, though, you discover thal
vou don't know when to cast your spells.

The computer announces spells after they

y cast, but by the time you
ie, its already too late to
counter. Your hands are already full trying

ARE STRATEGY GAMES TOO

in your hand go dintand you
can't play any more until the
time limit lapses. One thing that would
help this game a lotis a variable speed
clock. A slower elock (longer turns) would
m: ' e much easier for novices
setting seems lo be oo fast
for normal people to play—it is often
impossible to perform all legal
within the time span of ;
the computer, with reflexes meas
nanoseconds, doesn't seem to have trou-
ble reacting to yourspells.

A LACK OF MAGIC

One final frustration comes from the
poor feedback you get after a duel —all
you know is whether you have won or
lost. In the campaign game, you starl with
about 40 cards, and if you lose loa
thief or another magician, you will mn out
of cards and lose quickly, even with 15 or
20life left. Magic players may notice the
lost cards, but there isn't a clue to help you
if you don't know what to look for.

While veteran Magie players might
want to sample Acclaim offering, most
of us will want lo wait to see if Micro-
Prose does a better job with their title. %

FAPPEAL: M:TG fans whao like
real-time action.

PPROS: Beautiful graphics, clever
animation, good overall concept.

PCONS: Clumsy
Interface and
lack of time dur-
ing tums lead to
a high level of
frustration, no
variahle speed
clock.

CIVILIZED?

COMING THIS FALL

. -~

A MINDSCAFE® COMPANY

IMPERIALISM Is » trademark of Strateglc Slmulstions, Inc, ©1897 Strategle Simulations, Inc. & MINDSCAPE Company.All rights reserved

CIRCLE READER SERVICE #239
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with the tip of the triangle
on the opposite page.

Join the tip of this triangle ’

YOU“"RE AN ALIEN.

Vary your sirategy lo keep
your opponents guessing.
Keep track by monitoring
them through your interface
portals. And with over 65,0C
calors, the action will come
to life like never before.

You can p[uy either
side in this intergaloctic
war. Instanlly morph
yoursell inlo a weapon,
a battle tank, or even
lake on human form.

> W W W COMNOQUESTEARTH._CON



with the tip of the triangle

‘ Join the tip of this triangle
on the opposite page.

GET USED TO IT.

WHERIE STRATEGTY
TAKES ©ON

A INEW FORM

Once your position is
discovered, you'll want
te go undercover using

the blackness of night

as your clook.

The intensity of
Conquest Earth will have
you using the firstever
“direct.control” feature [
which allows you to jump |8
right in and go head-to-head
against your opponents,

Conquest Enrth and Eidos Interactive are trademarks of EIDOS, PLC, © 1997 Eidos :‘
b CIRCIE DEARED CEDVICE #9782 i & . B, A = o W a =



kxk*k REVIEW ¢ M.A.X.

= Taking it to
the M.A.X.

Can M.A.X. Bridge the Gap Between
Real-Time and Turn-Based Games?
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Price: $54.95
Minimum System
Requiremenis: 486/66
(Pentium recommend-
ed), 8MB RAM (16MB
recommended), 22MB
hard disk space (64MB
recommended), SVGA
graphics, 2x CD-ROM
(4% recommended),
DOS 5.0 or higher
(Windows 95 compati-
ble), mouse; supports
Sound Blaster-compati-
ble sound cards.
Multiplayer Support:
Hotseat (1-4), Direct
Connect (1-2),
Modem (1-2),

LAN (1-4).
Designers: Ali Atabek,
Paul Kellner, Gus

by Patrick C. Miller

nterplay is stepping into the
arena of tum-based and real-time
strategy games with MAX, asci-
fi strategy game of inter-planctary
(.'\p](mliiun conguesl, and colo-
nization. But this game has a new
twist: [l gives plavers the option of
using cither simultancous turns
or the traditional twm-based sys-
tem. Although MAX
(MECHANIZED ASSAULT AND
Exeroranon) falls short of its lofty ideal
ol offering a choice of good tum-based

KISS ‘EM GOODBYE The best tactics use the strengths of
all your units, Here, infiltrators disable an enemy anti-air-
craft unit, making it an easy target for scout vehicles.
Airstrikes will follow shortly.

or real-time play, it still offers an uncom-
monly high quality game with excellent
gameplay; challenging artificial intelli-
gence; and considerable depth, varicty.
and replay value,

The player steps into the role of a

body. As commander of a mechanized
army, vou must establish colonies on far-
off planets while defending your claims
against ollier human clans. The games
victory conditions depend on establishing
ecospheres (domed facilities that house
vour clan’ population). Therefore, build-
ing friendly ecospheres and eliminating
the enenws is vour primary objective.

INTERFACE OVERLOAD

The game’ intuitive point-and-click
interface is outstanding, providing
instant access o a
wealth of information,
mnging from the status
of individual unils to
total resouree utiliza-
tion and overall victory
conditions. This is
good becanse the man-
ual is not as complete
as it should be (for
example, it fails to
explain the difference
between placing a unil
in sentry, manual, or
attack modes). At least
the game’s tutorial sce-
narios are useful; they
give a step-hy-step
introduction to the
game’s basic features, as well as its more

complex aspects.

"The SVGA graphies are playable
under DOS or Windows 95, and are well
done. Plus, the sound effects are some of
the best I've heard in a game of this type.

IF I ONLY HAD A... In MAX.,
your brain has been removed from
your body and placed in a robot. In
these battles, flesh is a liability.

“Terrain is either blocked or unblocked
and there are no differences in elevation.
Awide range of zoom options is avail-
able for viewing the maps. The only glar-
ing omission from the game is a scenario
editor for players to create their own
maps and missions,

TOYS A PLENTY

By far, the best part of MAX is the
50-plus units available for construction
and destruction. Air units include fight-
ers, bombers, Iransports, and radar sur-
veillance aireraft. Ground forees include
tanks, scout vehicles, rocket launchers,
assaull guns, armored personnel carriers,
anti-aireraft vehicles, and mines. Infantry
includes conventional anti-tank froops
and stealthy infiltrators, the latter of
which are capable of penetrating enemy
defenses to disable and steal weaponry.

At sea, there are escorls, corvelles,
gnnlmuls, submarines, missile cruisers,
transports, mine lavers, and mines.
Engineers and constructors build the
facilities necessary to create and sustain
your war machine, Buildings include
power plants, storage units, mines, faclo-

Smedstad | MAX commander at a time in the ‘The obligatory cut-seenes during the ries, docks, hangers, and depots. Also
Publisher: Interplay | ;¢ when machines do most of the campaign game are excellent, but the available are facilities for living, training,

(714) I{;;g.%ﬁc,?g fighting, ‘o survive the rigors of hyper- maps are something of a disappoint- and research. Bases can be protected
www.interplay.com | space travel, your human brain hasbeen — ment They use a square grid and, for the with walls and static defensive weapons.

Reader Service #: 328

removed, pickled, aud placed ina obotic

CGwW MAY 1397

most part, are Tt and featureless.

Repair and supply vehicles provide



SURRENDER 1S NOT AN_QRTION

. Available Now for
Wmdnwa 05 & DOS CD BOM

Command & Conguer is a registered trademark and Commond & Car

“The real degj;m_ reul fime.”
-(GW 5

“C8&C is hack, ger dnd
badder than ever.”
-PC Gui

“Don’t expect
much after you
this one.” —PC

Whondmwe 2 o3 roaislandd el

~ “Red Alert has set o
standard by which other

strategy games are now
judged.” -—Happy Puppy

“One of the best you'll find
in the world-of PC games.”
~Gamespot
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REVIEW * M.A.X.

GOLD STANDARD Gold must be discovered, mined, and
refined before it can be used to upgrade your units. Though
expensive, those upgrades are vital to victory.

logistical support in the field. Specialized
units inclide long-range mobile scanners
and surveyars. These locate the gold,
fuel, and raw materials needed to create,
repair, power, and upgrade units.

aking M.A.X. Better

s is the case with most new games, the initial

version of M.A.X. contained a few bugs. The

most notable problems were with the Matrox

Mystique video card and connection failures dur-
ing network and modem play. There was also a glitch that froze
the timer at the end of a tum. To its credit, Interplay quickly
released a patch that fixed these problems and updates the
game to version 1.03.

Gamers' complaints about the Al's lack of aggressiveness in
custom scenarios is also being addressed. By the time you
read this, Interplay should have released version 1.04 which will vey for minerals, allocate
solve the Al problem and additional gameplay issues.

Units are rated for attack, defense,
weapon range, spotting range, ammuni-
tion, movement, and rate of fire. By min-
ing gold and conducting rescarch, unit
upgrades can be purchased to improve
these characleristics. For example, if you
find that your tanks are oo easily
destrayed, yon can significantly upgracle
their defensive value, \\ ith enough R&D
and morney, you can make your scotits see
farther and vour artillery shoot longer dis-
tances. If you get too far behind the tech-
nology curve, you'll usually find that unit
quantity comes in second best to qu.'ﬂil}:

MAKE WAR, NOT LOVE

“Iree styles of play are available. In
addition to the [5 training scenarios,
there are 24 individual scenarios and a
linear campaign. Players can also creale

CowW MAY 1997

customized battles, selecting from four

different planets with six maps per plan-

ct. In these battles, you can choose lo

play against 1-3 opponents. You starl

from scratch, with the bare essentials,
and build your way up. In the pre-

! sct battles, the games Al which
can be sel Lo six degrees of dilfi-
cully, prmridc.-; \mrlhy oppaosition.
MAX. supports head-to-head
play via modem and over a LAN
(up to four players).

The choice of whether to play
simultaneous tums or the more
traditional sequential tumns is 2
personal one. Against the comput-
er, I found .\Il‘l!ll" neous play to be
more than a little frustrating,
Consider that the player must sur-

resources, build new facilitics,

Tepair and Icsuppf_\' s, manu-
facture new units and upgrade old ones,
give standing orders, conduct fire, and
manenver during combat —all while
keeping an eve on what the opposition is
doing. There’s simply too much for one
person to do when facing a computer
oppenent who can accomplish these
tasks in namoseconds,

|nc\'ihlhi_\', I would run out of time to

do everything [ wanted or forget to per-
form some key action that would cost
me deary. Only when 1opted for turmn-
based play with no time limits did | real-
ly begin to appreciate MAXS Al and
marvel al its tremendous depth and
variely. In time, | might enjoy the chal-
lenge of simultancous turms, but for
now, even as a player who normally
enjoys real-time games, | found them
too intimidating,

PLANE AND SIMPLE M.A.X. has a very friendly interface. To
get the low-down on any friendly or enemy unil, right click for
a unit status screen.

MAXIMUM APPEAL

Can MAX lure turn-based gamers
into the real-time world? Probably not.
Instead, MAX. is essentially a tum-based
game with a good turn design for multi-
player gaming, With simultancous tums,
MAX avoids the common pitfall of mul-
liplayer turn-based games: requiring play-
ers Lo wait for each other to finish their
moves. Simultancous tums undoubledly
make more sense for multiplayer games
than they do for solitary play.

Because MAX. offers a tum-based
oplion, tum-based gaming fans can
always fall back on that style of play. The
larger question is if real-time gamers will
find the optional simultancous urm sys-
lem an acceptable substitule for true real-
lime play. Thats hard to say. The botlom
line is that anyone who enjoys the intellee-
tual challenge of a good strategy game
will appreciate MAXE depth, complexi-
ty, variability, and suceessful integration of
resource management with strategic
planning and tactical warfare, &

PAPPEAL: War and strategy
gamers who don’t mind adding some
micro-management to their mecha-
nized mayhem.

PPROS: Great sound, nice graphics,
exceptional interface, strong Al,

multi-player capabilities, and a huge
variety of units and facilities add up
to an engrossing gaming experience.

FCOMNS: Simultaneous turns over-
whelming, micro-
management
may put off
SOME gamers.
Incomplete man-
ual, no scenario
etlitor, and no
terrain features.
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ntroducing The FORGOTTEN ;REA

ntroducing RGOTTEN ;REALMS® themagical and mystical world of the FORGOTTEN REALMS®,
ultimate: ADVANCED DUNGEONS & DRAGONS® PC - ‘| " the most popularof the AD&D® worlds. Whether you'are a die-
M. game collection. ~Twelve . of: '.I;l‘l_re‘::'g‘l'é".l_ﬂ"ﬂ role playing . | hard AD&D® enthusiast, or a newcomer looking to begin your
fantasy 8_\.(1?""3!1'1?1'1'33,. ever created arg-ghl]j_'ércd together in one - 4" " first adventure, this compilation set is sure to become a collec-
incredible boxed set. Each exciting adventure takesyoudeepinto -+ .| ' tor’s item and provide months of entertainment value.

A Advanced

Dungeons&cDragons

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and Ihe TSR logo are registered lrade- §81 and Stralegic Simulati Inc. are frad of § L

marks owned by TSR, Inc. POOL OF RADIANCE, CURSE OF THE AZURE BONDS, HILLSFAR, SECRET OF THE Simulalions, Inc., a Mindscape company. Gompuler game code © 51

SIVER BLADES, POOLS OF DARKNESS, EYE OF THE BEHOLDER, EYE OF THE BEHOLDER I, EYE OF THE and Stralegic Simulations, Inc. Used under sublicense. Interplay is

BEWOLDER 111, DUNGEON HACK, GATEWAY TO THE SAVAGE FRONTIER, TREASURES OF THE SAVAGE a trademark ol Interplay Productions. ANl rights reserved. Al olher

. FRONTIER, MENZOBERRANZAN, BLOOD & MAGIC, DESCENT TO UNDERMOUNTAIN and DRAGON DICE are Irademarks are property of their respective owners, A i
Wy Ganpers, For Caers, /™ Irademarks owned by TSR, Inc. and used undar license. -
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of Free Time™ ' “gad
BATTLEGROUND 6 w
TalonSoft’s award winning Battleground® series returns to the era
of Napoleon and the titanic clash with General Kutuzov and his Play by
glorious Russian Army of the Czar at Borodino, September 7, 1812. |p-Mail

e Can you push the Old Guard forward and march on Moscow?
3 7
TR www.talonsoft.com Orders only 1-800-211-6504 h Ron

© Copyright 1995,1986,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 (410) 933-9191




"A brllllan’f- deSIgn...l just can’t stop playmg'"
"“"‘“"Y Wilson, Computer Gaming World-

“One 37 the best renditions of a battlefleld

- ever seen in a PC'game!”
% -Phll The Cnmputer Games Strategy Plus- 3

.Ik

“One of the best wargame serles we’ ve: seen

3 R — . s £ ) i o ; in earslll 20 ?{‘ i@
%?#UMHESB . ;-Cnmyputer & Net Player- : %l \ B ;§

~ “No Civil War fan will be dls“appom“te
7 -Wllllam Trotter, PC Gamer- Bl

Includes the battles
of I1st Manassas and
ond Manassas!

Available at fine Software retailers Worldwide!
To order direct call 1-800-211-6504 (arders only please)
or visit our web site at www.talonsoft.com

xcellence in

©Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 832, Forest Hill, MD 21050






Command & Conguer Gold Edifion for Windows® 35!

ALL-NEW GOLD EDITION FEATURES

Super VGA Graphics intensify
realism and excitement

Internet Head-to-Head play

Play against competitors across the world
with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and deskiop patterns

For Windows"35.

b

fvailable at retailers E'l'!llllllh!l’ﬁ Command & Conquer is a regisiered
of call 1-800-874-4507 , JQStWOQ‘Q' T e i b
* Requires existing Infemet access l. resﬁmd..\:;irtd‘?m 9?:-5 a mgi:ltcn:d

WWW westwood com
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Price; $49.99
Minimum System
Requirements:
486DX/66, 16MB
Memory, 40MB hard
drive space, 2x CD-
ROM, Windows 95,
directX-compatible
video and sound
cards.

Multiplayer Support:
Hotseat (1-5), Play-by-
email (1-5)

Designer: Holistic
Design

Publisher: SegaSoft
San Francisco, CA
(888) SEGASOFT
www.segasoft.com
Reader Sarvice #: 329

REVIEW * EMPEROR OF THE FADING SUNS

Throne of Stars

SegaSoft Boldly Challenges MaSTEr oF Orion |l
for the Spaceploitation Crown

by Martin E. Cirulis

1 the past six months there has
been a renaissance in sei-fi stral-
egy gaming. After nearly a two-
year dry spell, during which we
were offered only the weakest of
games, .‘s[]ilCL’l)l( itation is sud-
denly fashionable again —with
nearly 10 titles released in the
past cight months. Leading the
pack is undoubtedly MOO 11,
but some think that the crew at Sim'lex
didn't do quite enough with their flashy
sequel...and so, despite the embarrass-
ment of sci-fi riches, there is still a quiet
vearning for a truly epic sci-fi strategy
game that delivers complexity and
playability in one greal package.

THOU SHALT NOT RESEARCH The Church is a powerful influence that controls what
you can and cannot leam. Research forbidden technology, and your scientists might

get visited by the clergy.

“Despite the fact that I wouldn’t recommend this to a single

player without some serious patches to the AI and processor

routines, I can’t help liking EFS as a multiplayer game.”

Oddly enough, its a company with the
name Sega in the title that has delivered a
possible underdog challenger to the MOO
dynasty, giving us a moocy, stylized space-
ploitation game with a mouthful for a title:
FEMPEROR OF LI FADING SUNS (I91S)
Once |Hooked inside this ganie T realized

MULTI VS. SOLO PLAY EMPEROR OF THE FADING
Suns suffers some acute problems in single-player
mode, and is best only as a multiplayer game.

CcowW
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that there might be good reason for the
buzz surronnding it, especially since il
embaodics much of what [ like to sce inan
sci-fi game. FIFS is a successful design (no
doubt owing much to Holistics previons
quirky hit MERCHANT Privcr
MachiverL), and ils piciise is aclually
based upon inferesting source
material (instead of the dubious
writing talents of overworked
programimers). In this case, the
computer game is based upon
the gothic sei-fi RPG of the
same litle, Unfortunately, despite
all the promise and reputation,
spending a long time with this
game will reveal a couple of big
eracks in the gem.

DARK SUNS, DARK AGES
EFS is undoubtedly the
most stylish game to come oul

of the new spaceploitation

boom. It takes pl.‘u:v in a future where
humanity has fallen back into repressive
religions, monarchy, and barbarism. Your
job isn't so much exploring brave new
worlds, but exploring old ones, bringing
them back into the fold, and uniting
them under your leadership until you
can declare yourself emperor. Opposing
your plans are four other noble houses
(with much the same agenda) and the
Holy Church, which has its own ideas
about what technologies humanity
should be using. Alien threats also loom:
These inchide a mutant race called the
Symbiots, who are bent on swallowing
everything in sight, and the Vau, who are
peaceful —until annoyed, that is,

Where some games decide to abstract
grouned combat in favor of space battles,
orvice-versa, EFS covers both in a satis-
fying, if not exactly flashy, way. Players
must build starships of various kinds to
extend their will, but where games like
MOO I treat plancts as if they were sin-
gle cities, 141°S turns each of the 35
worlds in your little chunk of the galaxy
into a virlual garme of EMPIRE in and of
itself. Worlds are entirely fleshed out,
with separale cities that have single
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~Lan Shadmw Warrior kirk @557 Shuriken! The silent assassin will emerge from the shadows by the
light of his Uzi. Bodies will drop like lotus blossoms. Spent cartridges will fall like ripe cherries
from the tree. Flesh will refum to Nothingness. The Yin of Death and the Yang of Life balanced in
the hands of one sick ninja puppy. Meditate. Annihilate. Meditate. Mutilate. Meditate. Detonate.
 Shadow Warrior, feach for e sl iy

This ane's a no-brainer, ~ - -4 harrel rampage in mMoms-oUer-ranms. Tanks, Joyride 'em or trash ‘em!
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WHAT DO YOU WANT? Faping Suns' expansive gameplay
includes a detailed model of political intrigue for dealing with
other noble houses, aliens, and the ever-present Church.

B0
(A]7

STACKED Combat in EFS is resolved on the strategic
level, but many factors go into deciding the outcome.

functions such as producing raw maeri-
als, construcling units, or researching
forgotten technology. ‘Terrain ranges
from deserts to tundra to mountains, and
everything in between —even ocean-
based naval combat

Combat itself is a relatively simple
matter, and very much a traditional
boardgaming affair, where units stacked
together in a single hex attack ather
stacks. Not much effort is wasted on
pretty graphics or cool animation. In
fact, this game is downright primitive by
todays SVGA standards. Instead, all the
effort has been put into creating a huge
collection of different land, sea, air, and
space units; all with their own strengths
and weaknesses. Combined arms s a
complex reality in this game.

But despite all of these drawhacks, the
one thing that EFS provides which
nobody else even comes close to provid-
ing is an infricate and interesting political
game. Since the five major houses are
vying lor control of the tallered remains

is represented.

CCwW

MAY 1897

of an Empire, there is already a power
structure in place, and players must cast
their ballots every few years to decide
who will be Regent for the next period.
As Regent, you have the enviable job of
handing out three powerful positions to
yourself and the other houses, namely
the Imperial Eye (the intelligence wing
of government, which holds fortified
areas on many worlds), the I'leet (giving
a player access to a large supply of units
based at the throne world) and the
Stigmata forces (another large collection
of units based in cities on various worlds,
whaose job is to stem the Symbiot tide).
These powerful organizations are com-
pletely at the disposal of whoever is
entrusted with command, and since you
can only give yourself one post, politick-
ing becomes a very real part of this
game, in a way unparalleled by any other
spaceploitation title seen yet.

“SHE CANNA’ HOLD IT, CAP'N!”

The real problem with EFS is that its
almost too much game, not only for the
players, but for the designers themselves.
Givenits land, space, and political the-
aters, EFS qualifies as a monster
game —and sometimes it appears that
the programmers really didn't realize
how monstrous it could get.

There is no doubt that the artificial
opponent, while adequate at times, is just
not up to the task of running such a com-
plex game. 1 suspect that most players will
become fairly bored of watching the com-
puter players squander their advantages,
refuse Lo press atlacks, make occasional
oddball offensives, and generally pile up
defensive units until they starve them-
selves to death. Without a human oppo-
nent, this game has little replay value.
Fortunately, EIF'S provides for hotseating
and PBEM. Even worse than the Al’s stu-
pidity, though, is its delays in completing a
tum. By the time you're at tum 150,
(which isn't much, considering it can take
30 or 40 turns o conquer a developed
world) the computer can take up to 45
minutes ona PI50 to generate tums, sim-
ply because of the incredible number of
unils involved. A patch is desperately
needed here, either to convinee the com-
puter players to build less and play more,
or lo provide a whole new movement
algorithm, as most peaple don't have a
sparc computer they can walk away from
for an hour at a time. Also, as lums gel

longer, the chances of a complete crash
somewhere during the process seem to
increase, and it isn’t any fun to realize that
you are going to have to wait another
hour to finish that same tum,

Another problem is that, despite its
scope, the game can feel a bit cramped
at times, especially when it comes to
technology. Most EFS games will still be
going strong after all the players have
researched every tech the game has to
offer, meaning their lab cities will sit
around gathering dust. Also, most of the
political intrigues in this game, such as
appeasing church and state, only
become truly relevant when you play at
the highest skill levels. That means
beginners might miss most of the cooler
parts of this game, and may pack it all in
before they discover all the meat.

Despite these problems, and the fact
that I wouldn't recommend this to a sin-
gle player without some serious patches
to the Al and processor routines, | can’t
help liking IF'S as a multiplayer game.
Make no mistake: This is a no-frills, seri-
ous wargamer kind of experience, and
should probably not be attempted by the
newcomer. On the other hand, if you
have a few Machiavellian friends, and [
suggest at least three, then [ would
heartily recommend giving FADING
Suns another chance for glory. Even if
this is not quite the end-all space
wargame many of us have been waiting
to sink our teeth into, at the very least, it
is a big step in the right direction. %

PAPPEAL: Hard-core wargamers
who want a complex multiplayer
spaceploitation game that simulates
everything from military intelligence
to political intrigue.

FPROS: A spaceploitation game
that is large and complex enough
to deserve the title. An extremely
good hackdrop, combined with
political as well as strategic war-
fare, gives this game the feel of a
real imperial struggle.

PCOMS: The Al, interface, and
technology tree are not up to
how large this game can get.
Players on slower systems will he
on life support  [ZnN

before they
reach turn 150.
Annoying
install program
overwrites your
drivers without
asking.
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¢ Attack the Nemesys crime
syndicate as any one of five
pissed-off cops.

* Five choppers. Strap one on and
command your air space.

el Blast your way through 20+
",_\;our—face missions.

SPECIAL OFFER!

Play the Demo. Win the Game.
www.happypuppy.com
A Happy Puppy Exclusive!
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The ideal joystick should give yvou fast response, pinpoint accuracy, and

The new Blackhawk gives vou the look and feel
of the most expensive joysticks on the market. Bul at

29 bucks, you don't have to be the Sultan of Brunei to afford it. And once yvou own it,

all you have to do to play is plug it in. Then play any joystick controlled PC game vou

wanl. For as long as you want. Because the Blackhawk is specially designed for

comfort and durability, even while you're furiously hlasting away at the enemy. GMVI(

So get Blackhawk. And start playing games the way they were meant to be played. Go to ' iz : oo

your favorile store or call us at 1-800-257-0061 or visit our web site at www.gravis.com. [ gaming for the 2181 contury
CIRCLE READER SERVICE #351

© 1997 Advanted Grovls Computer Technology Lid. Al rights reserved. Grovis and Blockhowk ore irodemarks of Advonced Grovis. All irodemarks are the property of thair respective
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ADVENTU R':'l RPG

Rincewind Returns in DiscwoRLD 1,

a funny, Challenging, Old-School Adventure

he first
DISCWORLD,
based on Terry
Pratchetts
humorous

| hook series,
Wils &S Zan I}" HE

¥ the novels, and
alough adven-
ture besides.
Now we have DISCWORLD [ MORTALTTY

By1es!, and its cut from much the same
cloth as the previous game. Once again,
Rincewind, the inepl wizard wannabe, is
called upon to save the day, or rather, the
dead. The dead are not really, reallydead,
just kinda sorla in a state of demise.

Thats becanse Death himself, that
spooky skeletal character with black robe
and sharp seythe, has vanished. No one
knows why, and no one knows where,
Without him around te separate soul from
body, those who die are stuck in a state of
undcath, or maybe living death, The wiz-
ards know a1 spell to summon him back
from wherever, but first, naturally, they
need the ingredients, and guess who has
lo go get them. Right, our boy Rincewind.

It doesn't end there, of course; that's
just Act [ of a five-act game. Before long,
our hero gets involved with making low-
budget movies, traipsing after wise her-
mils in the desert, proving himsell worthy
to take Deaths place, saving Death him-
self from, er, death (don’t ask), and end-
ing up with a gratuitous takeoff on a
famons movie finale.

In between, there is much fun poking,
both blatant and obscure, at various

aspects of modern culture, physics, role

playing, Shakespeare, and the inanity of
object-gathering and puzzle-solving (a
running theme throughout the game).
Rincewind is by no means unaware of
the silliness of what he’ forced to da, and
takes the opportunity lo say so on more

than one oceasion,

CRYSTAL BALL

» As reported last month, Sierra
is swearing off FMV adventure
games, and this policy is being
extended to the follow-up to
CGW's 1996 Game of the Year,

ad- ven, ‘%:ur

SPARKLING INTERFACE

As in the first version, game mechanics

are fairly simple. The “sparkles” cursor is
back, and acts as the main interface,
Maving it around the sereen lights up hol

spots (items or people Rincewind can

interact with in various ways). Clicking on

GABRIEL KNIGHT 2: THE
Beast Within. Jane Jensen
has reportedly begun
working on GABRIEL KNIGHT
3, which will be a non-lin-
ear, real-time 3D-polygon
based affair. Full produc-
tion begins in April with
the production team of
SHIvERs 2, and the game is
currently slated for a sum-
mer or fall 1998 release.
» Killed everything in
DinsLo twice over already?
Activision is now working
on a PC port of Crystal
Dynamics' BLoop OMEN:
Leeacy oF Kam, the popu-
lar Playstation action-ori-
ented RPG. The game
puts you in the role of
Kain, a noble who is bru-
tally murdered and then
resurrected as a blood-
thirsty vampire. In your
quest for revenge,
you'll have 13 spells
and the ability to morph into a
wolf, bat, or mist as you hunt
down and kill bad guys and
innocent victims alike. Look for
it this summer.

MAY 19497 CCoW

E6& 1ts been

too long

since I could
unreservedly
recommend a
game; I can

do it now.’ ,
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Price: $40.00
Minimum System
Reqguirements:
4860X4/100 (P90 rec
ommended), 16MB
RAIM (8MB for MS-
DOS), 20MB hard disk
space, 640x480 SVGA
graphics, 2x CD-ROM,
Windows 95 or MS-
DOS 6.0, supports all
major sound cards
{(Sound Blaster-com-
patible card recom-
mended).

Multiplayer Supporl:
None

Designer: Perfect
Entertainment
Publisher: Psygnosis
Foster City, CA

(415) 655-8000
WwWw.psygnosis.com
Reader Service #: 330
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an object takes it (if it can be
I:ll\‘.cu). Or uses it some way, such
as la apen a door or pull a lever.
Objects can also be combined. For
example, you ean put a hook and a
rope logether o make a grapple.

Clicking on people usually
begins a conversation, 'To talk to
another character, you click on dif-
ferent icons: a mouth for a general
greeling, a jesters wand for a sar-
castic remark, a queslion mark fora
question, and a waving hand to say
goodbye. In addition, there is alil-
tle thought balloon that represents
Rincewinds own private thoughts,
Other icons may appear as conver-
sation topics, depending on what
Rincewind has previously learmned
or done elsewhere i the game,

Moving Rincewind around is
also simple; you just place the cur-
sor where you wanl him to go, and
click. Its important to walk around
every scene, as mosl of them are
larger than they first appear, and its
casy to miss something if you just
slay in one spol.

Ouldoors, you move around on
maps of the overall arca, Each map
has several locations Rincewind can visil;
clicking on one sends him there immedi-
ately. Some places are available anly dur-
ing certain portions of the game, while
others may requite some puzzle-solving
before they appear. When a new area
opens up, however, itis displayed right
then on the map so that you know it

open— anice touch,

SHOP TALK

Saving and restoring can be done at
almost any time, and you have a generous
30 save game slots, While Rincewind isn't
in much danger, and can’t use items inap-
propriately, its still a good idea to save
often anyway. Some conversations or
puzzle-solving ean be lengthy, and you
wouldn’t want to redo them a second
lime if it can be avoided.

Discworin 1 supports a varicty of
sound cards, but il yours isn't mentioned,
don't despair. The game comes with text
subtitles you can tum on (with or without

CewW
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RINCEWIND REDUX Inept, cowardly Rincewind is back,
and 5o is his magical walking luggage, to solve (and com-
plain about) all those typical adventure game puzzles.

1¢ bellows you need in the High
Energy Facility of Unseen University. Just don't ask the "60s
leftovers inside too many questions—they won't shut up.

sound), so you won'l miss much.
However, if you can gel sound, do put it
on, as the conversations are a highlight of
the game, and are much funnier with the
voice-overs. The speeeh is very gaod, and
comes through clearly. The voices —
including ex-Monty Pythonite Eric Idle as
Rincewind —are excellently done. This is
one instance where voice adds a lot to the
enjoyment of play.

The minimum spees say you need a
DX-100, but | found the game ran accept-
ably on a 486/66 with 20MB RAM. [ sus-
pect the extra RAM helped, as the manual
notes at least SMB are required for playing
under MS-DOS. You will also need
6405480 256 color SVGA. Should you
have problems with that, the UNIVBE,
video driver is included on the CD. It
works well with many brands of video
cards (in fact, | use the registered version
mysell; its quite good).

The game plaved eleanly from start fo

finish. No crashes, no bugs, no lechnical

problems of any kind surfaced,
and that’s with two complete
playthroughs. This is definitely a
tight product (although keep in
mind that I played it under DOS;
with Win 95, who knows what

might happen),

THE WAY THINGS USED TO BE

In rf:g;m] to the puzzles,
DiseworeD 1 might be alittle
bit casier than the first game, bul
not by too much. This is tradition-
al adventuring, where the puzzles
have abject-oriented solutions,
There are no “puzzle puzzles”,
such as solving four-color tile
enigmas or plaving variants of
Concentration. I'd call it straight-
forward, but that’s not a word to
use in Discworen (heht). Stll, it
was good to gel back to gaming
as it used to be.

IF 1 have any quarrels with the
game, it’s that some of the aulo-
mated scenes went on longer
than they should have, This was
also true of some conversations,
which seemed to drag on forever,
andl lost a good deal of their
humor in the process. In those instances,
e “less is more” prineiple really should
have been applied.

Overall, though, DISCWORLD [T was a
treat to play: it was funny, clever, clean-nin-
ning, and a good mental workoul. 115 been
too long since | could unreservedly recom-
mend a game, but | can do it now: [fyou
need a break from serious adventures, if
you vearn for traditional gaming, if youd
like to play something that won't be over in
acouple of days, this is the one o gel. &

Fable update

In last month's issue, my review
of FaLE noted that Sir-Tech was cre-
ating a new ending for the American
version of the game, to replace the
original atrocious conclusion. | have
now played through the revised
FasLe, and am happy to say that Sir-
Tech lived up to their promise. The
new ending is far more acceptable,
and there is now no reason to avoid
playing the game.
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Be cool and in control as you challenge

car-crushing tourneys and rallies for the checkered flag, repel Microsoft” Monster Truck Madness™ Inside Moves
1-57231-530-X $16.99 ($22.99 Canada)
alien invaders beneath the waves, gain victory "in the hedgerows Close Combat: Inside Moves
1.57231-308:0 $16.95 ($22.95 Canada)
" &
of Hell," take to the sky in a 737, or face relentless space combat Microsoft® Deadly Tide™: Inside Moves
s . i 1-57231-306-4 $16.95 ($22.95 Canada)
action. The Microsoft Press® Inside Moves series arms you with ; .
Microsoft” Hellbender : Inside Moves
hints, strategies, and secreis—some straight from the developers— 1572313653 15235 (522.95, Canads)
Microsoft” Flight Simulator for Windows® 95: Inside Moves
that aren't available anywhere else. 1-57231-3625 $16.95 ($22.95 Canada)

Available in quality bookstores and computer stores worldwide.

-
Micresoft Press
To locate your nearest source for Microsoft Presg products, regch us at g

1-800-MSPRESS in the US.. ot WW W.IIICFrOosoft.com/mspress/




FQ-OH%% ng' o

CF;,
r %bf&% ) Sﬂ ,oe n

Yowve faced off against £H]@ Iegends St

in PGA Tour...

Teed-off on the TOUGHEST COUrSES

with Links LS...
But you haven't played in a

real championship wei.._

Only British Open Championship Golf™ puts you right in
the middle of the action in golf's greatest championship.
Compete as one of eight featured pros against a full | |
field of top professionals. Get advice from the first-ever
fully interactive caddie. See and hear the crowd react to
your every shot. Get play-by-play announcing from ABC's™
Jim McKay. Battle Scotland’s infamous weather on photo-
realistic 3D simulations of two of the world’s most
challenging courses —
The Old Course at St Andrews
and Rovyal Troon. Any way you
slice it (or hook it), no other
game gives you the sheer
adrenaline rush of real
championship play like British
Open Championship Golf,

-

WWW.BRITOPEN.COM

* For a limited time owners of LinksLS™ PGA Tour® 96 and Microsoft™ Golf can goet a $10 rebate with
the purchase of British Open Championship Golf, Cffer lasts until June 30, 193/ See package for details

Available in major retail outlets or order direct 1-800-360-7435

LDORNNG SLASS GET INTO THE OPEN
TGN OGIE S 100 Cambndge Park Dave, Suite 300, Cambridge, MA 02140
© 1997 Looking Glass Technologies, inc. Licensor and the Software Product i distnibuted under the autharization of The Royal and Ancient Coff Club of St Andrews. The Old Course at St ANdrews and Boyal Troon Courses

arg used by permission of 5t Andrews Links Trust & Royal Treen Golf Club. The Open Champiarship Logo s wsed under koerse from *The Charmplonship Commities Merchandeing Lig®
Aot trademaeks and trade names are propentios of thor respestane caeners. A rghts resorwed
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Pro League
Prophet

An Exclusive Interview With Game Designer
and Online Pioneer Dave Holl

SPORTS

ig-time sports
games like
FroNT PacE
SPORTS:
FFoosaLL
and NBA
Livi:may gel
all the atten-
tion, but one

of the best
sports games | ever played — PRO LEAGUE
FoomarL.—was from a much smaller
player in the design game, Dave Holt of
Micro Sports. What wowed me five years
ago—and still does today —was the game’s
groundbreaking modem play, which
enabled you lo dial up your buddies and
play a not-so-friendly game of block and
tackle. Ever since then, I've been a fan of
Dave Holt and his football sims. In fact,
PLIFmade my list of the “lop 15 Sports
Games of All Time in CGW5 I5th
Anniversary issue (November "Y6).

With MicroLeague Multimedia Inc.s
Jate-1996 purchase of Micro Sports, and
their reeent release of MICROLEAGUE PRO
Foomatt, 97 (reviewed last month) and
MicroLEAGUE PrO BASEBALL 97 (see
review this issue), Dave Holt is again at the
foreltont of sporls gaming, And now that he
no longer has to run Micro Sports, he enjoys
life more too, since he gets to do more of
whal really excites him — create games.

“I'hings they are a-changing,” Holt
says. “Its hard lo be the president of Micro
Sports and find time to be putting in a lol
of the code. Now I'm back to doing the
gilllll.'ﬁ Hg:ll‘ll.h

Aveleran designer and self-tanght pro-
gramimer, Holt got his start in 1984, when

he created MAC Pro FoomsatL, which
was published by Avalon Hill. His next
game, in 1986, was MSFL PrO LEAGUE
F0018ALL, which he distributed from his
home, mostly through word-of-mouth.
“T'his was back when ane person did every-
thing — the box design, the manuals. My
manuals were noted for having the most
misspellings,” he says with a grin,

Holt finally landed a distribution deal
with Electronics Boutique that provided
some steady cash flow. Then, in one of
those lucky breaks that make careers, he
made a contact at USA Today. The result
became an annual feature in which
“Americas Paper” picks the Super Bowl
winner using Holl's game.

“USA Taday was ranning some stories
about us,” Holt recalls. “An investor read it,
got excited, and decided to beel up the
marketing efforl, We got tied into the
National Football League and the NIFL
Player§ Association.”

“This led to the breakthrough 1991 ver-
sion of NFL PRO LEAGUE FOOTBALL—a
game that not only featured a solid com-

puter opponent, but
modem play and

‘ ‘ Holt was

the first sports
designer to

impressive multiplayer
leages via the now-
defunct USA Today
Sports Network.
understand the

excitement of
head-to-head

play. ’ ,

“We were the first
ones lo really do
online,” He says.
“We're getting back to
that.” His new
partnership with

v Dave prlt and
ML Pro FoojeaLL ‘97
1 /

MicroLeague is in
good measure based
around a major commitment to multi-
player Internet gaming,

“Thats where we had the most fun.
Being able to play against a human oppo-
nent is the ultimate thing, The whole
principal behind our games is for people
1o get logether and have a good time.”

As we're speaking, Holt is tinkering
with a career league for the long-antici-
pated MICROLEAGUE BASEBALL 6.0.
Since it ran away with my Sports
Vaparware Award for 1996, I'm eager to
see what Holt has up his sleeve. He
assures me that the game will arrive early
in the 97 baseball season,

Perhaps history will record Dave Holt
as a visionary. He certainly was the first to
understand the excitement head-to-head
play brings o sports gaming, In fact, he
recalls the day his PLI crew got modem
play working as one of the high points of
his carcer. But for all his ups and downs,
he hasn't lost sight of his mission. 1 just try
to creale the best game | can,” he says.

And whenever he finishes them, we'll
be ready lo play. %
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You're outnumbered. Your troops are exhausted.
You face an intensely fierce Persian army.
Yet you have one strength that overcomes all weakness.

You are Alexander the Great.

Windows® 95 CD-ROM Game

For more information or to obtain a copy, visit your local retailer or call 1-800-348-5061.
P.O. Box 13491 - Research Triangle Park = NC 27709 -+ www.imagicgames.com

The Great Battles of Alexander is a trademark of Interactive Magic, Inc. All other trademarks are the property of their respective owners,
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ultiplayer
simula-
tion is all
* so much
hype.
Very few
people
have
access lo
_ / alocal-
area network where games are allowed,
it’s hard to find people to play against via
modem, and if you do theyre usually a
long-distance call. Hooking up over the
Internet is complex and expensive.

Atleast, that’s how many gamers —
including me — felt this time last year. Its
amazing how quickly things change. Now
its easier than ever to set up virtual dog-
fights with multiple human players, and
thanks to the Internet, you can even do so
without incurring any kind of hourly
charges —which is a big plus.

KALI AND KAHN

You've read about Kali in these pages
before. This handy utility lets you take
most games that support local area nel-
works and play them over the Internet—
it essentially fools the games into think-
ing that the Internet is a local IPX net-

ligence on MIG ALLEY, the new
Korean War sim coming this
Christmas from Empire. Set in the
spring and summer of 1951, the
sim will feature a dynamic cam-
paign, where the strike packages
you set up in the full mission edi-
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front lines. Flyable planes include
the F-80, F-84, F-86, and F-51 on

» We recently received some intel-

tor can affect the movement of the

the U.S. side, and the MiG-15 and
MiG-15bis on the communist side.

The Roadblocks to Multiplayer Simulation are Coming Down

work. Once you download the program
from www.kali.net and pay a $20 registra-
tion fee, you can play online with no
hourly charge (other than what you pay
your [nternet provider), and you're enti-
tled to free
upgrades. Kali
works very well
with a number of
flight sims,
including A-10
Cusal, ATE,
EI2000,
FIGHTER DUEL
(with the free
NET DUEL mod-
ule), and Su-27
FLANKER. The

original release

of Kali was a
DOS utility, but

FREE KILLS As of version 1,11, Warsiros lets you baltle a single
friend over the Internet at no charge.

can lalk to users and find
other players interested in
flying your sim of choice.
Unfortunately, al times it
can be difficult to find other sim players,

never been
this easy to
reach out
and shoot
someone

down... @@

you'll find Kali N —

T = ]

95, the Windows 95 version, is more flexi-
ble, easier to set up, and is compatible
with all the above-listed sims except ATT
and EI2000 (both of which refuse to run
under Win 95),

Kali also addresses the other major
obstacle to online gaming —it gives you a
place to find other players. The Chat fea-

ture gives you a lext window where you

i You can upgrade aircraft as the
campaign progresses; for example,
you can move from an F-86A to
the improved F-86F

» Commanding four flights of
four aircraft each, you'll define
the strike packages for each day
and then take a plane up your-
self. While in the air, you'll be
realistically vectored towards tar-
gets via radio calls. Look for
multiplayer support and Direct 3D
i graphics as well.

as many of the Kali server chatlines seem
to be populated mostly with young “kew!
doodz" looking for a quick DUKE NUKEM
3D fragfest. If vou're having trouble find-
ing sim players, try different Kali servers;
Sim-Net, for instance, is a favorite of
FIGHTER DUEL players, Some players
also change their nickname to reflect
their game of choice. Someone named
“EF-Mitty” is probably looking for a
game of EF2000.

Another method for avoiding the crowds
is Lo try Kalis competitor, Kalm, This pro-
gram is similar in functionality, but isnt yet
as polished or full-featured as Kali. Its also
not as well-known, so you don't find the
chal-lines as crowded with cursing
teenagers, but you will find many knowl-
edgeable sim players haunting Kahin
servers. Its especially popular with St-27
ILANKER players. If this allerative interests
you, check it out at www.teleport.com/
~nbright/home html.

MAY 15937
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DENNY ATKIN

| remarkably warp-free over the Intermet.

e

U aCiDman han bean sutcenshuy added b your conthet bt
kt mh\mdmmmﬂmhmm

NET GAINS The free patch to USNF 97 adds the ability to play i ' 1 SEEK YOU Finding out which of your opponents are online

is a snap with the help of Mirabilis' ICQ.

L s & derr——— e |

IN THE NAVY

If you have Jane’s US NAVY FIGHTERS
97, you won't even need Kali or Kahn for
Internet play. EA has released a patch for
the program (at www.janes.ea.com) that
adds Internet connectivity. You can fly
head-to-head scenarios created with the
quick mission creator, built-in missions in
compelitive or cooperative mode, or
mission-builder scenarios. Custom mis-
sions are transmitted on the fly as the
mission starts, so your opponents don't
have to download any files. I've flown
missions with four human pilots from all
across the country and the action was
very smooth, with alinest no warp in
movement from Internet delays.

However, FA did omit one major fea-
ture—a program along the lines of the
Westwood Chat module (included with
RED ALERT) that makes it easy to find oppo-
nents. You could use Kalis chat feature to
look for USNF 97 opponents, even though
Kali isn’t needed for the actual connection.

You can also find players by browsing
the bulletin boards on the Janes Combat
Simulations Web pages, but then you
need to email potential opponents and set
up a time to meet them online. A better
solution is to grab the neat new Intemnet
utility called ICQ from www.mirabilis.
com. Similar to AOLS Buddy Lists fea-
ture, ICQ will watch for membersona
list of Intemet friends (or potential combat
enemies), and then send messages or chat
requests to those people. For instance, last
weekend | logged on to set up a four-play-
er USNF 97 melee, | found Hangtime
and Shortfork (who I'd added to my ICO
seek list) were online, and invited them
into a chat. Hangtime spotted aCIDman,
who was on his ICQ list, and brought him
in as well. We then agreed on mission
parameters, launched USNI*97, and flew
Phantoms vs. MiCs.

FREE WARBIRDS
I've often recommended that gamers
who want to learn to fly planes with realis-

tic flight models download a copy of
Interactive Magic Onlines WARBIRDS
from www.icigames.com, Even if you
have no desire to pay $2 an hour to fly in
the multiplayer arena, you can always fly
WaRBIRDS offline and practice your flying
and shooling techniques against invulner-
able, sitting-duck drone aircraft.

Plus, as of release 111, you can practice
techniques against intelligent opponents
without racking up online charges. The
sims front-end program now supports
head-to-head play over a modem, network,
or serial cable, You can dogfight head-to-
head against a single opponent free of
charge using the Intemet or a local phone
call {of course, the developers hope you'll
get hooked and try the multiplayer arena).

You can enjoy the thrills of multiplayer
air combat by paying $20 (Kali), download-
ing a patch to an existing program (USNF
97), or downloading a free online front end
(WARBIRDS). If you have an Intemet
account {and who doesn't?) you no longer
have any excuse for playing alone. &

Advanced Poilt Seltings x
cHit C nnling e
1o i FIF0 Bl scaes 16550 corpwitle UAAT] b Some online games
P PR | E require you to know your IP
S®éct o detinge o Hhslad pos{cnBdeIcR: L] Address. which identifies your

CONNECTION TIPS

P If you find Internet play to | Tyt sl Low 1] | Hioh (161
be jerky on your Win 95 machine, ’ - 2 s

set up a new Dial-Up Natworking

icon just for Internet play, Under the
modem settings, click Configure, and
under General set Maximum Speed to
38400. Then click Connection, then Port
Setlings, and move the Receive and

CGW MAY 1997

Feceive Buler. Low (1] ——— J

oty | Dok

Transmit Buffer sliders to one notch away
from Lhe left-most setting. Click OK, then
click Advanced, and be sure Error Control
and Compress Data aren't checked, and
thil Hardware Flow Control is on

location on the Internet.
Depending on your Internet
provider, this number may change
each time you log on. To check
your IP Address, click the Start button,
choose Run, and type WINIPCFG. A
window will pop up with information
about your Internet connection, includ-
ing the IP address
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3—D Ulﬂ‘a—mil‘ﬁ GUH:T:: all the fuh you'd expect from the game of
mini golf with a little something extra.

A wild ride through the right side of the brain.

You get two, nine-hole courses. One with classic mini golf holes like the big shoe, the
windmill. The other nine holes are totally hutty. Theres the space port where you cah
puft on the moon, the voleano where your ball can be incinerated in molten lava and a

prehistoric jungle where the Tyranhosaurus Rex
has developed a taste for golf balls.

It's weird, wild and more fun than a
whoopee cushion.

3-D Ultra Mini Golf gives you incredibly
realistic ball physics that make even the most
radical bank-shots possible. You can play it

U il pe :
y alone or with as many as four players.
3-0 Ultra Mini Golf. Call it cool.
=l Call it amazing. Just don't call it normal.

S I E R R A’ 1-800-151-1N07. http:/ Auwiusierra.com
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ZDNet.
All the computing information you need,

packed into one dynamic Web site.

World-famous The latest news

software library. 24 hours a day.
Get ready to download! From breaking technology
ZDNet has thousands of news to your own FREE cus-

tomized news feed, ZDNet
delivers the in-depth cover-
age you need, from the
sources you can trust.

the highest-rated share-
ware programs, all virus-
tested and reviewed —
and the latest commercial
demos, too!

Enroll in
ZDNet University.
Be one of the first
to join our online
university and

take courses in
Java, C++, HTML,
and more! Learn
from expert
instructors in the
comfort of your
own home or offic

Powerful

search engine.

No time to browse? Use
ZDNet Find It to quickly locate
the specific computing informa
tion you need.

ZDNet

Community Center.
Join in With 500+ journal-
ists and mare than 3 million
users, ZDNet is an active
community with unmatched
computing expertise,

Industry-standard
product reviews.
Which products are best
for you? Turn to ZDNet fo
expert product reviews of
everything from the latest
tools for power users to
the best software for kids.

Explore ZDNet today at www.zdnet.com!

No matter what you use your computer for; and more. It's all brought to you by Ziff-Davis,
you need a source of comprehensive computing  the world's leading provider of computing and
information you can count on.When you log Internet information. Visit ZDNet today at

on to ZDNet, you'll find the latest news, product  www.zdnet.com and explore the world's most
reviews, top-rated shareware, lively discussions trusted computing site!

The world’s most trusted computing site,
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All companies. products




TERRY COLEMAN -

The Golden
Hex Awards

A Tribute to the Best and Worst S{/az‘egy/Wargames of '96

very vear, as it
has done for
the past 15
vears, CCW
hands out
awards to
deserving
games in every
genre, along
with special

awards for technical achievement and
artistic merit. While I participate in this
awards process, and take my responsibilities
therein seriously, [ am also a columnist. So,
for what its worth, here are the first annual
Golden Hex awards for those achieve-
ments— however notable, however dubi-
ous— that took place in strategy/
wargames, the genre that equally prizes
innovation, depth, freshness, ease of play,

complexity, and outright stodginess,

AND THE ENVELOPE PLEASE...
Most Tepid: [t was the year of the
Covaann & CONQUER clone, and no

P Yes, it's true: Avalon Hill is finally doing Aovancen
Sauao Leaner. Despite the myriad rumors circulat-
ing, the game is not being done by Atomic Games
(they are working on a deal with Microsoft to do
Crose Comear |l based on the Armhem campaign).
Computer ASL will be developed by Charlie Moylan, !
of Big Time Software and Over THE Reich fame. At

the earliest, ASL will be completed late in 1988—

@, nQ

y &
e ®
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game summed up the essence of that
already-tired sub-genre more than
Virgins 7. Instead of adding sophistica-
tion lo real-time, it was loo busy being
vanilla. All the technical sophistication in
the world doesn’t help much when your
maps are cookie-cutter and your scenar-
ios are uninspired.

That said, the Biggest Disappointment
of the year remains COMPUTER THIRD
ReicH. While the game did finally emerge
from vaporware, the three-vear process of
translation from the paper classic leftan
overly cardboard aftertaste. This wouldn'l
have been so bad, except that the 1974-
vinlage boardgame is still more robust.
Lets hope this setback doesn't prevent

1
E Avalon Hill from bringing more of their

| classic tabletop games to the computer;
| they've learned a lot in the past year,
Which brings us to Most Pleasant
| Surprise of the year: WooDEN SHips &
| IRON MEN, This follow-up to 5th FLEET
| took over two years to develop, and could
| have easily sunk when leaving port. But
| the Al was solid, the scenarios were chal-
lenging, and the campaign game is ran-
dom enough to make this very
replayable. Easily the best game ever on
the Age of Sail.
Best Revival of a Broadway Play: Lets give
a big hand to TiCERS ONTHE PROWL 2.0,
which now boasts the graphics, interface
improvements, and enhanced Al of
PANTHERS IN‘THE SHADOWS. Many scenar-
ios are well-balanced for email play, so 1o
serious tread-head should be without it.

Honorable Mention: HarroON Crassic 97.

The Good Things Come in Small
Packages award has no real contender
other than ZuLuWar! While not up to the
high standard set by Incredible
Simulations’ previous CUSTER'S Last

Charlie still has to complete Acktung! SeiTriRe for
Avalon Hill in 1997. The only thing for sure is
that the ASL design will be turn-based like the

boardgame, but will probably include additional

MAY 1997

sophisticated algorithms for even greater realism.

P After the success of Rosert E. Lec and LORDS OF THE
Ream I, the Impressions division of Sierra has expe-
rienced a bit of a shakeup. While Lee designer Jeff
Fiske is reportedly at work on “secret projects,” Chris
Foster has resigned, and Impressions founder David
Lester has evidently moved back to England. We'll fill
you in on the details as this situation develops.

CCW

STRATEGY/WARGAMES
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TERRY COLEMAN

:lfglll'tlcl‘ll over the camypre-

hensiveness of the simulation.
If you think winning the battle
of Antietam was hard in
Roperr E. LEE, try surviving
on the toughest Al level here!
Music isn't generally con-
sidered an integral part of
strategy games, but SIp
Muer's Cviizanon 1
would win for the Best
Soundtrack in any historical

era. The old familiar Civ

JIHAD WarcrarT Il won the add-on war, but this Civ Il scenario
takes the batile.

COMMAND, ZULUWAR! strikes a nice bal-
ance between historicity, play balance,
simplicity, and fun.

The WinDoze award goes to
Interactive Magics AMERICAN Civit, WaR
ACWssstill the only strategic-level Civil
War game worth buying, but its pretty sad
when a tum-based 19th century game is
the slowest Win 95 application I've seen
this year. Thats oo inuch General
McClellan emulation even for me.

In the opposite vein, the Force-Feeding
Gamers Win 95 award goes to Westwood

v ISR

PLEASANT ARG

SURPRISE " :

Stanley

Associates and

AH scored a

broadside

with WS&IM.

Studios for their C&C:: Rip ALERT imple-
mentation. Running RED ALERT in Win
95 with SVGA graphics is a visual treat,
and a most impressive programming
achievement. But guys, did you really
think wed let von off the hook for that
low-res DOS palette? Ugh.

"I'he Persistence Pays Off award has a
lot of competition, but Norm Koger gets
the nod. After the uneven WARGAME
CONSTRUCTION SET TANKS, Norm hits
the bulls-eye with Ak O Rikies. And
while some ight quibble over scale or the
admittedly high casualty rates, there$ little

(= MAY 1397

tunes are nicely remixed, and
along with the new classical-
ly-tinged piano turns, cheesy
argan tenes, and a surprisingly good rendi-

tion of Northumbrian pipes, they add
immeasurably to the gaming experience.
Decline of a Great Series award goes
to STar GENERAL, which, despite its
seemingly ambitious design, leaves out
basically everything that made Panzer

GENERAL and FANTASY GENERAL great.

Hopefully the improvements we've seen

thus far for PACIFIC GENERAL will keep

me from presenting a “Decline and Fall”
award next year.

Alot of famous and not-so-famous
game designers and programmers
wotk for love as much as (or more
than) money in this industry. But Brian
Reynolds receives our medal for going
Beyond the Call of Duty for his
incredible support of SID MEIER'S
Cvitizanon 11, Brians name isn'l
even above the title, but he continued
to put out patches and additions to the
game well after he and Sid had moved
on from MicroProse lo Firaxis.

The dreaded Vaporware award goces to

Spectrun HoloByles Macic: Thr

GATHERING, [ts been through so many

design changes that Acclaim, of all com-

panies, has managed to produce a game
on the license in shorter time —and

Acclaim game is probably closer to the

original Wizards of the Coast collectible

card game in spirit, if not mechanies!
“lalonsoft walked off with the big
wargame award (see the Premier awards
section in this issue), but its hard to resist
giving out another. BATTLEGROUND:
WATERLOO is simply the Best Napoleonic

Game Ever. [l took long enough, but
somebody finally surpassed the venerable
BATTLES OF NAPOLEON.

Although I heartily agree with CCWs
selection of the WARCRAFT 11 add-on pack
as best overall of the year, the Best
Individual Scenario nod goes o JIHAD from
SID MEIER'S CIVILIZATION 1] SCENARIOS:
CONFLICTS IN CVILIZATION (which could
also win for most unnecessarily long game
title). Complete with mounted men-at-
arms, religious fanatics, the rise of Islam,
shaky alliances, and the always interesling
palitical machinations of the Byzantine
LEmpire, JIHAD offers a tense and intriguing
campaign (cocky Civ-meisters are advised
to try this at Deity level). Kudos to Mick
Uhl and his team at MicroProse, who show
why buying a few well-designed scenarios
from the original publisher is often a belter
bargain than hundreds of canned scenarios
froma third party.

SOME FINAL THOUGHTS

In the past year, the best of real-time
and tumn-based games offered better inter-
faces and Wtorials, while at the same time
improving game sophistication. You need
look no farther than OVER THE REICH fo
see that a simple leaming curve doesn't
have to mean simplistic, limited play.

The worst example of a game that
couldn't figure out what it wanted to be
when it grew up, multiplayer or solitary,
and winner of my award for Will the Real
Game Please Stand Up? is none other
than Accolade’s DEADLOCK. This could
have been SIMCry meets Civ in space,
but came close to matching ncither classic
because much of the single-player poten-
tial was stripped to make the games pace
more suitable for multiplayer play. Maybe
with DEADLOCK T theyll bother to put
everything in, and let us toggle off what
we don't like.

Truth is, lo reach the tantalizingly close
Golden Fra of strategy games, you still
have to sort through a load of crap. Which
brings me to my final award: Coaster of
the Year for strategry games was bitterly
conlested, but ultimately goes to
Interactive Magics DESTINY, the most
confused, incomplete design I've seenina
long, long lime. Rest in peace. %
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the Online Computing University

The Newest, Fastest, and Most Convenient Way to Update Your Computing Skills

Choose from dozens of fun and
interesting computing classes:

* Introduction to Webscaping:
Learning to Code in HTML

Beginning Visual Basic 4.0

Implementing Intranets

Hotdogging the Web: Build a
Web Page with Hot Dog Pro

WebWorlds: Introduction to VRML
C++ from Scratch

Build Your Own Duke Nukem 3D Level
Introduction to Java Applets

Web Graphics with Paint Shop Pro

New classes added all the time!

Join ZD Net University on the Web—the Ivy League of
computing schools in cyberspace. Our distinguished
faculty of prominent industry experts and Net savvy
instructors teaches you skills you can use to advance
your career. At your convenience. From any PC. And
for a fraction of the cost of traditional continuing

education courses.

¢ ENROLL in as many classes as you want

e Visit the ALUMNI LOUNGE where students
trade tips and get advice

e Use the ZDU Library of CGI SCRIPTS to
enhance your Web publishing projects

¢ Take advantage of special DISCOUNTS on
books and software

¢ And much more!

Visit our campus on the Web to learn
more about ZDU and how to register.
But hurry... classes fill up early!
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www.zdu.com
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SELCIAL ADVERTISING SECTION

If you've been waiting for technology to
catch up with your vision of what a high-perfor-
mance, multimedia home computer should be,
your wait is over. Intel Corporation’s new
Pentium® processor with MMX™ technology—

combined with new leading-edge software

specifically designed for the technology—lets
consumers experience the newest level in
computing on desktop and mobile computers
that provide a richer, more lifelike multimedia
experience. And leading manufacturers are step-
ping up to the plate with the high-performance
systems and the multimedia features you need—
new systems based on the Pentium processor

with MMX technology come bundled with

\ o~ T



components such as large color monitors,
stereo speakers, high-speed modems and
CD-ROM drives, plenty of storage and
memory, graphics accelerator cards, and
videophone capability.

If you want to start experiencing supe-
rior video, graphics, sound, and commu-
nications without having to spend a lot of
time installing cards and peripherals to
realize your dream machine, MMX™
technology is real and it's here right now
to see, hear, and experience.

A Happy New Year
The Pentium processor with MMX tech-
nology was announced in January 1997.
With clock speeds of 166MHz and 200MHz
for desktop systems and 150 and 166MHz
for mobile computers, the Pentium proces-
sor with MMX technology is the highest
performance Pentium processor available
and the first Intel processor in more than a
decade to offer a change of this sig-
nificance.

The new microprocessor fea-
tures 57 new instructions that
allow software developers to opti-
mize their multimedia applica-
tions, Yet even with the addition of
these new instructions, the Pentium
processor with MMX technology
maintains complete compatibility with
the Intel architecture and with widely
used operating systems, such as
Windows 95™, and applications software.

The idea for MMX technology and its
eventual integration with the processor
itself, arose several years ago in response
to the growing use of multimedia in per-
sonal computing and its demand on
processor performance in generating
high-quality graphics, video, and sound.
And as this trend of more media-intensive
software accelerates, Intel plans to make
MMX technology a part of every new
processor design in the future.

Each generation of Intel processors
has followed Moore's Law, which
states that transistor density will dou-
ble approximately every 18 months.
The benelit of Moore's Law is simple:
As users and the industry demand
more and more capabilities, these
capabilities can be added to speedier

* As compared with a Pentium processor at sama speed
running Intel’s Media Benchmark. **Intel’s Pentium Fro
processor, although not a Pentium processor genaration
processor, is faster, but does not incorporate MIX
technology. *=*All comparisens are between Pentiom
precessor with MMX technology and Pentium processor
at same speed,

SPECIAL ADVERTISING SECTION

The MMX Technology FAQ Sheet

What is the official name of this new Infel processor?
The "MMX processor” is called the Pentium processor with MMX technology.

What are its key benefits?

When combined with software designed for MMX technology, the Pentium processor with
MMX technology improves multimedia and communications applications with high-speed
performance; high-quality, full-color visuals; smoother video; and richer audio.® The new
processor also provides higher performance for existing software because of a larger
on-processor cache memory and certain other architectural improvements.

Do [ really need MMX media enhancement technology?

If you use a computer in your home, you're in the market for one based on the Pentium
processor with MMX technology. These computers make the dream of high-performance,
easy-to-use multimedia systems a reality. They run existing applications faster, they run
applications designed for MMX technology much faster, and they offer the highest-performance
Pentium processar-based system on the market today.*

Why should I buy MMX media enhancement technology?

Multimedia applications place a much greater demand on PCs than word processors or

spreadsheets do. Intel developed MMX technology to answer this challenge. With a Pentium

processor with MMX technology powering your PC, you can explare a broader range of
multimedia applications and enjoy a richer, higher-quality multimedia experience with no

need for additional hardware.

Does this mean that the Pentium processor with MMX technology is faster
than previous Pentivm processors?
The Pentium Processor with MMX technology is the highest-performance Pentium
processor available today."* The Pentium Processor with MMX technology is more
than 60 percent faster on Intel's Media Benchmark, which measures MMX technology
multimedia perfarmance, and can also run existing software 10to 20 percent faster as
measured by industry-standard benchmarks.***

How many transistors are there in the Pentitm processor with MMX technology?
This microprocessor is built with 4.5 million transistors on 0.35-micron CMOS technology.

Is MMX media enhancement teclmology a one-time release from Intel?
No, MMX technology will be integrated in all new Intel processor designs, It increases a PC's
overall functionality today and provides a platform for tomorrow.

Is MMX technology available for mobile computers as well as desktop systems?

Yes, the technology is availahle in both desktop and mobile versions of the new processor.
The initial desktop processors run at either 166MHz or 200MHz. The initial mobile processors
run at either 150MHz or 166MHz.

Systems that are that fast use a lot of power, don’t they?

No, the Pentium processor with MMX technology consumes less power than previous Pentium
processors. The desktop processor’s core draws only 2.8 volts, while the mobile
processor draws 2,45 volts. The processors are rated at less than 15.7w maximum

power on the desktop, 7.8w thermal design power for the mobile systems.

Dao I have to wait for systems and software that take advantage of MMX
media enhancement technology?
Many systems based on the Pentium processor with MMX technology are available now,
and many exciting applications designed for Intel MMX technology to provide maximum
performance are available bundled in these systems or for separate purchase at retailers.

Can Fupgrade my current Pentivun processor-based system to take advantage

of MMX technology?

Intel recently introduced a Pentium Overdrive® processor with MMX technology, which, if
your current system is upgradable, can provide both optimal performance on software
designed for MMX technology, and a 10 to 15 percent performance boost on all existing
software. Of course, as with any modification to your system, you should always contact the

system manufacturer for details and complete information. m



The Best PC with MMX”
Technology on the Block

That's right. In April, PC Computing awarded our QI'5/5M-3 with MMX" technology
the coveted 5-star % s A K % rating. As onc of the [irst companies to intraduce the power
of MMX technology into our systems, Quantex guarantees you blazing speed and
acceleration for all your communications, sound, 31 madeling and multimedia

applications. When you buy a Quantex, you're guaranteed the very latest in technology.

Quantex PC’s set new standards for performance too. We use nothing but the highest-
quality, name-brand components.  Rigorous quality assurance and a meticulous
engineering process ensures that every PCwe build is unrivaled reliability and
performance.  To top it off, all Quantex systems are built in ISO 9002 certificd

manufacturing facilities so quality is assured.

Want to know more? To find out more about Quantex products, give us a call

today or visit our Web Site.

PC Computing 4/97 #* # % # rating

“T'he best-priced MMX(" technology) machine you'll find and it's loaded with extras.”

Computer Life 3/97
“..you'd be hard pressed to find a better all-around value.”

OI.%Quaanmmin. Al Righis Reserval, 4008 Pheror Strort, Somerset N] (5873, 5 10

e weaerarnry inchades fest yeat: Mo poasss and Labvie. Sevwn 2ol il yean, par
I*l Canada Puerto Rico
1-800-793-4167 1-800.793-4185

pentium’

NOEKBEEDM

QP5/200 SM-3  §2449

Business lease: $85/Mo

B 200MHz Pentium” Processor w/MMX'™ Technology
W ? Universal Serial Bus |USB) Ports
W 3208 EDO Memory / 512K Pipelined Burst Cache
M 4GB EIDE Made 4 HD / 3.57 1.44MB Floppy Diive
{Upgrade to 5. 1GB E10F Hard Orive far $79)
W Matrox Millennium 30 w/4MB WRAM
B 17" Digital Monitor {1617 viewable)
W 33.6 Kbps Fax/Modem wVoice Mail and Speakerphone
W Toshiba 18X Max 85ms EIDE CO-ROM Drive
{Upgradit from 16X Max to Panasorie POICOROM tor $143)
M Cnsoniq 32-bit Wavetable Sound Card
I Altec Lansing ACS-45 Speakers w/subwooter
B Mid-Tower Case
M 104-Key Keyboard With MS PS/2 Mouse
B S Windows "95 With MS Plus
W Quantex Software Bundle (Includeig Corel WordPerdiet Sui

B 3-yoar limited warranty, 24-he/7-day Technical Suppon

QP5/166 SM-3 (/MMX Technalogy)....... $224
QPﬁf?OU SM'3 {w/Pentium Pro processad)” .. 5249

*lincludes 256K8 Internal L2 Cache)

Goon Srgres:
1.800.380.8091

www.fquantex.com




processors. As the use of multimedia func-
tions in software grew and users came Lo
expect a more sophisticated multimedia
experience, Intel responded by making
multimedia functions the next beneficia-
ry of Moore's Law—just as it did with inte-
grating the math coprocessor function in
moving from the Intel i386™ to the Intel
1486"™ processor.

“We believe the combined capabilitics
of Intel MMX media enhancement tech-
nology will appeal to the broadest range
of consumers yet,” says Dennis Carter,
Vice-President of Marketing at Intel. “The
PC experience will be enhanced through a
new wave of systems and software that
provide lifelike color; full-screen, tull-
motion video and graphics; real-time ani-
mation and manipulation of images; and
3-D capabilities.”

A New Generation

of Software Emerges

When you run software applications
designed for MMX technology on PCs
powered by the Pentium®

processor with MMX technol-

ogy, you'll see a more than 60
percent performance boost
for key types of complex
multimedia data.* As a result,
you'll be able to view more
lifelike photos and smoother
video, listen to enhanced
audio, and experience 3-D
games with better response
times and arcade-quality
graphics.

Broad support for Intel
MMX media enhance-
ment technology in the
software community has
led to the development of
new educational, refer-
ence, game, and commu-
nications applications.
The first of this new
generation ol soflware
titles is available now; many more
are expected to be announced throughout
this year.

Developers are enthusiastic. “Ubi Soft
|creator of pod™] wanted to create a prod-
uct that was really focused on cutting-
edge technology,” says Ubi Soft Marketing
Manager Carrie Tice. “MMX technology
allows us to have redirected use of light
and shadow effect, rich textures, high

*As compared with a Pentium processor at same speed
running Intel’s Media Benchmark,
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iCOMP Index 2.0 Ratings

I] -
T00 Mz 165 200 MHz 166 Mz 150 MHz 133 Wil

Intel Pentium Processor  Intel Pentium Processor
with MMX Technolagy :

frame rates, and surround sound.” Her
company and many others—including
Intel and its Video Phone application—
have created high-performance titles that
deliver a truly lifelike multimedia P'C
experience without the need for addition-

al hardware.
In addition to Ubi Soft, more than 100
software developers—including Micro-
sofl, Adobe Systems, Yamaha

and Intel itself—

have applications specifically designed for
MMX technology, Many ol these applica-
tions contain a built-in Internet connec-
tion, combining the capabilities of high-
performance multimedia CD-ROMs with
the breadth, immediacy, and communica-
tion benefits of the Internet.

Business professionals and students
who use notebook computers can also
benefit from new capabilities made possi-
ble by the Pentium processor with MMX

technology. For example, the space limita-
tions of notebook computers had prevent-
ed the use of a lot of add-in hardware.
MMX technology instructions can now
handle many of these functions, so mobile
users can have videoconferencing over
standard telephone lines, software-based
video, and high-quality 3-D graphics.

It's a Must-Have

Results of a new nationwide survey of LS.
adults and teenagers, sponsored by Intel
Corp. and conducted by Yankelovich
Partners Inc., show that Americans
believe the personal computer is a “must-
have” technology that plays a positive
role in our everyday lives and helps us
address broader social issues.

According to this survey, people are
expecting new capabilities and opportu-
nities from their personal computers, and
they believe that we have only begun to
tap computers’ potential,

Survey respondents have ambitious
goals for their systems, too. More than
half indicate that they look to the com-
puter to expand their capabilities and pos-
sibilities by helping them to accomplish

new things rather than
merely enabling them
to do current things
better. MMX technolo-

gy meels these needs.
To satisfy the demand
for MMX technology,
Intel and leading indus-
try hardware and soft-
ware companies are exe-
culing one of the fastest
product ramp-ups in the
history of the personal
computer industry. To
make test-driving these
new 5)’51'(,'1]15 ds casy as pos-
sible, computer buvers will
find software designed for
MMX technology available
on demonstration models
and promoted on displays
and through special events in
retail locations across Llhe
country. Consumers can obtain addition-
al information about the new Pentium
processor with MMX technology at Intel’s
site on the World Wide Web at URL

http://mmx.com.

Consumers now have the apportunity
like never before to see, hear, and experi-
ence firsthand the Pentium processor
with MMX technology and software
designed for MMX technology. m
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Catch a few rays of rich. brilliant color. And while you're at it. go for fuller sound. smoother video and
faster graphics.* You can get it all from a PC that has a Pentium® processor with MMX™ technology.
Combine it with software designed lor MMX technology and you'll get the most [rom your multimedia
experience. Intel’s MMX media enhancement technology. ItU's the technical term for fun. | » www.intel.com

intel.

The Computer Inside
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MMX™ technology uses high-perfor-
mance “single instruction, multiple data”
(SIMD) technology and incorporates 57
new instructions that were developed with
multimedia applications in mind. The
instructions assist in processing video,
audio, and graphics more efficiently.

These instructions allow software devel-
opers to code for faster video frame rates,
making for smoother, more realistic video.
And they give them the ability to create
more lifelike audio, thanks to improved
noise reduction and music synthesis for
compressed audio files. MMX technology
also makes advanced applications such as
videoconferencing, which previously
required complex hardware add-ons, more
practical and better looking on the PC.

MMX technology operates 64 bits at a
time—general-purpose registers on Intel
processors have only 32 bits—but main-
tains full compatibility with existing
applications and software. The Pentium®
processor with MMX technology also has
a larger primary on-processor cache to
boost performance on standard applica-
tions. This approach ensures compalibili-
ty while maximizing performance.

The Pentium processor with MMX

technology is the latest example of how
Intel continues to increase microproces-
sor performance by combining advanced
manufacturing processes with innovative
designs. In recent years the company has
been able to shrink the width of the circuit
lines on its processors to 0.35 microns—
about 1/300 the width of a human hair.
This means that more transistors, and
new features such as MMX technology,
can fit on each processor—there are more
than 4.5 million transistors on each
Pentium processor with MMX tlechnology
—at lower manufacturing costs.

The Proof Is in the Software

Because the 57 new instructions focus on
multimedia, MMX technology keeps the
central processor from getting bogged
down. Normal housekeeping functions
are performed more quickly than ever
before, and new programs written specifi-
cally for MMX technology can perform at
higher levels to ensure a great multimedia
experience! Software developers can con-

ocnoloay n Action

centrale on delivering 24-bit true color;
smoother video playback; more realistic
3-D graphics and animations; and clear,
rich sound.

Intel has worked closely with leading
software developers to clearly demon-
strate and deliver the benefits of MMX
technology. Many leading-edge, high-per-
formance applications are now available
for systems based on the Pentium proces-
sor with MMX technology (see “Software
Completes the Multimedia Picture”), and
the number will increase throughout the
year as the 'entium processor with MMX
technology becomes the standard for
high-performance personal computing.

For people who want access to the
latest game and education titles, surf the
World Wide Web cffectively, talk to fami-
ly and friends using videophone technol-
ogy, or perhaps design their dream home
or compose the next great modern sym-
phony, the Pentium processor with MMX
technology delivers the performance they
need—today and in the future. m
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SPECIAL ADVERTISING SECTION

Uide to Computer dystems

ased on Pentium Processor wich MK Media Enhancement lechnology

When you’re ready to pur-
chase a system based on the
Pentium processor with MMX
technology, you have a wide
choice from many vendors,
including desktop and note-
book models. The information
in this section is designed to
give you an overview of basic
system configurations, as well
as a few representative systems.
Actual prices and configura-
tions will vary. Your best source
for a complete, updated list of
desktop and notebook systems
can be found at Intel’s
mmx.com Web site.

Desktop Systems

Desktop systems are readily available at
speeds of 166MHz or 200MHz, and have
features and peripherals that, when com-
bined with software designed for MMX
technology, give you a compelling, life-
like multimedia PC experience enriched
with enhanced imaging, video, audio,
and graphics.

Although desktop prices range [rom
slightly under $2,000 to nearly $4,000,
what you get and what you pay are deter-
mined by processor speed, CD-ROM
speed, memory size, sound quality, and
other factors. Because these systems are
designed to run multimedia applications,
most offer these key features:

Large Monitors

Visually rich applications such as imaging
programs and games require a broad can-
vas on which to paint and play. With few
exceptions, Pentium processor with MMX
technology desktop systems come with
17-inch displays that help pull you into
the action onscreen.

Plenty of RAM
Today's sophisticated multimedia applica-
tions are not small in ambition or in

pentium®

R OCESSOR

Loaok for this to know which computers have the Pentium

processor with MMX technology inside.

memory requirements. With those
requirements in mind, most Pentium
processor with MMX technology desk-
top systems come standard with 32
megabytes of RAM and can be expanded.
If you're serious about multimedia
applications, you may want to avoid
16MB systems and start with a baseline
of 32MB.

Large-Capacity Disk Drives

Just as multimedia applications require a
lot of memory, the resulting images and
files can quickly consume a lot of disk
space storage. That’s why most of these
systems give you al least three gigabytes—
that's 3,000MB—of storage space.

Ultra-fast CD-ROM Drives
CD-ROM-based games and other applica-
tions depend on fast response times to
make the action lifelike and keep it mov-
ing. Depending on how fast you like your
action, these systems offer drives from 8X
all the way up to 16X.

Fast Modems
Whether you're downloading a favorite
new program, playing games over a net-

waork with friends, or otherwise
sending lots of data back and
forth, a fast modem is a must,
50 all Pentium processor with
MMX technology desktop
systems offer 33.6Kbps data
modems, with a few going up
to 56Kbps.

Sound Systems
High-quality sound comple-
ments graphics, video, and
images, so these systems fea-
ture speakers and other sound
system components that
enable the most sophisticated
stereo soundscapes.

Telephony and

Communications
In addition to useful telephone features
such as PC-based dialing, faxing, and
multiuser answering machine functions,
many of the new Pentium processor with
MMX technology-based systems come
preloaded with Intel Video Phone capa-
bility to allow you to see as well as hear
the person with whom you're talking.

On the Desktop

Compagq Presario Series
Compaq has added MMX technology to its
Presario line of desktop computers, with config-
urations dependent on the target audience. The
4000 Series, for example, brings 3-D graphics,
stereo sound, fast Internet access, videophone
receiving capability, up to 16X CD-ROM drives,
and Pentium processors to home PC users.
Compaq notes that Presario models that incorpo-
rate the Intel Pentium processor with MMX tech-
nology offer up to a 20 percent performance
advantage in traditional computing applications
and will dramatically enhance the multimedia
experience for software applications designed
for MMX technology.

The Model 4764 Minitower features a 166MHz
Pentium processor with MMX technology and
the fallowing capabilities:



* 24MB of RAM

* 2.5GB hard drive

= 16X CD-ROM drive
+ JBL Pro speakers
Price: $1,899

The Model 4770 Minitower offers a 200MHz
Pentium processor with MMX technology, 32MB
of RAM, and 3.8GB hard drive. Price: $2,299.

The 52,399 Model 4784 Minitower also fea-
tres a 200MHz Pentium processor with MMX
technology.

The slightly more expensive Compaq Presario
8000 Series is designed for multimedia enthusi-
asts who demand state-of-the-art entertainment
capabilities. The Minitower 8772 comes with:

* 48MB of RAM

* 6.5GB hard drive

+ 16X CD-ROM drive

= 56Kbps upgradable modem

* Power VR Arcade 3-D Graphics
* 6MB of graphics memory.
Price: $2,999

Compaq has also released a line of notebook
systems with MMX technology (see “On the
Road").

The Pentium processor with MMX technology
models include software titles such as POD and
Ultimate Human Body Il. The new models also
feature comprehensive Internet and videophone
communications, providing Internet access and
videoconferencing capabilities over standard
phone lines.

HP Pavilion 7370V
Hewlett-Packard’s Pavilion 7370V minitower sys-
tem is designed for true arcade-style gaming
experience in your living room. Based on a
200MHz Pentium processor with MMX technalo-
gy, the 7307V comes bundled with 50 software
titles, including MechWarrior 2, Whiplash,
Gremlin, TripMaker, Billboard Music Guide, and
Blockbuster Entertainment Guide to Movies.
Other features include:

= 32MB of RAM

* 4GB hard drive

* 6MB of video memory far high-resolution
graphics

« MPEG for full-screen, full-motion digital video

* 17-inch monitor

* 16X CD-ROM drive

Street Price: $3,550

IBM Aptiva Series

Designated by IBM as home computers, the
Aptiva series features two models: the 166MHZ
Aptiva S80 and the 200MHz Aptiva S90. IBM says
that these models improve standard multimedia
applications by 10 to 20 percent and boost pack-

SPECIAL ADVERTISING SECTION

ages designed for MMX technology packages by
40 percent. To ensure that you experience that
performance boost, IBM bundles the following
titles: POD, The Ultimate Human Body, and The
Third Dimension (see "Software Completes the
Multimedia Picture” for details). Both models
come standard with:

* 32MB of RAM, expandable to 128MB
* Up to 3.2GB capacity hard drives
= 8X CD-ROM drive

As an added benefit for you game players,
IBM bundles some Aptiva systems with an IBM
joystick and a cordless mouse. The Aptiva series
is built to support future technologies, including
DVD and USB peripherals, to enable you to take
advantage of future innovations in hame multi-
media computing.

List Prices: $2,399 to $2,599 (monitors sold
separately)

Similar, slightly less expensive systems are
PC 330 and PC 350,

Packard Bell Platinum™
Packard Bell features the powerful 200MHz ver-
sion of Intel Pentium processor with MMX tech-
nology in its premium Platinum computer sys-
tems. And with the added value of hot new MMX
technology software titles, these new products
wow consumers with a total multimedia experi-
ence that puts more fun than ever into owning
anew PC
Other features:
* 32MB of RAM
* 3.2GB capacity hard drive
+ 16X CD-ROM drive
= 33.6Kbps modem
Approximate street price: $2,200

Mobile PCs

Mobile PCs featuring Pentium processors
with MMX technology are available at
speeds of 150 or 166MHz. Larger displays,
fast CD-ROM drives, and MMX technolo-
gy combine to make this new crop of
mobile PCs impressive multimedia sys-
tems. These new capabilities enable richer

sound and smoother video in your per-
suasive presentations.

On the Road

The first Pentium processor with MMX technolo-
gy-based notebooks to debut included the:

« Acer AcerNote Nuovo 975 (priced at $4,600)

« Digital HiNote VP 545 (34,800)

* (Gateway 2000 Solo 2100 P5-150MMX (84,139)

* Micron TransPort XPE ($4,999)

« NEC Versa 6050MH ($4699)

+ Toshiba Tecra 740CDT (86,740). This system
provides a firstin display technology in this
group, an XGA resolution screen that
provides the same display space as a 15-inch
CRT monitor, Even with this high-
performance display, the Tecra manages
more than three hours of battery time. The
Tecra also offers built-in videoconferencing
with data sharing and whiteboard capability
that can be performed over a standard
telephone line.

Compaq Presario 1080

This is the high end of the 1000 mabile PC series
and the only system in that series to date to fea-
ture Pentium processor with MMX technology,
the 166MHz version. Some of the features of this
unit demaonstrate how mobile PCs are catching
up with desktops:

* 12-inch display

* 16MB of RAM

= 1.44GB hard drive

« 10X CD-ROM drive

* 33.6Kbps madem

* Stereo speakers with PremierSound Audio
= Joystick game port

= Integrated 16-bit stereo sound

* MPEG, specially tuned for MMX technology

Price; $4,499

AMS Tech Travel Pro Series
AMS’s Travel Pro 188 and 2010 each feature the
166MHz version of the Pentium processor with
MMX technology. The 188 model comes with:
« 16MB of RAM, expandable to 64MB
* 12-inch display
= 2GB hard drive
« Sound Blaster Pro-compatible sound and
stereo speakers
= Up to 1.5MB of video RAM
» NeoMagic Accelerated Video
MMX technology adds a new dimension to the
mobile PC experience at no substantial increase
in price over traditional models. Because mobile
PCs are more self-contained than desktop units,
the number of configuration options is smaller.
For complete, up-to-date information, check the
mmx.com Web site. m
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With Adobe’s help, you can open the old family album to a new world
of exciting possibilities. See Dad with hair and Mom bald. Try little Jimmy
with the body of a weightlifter. Relocate Sis to the Great Wall of China.
Remove the red-eye that hit the entire family on Christmas Day, 1986.
Or just remove your Uncle Scott from the picture altogether. All you need is
Adobe PhotoDeluxe and a litele inspiration to have fun § 2 m

with your photos in ways you've never imagined. Create —
greeting cards, calendars or magazine covers. Retouch old

photos. Dress up school work or correspondence. Or just

treat Grandma ro a facelift and then use PhotoDeluxe 1o [BBSBo ek
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get her photo ready for delivery on the Internet. If you 9 OO
49

can point a camera and click a mouse, you can do rhis.

ORDER TODAY
And a lot more. Adobe PhoroDeluxe, from the people who 1 - 8 O O

888-6293

pioneered the digital image. Now the picture is complete.
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Software Completes

Look for this
to know which
software is designed for
Intel MMX technology.

the Multimedia Picture

Some things were made to go together, and
that's the case with Pentium® processar with
MMX™ technology and many of today's hot
multimedia titles. Major software developers have
recognized the benefits of MMX media enhance-
ment technology and are now offering applica-
tions that take advantage of them.* This guide is
just a partial listing of the software designed for
MMX technology to help you select applications
that exploit the power and features of your
Pentium with MMX technology-based system.

(ames/Entertainment

pod™

Ubi Soft Entertaimment Inc.

pod is a real-time racing simulation game in which your
challenge is to be the firstto escape a planetwhere a dead-
ly virus is rapidly destroying all life. Playable both locally
and over the Internet, pod was designed to achieve amaz-
ing graphics, video, picture processing, and sound perfor-
mance that heighten your overall experience of the game.

Rebel Moon Rising™

Fenris Wolf Ltd.

This multiplayer interactive action game pits you against
earth forces in the First Lunar War. Twenty distinct levels of
simulated combat, taking place in four different locales,
provide a constant challenge. Maximizing the capabilities
of Intel's MMX technology, Rebel Moon Rising features
advanced color lighting to immerse you in a realistic
environment,

Eraser-Turnabout™

Imagination Pilots Entertainment

In this interactive video sequel to the Arnold
Schwarzenegger movie Eraser, you are an agent fighting
the forces of corruption as you search for a traitor in your
midst. Amid realistic, interactive settings and an array of
characters played by professional actors, you must uncov-
erwho is working against you and why.

CyberTroopers Virtual On™
Sega Enlertainmment Inc,
Choaose from eight "Virtualoid” opponents as you charge

into high-speed battle in this robot fighting game. To help
you vanquish your foes, Intel MMX technology gives you
16-hit color at 30 frames per second, multiplayer network
combat, and two-player split-screen mode.

G-NOME™

7th Level Inc.

G-NOME pushes real-time simulation over the edge with
the clash of man and machine as you face the armorad
giant. G-NOME is a networked multiplayer game that com-
hines fast action, brilliant images, sound, and graphics to
give players an exhilarating multimedia experience.

Jonny Quest®*The Real Adventures:
Cover-Up at Roswell

Virgin™ Sound and Vision

Something has crash landed on Earth—a satellite, accord-
ing to the government. But the Quest Team knows better.
Analien craft, strange alien objects, and a dangerous quest
all beckon you to come inside as you use caol techno-
gadgets to solve the mystery.

Education

Visual Home™ Deluxe

Books That Work

Now you can visualize and experiment with home design
by using the new Internet-enhanced version of Books That
Work’s home-design tool Visual Home. Use the 3-D render-
ing engine designed for Intel's MMX technology to ex-
perience fast walkthroughs of homes/models either alone
or with someone else over through Internet-enabled
design sharing.

The Timetables of Technology™
Byron Preiss Multimedia Company Inc.
Copublished with Simon & Schuster Interactive, The
Timetables of Technology uses 3-D navigation to let you
explore and view the history of technology by topic, eras,
and years. Designed for MMX technology, this title features

*Some applications come preinstalled on new systems, while others are
available for separate purchase at retail. As always, make sure to check
system requirements on the box before purchasing any software that is
not prainstallad,



the latest in rendered 3-D spaces, a true 3-D
audio environment and voice-over narration to all
1,460 of the timeline’s entries.

The Ultimate Human Body 2.0™
with MMX™ Technology

DK Multimedia

Thanks to Intel's MMX technology, DK
Multimedia’s major upgrade of The Ultimate
Human Body lets you look beneath the skin;
take a guided tour of the structure, systems, and
organs of the body; and learn about every part.
View and manipulate fully textured and lit 3-D
models of the skeleton and major body parts. To
further improve your viewing experience, Intel's
MMX technology provides full-screen video,
smooth animation at 25 frames per second, and
16-bit color,

Space Station Simulator™

Maris Multimedia

Employing Intel's MMX technology, Space
Station Simulator provides a 3-0 world that lets
you design, construct, and explore your own
model of the International Space Station current-
ly under construction by several countries. MMX
technology gives you detailed, high-resolution
views of the earth, advanced simulation, 16-bit
color, and rich texture,

Logic Quest™

The Learning Company®

This dynamic medieval adventure with challeng-
ing mazes, puzzles, and construction activities
brings the past to life to help curious explorers
develop thinking, problem-solving and creativ-
ity skills.

Frank Lloyd Wright's Fallingwater
Ommniview® Studios

Roam the house and grounds of Fallingwater, the
famous architect’s masterpiece. No other tour, on
video or through still photography, can offer the
360-degree in-depth coverage that Omniview's
Photobubbles™ deliver. Intel's MMX technology
gives you faster [rame rates, smoother operation,
and higher resolution.

[maging

TheThird Dimension™

Davidson & Associates

With this combination toy and tool, adults and
kids alike can easily create and manipulate an
endless variety of animated worlds. Innovative
and entertaining tools allow you to import your
own backgrounds, textures, and objects, or use
those that come with the software. Graphics
and audio libraries designed for Intel's MMX
technology provide smooth animation and ex-
cellent sound.

SPECIAL ADVERTISING SECTION

Adobe® PhotoDeluxe™

Adobe Systems Inc.

PhotoDeluxe lets you customize photos and
images by following either built-in activities or
your imagination through the process of modify-
ing, personalizing, and enhancing digital images.
Intel's MMX technology improves your ability to
add special effects to your photos, such as sofl
lighting and fog.

Kai‘s Photo Soap®

MetaTools Inc.

Kai's Photo Soap lets you clean up your digital
photos, easily fixing comman problems such as
“red eye,” color casts, scratches, and fuzziness.
Soap will also remove wrinkles and scars and
rotate and resize, all in real-time.

EasyPhoto™ Reader

Storm Technology

EasyPhoto Reader lets you store, organize, find,
enhance, and use photos on your PC. Designed
for MMX technology, built-in EasyPhoto software
improves JPEG compression/decompression,
greatly reducing wait times for opening, saving,
using, or printing any size photo, even at high res-
olution. Photos can then be used in word-pro-
cessing, imaging, creativity, and presentation
applications.

Picture It!™

Microsoft Corp.

Picture It! imaging software lets you manipulate
photos and create personalized cards, calen-
dars, and other projects on your PC. Being the
first FlashPix™ product designed for MMX tach-
nology and with built-in Internet capabilities,
users will enjoy greater than 30 percent perfor-
mance improvement in key imaging tasks.

MGI VideoWave”

MGI Software Corp.

VideoWave is a complete video publishing pro-
gram featuring an intuitive design for easily cap-
turing, editing, and creating full-motion video for
home, office, and Internet use. VideoWave takes
advantage of today’s most advanced multimedia
PC technologies including MPEG, QuickTime®,
Intel Indeo, and Microsoft ActiveMovie™ and
supports a variety of inputs sources including
video cameras, VCHs, and video-capture boards.

Intel Video Phone

with Proshare® Technology

Intel Corp.

Intel Video Phone technology, preconfiqured on
many newer systems, lets family and friends talk
to and see each other over standard phone lines
while they talk. MMX technalogy improves the
viewing experience through better video signal
compression, allowing you to present a

smoother, clearer picture while maintaining
overall system responsiveness.*

Intel Smart Video Recorder Il

and Indeo” Video Software

Intel Corp.

If seeing is believing, then nothing brings more
power to communications than video. The Intel
Smart Video Recorder lll lets you create digital
videos to enhance e-mail, or to include on your
Web site. Anyone with a Pentium processor-
based PC can play the videos back—without
additional special hardware. Intel Indeo video
software eliminates the need for add-on hard-
ware by letting you play back video in software.

sound

S-YXG™50C Software

Wavetable Synthesizer

Yamaha Systems Technology Inc.

By combining Yamaha's synthesizer technology
with Intel's MMX technology, you get an inex-
pensive, high-quality application that lets you
compose and edit music on the desktop, without
having to buy additional hardware. MMX tech-
nology makes it all possible by providing digital
signal processing while still maintaining abun-
dant processor bandwidth to play software syn-
thesizer music.

Kurzweil Voice™ for Windows"”
Personal Edition Release 2.6
Kurzweil

Use voice input to create an easy and natural
approach to personal computing. Using Intel
MMX technology, advanced discrete speech
recognition technology creates letters, reports,
and e-mails more easily and efficiently by voice.

Other Cool Stuff

Director” 5 and Shockwave”®
Macromedia Inc.

Director 5 is an authoring tool for multimedia and
the Internet. Shockwave provides clickable ani-
mations, graphics, and audio from within Web
browsers. Both applications have been designed
for Intel's MMX technology.

Realistic Display MiXer (RDX) and
Realistic Sound EXperience (RSX)
Intel Corp.

Realistic Display MiXer lets you quickly mix 2-0
graphics, animation, and video with 8-bit or 16-bit
color. Realistic Sound EXperience lets you create
3-D positional sound in software. m

*Performance may vary based on actual hardware and
software canfiguration as well as guality of phone line
connection,



by Tim Carter

ok o, you'd like 1o be a galactic demagogue, but just can'l

seem Io get your conguests of f the groune. Or, perhiaps

(e

your best-laid plans for universal tyranny consistently fall
flat before you've dominated a paltry eight star systems,
Like all good strategy games, MOO [ takes planning to
win, particularly al the higher levels of difficulty.

At the Tmpossible level of difficulty, your strategy will

have to be dictated somewhat by the basic characteristics
| of the game. To begin with, fighting wars early in the
game is a complete waste of lime. Also, building a stable,
prosperous empire requires investment in economics and research cary
on. "These investments pay off quite a bit later in the game (and a lot
later than in MOO 1), but they are essential to winning consistently,
Beeause of the unique lechnology tree (see chart), players must tailor
their cconomic, military, and rescarch strategics o the thythm of the
game, A lypical game of MOO 11 can be subdivided by the problems

that confront aspiring emperors as their empire expans.

BUILDING AN INTERSTELLAR ECONOMY
When you begin, you are faced with a production and expansion prob-

ler: Your ceonomy is simply loo weak to build the number of colany ships

you reguire,
and too much
shipbuilding
will leave you
will a stultified
research effort
and an undler-
developed
ceonomic
infrastructure,
Onee yon

G0 ON AND BUY IT Early on, you shouldn't wait | ©creome his

the full 20 turns for colony ships and essential
structures to be built before buying factories. This
way you'll produce more in fewer turns.

problem, yon
1y encounler

somc lerritorial

difficultics, as

cow MAY 1657

powerful bonuses to have. i

- SELECT RACE

HKlackond]

KLAK ON, KLAK OFF Picking your race is your first crucial step. If you
plan to select a custom race, Subterran, Charismalic, and Crealive are

few space empires lend 1o have nice e-lmighl borders, and those nasty com-
puter oppenents will be moving into your lerritory faster Uran a Silicoid
swallows a granite sandwich.

Speaking of food, any fast-growing empire will either run out of foad or
spend far oo much money anc industry on freighters and farmers —
unless you plan in advance, Uit is.

With these issues in mind, lets consider a few racial characteristics. Any
race can win L game, and usually players will begin customizing their
race early on. When customizing, remember that Genetie Mutation
allows vou to completely rework you race roughly halfway through the
game. Thus, your initial charaeteristics should be tailored to your most
immediale problems, rather than those you will face later. In general, its a
good idea lo trade combat disadvantages for economic advantages.

How vou approach this is mostly a question of personal preference
Only Charismatic is essential, as the diplomacy bonus is often crucial to
peacelul relations with your neighbors, which you must maintain at all
costs unlil the middle of the game, Personally, 1 like Subterran. The abil-
ity to raise your overall population by about a third is, after Creative —
which is tantamount to cheating in my book — the single greatest
advantage in the game.



STRATEGY & TIPS MOO I

Alter you have picked a race, you are ready to begin. To maximize pro-
duction, [ suggest selecting hydroponic farms for your first technology, as
this will free up your population for work in the factories. Also, while
engine speed and range are key start-up technologies, the sooner you get
some industrial assistance, the sooner your economy can start growing,

For instance, an abundant planet with a single worker and no bonuses
or penalties will generate three production points per turn, Buy an auto-
mated factory for this planet soon after colonizing it and this figure

jumps to nine points per turn, effectively tripling your initial growth.

R&D'S THE LIFE FOR ME

Micromanagement is your friend, Research the right technology, then
buy aggressively at the planetary level, Don’t wait 20 turns for a colony
ship to be finished before building that factory either. Swilch production,
buy the factory, then go to the ship. If you check the times on your build-
ing queue, you'll see that even though you switched back and forth, your
colony ship will still be finished faster.

If you colonize a gaia planet carly, buy freighters, switch several extra
population units to the new colony, and have them all produce food.
The extra harvest will free up population elsewhere to build ships.

On the exploration side, you obviously want to visit as many systems
as possible as quickly as possible, and then colonize the best ones as
quickly as you can build the ships. To ensure that you get the planets you
want (and need), establish viable boundaries for your empire from the

very start of the game. While black holes and long gaps between planets

GRUWING PAINS Once cmes get huge, you Il encuumer food shotl—
ages. Make sure you research terraforming and subterranean farms
early on in order to head off this disaster.

can act as buffers, you will need to aggressively use outposts to guarn-

tee your fair share of space.

Ontposts are cheap to build, and can secure a star system for you until

your big planets can afford to build a colony ship. At the start of the game,

build two or three outpaost ships for every colony ship, and use them to

stake out your territory. Compuler opponents will generally leave systems

you claim via outposts alone, at least until a war breaks out.

MOD Il Technology Charts

USING THE CHART

All of the information presented here is
also included in the instruction manual, We
have recast it here in chart form to help

any aspiring Ming the Merciless plan his
galactic conquest. Unless your race has the
Creative trait, you will have to choose

effective trading and minimal investment
in obsolescence. When frading, consider
the following questions: whether or not

GConsteruction

between the options
for each level of

you need a particular technology; and, if
trading for this tech allow you to research
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Path A Path B Path C technology. another, equally important technology
1. ColonyBase  StarBase Marine Barmacks Two keys to opti-  when you get to the next level. Use the
- ““ALE}';E'E Fighter:Baye Reinforced Hull | m technology chart to compare the tech level of what
T “EJEFJSL%" ~ Missile Base " Heavy Armor management are the computer opponent Is offering against
S 4. Batlle Pods Troops “Survival Pods : S s
j__ﬁ Spauepnn Armur Bar:al:ks Flghtnr Garrison P owewpr
o 6. Huhu Miner | F‘!—anl Battle Station ~ Powered Amor | Path A Path B Path C
= 7. Fast Missile Advanced Assault Shuttles = 1. Nuclear Drive Nuclear Bomb
et Haoks Damage Control(Ee] = 2. Colony Ship Freighlers ~ Oulposts
= 8. Titan [Iunsl;uc!lun__q[t_l_und Batteries Battleoids 5 = Transports
: 9. Recylcotron #élt%malad Artificial Planet 8 3. Fusion Drive Fusion Bomb Augmented Engines
o e Ropalr Unit SR Construction || = 4, lon Driva fon Pulse Cannon Shield Capacitator
1l] Robolic Fal:iury Bomber L i — 5. Anti-Matter Drive Anti-Matter Torpedo Anti-Matter Bomh
=i Deep Core Mine Core Wasle Dumps ) wil 5 Transporters Food Replicators
12, Star Fortress Mﬁ;‘ﬁﬁﬂ.g‘” HHecay, Flghtees b = 1. High-Energy Focus Energy Absorber  Megafluxers
13.  Doom Star Artemis |2 8. Proton Torpedos Hyper Drive Hyper X Capacitators
Construction System Net 9, Interphased Drive Plasma Tarpedo Neutronium Bomb

e i
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CAIER'S ENCE |
GANER’S EDGE

MrConlinued from pg 213
what it wants in return, and also to see if
the trade will open up other research pos-
sibilities for your scientists in subsequent
technology levels.
There is no point in researching a partic-
ular advance if you are going to research a
superior advance in the same area before

you need either one. For instance, unless

Pl
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LATEGY & TiPS: MOO 1

MOO Il Technology Gharts

you are under attack and rely heavily on
missile bases for defense, you may wish to
avoid a few missile techs, and get economi-
cally useful advances instead. Also, nuclear
missiles can be MIRVed on your ships, giv-
ing them a considerable shelf life.

Similarly, if you are in a good cash posi-
tion, you may wish to bypass the

Spaceport and wait until later to research
the Gurrency Exchange and Stock Exchange
to boost your revenue.

Finally, remember to plan ahead. Use
the chart to plot three or four research
choices ahead, so that you can be sure
that you are meeting your empire's most
important needs first.

.So0ocioloapgy
Path A Path B Path A Path B Path C
§ 1. Space Academy b 1. Nuclear Missile Standard FI.AEl Cell F‘Eﬂle%dell‘is
e} 4 Xeno Psychology Alien Managamunt Center i . Lo Arar uel b
e — | > 2. Deuterium Tritanium Armor
> 3. Planetary Stock Exchange o Fuel Cell
=4 Asiro University - ~ 3. Merculite Missile _Pollution Processor
£ 5. Advanced Government = 4. Pulson Missile Amospheric Iridium Fuel Cell
- (depends on race government) = Renewer
= 6. Galactic Currency Exchange = 5. Nano Dissemblers Microlite Zortium Armor
= _ Construction f.
= 6. Zeon Missiles Neutronium Armor Uridium
_ Computers ® Fuel Cells
Path A Path B Path C 7. Thorium Adamantium Armor
Fuel Cells
1. Electronic
| Computor U SSSS 20 GRS |
__ 2. Research Optronic Dauntless ol ogy
e Laboralory Computer Guidance System Path A Path B Path C
- 3. Neural Scanner __ Scout Lab __Sf_jp_gnl',r Stations — 1. Hydroponic Farm Biospheres
~ 4. Positronic Planetary Holo Simulatar < 2. Cloning Center Soil Enrichment Dealh Spores
Computer Supercomputer e —
bt e _y 3. Telepathic Training Microbiolics
= 5. Emissions Rangemaster Cyber _ -
=  Guidance System Targeting System Security Link . 4. Temaforming __
‘= 6. Cybertronic Aulolab Structural =' 5. Sublerranean Weather Contraller
= CGomputer o Analyzer e Farms
3 ﬁ 7. Android Farmers ~ Android | '@[k_ats__ Android Scientists 2 6. Psionics I-ril?; Iiléirl!l%g
| i!m'.'irtuai RsaHl Galactic Cybernet o e L i
¥ 4 . + & 1. Bio Terminator Universal Antidote
9, PIeasuae Dame Moleculartronic Achilles = 8. Biomorph Fungi Gaia Evolutionary
Computer Targeting Unit g Transformation utation

HELLO NEIGHBORS To keep in good graces with your neighbors, |
sign non-aggression pacts and then give them gifts, such as use- |
less systems you can't colonize. ‘

cowW
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Onee you have made contact with your neighbors, immediately begin
lo settle the outermost plancts in your territory. [T you build from the inside
oul you will give the computer a chance to snatch the systems that lie
between vou and it. If, on the other hand, you quickly occupy vour “fron-
tier,” the computer will have to laok in other directions to expand, leaving
vou to colonize the rest of your empire in relative peace.

Always put the outpost on Ui best planet in the system, as when you build
acolony on top of an outpost you get a free marine barracks. It one less
builcling to buy, and can help your morale under some types of govemment.

Dan't hesitate to build outposts in useless systems (no colonizable
planets) either. Provided the system is nat within the houndaries of your
empire, vou can later “give” it to a computer opponent as a gifl. This
costs vou nothing, henefits your opponent nothing, and gains vou con-
siderable goudwill, which makes deals easier and helps you win votes in
the election, Also, outposts can acl as carly warning posts, as the com-
puter will generally attack them first during a war, giving vou additional

time Lo organize your defenses.
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As you can't sustain
aserious war in the
carly going, diplomaey
is crucial. Make non-
aggression pacts with
everyone you can, and
back them up with
trade and research
deals. When possible,

§a good idea to give
gifls to the aliens as
well as noted, useless

systems are the besl

gifts. Never, ever, start

adispute witha com-

puler opponent unless
you are ready and will-
ing o go to war.

Farly in the game everyone but you
will engage in espionage. As spying is a
gnod way to incite a war, | don't recom-
mend it. However, it should free up your
trading, After all, if the opposition is

going to steal your technology any

you might as well see what you can gel

for it on the open market.
The computer will rarely offer you a
fair deal for your technology, but don't let

this deter you from making trades anyway.

When deciding on an apparently lopsided
trade, define the worth of a technology in
terms of what it can do for you, not what
it cost to research. For instance, the com-
puter will typically offer missile base tech
in return for, say, terraforming, While this
seems unfair, terraforming won't really
help the computer much because it tends
to handle food inefficiently anyway, while

SCOUTING REPORT Expand quickly early on.
But build outposts to secure your rights to a
planet in case you can't (or don’t want to) col-

onize it right away.

MAY 1557

empire. Take the deal.

LET THEM EAT GREEN CHEESE
Fventually, you will end up with a
food shortage. Because so many good
planets cannot initially grow much, you
musl invest in biology lechnology carly
and often. Otherwise, your few fertile
planets will end up being used for noth-
ing but farming, and half your income
will be going to pav for freighters.
Instead, get lo terraforming and sub-
lerranean farms as quickly as possible—
generally at the expense of most other
technologies. These two lechnologies
should remove the burden food supply
places on your economy, and will have
the added benefit of making most
colonies starvation-proof in the event of
a blockade. In the long run,
farmers are a waste of popu-
lation, and the sooner you
can swilch them more
towards scientific or industrial
roles the betler,

TIMING IS EVERYTHING
Here is something lo

remember about technology:
Keep vour long-tenm stralegy
in mind when choosing which
technology to select. [f you are
not going to fight early in the
game —and | again strongly
suggest that you shouldn't —

CowW
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As you explore intricate environments and chal-
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mission is to decode the alien safeguards, take

control of the alien space station, and find a way
back to earth TO WARN THEM!!!
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TECHNICAL KNOW-HOW Early in the game,

use diplomacy to keep your
neighbors happy and build,
build, build. Sure, in the begin-
ning you'll be behind in tech-
I\C)'n‘,;',}-' and military power, hut
if you can keep pace in tenms
of buildings and population,
youwill be on the correet path
lo success, and you'll also be in
store for much bigger rewards
in the long run,

In next month’s Gamers

research hydroponic farms and other growth

put your effort into economic selections,
Because many new inventions replace old
technology, try to gauge when you will need
what. 1! stance, most beam weapons are
useless without a decent targeting compul-
er. But, because von

are not going lo fight

bonus sciences in order to maximize production.

Edge, we'll look at warfare in
MOO 1, and give specilic
information about how to build a Meet,
how to fight and win tactical combat, and
how lo (ultimately) conquer the entire
galaxy: So, until then, build up vour infra-
structure and get ready for war! %

until late in the game
anvway, vou may
want to skip the
Optronic and
Positronic comput-
ers—getting
Research Labs and
Supercomputers
instead —and then
research the
Cybertronic comput-
erwhen it will be of
some use lo vou.
l'ollowing the same
logic, you nmay want fo
skip Battlestations in
favor of Robo-miners
and then rush straight
to Star Fortresses.

In conclusion,
remember that
MOO [ rewards
|r.ll1g—lr_'m1 investment.
The bonuses from
morale, industrial

building, and research

facilities pay much
higher dividends than
asmall, relatively
powerless military
force. While vou are
slowly amassing your
own personal empire,

Techn'ulﬁ y .Lavel

Technology Charts

Path A
1. Laser Cannon
_ 2. Fusion Beam

3. Tachyon
Communications

- Neutron Blaster
Tractor Beam

|
o B

m

Sub-space
Communicalions

Phasors

b

8. Plasma Cannon
9. Disruptor Cannon

10. _ Hyperspace
Communicalions

1. Time Warp
Facilitator

Technology Level

Path A
1. Class | Shields
2. Anti-Grav Harness
3. Class Il Shields

4. Stealth Field
5. Pulsar

6. Class V Shields

8. Class VIl Shields
9. Disgacsmanl

evice
10. Class X Shield

MAY 1097

_ PlasmaRile

1. Cloaking Device i

Path B Path C

Laser Rifle Space Scanner

Fusion Rifle

Tachyon Scanner Battle Scanner

Neutron Scanner

Generalor
Jump Gate

Phasor Rifle I;n‘luéli-_phasad

hields

Dimensional Portal
Sensors Mauler Device

Stellar Converler Star Gale

Path B Path C
Mass Driver ECM Jammer

Inertial Stabilizer Gyro Destabilizer
Planeta Warp Dissipator

Radiation Shield

Personal Shield Stealth Suit
Warp Field Lightning Field

Interdictor -
Multi-Wave ECM Gauss Cannon
Jammer

~ Stasis Field Hard Shields |

Planeta Wide-Area
Flux Shield Jammer

Subspace Inertial Nullifier
Teleporter

Planetary Barrier Z
Shield

Graviton Beam Planetary Gravity

Plasma Web

 Phasing Claak



n 1872, J. Sterling Morton gave the world
a great idea. He created a holiday unlike any
other, Arbor Day.

This is the 125th Anniversary of Arbor Day,
the tree planters’ holiday. This year The Na-
tional Arbor Day Foundation asks you to plant
Trees for America, and provide for their care.

Trees Make a World of Difference. Trees
make our cities and neighborhoods more live-
able. They create quiet places to enjoy, give
wildlife a home, and increase property values.

This year, plant Trees for America. For your

free brochure, write: Trees for America, The
National Arbor Day Foundation, Nebraska City,
NE 68410.

The National
Arbor Day Foundation™

www.arborday.org




ake the ultimate move
for serious gamers who
know the score when it
comes to buying computer | "
gaming magazines. Subscribe
to Computer Gaming World now and save
up to 47%!

Every monthly issue brings you exclusive
first looks at the hottest, newest games...
the latest in multimedia, CD-ROM and
interactive environments. Plus winning
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system and play out your fantasies on this
planet and beyond.
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Score points and
—— cosmic savings now
w1th Computer Gaming World.
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e One year/12 issues — $27.94.
YOU SAVE 41%!

* Two years/24 issues — $49.97.
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Tips and Strategies for Defeating
the Last Levels of Hell

by Elliott Chin and Greg Fortune

i his months strategy guide is the last single-player strategy for - 55
. 5 o .-
Diasto, and its a guided tour of the Lord of Terrors home plane:
Hell. In these pages, we'll tell you how lo defeat the different

Hell-dwelling creatures, as well as give you some tips on spell use

and equipment. We'll also reveal the solutions for the final six
quests in the game, with three in these pages, and the rest on our

CG-ROM and Web site (www.computergaming.com).

le monsters in Hell are a much scarder lot than those found in the caves.

"The five Hell-class creatures are: succubi, black knights, counselors, cave N B o Hell, you'll often run
vipers, and balrogs. These are simply the base ereatures, and cach basc A G into rooms filled with
ereature has three more variants that are stronger and deadlier than their parent. S # | meglge monsters and,
So, how do you win in brutal contesls against these Flell creatures? That depends W sometimes, range-attack
on who you'e fighting, i - : demons. In these cases,
e run and go around a
We reveal The Heavy Hitters: . | ! N} com:ﬁhe mglee mon-
thisn qupst nghts; Drakes, and Ball‘OQS sters will follow you but their ranks will thin out, as some mon-
solutions in "The three melee monsters in Hell (those that engage in hand-to-hand combat), sters move faster than others.
these pages, are the knights, drakes, and balrogs. "Technically, the balrog variants have a ranged - g
CLLERRE  tiack: the infemo spell which they employ as a breath weapon. But the range of this o A BT Wait at the comer and
tips on spells, attack is short, and they almost always use it as a prelude to hand-to-hand combal. ; X : start hacking the first
equipment, Considering their awesome physical strength, you need to thin these melee ; o > monster that shows up.
and staying monsters oul and altack them one at a time. Letting them surround you is suicide. TP A 2 Because the monsters
LU (nfortunately, in Hell, you can't dispatch monsters as they march through a door _ _ move at different
Visit our Web single-file, since there are no doors and the smallest corridor is at least four monsters o, speeds, one or two will

site or CG- 31 come at you at a time,

LOLRBIETIR  thin qut the ranks of the melee hordes so you can fight with more even odds. rather than surraund you on eight sides. Repeat the run if you

wide. What you should do, though, is use a combination of retreal and magic to

more guests’ get surrounded again.

eetisind  TOE TO TOE WITH THE WARRIOR o
Assuming fast recovery and fast hit items, a warrior can probably hold his own

If you're a rogue or
sorcerer, you should fall
back several paces to
leave ample space

_ between you and the cor-
ner. If you hug the wall,

when surrounded by up to three melee monsters. IHowever, against more than
three opponents, its time to exercise the better part of valor (see the Running
Away sidebar for details on the warriors best retreat strategry).

Anathier tactic to consider in order to thin out the ranks of surrounding monsters
is to use stone curse on the horde, With this spell, if surrounded, you can stone one
or two monsters, rin away, and just pick off the few that follow: Ifyou want to stand
your ground, stone all your attackers, and attack them freely, vou had better have a
fast attack weapon —stone curse has a very limited duration.

march up the wall single-file at you. This is a good way of lin-
ing them up for easy shots with bow and spells.

CowW MAY 1937



patch a few blood
knights before
dealing with their
boss. The Warlord

What is the ohject?
Kill the Wariord and rab the

armories of Hell!
Where do | find him?

| On level 13, the first level of Hell,

How do I kill the

| Warlord?

| As you explore, you'll find the

| Steel Tome, which unlocks the
Warlord of Blood's armory. If
you have the telekinesis spell,

i you can walk around the outside of the armory and retrieve the

f weapons stored there before entering. Inside the armory are several

| blood knights and the Warlord of Blood. If you walk in front of the

| entrance while staying out of visual, range of the Warlord, you can dis-

= § 5
§

ROGUES AND SORCERERS

Rogues and sorcerers should never face more than two opponents in melee
range. Using ranged attacks, always run away from monstrous hordes and pick
off monsters as they thin out while they'e in chase. The warrior’ strategy of
running away and wailing around the corner works well for rogues and sor-
cerers, loo. Stone cursing members of a rushing horde also works,

If youte a sorcerer who has chain lightning and the monsters facing you are
vulnerable to lightning, let the monsters surround you and then unleash a rapid
succession of chain lightning spells. This spell can usually eliminate all of the sur-
rounding creatures. This spell also works well for rogues. Rogues, and especially
sorcerers, should ahvays cast mana shield when entering each Hell level: it

increases survivability:

The Warrior's Bane:
Advocates and Succubi

The most annoying and difficult monsters to kill in DIABLO have to be the
ranged monsters of Hell. They not only launch devastating attacks from afar,
but they're also excruciatingly difficult to catch, much less kill.

THE ROGUE'S FIELD DAY

For the rogue, it a simple matter to just fire arrows at these monsters and
slay thern. Suceubi won't run away, even when hit by arrows, and neither will
advocates. All the rogue needs to worry about is eliminating the melee mon-
sters guarding ranged ereatures before attacking them. To do that, use the cor-
ner refreat lactic. Then return to kill the ranged monsters. Rogues can also use
fireballs and chain lightning to eliminate ranged monsters from afar.

SORCERERS SUPREME
Itis likewise easy for the sorcerer lo use ranged spells, namely fireball and
chain lightning, to slay these demons. Just be mindful of their resistances

of Blood is
immune fo fire,
magic, and light-
ning spells, but
can be stone
cursed. Golem
also works against
him; two should
finish him off,
What do | get?
The armory con-
tains two sets of magic armor and four weapon racks. The Warlord
will also drop a random magic weapon.

i and lightning, but not stone curse.

: -
B o L
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and be sure Lo fire the appropriate spells. The blast radius of fireball comes in
hany for killing succubi, because all variants usually bunch together to
allack. You can also usc fire wave lo clear out passages before marching into
them, but that spell isn't as reliable as fireball. Magistrate variants are slightly
deceptive in their immunities and resistances. See the Hell Monsters charl

for their vulnerabilities.

THE WARRIOR'S HELL

Warriors are pretty much at a loss when to trying to engage ranged mon-
sters in melee. Succubi will ran before you get to them, and it is hard to
catch up to them. Magistrates teleport away from you, and are just as hard to
kill. Never simply click on a succubi and follow her in order to attack. She
will ahways lead vou to a room with more suceubi, more magistrales, more
black knights. ..you get the idea. For these kinds of creatures, you're better
off using magic. Invest the money in fireball and chain lightning spellbooks,
and keep an artifact of wizardry handy so you can equip it and fire off
decently-powered spells when facing these vile creatures. In Hell, no one
survives without using magic.

A FINAL WORD FOR THE HELL-BOUND

‘The monsters of Fell tend to attack with combined arms; when you traipse
into a room, typically two classes of monsters, always requiring two different
methads of attack, will converge on you. Always flee from those rooms that
hold melee and ranged monsters. Deal with the melee monsters first and then
re-enter those rooms to confront the ranged creatures. Its also a good idea to
lay down a golem spell before you flee monster-infested rooms. Perhaps when
you come back, those pesky advocates will have been eliminated by your
magically-created friend.

We hope these tips help yow in Hell: Next month, we'll be tackling multi-
player tips for gaming on battlenet.

MAY 1957 CcowW



STRATEGY & TIPS: DIABLO

CAVIER'S FNCE |
GAMIER’S EDGE

Quests Galore

What is the object?

4 Save Lachdanan's soul by finding the Golden Elixir and
i returning it to him.

{ Where do | find him?

i Lachdanan is found in Hell, on level 14.

L

LACHDAMAMN
MmO RELITAMCES
MO IMEAUNITIES

PLEASE, HELP HIM Lachdanan needs you to find his
Golden Elixir or he will stay trapped in Hell. Free his soul
and he'll give you his magic helmet.

A - HGESIS

O F A

What do

I dofor ‘"=
Lachdanan?
Lachdanan will not

" altack you. To save him,

find the Golden Elixir,
which will be randomly

* located on level 15, and

return it to him. His soul will

be saved and he'll leave you

his helmet.

What do | get?

The Vell of Steel is Lachdanan's
helmet. It has an AC of 18, adds
+50% resist all, -20% light
radius, +60% armor, -30 to
mana, +15 to strength, and
+15 to vitality. Griswold will buy
it for 15,950 gold.

i |
Advocate

LRSS

The monsters of Hell are powerful custodians of evil, but they can be defeated. Here is a quick fact sheet on the vital statistics

of your Hellish opponents.

Type
Drake
Drake

HP*
50-75
B60-85
Drake T0-90
Drake 80-100

Knight 75
Knight 82
Knight 90
Knight 100

Succubi 60-75
Succubi 67-87
Succubi 75-100
Succubi 100-112
60-70
70-80
80-90
90-100
35

42

B0

72

Monster

Cave Viper
Fire Drake
Gold Viper
Azure Drake

Black Knight
Doom Guard
Steel Lord
Blood Knight
Succubus
Snow Wilch
Hellspawn
Soul Burner

Balrog
Balrog
Balrog
Balrog

Counselor
Counselor
Counselor
Counselor

Slayer
Guardian
Vortex Lord
Balrog
Counselor
Magistrate
Caballst
Advocate

M=Magic, F=Fire, L=Lightning

CcGwW MAY 1837

Resists

none
i
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— — [l S

===
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F

Immune Notes
P =

M i

M _—
Kill with bloodstar
Kill with fireball (FB)
Kill with chain lightning (CL)
Kill with CL
Kill with FB

Fire bloodstars, kill with FB

Fire bloodstars, kill with FB

Fire bloodstars, kill with FB

Fires bloodstars, kill with CL

Spit infernos, kill with CL

Spit infernos, kill with CL

Spit infernos, kill with CL

Spit infernos, kill with CL

Casls fireholl, feleports
F Casts charged bolt, teleports, kill with CL
L Casts lightning, teleports, kill with FB
M, L Casts fireball, teleports, kill with FB

* hit points are doubled in normal multiplayer mode
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STRATEGY & TIPS: DIABLO

| What is the object?
| Slay the big boss himself.
| Where do | find him?

i huge, glowing pentagram on level 15.
How do | kill Diahlo?

LIGHTS OUT, HELL-BOY After you lure Diablo out
from the protective watch of his advocates, let him
E have it with fireball, bow, or melee weapon,

Proper Equipment
is Half the Battle

Warriors must have the proper equipment to wander the halls
of Hell. Because monsters strike fast in Hell, you need some
form of armor of recovery and a weapon of fast attack. With
these lwo items, you'll be able to strike faster than the mon-
sters, sometimes killing them before they can even attack you,
and you'll recover quickly anytime multiple monsters hit you
(otherwise, you'll always be reeling).

For rogues, priority should be on getting a damage-enhancing
bow, since normal bows do far less damage than melee weapons.
Always go for bows that increase damage (such as Merciless Bows
of Gore) over bows that enhance your to hit rate. Also, look for a
bow that knocks your opponent back, such as a Bow of the Bear or
the unique Windforce. In case you do get surrounded, wear armor of
fast recovery. Since ragues will use magic frequently, including mana
shield, acquire magic-enhancing rings and amulets.

For sorcerers, the first rule of Hell is to never engage in melee.
Don't bother with weapons or armor that enhance your ability to
stay and fight. Just make sure you wear as many items as possible
that enhance your magic, mana, and armor class.

All classes should buy. elixirs from Adria and Pepin to improve
their strength, magic, and dexterity.

The Diablo Spell FAQ

How does spell resistance work? The number in your resistance
entry is the percentage of damage you do not suffer. For example, if
you have 50 percent resistance to lightning, you shrug off 50 percent
and only suffer half damage from a lightning spell. According to
Blizzard, all monsters with a resistance are considered to have the
maximum score, which is 75 percent. So, anytime you face a crea-
ture in DiapLo that has a resistance to fire or lightning, it will only suf-
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both levers and head to the
lower left corner of the level.
Here, surrounded by advocates
and knights, is Diablo. He is
affected by fire- and lightning-
based spells, but he cannot be
stone cursed. Diablo has about
1,600 HP, and attacks you with
the apocalypse spell.

What do | get?

You get to shove a crystal
into your head! What more
could you ask for, besides
unique ending scenes for the
different characters?

fer a quarter of the How Long Do Duration Spells Last?
damage. If you do Spell Duration in seconds
240-320 damage with |  Wall of fire 10 + 10 per spell level
your fireball, and Infravision a9

shoot one at a blood Stone curse 6 + 1 per spell level
knight with fire resis- Guardian Character level x 2 + 1
tance, you'll actually rer;spell Jeve)

tlo 60-80 damage.

Which spells count towards magic immunity? The following are
spells that a monster would be immune to if it had magic immunity:
flash, bloodstar, bone spirit, and telekinesis.

Who is immune to stone curse? No one is immune to stone
curse, except for Diablo and other player characters. Even unique
boss monsters, such as the Butcher, Skeleton King, and Warlord of
Blood are vulnerable to stone curse. In most cases, it's the best way
to kill those boss monsters.

What are the fourth level or fourth page spells? There are four
fourth level spells you can leam and put in your spellbook: golem,
teleport, bane spirit, and blood star. The two other fourth level spells,
nova and apocalypse, are only available as scrolls or staves.%

Mistakes Are Hell

In our March Diaewo strategy guide, we mistakenly reported that the
Butcher was immune to fire and lightning and that the Skeleton King was
immune to holy bolt. Both statements were untrue. Our strategies for
hoth quests were thus incorrect, You can defeat the Butcher with fire
spells, and a sorcerer's best bet is to stone curse him and then plant a
fire wall on him. The Skeleton King's weakness is holy bolt, which will kill
him easily. We apologize for the errors, and will work harder in the future
to ensure that mistakes like that never happen again. For the full, correct-
ed strategy guide, visit our Web site at www.computergaming.com.To all
those reading these pages for our DiapLo tips, thanks for your vigilance.
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1. Kaboom!

2. Grenades.

3. Deafening Silence.

4. 64mm Shells.

5. The Crackle Of Uzi Fire

6. “Incoming!”

7,“That Was A Close One.”

8. Random Gunfire.

9. “Private Curtis Jones, 51st

Airborne”

10. Anti-Tank Guns.

11.The Clink Of An Aluminum
Mess Kit.

12. Dangling Dog Tags.

13. Ricocheting Bullets.

14. Sigh Of Relief.

15. A Harmonica Playing
Yankee Doodle.

16. Give peace a chance.

17. Flight of the Valkyrie.

18. Shovels Diggin Trenches.

19, Prayer.

20. Dirty Jokes.

21. “Sniffle.”

22. Nervous Laughter.

23: Letters From Children.

24, Bombs bursting in air.

25. Battle Plans.

26. “Over The Top, Boys!”

27. The Battle Hymn Of The
Republic.

28. Bullets Whizzing Past Your
Helmet.

29. Random Snipers.

30. Surface To Air Missiles.

31. Anti-Aircraft Fire.

32. The Doors Playing “The
End”

33. The Whistle Of Tracers

34, “Medic! Medicl” _

35. The Star Spangled
Banner.

36. The Thunder Of An Air
Strike.

37. “Hit The Dirt."

38. A Rain Of Debris Landing
All Around You.

39. Taps.

40. "Uurrrrpp!”

41. Low Flying Sidewinders.

42, Strafing From The Alir,

43. Ak-47 Assault Rifles.

44, Standard Issue M-16's.

45, The Sharpening Of
Bayonets.

46. The Hiss Of Mustard Gas.

47. A Declaration Of Peace.

48. Rain.

49. Howitzers.

50. The Cheer Of Viclory

51. Quiet.

52. The Low Rumble Of
Bombs In The Dislance.

53. The Squawk Of A Radio
Call For Help.

54. Com chatter.

55. "Surrender Now!"

56. Troops Marching.

57. Jungle Animals.

58. “The Biscuits In The Army,
They Say Are Mighty
Fine."

59. The Angry Croak Of Your .
Commander.

60. A Tropical Storm.

61. A Blazing Oll Well Fire.

62. Unrolling Adhesive
Bandages.

63."Ugh!"

64. "l Wanna Go Home."
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Nemesis

Trapped by the Tour Guide? Scorpia Charts [he Paths Less Trave/ d

by Scorpia

1 hose of you who
caught my
recent colunm
on NEMESIS
know that I did-
n't exactly give
this latest
Wizarbry
adventure

glowing acco-

lades (ahem). SHIl, T know

people will play it. And while

the Tour Guide furnished by
SirTech is pretty good for the
most part, it doesnt tell you every-
thing. For instance, combal tech-
niques and monsters are conspicu-
ously absent from the text. Here are some tips to lielp you through some
ol the trickier parts of the game.

Hit-and-Run

"The main principle of combat is to keep moving! Almost everything in
this game hits harder than you do. I you stand still, you're toast. Of course,
there will be times when movement is very restricted or impossible, but for
the most part, you should be dancing around, not starding flat-footed.

"That means learning how lo maneuver with your aff-hand, especially
quick side-steps. Galican, at the start, is safe; take some time oul to prac-
tice movement and combal strikes in the town squarc.

Ideally, combat should take place in an unobstructed 232 (or larger) area.
"This allows you to fight nsing the basic technique of swinging as the eritter
approaches, and then, whether or not you hitit, stepping away. The swing
should begin before you sec its hit point bar, By doing this, you can attack
and retreat without taking hits in return — most of the time, at least.

Some areas, like the sewers, dont allow enough room for waltzing, In
places like that, vou'll have to hope you've gol wom enougli to back up
after cach attack, or enongh distance to cast a spell. Otherwise, its stand

and duke it out, and hope you survive.
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READ ANY GOOD BOOKS LATELY? | hope not, as they really don’t help your
cause. When in the library, search for the kris sword instead.

Before you go min-
ning off to any dun-
geons, | suggest
spending some time

in the forest, beating
upon the Oresto
gain experience and
hit points. Its dull
work, but reaching
level two before hit-
ting the Hargani

(e T almk‘ h

o
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Underworld will be
helpful in the long run.
By the way, your life in
the Underworld will be
much easier if you don't col-
lapsc the bridge.
Alter you've been out of Calican for awhile, tread carefully when you
return lo town. Eventually, Shadow Beasts will start showing up there.,

They will also appear in all the dungeons, just to make your life happier

(heht). You really want room to deal with these things; the way they jump

around in combat makes them hard to hit.

First Floor, Underworld
Second Floor, Swimwear

For the first level of the Underworld, the Tour Guide is fairly thorough.
It doesn'timention the bug creatures, though, and these are quite nasty.
Onie type can throw a sort of spell at you, and the other kind can poison
vou. Avoid the first type as much as vou can. If you must fight, get in close
quickly to avoid the spells. Don't try dancing with these things.

On the second level, you'll nun into merman-type eritters, From these,
you will finally get a decent sword. 'They have no distance atlacks, so the
Wallz of Death works well, when you have room.

"The danger point here is the room with the magic mirror. I you linger
too long, you'll end up fighting an endless stream of monsters, including
Shadow Beasts. You'll want to move fast here. Step into the oom; sidle
left; go forward; then sidle right, to the mirror. Do what needs o be done,



Cars Taking Off.
Breaks Screeching
Hubcaps Scraping.
Crowd Cheering.
"Place Your Bels!”
Engine Seizing.
Hearts Pounding.
Refueling.
Wheels Peeling.
0. Breaths Of Anticipation.
1. “That Was A Close
Shave.”
12. Cars Colliding.
13. Backfires.
14, Engines Rewving.
15. The Roar Of A Crowd.
16. Fiery Explosions.
17. Skidding Into The Pit.
18. Engine Problems.
18. Shrieks Of Excitement.
20. Vrrrrroooooom,
21, “Low Fuel”
22. Jamming On The
Brakes.
23. Gears Shifting.
24, Ambulance Siren.
25. Sighs Of Relief.
26. Engines Restarting.
27. Traction Of Bald Tires.
28. Crowd Going Wild.
29, “Last Lap!”
30. Starting Gun Firing.
31. Hubcaps Flying Across
The Track.
32. Tires Blowing.
33. “Hurry! Fill 'Er Upl
34. Engines Choking.
35. Tires Being Changed.
36. Nuts And Bolts Flying.
37. Grandstand Cheering.
38. Gears Grinding.
39. Slamming On The
Breaks.
40. Turning Swiftly.
41. Pile-Ups.
42. Tires Rolling Off.
43. Skidding Uncontrollably.
44. Loud Screams.
45. Crowds Falling Silent.
46. Collision.
47. Thunderous Booms.
48, Deafening Cries.
49, Quick Turns.
50, Sudden Stops.
51. Reflex Braking.
52. “Gentlemen, Start Your
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Engines!”
» " A 53. Engines Sputtering.
Put the pedal to the metal with the new Sound Blaster 54, Drop Of The Checkered
WEGL G ."‘ >0 F sc 4 card created tc sarade v - Flag.
AWEG4 Gold™, the only sound card created to upgrade your 55. Head Gasket Exploding.
Pentium® PC’s multimedia audio system. With 64 available voices 56. Hitting The Wall On
Turn 3.
playing simultaneously and the new WaveGuide technology, 57. Chanting A Winner's
sic playback will never be the same. And don’t worry abe ol
music playback will never be the same. And don’t worry about 58. Creaking Of The
compalibility issues, because it's a genuine Sound Blaster. Also, Cliassis:
Gl R b i : € 59. Radio Static.
DirectSound™ and DirectSound3D™ hardware acceleration is included. For more details and a 60. Loosing Your Hood.

61. Accelerating Past The

C R l.'.: _T l V E 62. gitl:;s;:pz;ﬁ-ta Cork

demonstration of the Sound Blaster AWE64 Gold contact us al:

www.SoundBlaster.com/sound/AWE64Gold.

Popping.
WWW.SOUNDBLASTER.COM =
63. Congralulatory Slaps.
& Copright 1997 Cn chinalogy Lrd, Soumd Blaster and the C el enaelenarks mnd AW F J A Pos | Audin 64. Wizzing Past.
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‘ STRATECY & TIPS: WIZARDRY NEMESIS

e T S P
GOT MY SWORD,
AAA CARD, AND A POWER BAR

the desk until the end game.

Proper inventory management is a must. Don’t go grabbing
everything you see. In Jaran’s Keep, leave the runic tablet in

Jaran’s Keep: 'Thisis a safe place, as long as you don'l mess
around with the skeleton. The ranie tablet in the desk is for the
end game, so you can leave it alone until then.

Swamp: A I'm_\' area, You'll have to “L;II! o (,'Uup!v of the ]JI;III[H
for tentacles. In this case, slugging it out is the fastest method.
Fxpect to be poisoned by this. Don't eure yourself right away,
however, because the tentacles are poisonous, too. Run to the
Keep :|uick|_'. to de-poison them. If you have enough hit points,
vou can probably outlast the poison’s effects. If not, heal yourself

in the interim, and use eure poison later.

Crypts: "The gargovles are imean opponents. | found it best 1o
dispateh them from a distance, using the crosshow. You can pick
up the unbroken arrows and use them again, without gelling
close to these nasty critlers,

Insice, the only thing to worry about are the skeletons, bul
theyre nasty. Like the mudmen, they assemble only when you
step on their spols, and Fall apart when you move away. Not only
do they hit hard, they can leeeh vour magie points and use those
1o heal themselves. Quick back and forth movements are the
only way to deal with these things.

At the inner erypts, you'll have to fight Tas. e is very tough. |
began by using up my remaining arrows. Fortunately, I had a lot of

them, and they whittled hin down to 28 hps. The fight (back and

and retreat the same way. Don’t go around by the right side, because
that’s where the monsters come from. "Then repeat the process,

In the third level, you'll deal with alligators and mudmen. The alliga-
tors are standard, the mudmen aren’t. Mudmen are tough because they
only assemble when you step on their square, and fall apart when vou
step off of it. Thus, the only way to fight them s to do just that: step up,
swing, and back off

You will need to scarch all the barrels down here, Some have red
leeches in them. These can he removed by sticking your arm into a bar-
rel of salt. One treatment removes the leech, This will also keep any
maore leeches from bothering you.

One danger here is the Sword Destructica (which you do need),
After figuring out the orbs and skull, be sure you are empty-handed
when taking the sword. Ifyou have any weapon equipped, even your
amulet, the sword will kil vou. Until the sword is uncursed, its the only
weapon you have.

Dancing with Dragons: 'lo reach the dragon, you'll need to jam the
Jaw Traps, Try the lower left side, about the seeond tooth in, This will
take awhile. Before passing the second trap, lurn right and sidle the rest
of the way until you're facing the dragon. Then use the basic conmbal
technique to take it oul (this is a 2x2 area, so you shonldi’t have much
trouble, if you're careful)

Sawers: This is actually a simall area. The four-armed fishimen are
tough customers. Try to have room behind you when you fight them. The
(_'f_‘i[ing snakes can ust lil”l\' be avoided Ell\' just \\'.-1“\'1'ng rit_;hl ]1_\' them. Before
heading to the talisman area, vou'll want 1o find the button that opens up a
secret part of the sewers. You'll find some goodies there, as well as the

fountain that shows vou clues to the color lock at the sewer exit

CoW

forth) wasn't too bad, especially with Fnhanced Attack active,

[n the maze, just walk around while the walls change (every time
Selding ghost appears) until the way to the room of hones apens up
“ledious stuff, but at least there’s nothing to fight. However, expeet ashad-

ow critter to show up soon after you find Seldink bones.

Burned to the Bone

Tower/Burned Bone Corridors: After descending through the
tower in the swamp, you'll be in
the Burned Bone Corridors.
"There is nothing lo fight in the
rooms until you gel lo the
Minotaur, who easily makes up
for the lack of monsters in the
other rooms. You should not
come here until after the ervpls,
as the Enhanced Protection spell
is vital to surviving combat with
the Minotaur. There is 1o oom to
move at all in here. Cast protec-
tion, using all your points, just

before going in. It won't last for

the whole fight, but with a little
Iuck, you should be able to kill the Minotaur before he does you in.
Fire/Mushroom Tunnels: Just gel through these as quickly as you
can. When vou exil the Fire Tannels, don’t stop. Keep going forward to
the end and tumn right, 1o the Desolate Castle, Fighting the sorceresses is
alosing praposition.
Desolate Castle: Fxcept lor one stair guardian, there is nothing to
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64 simultaneous voices.
Advanced WavEffects
Synthesis.

Pure gold plating to inspire the
envy of your friends.
Hands-free microphone
included.

20-bit SPDIF output.

Full duplex support.

The perfect audio upgrade for
any Pentium PC.

The thunk of your old sound
card hitting the trash.

980dB signal-noise ratio
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SoundFont technology.
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million Sound Blaster users all
upgrade at once.

E-mu® 3D Positional Audio.
4MB of RAM, upgradable to
28MB.

Muiltipoint interpolation.

New WaveGuide Technology.
The best sounding Sound
Blaster ever.

Creative WebPhone™ software.
Supported by 99% applications.
Easy plug-and-play Installation.
CD-quality, 16-bit audio fidelity.
Genuine Sound Blaster.
Integrated MIDI/Joystick port.
B/16 bit stereo sampling from
5kHz to 44.1kHz.

MIDI cable.

Recording from microphone,
CD or line-in.

Liquid, psychedelic guitar solos.
Advanced 16-bit real-time
audio compression.

Crystal clear recordings.

Gold RCA connectors.
Completely user customizable.
Automaltic dynamic filtering.
Instant bass, treble, master
volume control.

2, 3.5 and 4MB SoundFont
banks.

Two CD audio-in connectors.
Awesome audio.

Powerful percussions.
Superior strings.

Microsoft® Internet Explorer
software.

Microsoft® NetMeeting
software.

Rockin’ guitar riffs.
RealAudio™ Player software.
Magic Carpet™ 2 software.
Screams from Eradicator™
software.

128 general MIDI instruments.
New Creative WaveSynthWG™
software.

Creative 3D Copter software.
Total harmonic distortion (0.01).
Creative TextAssist™ software.
Lilting Irish tenor.

Creative VolceAssist™ software.
Creative Multimedia Deck™
software.

Creative WaveStudio® software.
Cool samples included.
Creative Soundo’le® software.
Direct sound hardware
acceleration.

Vienna SoundFont Studio™
software,

Direct sound 3D hardware
acceleration,

32-level control for mixing
recordings.

Talk over the Internet in

real time.

. 32-level control for mixing

output.

. MIDI Orchestrator Plus™

software.
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STRATEGY & TIPS: WIZARDRY NEMESIS

fight. The guardian is casy to kill, as it docsn’t
move. On the second level, you must look at the
book on the rickety table; it as the translations
of the runes. Something else on this level will
help you read the book without burning it. The
runes are copied into vour journal, so vou don't
have to do it by hand.

Ystalin's Lair: You can't get in here until
vou've spoken to Zalena. Go past the door, stand
on the edge, and cast the appropriate spell (as
indicated by the whispering voice). 'The gear door
is simple, provided you have all the parts; don’t
overlook the desk area. For the puzzle door, the
Tour Guide should be sufficient. And remember,
smart adventurers don't take what isn't theirs (but
it's okay to read the two notes).

Nithera: A nasty place, with four-armed
demons (must be related to the sewer guys, heh!) and shadow beasts. Be
sure vou find the sextant before going inside the complex.

Dagger Room: You don't have to go here if youd rather not. All vou
gelare a couple

of potions and

®
ThRFar it

wand, The first
time through,
you must walk
between the
Fhrarild i3es
daggers; the
control is at the
altar, so vou real-
wanlbagis i .
. ly have no other
Luretedets D2 0l P N
chaice in the

matter. The

secrel passage in
this room is

OUT ON THE FRINGES When you enter an aea | opencd by the

with restricted movement—the Swamp or Forest,
for example—cast healing and any close combat
spells before entering combat.

founltain; you
wanl all three
pedestals at the
bottom.

Lirary: Be careful what books you read (vou can gel away withoul
reading any of them, as they only provide background info), A cursed
tome will bring your evil twin Skippy to fight you. There is another book
that can hL'!]:l prevent that. 'The importanl thing to find here, it you want i,
is thie kris sword, Look for iten the upper level, where you find the book
on the floor. When you come lo the blue gate, I recommend using
[“nhanced Protection before passing through.

Fire Wall: This is the really important part. The control is downstairs
in the main hall, not too far from the Hom (you can't do anything with
the Hom). The Pentagram Door can indeed be opened with a spell; if
vour wits have deserted vou, thats a good way to feel. Think about i, Just
remember you have to be right up by the door for this 1o work.
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CAST A SPELL ON ME Against tough opponents, especially the demon, it's best to use the
amulet to whittle them down before charging in.

Once More, With Feeling

Dancing With Dragons, Part II: This dragon is much nasticr than
the other ane. In the end, L opted for Fnhanced Attack, ran right up into
its face, and just smacked away until it was dead., It took more than one
try. You may want to use the Massive Strength “Talisman for this one, too,
or maybe even Invulnerability,

End Game: Spelling out the right word on the rune tablet allows you to
fidddle the skeleton’ head and open the way below. There isntmuch to
find down there, aside from the key to the final door. The electric room
and e g 1o just generale ¢ wdless combal to no purpose.

Duking With Demons: ‘TThe ridiculously easy way to get through here
is to use the basilisk talisman, then immediately go throngh the door,
bypass the cul seenes, and wateh the demon die.

The hard way is to prepare first. Use Heal All to give yourself extra hit
points. Cast Enhanced Protection, using all your energy. Use Restore
Fnergy to bring magic points up to 255. Go through the door. Bypass
the seenes. Get right up to the demon so he doesn’t east spells. Use the
amulet to weaken him a bit, Use the amulet again to cast lee Storm to
the maximum. Then swing away. Good huek!

Until next time, happy adventuring! %

P How to Reach Scorpia

It is with much sadness and regret that | announce my departure
from both GEnie and Delphi. As of this month, | can no longer be
reached on either of those systems. However, you can slill get in
touch with me n the following ways:

AOL: Scorpia's Lair (keyword: scorpia)

Internet: scorpia@aol.com

U.S. Mail: (enclose a self-addressed, stamped envelope [f you

live in the U.S.)

Scorpia, PO. Box 338
Gracie Station
New York, NY 10028
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Strategy/Wargames

Magic the Gathering:
Battiemage

H ere s a quick tip for those just beginning
Acclaims MAGIC THE GATHERING:
BATTLEMAGE computer game. (Look for more
tips in the full game review in this issue.)

Always use plenty of laind. "This is gooc
advice for any Magic player, but is even more
important in BAri eMace, where yon want to
keep your hand from filling up. Unlike the card
game, where you can choose your least valu-
able card 1o discard, BAITLENMAGE automati-
cally selects a discard for vou at random. And
sinee you draw a card automatically every
1015 seconds, your hand fills up quickly!
Instead of the normal ane-third rule, try mak-
ing 40 percent of your cards land cards. Land
cards are the quickest type of cards to put into
play, so keep putting one in play as soon as they
become bright again. This should also give you
plenty of mana for spells,

e TEIGTHNDIEOT N AUIBER

L

Lohocop

- Lobodeity
Lohoswag

| Lohopick
Lobosphere
Loholite

Lohoxy
Holly

MAY 1897

Powerslave

Ithough Playmates’ POWERSLAVE isn't a game you'd want o spend much time on, some of
you were unfortunate enough to purchase it. Here are a few cheats that will allow vou to

finish it quickly so you can move on to a better game. Just type these codes in at any lime,

All weapons:

God mode

All'items:

Al keys

Entire map

Removes flash from
explosions and gunfire
Displays coordinates

Calls up a taskbar that
allows you to type the
following cheats:

Level (level #)
Jumps you to any level
Doors

Activates all switches

Exit ;
Finish current level

Holly (continued)

Creature (Creature #)
Places any of the following
creatures at your location

0 Anubis
Spider
Mummy
Piranha
Basset
Magmantis
Am:-nit

Sel
Kilmatikhan
Alien Worker
10 Alien Worker
11 Omen Wasp

(7= - - M - ¢ I I -

Battleground:
Antietam

fyou have trouble remembering

that Col. Alfred Cumming is an
/C ranked leader in Barmie-
GROUND: ANTIETAM, help is no fur-
ther away than 'Talonsofts Weh site
( www.talonsoft com). Glenn
Saunders has ereated a complete
BATTLEGROUND-slyle Order of
Battle for both the Anny of the
Potomac and the Army of Narthem
Virginia. The file is zipped in Word
for Windows format.




IMuiat N4GE
' EF2000 Tactcom il

heres a bug in the SmartView feature, which is supposed to let

you view various hot spots in the WarGen war zone. [fyou sel the

| filter to view Enemy or Neutral aircraft and there are no such aircraft
| inrange, returning to the cockpit will erash the game to the DOS
[ prompl. To avoid this problem, be sure to return the SmartView sei-
ting to All Aireraft hefore retuming to the cockpit view,

Also, il you come across a particularly interesting mission using

RUSS AN

[ MISSION | CAP

s icrras RAMA is a pretty tough adventure game right from the
start. [fyou find vourself stumped early on, the following tips

should help set you on vour way:

SmartView, you can hit the H key to hold the view on the currently
selected aircralt.

If youTe having trouble getting a decent hit rate with long-range
8225 and AMRAAM missiles, try the “shoot and run” tactic, Fire a
miissile at your target, and then make an immediate 180 degree course
change. If vou have plenty of altitude, roll inverted and pull back on
the stick; il youte low lo the ground, then pull up until you've reversed
course and then roll out. Your
missiles are more effective
when tracking an enemy
head-on than from the side,
where doppler effect can
affect tracking. By reversing
course in the vertical plane,
the enemy continues flying
direclly towards you, keeping |
its nose to )'ﬂ]! —i'll'ld :,'mlr
missile, [fyou try to doa 150
by turning in the horizontal
plane, the enemy’s course will
change and your missile is
less likely to hit.

1. As soon as you descend into the base camp, the lights will go
on. You might be tempted to go outside and explore — but don't.
Instead, head back upstairs and go to the lockers, where you'll see a
ladder leading downward. Descend, and then grab
the key ring hanging to the right of the “Inactive”
sign, which hangs on the bomb-like device. This key
will allow you to access a few crucial items still left
in the lockers.

2. Onee outside, travel o every region of the
Central Plains, and scour each sereen carefully for
tiles and puzzle pieces laying around. You should be
able to find seven puzzle picees.

3. Go to the “London” area (at approximately 12
oclock on your radar), get past the force field (it
pauses after every nine pulses), and then insert the
missing lile to get in the door. Once inside, hunt for
five more puzzle picees, and then press the yellow
button an the RAMA display to open the two puzzle
boards. The screen shat here shows the solution to
the more difficult puzzle,
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www.cdmag.com/chips.htmi
or call 1-800-699-4263

CHIPS &BITSInc.

On L; :
0B 234 DEPT 10877 ROCHESTER, VT 05767 Line Urdermg

INT’L 802-767-3033 FAX 802-767-3382

COMPUTER GAMES: SfHAEGY

LStomer Seryjze

Source Code 10877

‘OUTLAWS' You are the loner who rides into town

1 Rop Proe Toe Rurnss Proce Tie Ruesst Prge T Russe Pricy seeking vengeance and uncovers the twisted plot of a
ORRMLY Baren NOW 534 Command & Conquer 211/07 548 Lonpd Alnc Dy Game: HOW 44 SonCay 2000W03Ret NOW 547 | nowarful railroad baron and his outlaw thugs. This
h Legion 0597 348 Cmmnd & Cangr W33 NOW 540 Jagged Alkance HOW 519 Simisle NOW 535 game will deliver all the comp ts of 2 60's we
fon Magic NOW 539 Cong of New Wild Dix NOW 548 Juttand HOW $19  SimPark W350W3  NOW 534 | in an exciting 30D format.
imiral Sea Batttes  NOW 541 Conquered Kingdoms NOW 519 KKND HOW 538 SimTown HOW 533 | LucasArls
tvancd Civilization  NOW 5§33, Conguest Eanth NOW 544 Lords of the Realm 2 NOW S48 Sole Survivor HOW 548 Release Date: NOW CD $48
tarkife NOW S45 Gonquest Mew World NOW 534 M Gathmg Bantemage NOW 542 Spacevard Hol 4 W95 NOW 524 |
e of Empires NOW S48 Dark Eanh Stngy W95 NOW $45  MAX NOW §48  Star Command NOW S0 |
je of Wonders 0BAT 547 Dark Resgn Fueure Wor 0557 548 Miachiavell the Prnce NOW  $19  Star Comrol 3 now 828 | 'KRUSH, KILL N' DESTROY' Set in the 25th
of Justice  NOW 848 Darklight Conflict  NOW 842 Master of Magic KOW %41 Star General now 843 century, mission bricfings makes your objec-
hiblus Assault 0747 S48 Deadiock NOW 827 Master of Orion NOW 518 Star Natinns howW 846 tives perfectly clear, it is up fo you to direct
&5 Rising 1187 846 Destiny WES NOW 845 MasterofOrion2  NOW S44 alt Was orar 846 history and save the future of your planet
v Men 0697 848  Dominion NOW 844 Mechcommander  NOW S48 ip Tioopers 0897 846 Electronic Ards
cendancy NOW 835  Dune2 NOW 823 Mighty Machines W5 NOW 832 Steel Legions 0897 %2 | Release Date: NOW CD 838
iecruser 3000 NOW 825 Cungeon Kegper HOW 8§46 Mission Force HOW 348 Syndicate Wars NOW 846
rihnght W3 NOW 348 Emperor of Fadng Sns NOW 838 Horwy Strike KOW 8384 Trawpsont Tycoon Dix NOW 842 1 §
ocd & Magic NOW S46  Empire 2'W35 HOW §24  New Honzons HOW 34 Traosport Tyeoon  NOW 524 'A FORK IN THE TALE' starring Rob Schneider as your alter h
& GRACountr Strke NOW 521 Empire DleMstrEd  NOW 519 New Ordr 05197 S48 Uprising 1097 518 eq0. an orefinary guy in an exirmordinary adventure thal takes
SCHed At NOW S48 Enemy Nations W95 NOW S84 Outpost2 0797 $48 WhgesofWarWos WOW S28 | o inlo o parallel world called Eseveron. You batte dudes in
&C ARy Alert W95 NOW S48 Enlrepreneur HOW $44  PacimprrazWes 0597 S8 WarGodsW95  NOW S0 | ghean nobmetar suits and babes wearing fur bikinis
14ar 2 NOW S48 Exploration NOW 540 Pirates Gold HOW 519 Wareralt 2 oW $4z | An}' River Enterlalnment
pitalism NOw  S42 Fallen Haven Wa5 now  Sa7 Poputous 3 08A7 S48 Warcralt 270 Levels NOW 519 | Release Dam: NOW ED 545
ipitatism Pius NOW 46 Fisght Commander 2 NOW 539 Railroad Tycoon NOW $24  Warcralt 2 Add On - NOW 520
e Wars HOW %39 Forbes Corp Rder Gme NOW 545 Reach for Stars 2 W35 NOW S48 Warcralt 3 1097 547 “X-WING VS. TIE FIGHTER. 'Join the heat of the
Itic Tales ROW 834 Fragile Allegianca  NOW  S46  Rebellion WA5 0697 552  Warcral DresHumns NOW  $29 hattla between the Rebel Allance and the
ans Overdonds Wa5s NOW  §19 Free Enterprise HOW 845 Fisk Was NOW  S4Y Warlans 2 Dix now & | Imperial Navy for the control of the galaxy. This
tiz Bkwr Affr HOW 842 Galactic Miraga W5 0697 &41 Romanee 3Kingdoms 4 NOW §34  Warlaims 3 nany s42 stand alone games features al new missions,
ion 2 NOW 842 Herces MAMWES  MOW $29 tlers 2 NOW $39  Warwind W95 How i3 | over a dazen new spacecraft and incredible in-
on 2 Scen NOW 528 Heroesol MEM2  NOW 835 Semlers 2 Missions  MOW $12 WoodenSholmablen NOW $39 | flight graphics.
ion Network  NOW 825 History of World NOW 540 Shadowof the Emperr NOW 835 X-Com Apocaypse 0897 £45 | LucasArls
ation NOW 840 Impenalis: NOW $34  Shattered Mations  MOW $46  X-Com Terr frm Deep NOW  £29 Release Date;: NOW CD S$52
m Cong Cvrt Ops NOW 822 Impenum Galactica  NOW  $34 SunCity 2000 Collectn MOW  $51  X-Com UFO Defense  NOW $19
ymnand & Conquer KOW  $47  Into the Vi HOW $44  SmmCity 2000W35  NOW 847 2 HOW 21
z | | SILENT HUNTER PATROL 2' Add 2 patrol zones (Malaysa |
com PUTER GAMES: WAR and The Sulu Sea) and 18 new soenarios (Drum visits Jepan, ||
fika Korps NOW 342 Batlleground Waterloo NOW 832 Harpoon 97 W5 HOW 844 Panearbilitz NOW £42 Gmﬂwwlw one, Tullbee goes dovm, Growler'slast  ©
e of lonclads — 07/97 $42  Blitzkneg HOW 839 Last Bitekriog HOW 841 RE Lon CW Gon WA5 NOW 848 battie, and more) to Siient Hunfer.
e of Oars 0B97 $42  BrokenAllance  NOW S$21  Man ol War 0397 S Roudto MoscowWoshow Si3 | Dundscape
i 01 5ai NDW $92  ClossCombatWs5 HOW S38  yth 0897 S0 suwpaen now sy | elease Date: NOW CD $15
lied Gengral NOW $28  Custers Last CommandNOW 528 Nam 07/7 s42 Stael Parithers CoggnNOW 515
ttie of Bulge NOW $42  EastFront 06/97 $42  Napoleonin Russia  NOW S92 spel Prtlvis 2 NOW 543 'FRAGILE ALLIANCE' In the year 2380, Sector
egrnd Gettysburg NOW $32 Fantasy General NOW $35  Operation Crusader NOW 339 7acops NOW 544 K240 was made available for colonization. The
ftieground Anbetam NOW 541 Fight Commander 2 NOW $38  Ovar the Resch KOW 339 fhird Rech NOW 539 Empire must expand and it’s your job to colonize
feground Bul Run 0397 542 Great Battles Alexndr NOW  S44 Pacilic General W35 0537 §45 W Victory Bundle now 528 | the asteroids and the empire from financial and
wground Mid East NOW 542 Harpoan 2 Admisals E NOW 525 Panihers in Shadews NOW 542 Wargame C53 Rilles NOW  $43 Dﬁ!lllw ruin,
meground Shilsh  NOW 533 Harpoon 2Deluxe  NOW $25  PanzerGeneral2  0B%7 $42  2ucovs Campagns 0597 §37 Interplay
AT | Release Date: NOW CD $46
tanced Squad Lde NOW 538 Decision ta Franze  NOW 515 Lunch Mangy NOW $15  SilentDeath Dix NOW  §42 | nz?:]sn :ndm&lfnsﬂstii]:mgfh!:;e\l:::rﬂ n;h:
wanced Thisd Reich NOW $38  Deluxe Diplomacy  NOW 542 Magic Realm NOW 523 Siverton NOW  §32 Balkans have fallen. yPﬂ‘..‘lll Hamar' has
¢ o Renalssance  NOW  $42 Diplomacy NOwW  $19 Marvel Super Oica HOW  $13 Space Chess 3D NOW 535 teen altacked, Wake ]sland is In Japanese
r Baron HNOW 827 Dragon Dics NOW 59 Modern Art HOW S25  Space Hulk NOW 550 | hands and HO‘ITIFI'Wl s the British on the
ciend Empires oW &% (ungeon HOW S16 Napoleons Later Batls NOW  $22  Spices of the Wodd - NOW 518 ‘ aunl
whil Green Things NOW 817 Eurarails now 825 Neoromunda HOW 44 Sguad Leader NOW 5723 Milton Bradley
is & Allies NOW £33 Express NOow &1 Pain Doctor HOW 825  Star Fieet Battins HOW  §25 Release Dale: NOW $33
7% & Alkes Coled PersHOW 830 Fedesation & Empire NOW 838 Power Lunch HOW 813 Star Wars Monopoly NOW  $40 )
os & Allies Max AdvNOW 810 Feudal NOW 818 Rail Baron NOW $19  StuTrk 15 Conter Barg NOW 513
filglech dth Ed. NOW 8180 Gesonimo NOW 832 Ras HOW 824 StarTek 151 Conter FedNOW  $13 'ADVANCED CIVILIZATION® retains the essential
tain Stands Alone  NOW 8§23 Go NOW 322 Rebels & Redeoats 1 NOW 825 Stratego now s14 elements of civilization, and can be learned
itannia NOW 318 Grand Prix HOW $18  Risk NOW 827 Tenas Revolution  NOW $18 quickly, The additional cards ensure a qreater
i Wars Delure NOW $21  GrealWaratSead  NOW S$32  Robo Rally HOW 833 Viceroys now 822 diversity of cultures, while the new Calam-ities
fanimus HOW 511 Hanmibal NOW 532 o faly Castv'Bumn NOWY §9 Victory in West Fince NOW 526 make the game even more challenging
1 now  sz9 History of the World  NOW 527 Rebory Armd & Dngrs NOW 525 Viking Raiders NOW 525 ﬂua]a" H"I
) Diplomacy  NOW 542 Hobbit Adventurs NOW  $29 Run Sitent, Aun Deep NOW 524 NOW 517 Release Date: uuw szs
mic Encountar  NOW 530 India Rais HOW $20  Sam Grant HOW 342 HOW 550
wis Korea 1995 NOW  §29 Krieg! NOW 32 Samurai NOW  S37  Warhammer 408 NOW 550 s
il Sinal 1973 NOW  $25 La Bata Mnt StJdn Dix NOW  $62 Settlers of Catan HNOW S30  Wathammer Fantasy NOW 550 ‘MR WARRIOR II' Practice maneuvers and fly with the ;‘: ™
s of Decision 2 NOW 547 La Batn de Wavre oW §22 Sherock Holmes HOW S20  Warhammer Quest  NOW 550 same skill and strategies that real life fighter pilots use. ['
HINT BOOKS These tactical flight practices and exposure to various air- | IS
el 35 || craft options prepare you to defeat even tha most sea- | B
18 of Empire 0797 $16  Diablo NOW $16  Masterof Oion2  NOW $16  Star Contiol 3 HOW 516 soned on-ling veterans. P
emts of Jussies NOW 516 Duke Nukem 3D NOW S12 Mech2 Mercenarias  HOW  S16 Star General NOWw 512 Interactive Magic
tyal in Antarae - NOW 516 Elder Seeclls 2 HOW $13  Mechwarrior 3 097 $16 Star Trek Star Pl AcadNOW  $16 Release Dale: NOW CD $46
LG Red Alent NOW S16 Enamy Natinns NOW  S16 Mighn & Magic Gompn NOW 516 Star Trek Voyaper NOW 516
esar 2 NOW 816 Final Fantasy 4 0697 $12  Obmidian HOW $16  Barcrali ROW  $16 v
¢2AdeSiategies NOW $13 Heroesof M&M2 NOW $16  Outlaws NOW $16 TheOakening  Now §16 | DHIAZ ABRAMS' The player commands a puican
ation NOW S16  JetFighter3 NOW $16  Phanhsmagera2  NOW $16  Tomb Raider now sio || SOV ERRS Ban e company it pit plher
saton 2 NOW $16  Lindlore? NOW $16  Cuake Game Stralegy HOW S16  Wecelt 2.8ynd Dk Pl NOW §13 vehicles, antillry, heficopters and artilery aftached
ase Combat HOW $16  Leisure SuitLatry 7 NOW $16  Rebelon 0es7 $16  Wing Commander 4 NOW 518 al Im"," avaricty of extermal views and a mult zoom
gaenal Chronicies NOW $19  Lordsof Reaim2  NOW $16  Romance 3Kimgdmsd NOW $16  Xewong s Tie Fightt NOW  S16 map View.
itk Forees 2 0597 516  Magic the Gathering  NOW S16  SimCopter NOW $16  Zork Nemesis Guide NOW Interactive Magic

318

Release Dale: 05/97 CO $45

COMPUTER GAMES: ARCADE | I COMPUTER GAMES: TRADITIONAL A
— — LI St — - n-
) Uite PRI Cop Nght NOW 542 Pru Finball Timeshock 0697 837 Barbie Designar HOW $42  Monty Pythn Moty Gl NOW 838 \:1
) Ul Pintiall oW 529 Re-Loaded NOW §33 Battiaship Wa5 HOW &4t Mugypet Trease ksland. HOW 237 'STARCRAFT" Wasteful, short sighted and quarrel- lfi-\ L
en Rampage 0397 5§34 Rebel Assaull 2 ROW 525 Biidge Dix 2 Omw Shrf NOW 820 Pugzls of Trlbte WIS NOW  £19 some humans pillage world after world, You must :'ﬂ
Mg of Steel WG5S 0597 532 Hoad Rash W35 HOW 542 Brudge Olympiad HOW S16 Sceabble How 824 gather your resources to accomplish your goals, |
Ahwon Jim 182 NOW $25  Rocketdockey  NOW $47  ChessmeirSI0DWIS NOW S35 Sumhui GAMomWISNOW S26 | aither freadom or galactic damination. i m‘r
£ the (olphin HNOW 538 TigerShark HOW S0 Clye HOW S40 o Tiyst now 324 | Blizzard o
ngla Pinball 0547 530  Toh Shin Den NOW  §27  Dragon Dice HOW 543 Ultimate Yahtree NOW 519 Release Date: 07/97 CD $46 gl
my Pytties Weze Tame NOW 832 Vinua Fighter W25 NOW 542 Hong Kong Mahjong NMOW 525 Universal Neverlock  NOW  S19 =
il Kombal 3WOS HOW £32 Vi Sguad NOW $42  Jeopardy Platinum  NOW 528 Vepas Games 95 WOSNOW  §19 "
1 W85 NOW 834 VWWF-In Your House HOW $40  Mapic Gathering W35 NOW S48 Virtual Pool W5 NOW S40 ———
ball 837 Worms KOW 534 Monopoly NOW &40 YouDom't Know Jack 2 NOW 831 -

How
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GHIPS &BITSINC.

POB 234 DEPT 10877 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

‘BIRTHRIGHT' You are the leader of your own kingdom and
domain. It's up toyou to wage war o preserve peace: Al a single com-
mand, armizs march and kingdoms fall, With the blood abilities of a
bom king, you command heroes, wizards and might ammies, But vl
it be enough?

Sierra
Release Date: NOW CD $48

‘THRUSTMASTER F-22 PRO" With a povider coated

metal base, glass filed ABS handle, metal gimbal

mechanism, and heavy gauge spring tension, the

F-22 PRO gives you the edge you need in
advanced tactical warlare,

Thrustmasler

Release Date: NOW $128

‘DARK REIGN' In the 27th century, the Imperium with con-
tral of precious water resources commands the fate of a
1.000 worlds. The Freedom Guard attempis to break the
Impenum’s grp an the galixy and the water supply.
Activision
Release Date: 05/97 CD $48

'LANDS OF LORE 11" You are Luther, cursed son of the
Sorceress of Darkness, exploring treacherous lands in
search of ancent magec, a super power that wall
releasa you from your vile bithnght.
Virgin
Release Dale: NOW CD

‘REALMS OF ARKANIA III' Somathing sinister s happening
| inthe seaside town of Arkania. Brave, honored warriors refuese o
| fight, while an evil mind preys upon their minds and souls. Can
your band of heroes deteat it in ime?

Sir Tech
Release Date: NOW CD $45

‘COMMANCHE 3' Missiles away! The helicopler itsell
i fully light-sourced, shaded and rendered with 30
real-time animation vhile easier to get into and han-
dle. Night time maybe the right time for many of
Commanche ‘s missions.
Electronic Arts
Release Date: NOW CD $49

“JOYSWITCH' Nowy you can umsp from joysiick to joystck, game fo

game vath the speed and easa of tuming a swatch. Ko more reaching

| bebindd your comuer to Swap oysick cables on the game port
Jerysadlch oes it all.

Lead Pursuil

Release Date: NOW $39

'FANTASCENES' Create countiess personal visual fan-

tacies with five of the most beautiul women in the world!

Bring your imagination to fe. from hours of intéraction
vith these sensual, lustful Laies.

Digital Playground

Release Dale: NOW CD $34

‘DIVA X:REBECCA™Do you know bow to get to the Avlon
Agency?”, She asks in a sexy French accent. You kindly offer her a
itk to Dier destination. Her eyes engage in sient conversation with
yours. From Ihere - the adventura begins!

Pixis
Release Date: NOW CD $38

DIVA X

rebecca

‘STAIP POKER PROFESSIONAL VOL. 2° com-
hines the action of 5 Card Draw with some very
different lable stakes, 4 gorgeocus opponents
who are willing & able to bet it all for the
chance to beal the pants off you!

Art Worx

Release Date: NOW CD

‘ROMSOFT 6 PACK' Double
Down, Doors of Passion 2,
Sensuous Girls in 30, Massive
Melons, Touch Me, Feel Me and
Private Screenings are what
you'll gel'in Whis sexy & pack!
Romsaoft
‘ Release Date: NOW 6-CD $32

tnTADULT 6 PAKY

ab
gelection®

u\ou‘-“»

Tru
1943 Euro Ak War

Rivense Pre
0wBe7 s
now 545
546
525
sed

I'JUW

ATF Hato Fghters

Across Dosed 1941 S48

Alr Warrior 2 W95 Sa6

Apathe 519
S

$49

46

49

548

F‘u.w 2 NOW s

eadiaugit W3 0897 842

EF 2000 Tactcom NOW 538

Extrume 0587 §45

F-22 Ligh 2 HOW 349

F16 Figh S4B

LLRE]

now 832

| Alphasierm

Area 51 Was HNOW S48
Blnod 0547 46
Chasm HOW 844
Collsderz WO5 oW S40
Crusader No Regrel N 534
Dark Foices 330
Dark Frees 2 Jedi 553
Dark Vengeance &

Die Hard Trdogy
1
Adidas Povsr Soccor NOW $32

British Open Golf
Extrema Str

fockey N

] HOW 845

Git Brd NOW 848

HNOw S48

Front Page Gulf W85 NOW 548
Gull NOW 334
Grand Slam '97 W95 NOW 343
07gr 42

| Hardball 6
_Hooves Thunder

30 Magic A
CH F16 Combal

rator NOWY S126
oW S60

CHFYE Fig ko NOW S100
CH Fuight Stick Pro. NOW  $50
CH Force FX HOW 5169
GH Game Card 3 Auto NOW 526
CH PG Gamepog Now 519

| GH Pro Pedals How 580
CH Pro Theattle Now $102
oW 875

510

HOW
A J RLI: kgack How
Kow

Anmal Rom 2
stans in Wonderhand IFOW

Casting Couch

Chameleons

Circus

Chub 21 now

Club Catenna now

Gome Pliy NOW

Grystal Fantas NOW

Cyher Photographer  NOW
How

CyberStr ck HOW

Cybers i
CyberXpenence NO/
Cyberpiep 2 Nurse  NOW
Cyberpeep 2 Sch Grl NOW
Cyberpeep 2 Watrss  HOW 520
Cynerpeep Cheerddr  NOW £20
Dark Tunne HOW 818
HOW 528
HOW 539
n 3B
HOW S38
nOwW 535
Oream Machine 2 HOW 848
Drearn Machine HOW 836
Dukee Scre'em HOW  $46
Eros 2 NOW 519
! Eres3d NOw 24

S

~ COMPUTER GAMES: SIMULATION

Ton LT
How
Fal 087
Fal 4 How
Fi Dugl 2 W85 D&g7
Fighter Duel Pro Net  NOW
Fligghit Sim ToalKin HOW
Flight Unkmited 2 0697
Fiying Corp I'JO\‘J
Flying

Hell Cats Over Pacil - 06/97
yie Gull QR/97

HOW
NOwW
Indy Car Reng 2 W95 NOW
Jet Fighter 3 rJU W

Przy
$16
3§52
$29
$39
]
16
S
“n

T Rt Prce
Hechwrric enries HOW 848
NOwW 840

7l Velecity 0597 348
Ruwarnor 2 Battiepk  NOW 548
Nascar Racing 2 NOW S48
Naser Reng W Trk Pek NOW $47
Heed Speed Gold W95 NOW 545
Neadl for Speed 2 NOW  $46

hampianship
Reat Baron 2 W95
SatwAce

Sail a5

Sand

CUMPUTER GAMES: 3D ACTION

Dowm 2 Wa5
Duke Nukem 30

HOW
HOW

Dk Nuskemn 30 Ao NOW
Dk Hiskrn 30 Piut Pi NOW
Eradiator HOW
Final Doom Howe
Firghght naw
Freatancer ARF-T

1al NOwW

ailen Was NOW

a2
837
$40
pt]
336
36
528
548
S44
§40

S L

Sereaner 2 NOW  §24
Shap of the Ling W95 NOW 544
Silent Hunter How  §3%
Sint Hurtr Patil 1-2 ea NOW 515
Super EF 2000 W NOW %46
Hixen WS now s21
League of Pain W85 NOW 844
MDK HOW  S44
Necradome W95 Now 530
Hormandy 97 0897 536

!

$39
550
551
§29
Sd0

Powsrslave
Prey
Quake

on Rising

COMPUTER GAMES SPO RTS

HyparBinde How
Juck Hicklaus Golf 87 NOW
nieks FB 97 W85 NOW

addon Feotball 37 NOW
HEBA Live 37 oW
NCAA Bball Final 4 97 NOW
HHL Hockey 97 How

£4n
842
843
848
819
519
544
545
545
Sl
t ib

PGA Tour 86 Sawgrass NOW
PGA Tour 86 Spoch By NOW
POA Tour 96 Wenteth NOW

PGA Tour Golf 95 WE5 NOW
rJO\:

Phoenx Socer Arcd

Pro Goll
SinGoll
Sohd lce I"U\-’ 538
Strange Golt Was NOW 538
Tan Pin Alley W35 NOW 540
Tie break Tennis  NOW 6

CUMPUTEH GAM ES HARD WARE

.}rurﬂ_’

HOW
GriP Cantrolie NOW

2 Pak NOW
PG Gome Pag NOW
G Gamepd Pro ROW
Graws Phoenix Joysik NOW
Gravis Thunderbird ~ HOW
pa 7p Dy 1000 Ext NOW

pa Zp Dre 100M It HOW
ch

now

b2
$55
S85
24
§19
so7
$83
§43
5109
51M
£30

Blastar 32 FNP
Sound Blastar 63 AWE NOW
Space Orh 360 NOW
T Driving Control T2 ROW
TMFIG TOS

TM F22 Pro
TMFLC F18 System

COMPUTER GAMES: ADULT
$10
3
530
530
540
539

ROwW

Row

i Now

Fun House NOW
Girltriend Donna How

Gurllriend Ten

Gurttriend Tracy
Hesd's Houge oW
Hio! er 2 HOW
Tiot Slats L
Hump Towirs HOW
Interact Seymara Bt 2 NOW
Interact Seymore Buts NOW
Intinkate Journay Now
It 'osshits HowW
l Resort Hovy
1 Inderactve NOw
. now
Lirszious Lady Lingers NOW
st Gonnection NOW
HOW

HOW
HOW
How
How

Hiphtwaatch fnter
Grigntal Ecst Exposed HOW

Dulpost 69 HOW
Pandara's Poker Patace HOW
Passion Poker NOwW

Penetration HOW 16
Penthouse 1A 2 NOW 332
Penthouse 1A 3 HOW 532
Penthouse 1A 4 Row 32

now  $49

Penthouse 1A S

Penthouse 1A & i}

Peathouse Interactive I'Uw 52
Playboy Intery, nNow sa2
P HOW  §29
Poker Party oW §45
Parn Mania NowW  $29
Parmn Poker HoW 832
Porminis HOW 224
Privale Investgator ~ NOW 549
Private Plsr Park 2~ NOW 549
Priv NOW 544
Fodney er Show NOW  $39
Samural Perven 2 NOW  S64
Scissars N Stones  NOW 519
Sex Gastie NOW 839
SeTvV2 NOW 525
Sux With Jema HOW 340
Sux The Game HNOW 540
Sexy Sports Trivia  NOW 517
Shock:The Game NOW 549
Sorgrity Sex Kittn NOW 529
Spate oW 520

529

5 NOW 825
Strip Fighter NOW 840
Steip Poker Pro NOW 524
Strip Poker Pro 2 NOW 536
Stnp Tease NOW 524
Texas Table Dance  NOW 524

Tiru Rineast
Super M

TFX EF200

TFX: X-22

Team Apache 0697
Test Dowes 00 Road  NOW
The Darkening NOW

Thunder Truck Rally D647
Trophy Bass 2 HOwW
U-Boat 2 W

Commander 4 NOW
Commander § 08/97
Wipw Out XL naa7
World Rally Fever NOW
".frh! Cire Gran PII- 2 I'JO‘."'

0597

How

Star Togk Gemng 0697
Torra Hova NOW
Tomb Raider How
b Raider 2 e

end Warrior

XS
Zambie NOW
Tom Landry FB HOW

Tony LaRsa BB2 TD 93 NOW

Top of the Key 8
Total Control Foolball NOW
Triply Play 97
VR Baseball 87
Vi Soccer
Warld Hockey 95

now
World Series Baseball NOW
\'._'r_lrl Cu_lp_!]_r_;_ll _Dnr EL'_.I_\ NOW

T Flight Centr Pro
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™ Pro
MR
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Time Warp nNow

Uitra Slots How

Uitra Viken nNow
HOW
oW

5 Playhouse
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Vil Las Vegs Nit now
Virtial Director now
Virtual Golden Eye  HOW
Virtual Sex 2 How
Virtual Sox how
Virtual Sex Shoot now

Virtual Valene 2
Veronica
Al Victar

now

NOW

NOW
Whal's \"uu: Name  HOW
Whirol of Fantasy NOw
You're the Director  HOW
Zoom now

GAY

Hacchus Su Pack NOW
Bike Bang HOwW
Boyltiends NOW
Boys Next Door HNOW
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Cruising Graund NOW
Manhumt How
Man In Motion HOW
N I Unifarm Now
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www.cdmag.com/chips.htm

or call 1-800-699-4263

Source Code 10877

~ COMPUTER GAMES: ADVENTURE '

'STAR TREK FLEET AGADEMY" Bafore Captain Kirk, Commander

Tt Reutast Prat Time Reveass Prcs Torus Russs Proar Tou Rouiase Pexi . ce
10th Planat NOW S44  Gabnel Knight 2 NOW $40  Nemesis How 344 vertos oW 534 SHEAOC N 3 Lk SAL oo el DY e, .0 A%§
71n Guest 2 W35 NOW S48 Hunter Hunted W35 NOW 45 teverhood HOW 3550  Simen Sorceror2  ROW 540 e mm.lmled .mmd RIHic tmiverss, L¢ SUL fet ACIonl,
Z phe i 2 - A ; Test your ingenuity, leadership and courage and detenmine if you
Aden Duest W95 D697 §43 Ince Shrinking Hero  NOW 543 Obsdian Wa5 HUW 848 Solar Crusade 0y s v what it takes to graduata 1t in your class
Adviittes on Lego kele 0697 535 Indestructibies NOW  S44 Dutlaws Was NOW S48 Space Bar W5 HOW  $46 Inlﬁrplay .
Albean NOW S39 Inmmerstate 76 Was NOW S48 Pandamaonium NOW 350 Star Trek Judp Rt Coll NOW 538 Relaase DatB‘Nﬂw GD 355
Amber Joumeys Beynd NOW  $44 Island of Or Marean 05/97 S40  Phantasmagonia 2 HOW 554 Star Trek Voyager 1197 S48 5
0597 $40  KGB Files 05497 §43 07797 S42  Star Tk StrFItAcad NOW 55
NOW $39  KO7-Princeless Brine NOW $25 0597 544 Stars How $38 'F/A-18 HORNET' There's 28 different Persian
0RO7 $49  Kings Dusst & 097 S48 NOW $47  Surmeal W95 0897 $42 | Gulf combat missions to test your skifls, you can
Cursa of Monkey Iske NOW S48 ; How 538 How 39 L blow up everything from am-munition depots
Dark Eath W35 NOW 846 Xent NR1S UG NOW &7 0697 S48 ThelastExpress  NOW S48 using the MG1 Vulean cannon to MIG fighters with
Davn of Darkness  NOW 844 Leisure Sult Larry 7 NOW 848 NOW S48 Thind i WAS NOW  S44 an AIMB Side-winder!
Death Trap Dungeon 0697 844 Light and Darksess  NOW  $44  Redoeck Bampage 0897 $48 Time Wariors 06a7 &2 Eraphh: Simulations
Delitium NOW $46  Lighthouse HOW S48 Rewn to Krondor 05597 $45  Timelapse Anc Civil  NOW 46 Release Dale; NOW CD $45
Ecstatica 2 NOW 347 Magic of Xanth NOW 542 Reverence 05/97 843 Titame Jroy Out Time NOW 844
Efc Moon Mutder — NOW  S26  Metal Works HOW S38  Rivers of Dawn HOW 841 TooWrp D Bram  HOW 533 |
Fable NOW 48 tission Doze Control 0597 529 Riverwor 0597 345 Trespassr J Park 1097 §48 ‘AGE OF SAIL 1775-1820° Delivers an excellent blend of
ing Fantasy 0597 S0 Mummy {0W $42  SCARAB NOW 3538 Under Kiling Moon  TIOW  §19 exciting Real Time 3-D perspective naval cambat along with
Full Throtte NOW S28 Myst S SPOR NOW $46  Zork: Gind Inquisitor 10097 §50 | pageantry and grandeur of those heautifully rendered sal-
G-tome NOW $13 Myst2 $52  SionoftheSun  OF/97 534 ZorkNewesis now ss3 | ing vessals from the Tall Ships eral
— 7= T Empire
"~ COMPUTER GAMES: ROLE PLAYING | Release Date: NOW €D $42
.l\hen Legacy oW 529 IIhrk Sun Onling W95 HOW 515 Pools of Darkness — NOW 51'_1 ‘.1 i Teok Tlfr‘. il Un.ly HO\'.' S46 .
Aol of Dawn HNOW £18 Diablo HOW 839 Rawenintt Strahd HOW $25  Swonekeep NOW $25 ‘THRUSTMASTER GRAND PRIX 1' Gives you the
Arena Deluxg now 47 Die By the Sword  NOW S48 Rawnilt 2 SinProp  NOW 519 compelitive edge wilh variable throttle and braking
Betrayal if A 0507 S48 : Laster Hauming NOW 852 atyour fingertips and lightning fast thumb activated

$25  Readn )
Champions of Ky NOW S16 ' % il S How s10 shifting. Securely clamps to your desktop. Total
Cobra Mission NOW $29  FR Descrito UndrinliOW $16  Rims Ak StudowRia NOW S48 Uit 8 Pagan now sis | steering range is 180 degrees of travel
NOW S48 UftmaOAscusion Now ss2 | Thrusimaster

Curse of Azure Bonds NOW 516 Fallout NOW 853 Sacred Pog

Dark Project 1197 $49  LandsLore Grdos Dest NOW S48 Serpent's Kiss NOW $43  Ullia Onfine ogo7 sz | Release Date: NOW $74

Dark Sun 2 HOW $47  Meridian 59 W95 HOW $19  Skyrealms of Jorune NOW 533 Ullinea Undvwld 1 & 2 NOW  $15 ’

Dark Sun 2 NOW $19  OILight & Darkness 0597 S48 Star Trail HOW $29  Wirardiy God W5 NOW §32 ‘X-COM APOCALYPSE' You command the eiite
F e 1] %-COM troaps as they investigate and repel an

| oy RULE PLﬂYlNG / PEN & PAPEH alien invasion of Earth, You research and manu-

ADAD Core Rules  MOW $54  ChampionsDeluxe NOW 542  GURPS Goblins  NOW 518 Rils now sz | Mclure weapons, amor and vehicles. DW'W

ADAD Cornt & Tactes NOW S17 Chan NOW 521 GURPS Mecha NOW 15 RinsHagbound  Now $za | ealensbeforeitistoo late,
ADSD DM Guide  NOW $16  Changeling Screen  NWOW $15  GUAPS Rabots NOW §14 wow si | Speclrum H“’Fhﬂe
ADAD Monstr Manual NOW  $20  Freshold & Helden GesNOW $13 GURPS Warehousa 23 NOW $15 uow sio | Release Dale: 05/97 CD $45

ADAD Playors Handbk NOW  S20 Immaortal Eyes 1 HOW 513 Heawy Gear NOW 25  AuneQuest Deluxe Book NOW 519

ADED Skalis & Povers NOW  S17  Immortal Eyes 2 HOW $13 Hidden Invasion NOW 817 st Emaard Ed. NOW 512 ‘SHIVERS II' Harvest of Souls. This time you find
ADED Spelts & Magic NOW 518 NOW 813 In Nomina NOW 825 now £ yourself stuck in Cyclone, the most bizarre town
ADED Playe Pack  NOW $18 NOW $19  Indiana Junes NOW  £25 Sh.\..rl.'.rmn mi Bd.  NOW £20 south of the 46th paraliel, You try not to worry 1o
ADED World Bidr Gde NOW  §17 HOW 510 NOW 517 Skyrealms Junmme  HOW $17 | much about that feeling of paranoia, but somebody
ADSD Buthnght Cpgn NOW 525 R n HOW 811 Species HOW £21 actualy is statking you

ADAD Dark Sun Cpgn NOW  $25 L sz NOW 521 Star Wars Hardcover  NOW 525 Sierra

AD&D Forgotten Aims NOW 525 hanqebng Player Gide NOW S19 ’ 1 NOW 513 StaWars Revised  NOW 525 Release Date: NOW CD $42
ADAD Tale of Cormet NOW  $25  Chll HOW $19 Millenwm's End 20 NOW $17  Toon Deluse NOW 516 i

ADAD Planescope  NOW 525 Conspiracy X HNOW 20 Mutation NOW S30  Torg Passibilily Wars NOW 525

AD&D Ravenloh Cpgn WOW  $25  Gosmic Enforcers  NOW §16 Nephidim HOW $18  Travelior now sz4 | 'BETRAYAL IN ANTARA' An empire  cver time has fallen
Albedn NOW S§18  Gyhergeneration NOW §18  Mexus NOW S18  Undergeound NOW  S19 pry to cormuption and decay, Totkay a well-meaning Emperor
ArsMagicadth Bl NOW S26  Cyberpunk 2020 NOW $17  Nightspawn NOW 516 ire 2nd Ed oW $24 faces a crumbling infrastructure where bribery, intrigue,

Bloodsh NOW $25  Draponiance Sth Age NOW $21  Of Gods Asd Men  NOW 522 ot Fantasy NOW  $19 nepotism. deceil and assassination run rampant.
Call of Cth KOW S18 GLRPS Aliens now S13 Onca Upona Time  NOW S14 ¥ NOW  $24 Sierra
Cthuthu Live NOW $15  GURPS Autoduel  NOW $15  Pamanola Boued St NOW $15  Wicherah now s20 | Release Date: 05/97 CD $48 AN oo
Castle Falk NOW $18  GURPS Compendum2 NOW $18  Paranoia Fifth Ed NOW $20  World Necrascope  HOW  $25
Champiuns 4h Ed.  NOW S22 GURPS Rulebuok  NOW 820 F'Lildr.iuml 4th Ed. I'Jt]\'.I £19  Wralth NOW 824
| ‘ADVANCED DUNGEONS & DRAGONS GUIDE
COLLEGTIBLE CARD GAMES | | REVISED' The essential manual for all the infor-
Batlelech Buovster  NOW 82 Harminati SO Now sto !1nm{.m||\ur| amiSD NOW 89 SimCity S0 Ll Ed.  NOW 85 mation you need to creale and run thrilling
Batlletech Starter ~ HOW 58 MTG Sth Ed How 82 ; HOW &9 SinCity SD Unitd. Ed. HOW S8 swords and sorcery adventures is clearly latd

Dixig Bull Run 1861 NOW S8 MTG 5t Ed now  §7 NOW €3 StorTrekBouster  NOW  §2 | oul
Dinie: Gettysburg ~ NOW  §9 MG Mirage Booster NOW 52 o NOW $2 SwrTekNGBP  now s2 | TSR, Inc
DoomTroopar SO NOW 56  MTG Mirage Starter NOW  §8  MotunnerStamter  NOW S15  SturTrek Stater  NOW S8 Relsase Date: NOW §16

Dr Who Booster NOwW 52 MTG Visigns NOW 52 Rage BF HOW 82 STk THGSD  NOW 57
Dr Who Starter NOW 58 Magic Fallen Empirs  NOW 51 Rage Umibra BP HOW 82 St Wars BF How 82 |
Great Dalmuti NOW 55 Magic Gathenng BF  NOW 51 Rage Worewoll 5D NOW 55 Star Wars 5D HOW ST ‘MAGIC THE GATHERING BOOSTER PAK® The majestic |
Heresy S0 NOW  $9  Magic Gtheng Cheoa BPNOW  $1 Rage Wyrm BP HOW 52 X-Files Bonsler now 52 zation within hoast Al traditions dating hack
[Hyrminat B9 NOW  s2 Middla Earth Worard BPNOW  $3 SimUity BP Lid Ed, now st X-Files Starter HOW 59 i tless eons. B th the § sun, whal power

SONY PLAYSTA"DN [ ; SEGA SATURN - | | can you draw from the potent forces.

e | Wizards of Coast

An How Daytona USA oW 84 Release Date: NOW $8

Assassin 2015 koW 55? 52 NOW 552 Destruction Derky: 2 NOW  $54
Ratman Forever Amade NOW 842 i 06A7 572 AwdGrars & Gits NOW 550 Dde Hard Tritogy HOW 549 ‘DRAGON FORGE' The world of Legendra has fallen
Beyond the Beyond  NOW  £50 D4 Independence Day NOW 552 AD&D frond Blood  HOW  S46  FIFA Soceer "97 NOW 849 prey to the frightening reign of Madurk His
Bip Bass Wild Cliamp NOW  $51  Kings Field 2 HOW $51  Abwse HOW 854 Golden Axe The Dusl HOW 526 unjuenchiable thirst for power has replaced tanguil-
Blades of Rage NOW $52 Mechwarrior 2 NOW 549 Andeetti Racog 87 NOW S48 104 Iniley lity wiith lerror and honar with treachery, Alas, the soli-
Bogey Dead 6 NOW 550 Monster Truck Rally  NOW 554 Argades Greates! HOW 547 Incredible tary hopa for redemption has been reduced 1o 8 power-

BroathotFired  OW/ S54  Monal Kombat Triogy NOW Area 51 HOW. 553  Lenncol ful wartords!

Bubsy 3-0 NOW $50  NASCAR Ra NOW $46  Assassin 2015 NOW §52  Mechwarmor 2 HOW 8449 WD!IIlIIB Designs

Castlevania Bigoditng NOW 542 NFL Game Day 97 NOW S50 Assault Rigs NOW 552 Mostal Kombat Tnlogy 0897 552 Release Date; NOW SAT $42

Command & Canguer NOW  S46 Need for Speed 2 HOW 849 Battle Monstees NOW $34  NFL'97 HOW 554 =

Contra:Legacy of War NOW S4B Pandemanium NOW  §43 Bamie Spaort NOW  S42  Meed for Speed 2 HNOW 554

. . L
Crash Bandicon! How  s52 Panzer Ganeral NOW 532 Batestationsg NOW 546 Resident Pul 0897  §52 S0l EOGE T te5 1520 lalo ol SOl-and

swords, transcending the world and all its

GrousaderNo Remorse NOW 549 Fehal Assault 2 NOW 548 Bades of Rage NOW 852 Shining Wisitom NOw  s52 4

Orypt Killer wiGun HOW $60  Ridge Racer Revolutn NOW 44 Bubsy 3-D NOW $50  Sunic X-tromn 10007 $16 i:ﬁ::’mift‘::::g:&'ﬂ::gﬁ“:{l':'a:;zf ;

Dark Forces NOW 549 Soul Edge NOW  £45 Bug Too! HNOW $42  Sovist Stk NOwW 549 i amazing 30, spectacular gra?ahicsu L

Destruction Derky 2 HOW 852 Tekhen 2 HOW 544 Castievania Bloodling NOW 5§42 & Jam I'U.'-‘ :-:2 Namco 2 - i e : !

Die Hard Trilogy HNOW S$50  Toh Shin Den 2 HOW $45  Command & Conguer NOW 552  Syndicate Wars NOW $46 : s e, arssioea=e
Dragontieart NOW $42 NOW S50 Contralegacy of War NOW S35 Umate Mont Komb 3HOW $54 Release Date: NOW PSX $45

Duke Nukem 30 0397 $54 HOW %50 Crusaderlo Hemorse NOW 549 Wipaoot 2 NOW 850 1
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clude a 12-month subscription to Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will he allacated. Per Hem 5175 £1.06)

MDEIE DEANECD CEDVIICNE #0c0O

e



At last count, it takes about 217 people to
design, produce and market

a killer game.
.. Z l.,i *

However, it still only takes
one conference.

Register for the Computer Game
Developers’ Conference,
April 25-30, 1997, Silicon Valley

Cranking out state-of-the-art games is becoming more compli-
cated every day. Luckily, choosing the best place to gather inspira-
tion, skills and tools is still a no-brainer.

Whether your company has 200 people, or two people doing
the work of 200, our conference could be your launching pad to
creating the next mega-game.

In our 200 beefed-up conference classes and tutorials, you'll

learn from the masters how to design for sensational game play.

COMPUT=R
CAME 7.,
DEVEL®PERS

CQNFEREN-_'.E'”

Unleash blazing 3-D graphics. Add multi-player functionality.
Produce screaming audio. Squeeze the most out of the Internet.
Even conquer the cutthroat business of games in our new pro-
grams on project management and marketing & distribution.

At every turn, you'll exchange tips and techniques with hotshot

producers, programmers, product managers, writers, sound

designers, artists and musicians who are pushing the outer limits

WWWw.cgdc.com

out, so register today by phone at 1.800.441.8826, by e-mail at

of game technology.

This thing sells

cgdc@mfi.com, or by visiting our web site. You'll see, the more

intense your games get, the more intense our conference gets.

where killer games
are born



IT'S AS EASY AS 1,2,3

FREE PRODUCT INFORMATION

1 Fill in your name and address and check olt
your answers to the seven research questions.

2. Circle the numbers on the card thal correspond to

the ads or articles you'd like mare infarmation about.

3

The literature will be mailed lo you from
the advertiser free of charge.

CIRCLE FOR FREE INFORMATION

026 027 029 030

1. What is the bi g'lus1 lewel of educalion that
you completed? (Check anz anty)
01. (1 Some high school or less
02. 0] Graduated High Scheol
03. ] Some College or Technical school
04, O] Graduated College
05. [7] Post Graduate school

2. Compuler currently owned is:
(Check all that ap L

01.1718M companhle {Intel standard)

02. [ Maciniosh

03. ] Amiga

(4. (] Dedicated game machine

0a. ] Nang

3.1 Intel, whal level? (Check one only)

01,0 Power PC

02. 7] Penlium (586)

03. 01486

04.00388

0501286

4. Do you own (or plan to buy In next & months)
2 CO-ROM? (Check onz only)

01.00wn

02. 1 Plan o buy (6 months)

009
034
059
084
109
134
159

035

5. How alten do -!'uu usually buy compuler games?
(Check one on! {‘i

01.0] Once a weel

02. T Once every two to three weaks

03. (] Once a month

04. ] Once every two to hree months

05. [ Once every four to six months

06. C) Once a year

6. Where ane gau mosl likely lo purchase games?
(Check all that apply)

01. ] Independent computer store 04. ] Computer store chain |
02. (] Consumer electronic store 05, ] Direct from vendor
03. ) Mass merchandising store 06, ) Mail order

Void after August 31, 1997

Telephone

Company Name

Address

7. What is your (and olhers in household) lavorite type

of game? (Check one in each column)

Yourself Qther 1
01, Strategy
02. WarMilitary |
03. Rola Playing
[4. Brain Teasers
05, Card
06, Sport
07. Action/Arcade
08. Educational
Na Advantiis

(Other 2

L

City

State | Zip

4. [ Please send me a one-year (12-issue) subscription to Computer Gaming World for $27.94
(U.S. price); all other countries add $16.00 for additional postage.

In a Hurry? Fax This Card To: 609-829-0692



Tl

BUSINESS REPLY MAIL

FIRST-CLASS MAIL PERMIT NO. 433 RIVERTON, NJ

POSTAGE WILL BE PAID BY ADDRESSEE

nmn“ ”‘

PO BOX 10126
RIVERTON, NJ 08076-8626

IIlIIIIIIII]IIIIINIlllIIlIll!ll”llllll’[l”!lllll”

NO POSTAGE
NECESSARY
IF MAILED

IN THE
UNITED STATES




Tih Level, Ine.

7th Level, Inc.
Access Software, In.
Accolade

Accolade

ACT Laboratory Ltd.
ACT Laboratory Ltd.
Activision

Activision

Aclivision

Activision

Activision

Activision

Activision

Activision

Activision

Activision

ActSoft, Inc.

Adobe Systems lne”
Advanced Gravis
AnyRiver Entertainment
ATl Technologies
Avalon Hill Game Company
Bazuoka(SAS)

Blue Byte Software

BMG Interactive Enterainment

Broderbund

BI(" IL'I] nu Id

CoDe

CH Products

Chips & Bits

Corel Comporation
Creative Labs

Cryo Interactive Entertainment
Dhiammond Multimedia
Diamond Multimedia
Larth Link

Eidos

Lidhers

empire Interactive Entertainment

[Engage Games
Falcon-Northwest

Fujitsu Interactive
Gateway 2000

GT Interactive Software
GT Interactive Software
Intel Corp.”

Interactive Magic
|1|qu_;r.|p|| Cuul]mtur SI\NIL'HI&
Interplay Productions, Inc.
Interplay Productions, Inc.
1Ilh'r|\1;:}' Productions, Inc.
Interplay Prochuctions, Inc.

Interplay Productions, Ine.

ADVERTISER INDEX

PFREE
PAGE §R.S.# COMPANY PRODUCT PAGE

PR

C-Nome

Helicops

Links LS

Hard Ball 6

Jack Nicklaus

Mite

Power Ramp

Dark Reign

Heavy Gear

Hexen 1

Interstite 76

linterstite 76 Sweepstakes
Blood Omen: Legacy of Kain
Netstorm

Screamin’ Demons
Twinsen's Odyssey
Zork - Grand Inquisitor
Mail Orrder Products
PhotoDelie

‘The Blackhawk
AFarkin the Tale
PC&TV

History of the World
Computer Group
Extremie Assull

Moto Racer

“The Last Express
Warlard

63
180181

23
GG
7

215
4559
RI-53
5485
549

e
94-95
91
9293
96
86-57
244
208209
182

131

13
27,219
3537
10-11
179

Computer Game Developers’ Conlerence 240

Family Ad

WWW.CL I['[‘;I':".l'{ H1 Lf{'l Iilh'. h b I'II
Family Tree Suite

Sound Blaster AWE 64
Dragon Lore Il

Maonster Sound

Stealtly 3D 2000 & 3000 Accelerators
Arena

Conquest Earth

Tomb Raider

1o Pinball

Online Gaming

IFalcon MACHV

K9 Screen Saver

Family PC Multimedia Systems
Blowx]

Shﬁltﬂ\\' \vﬂn'il n

MMX Pentinm

Battles Of Alexander

Intense 3D

Atomic Bomberman

Dragon Dice

Fallout

Forgotten Realims Archives

Rl of the Haunting

1l
3719

19

2729531

123
109
1l

17-120
C2CAI
175177
200201
158

169
G067

12
16
63
17
18
259

155
100
217

193

132
131

-

280
200
143
230

16

134
136

112

266
180
156

354

292

66

Interplay Productions, Ine.

Live Fxtertainment

Looking Glass Technologies
Lucashts Entertainment Co,
LucasArts Entertaimnent Co,
Matrox Graphics, Inc.

MG Software Corporation”
MOM/UA Interactive

Micron Electronics, Ine.
MicroProse

MicroProse

Microsoft

Mindscape

Mindscape

Mindscape

Maojave

NEC

New Waorld Computing
ORIGIN Systems, Inc.

Piranha Interactive Publishing
Playmiates Interactive Entertainment
Plavmates Interactive Entertainment
Playmates Interactive Entertainment
Ouanlex”

R& G Games

SegaSofl

Sega Entertainment

Sicern On-Line

Sierra On-Line

Sir-Tech

SouthPeak Interactive

Spacetec IMC Corporation
Strategic Simulations, Inc.
Strategic Simulations, Ine.
Talonsoft

Talonsoft

THO

ThunderSeat Technologies
Trwshiba®

UBI Soft, Inc,

United CD-ROM

V Communications

Videol ogic, Ine.

Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entedainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
WizardWarks Group, Inc.

7D Net

ZDNet

ZDNel 2DV

“MMX Section

s SART

Redneck Rampage 5453
The Arrival CD ROM Adventure 218
British Cpen Golf 186
Outlaws 138.139
X-Wing s Tie Fighter 156-157
Mystique 9
Photo Fxiting Software 203
MOMUA Interactive 5
Millennia 104-105
Master of Oron 1l 1534
Star Trek Generations 137
Inside Moves 185
Aaronys. Ruth 145
Creatures 134135
NCAA Final Four %7 47
Secrets of the Luxor 13
Power VR 114-115
Heroes Il Expansion 3233
Ultima Online Cs
SYN-Ifactor 216
Duckinan 49
MDK 1027
Meat Puppet 100-101
MMX System 198
Used Game Software M
Emperor of the Fading Sun 5
Sega Rally 149,151
30 Ultra Mini Colf 191
Shivers 11 51
Fable 53
Video Reality 45
SpaceOrh 155
Imperialism 163
SS1Add-Ons 161
Bull Run 171
Napoleon in Russia 170
Pax Imperia 153
ThunderSeat 160
Infinia Line 204-205
Podd 142-143
Mail Order Products 45
System Commander 65
Craphies Hardware 30 Games ™
Command & Conquer:Red Alert 167
Command & Conguer: Red Alest Missions Dk 71
Command & Conquer: Win '9> 172-173
Crand Slam 59-61
Lands of Lore: Guardians of Destiny 126-127
Star Gunner 141
Z13 Net - Bricfease Ad 192
7D Net University 195
The Site 3
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R&G GAMES

PO BOX 5008 Glendale Hts, IL 60139

We Buy & Sell New & Used IBM Games
Cal fax or email request for prices before sending games
Call 1-800-525-GAME canada 630-980-9955 Fay 630-080-0306.
Email rggamesi@acleom More games in stock call for prices.

“Jsed Games*™ Quest for Glory Anthology 528
7" Guest CD $19 Shivers CD §23
11" How CD §26 Sienl Thundes CD 526
Angel Deveid CD §16 Silent Hunter CD §29
American Chil War CD §20 SpaceQuest ColectionCD  $25
Age of Rifles CD §20 Spyeratt CD §25
Caesar 2CD §22 Stor Conlrol 3CD 526
Cdzzation 2 CD §28 Slife CD 524
Command&Conquer CD $2 Tomin's Passage CD s

Conquest of New WorldCD  $22 Under a KiingMoen CD $18
Crusader No Regret CD $21 VR Soccer 95 CD $20
Crusader No Remorse CD §20 Wages of War CD $29
Cyberstorm CD §22 Warerat 26D ST
Diabilo CO §29 Warwind CD 532
DigCD §22 Wing Commander 4 CD 9
) 8 o ames m Please wrife to: Computer Gaming World,
Bplotba gD o1 Bute 00 = P.O. Box 57167, [39u|der, CO 80322-7167.
EE':”“:,«,F“% é““c“ :,% Em“;"“"mc“ . § Include your mailing label from a recent
ﬁ,wp;‘;',c., i :.ﬂ%,'f.f,"':;g;m . | issueorcal 1-800-827-4450 for faster
& Magic CD 22 ic 2 Ci 5
ihoucecd " 8 NawarRenarCo " 4 service. Please allow up to 60 days for
Madden 97 CD $32 NBALie 97 CD $38
Mochnwarrior 2.CD §26 Privalocr 2CD 538 change of address fo take place.
Mission Critical CD $16 Road Rash CD $39
Mummy Tomb Pharoh CD §27 Steel Panthers 2 CD $39
Myst CD $22 Timo Commando CD §ar
Nermalty CD 526 Tomb Raider CD 39
iPﬂl‘ﬂDl‘asDncMCD $29 Trophy Bass 2CD §39

Free UPS Shipping with purchase of $75 or more
Hours N-F 9am-8pm  hitpulimembers.acl.com/RGGAMESfndes himl
Mﬁr Card, Cashier Check, Money Order ed NO COD

Mmm Ssh::;h nlub?r:i Aﬁ:’ wumn ul:t'::nnd
at your expense $5 ups per box. Prices to change & availabiity. l

Dream Machine 2
Elui(::gzﬂem /
antascedes

Eri- ather 2 —

Pandora's,Poker Palacs,
Pomo Polrer
I’rl\fu!&fmsiignln

Ruclm hf
Sox T ?)‘
Sex Costol

Soymore Butts '2

3 = 879
Thi l[‘ﬂr{s] ; Snokes'® Ladders 2
oy ,gﬂi Spoce s)in / 34,95

'o'mlplreslﬂss v T S:95

;Inlmn't X Pack i 'n"Ia1|||:|ll ¥ ) 28.95 /
omsof Vertual Golden Eye 332.95
Roinsott Irk 1 nrJ/ VirtvatTos V vlﬂg{s AR 52? 95~
Sexy Six Pack Virtual Sen 2 5
Sq!;r; Virttol Se Slml
s W Virtual a’! 5 ‘IS
1] $38.95~
529.95 A{hh ¥ Library 19. 95
ZI 529, 92/ elwlmi ﬁwss
aring SN 9 hlm s s 3= 52? 95-’

(ybernlltu 2

TR R

LES N ST
5

A, i1 800- 560 6234

WI DONDT SELL OR BUY USED PRODUCTS

CIRCLE READER SERVICE #245




www.ogr.com

Online Gaming Review:
For dll the hottest
compuler gaming news &

<t reviews, demaos,
previews & more, visit
www.ogr.com.
Check it out today!
FREE

* SCORCHER: Screaming through a white-

WWW.

CALL US NOW

FOR A FREE cAtALOG!

18008648334

Enemy Nanions Lost PLANET: The time is the future. The
human population has increated o the point where the
Earth is unable 1o sustain it. A new plonet must be lound.
TOOHSTRUCK; Starring Christopher Uoyd. Your bass has it
in for you & you've lost oll selfrespect doing work even o
haltwitted mn::kﬂy would balk at.

LITTLE THINGIES: Embark on ¢ guest for coalness by
helping Beovis & Butinead oveid things thet suck &

find things that are cool

Enemy Mations
53121
Toonstruck
45118

Lite Thingies
53131

Suapson’s CARTOON STUDIO: Creale your very own Simpsans  Simpsons
extrovaganza choosing from over 35 backgrounds, 250 <o
props, 50 speciol effects & hundreds of sounds & voices. Die Hard
Dig HARD TRILOGY: Three exciting games on ore acfion- 50335
pocked CD: Die Hard, Die Hord 2-Die Horder & Diz Hord D4

With A Vengeance 51499
1D4: Make your way through fullyrendered 3D environments

in this flight light quest o desiroy the aliens' mothership, by

planting o virus in its compuler system.

g

1 lniwraiive Tabeary

knuckled world of shadows & danger,
you must pit your skills against @ pock of
high-speed rivals where ultimately, only
one will survive

AMOK: With the best graghics, fastest gameplay & most
diverse replayability in its genre this 3D shooter puls you
m control of @ hitech batle mech

SPAR: As the apprentice of o gifted inventor, you find
yourself in the midst of o tangled web of deceit & infrigue
as you oftempl to uncover the p|01 lo r|051rny Rome.

AReA 51: As o soldier in the elte STAAR, forces, you must
penetrate alien forces of Area 51 & eliminate the frea! of the
deadly lien infection that has «p:ead through the base.

siaos ‘48
¥ A6

54532

Amok
51 304

Aren 51
51974

": Daviona USA: This wild h:gh speed stock cor racing game ollows
T you to choose frem feur dynamic viewpoints on the fly 1o get a true
racing perspective, Baschall
WORLD SERIES BASEBALL: Pocked with updoted siats, emozing gome 49917
play, real feams & real ployers. Play o lull season & World Series All - Bug
Star Game o praclice your swing in the Home Run Derby 49915
BUG: The gnatbrained oction hero with  lite tlenl, a lot of siyle &
o huhge €0 has got to save his insect Iriends before they're eaten for
lunch,

Daytona
49919

* While supplies lust, Shipping charges opply to free offers.,

“*Ocders received as late o5 9:30 pm (C5T) for 2nd doy air,

Call for other decdline rimes.

Special offers, item ovailability and prices mey vary
eceording 1o format ond are subject to chonge without natice
Al prices in U5, dollars. Mot responsible for inodvertent

BHons.

Au Masor Crepiv

o] o]

CODE W05

Carps AccerTeD

ConNnTACT US!

CompuServe: 76043,1605
America On-Line: UNITEDCD
BBS 1-217-352-9654

CIRCLE READER SERVICE #040

Fax back

ITE AT
CHECK OUT OUR H,_ijags

- SJUNITED CDROM

~— COMM

Business Hours: Mon-fri 8am-10pm; Sat 8am-Spm; Sun 12pm-5pm.
Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802

http://www.unitededrom.com
1-217-352-8123
Fax orders 1-217-337-8531

OVER
10,000
TITLES
IN STOCK DAILY!

FREE SOFTWARE
WITH EVERY PURCHASE!”

SAME DAy
SHIPPING! **

36

3In 1 Gotr Bunoie
Includes Piclure Perlect wa
Goll Hatbour Town =
Golf Links, Picture
Pertect Golf The Coeur
d'Alene & o video
entitled 10
Fundomentals of

rhe Modern Golf

Picrure Pereect Gotr
SucAR Loar
Experience the thrill of
ploying the world's
finest courses Feat ures
thousands of ¢

realistic gali
experience available.

15

Enrsnncn

54397

has be;crne o daaduy b ood spo
where staying alive s the only .
prize! Drive on incredibly MINDSCAPE
wetll amored vehicle bristing with highdech weaponry.
TAR GENERAL: Yo ore in control of o mulfiplonetary force
fo loke back the g:! axy from six steadih ly & oaching
races. The fote of hundreds of wards is in your hands.
Steet Prrmiews 1| Mooern BATES: Get ready to rumble.
Game ply is fun, easy & exciting. Explosive SVGA
graphics & intense animation help you feel the desinuction
UEFIHIH\I‘E Warcaags I: An e-nre colleetion cfwargnmﬂ
classics in 1 box. 15 top hils from 5 different publid
including the titles Harpaon I, Street Panthers, Genghis

Kahn Il & many more.
Steel Panthers s
50450 4 l

vt
533

Star General$
50452 4 I
VIRTUAL SHOWBOARDING

by Multimedia
Productions

Far those interested in
the rapidly growing
spart of snowboarding
With Quicktime VR en
snowboording RUS

53918 y I 2

SI BasesalL ‘97

by Microleague
With aver 10,000 stats
per ployer, including
hitting, fielding &
running, it really puis
you in the game.

‘33

Wargomes
53200

‘41
29

44954




HALL OF FAME

Welcume to the Cooperstown of Computer Games. Here
you'll find, raised upon pedestals, the games that broke

]
Master of Magic [
MicroProse, 1994 |
hen SimTex followed up the Hall of E
Fame hit, Master oF Orion, with a i
4X (explore, expand, exploit, and !
exlerminate) game set in a fantasy i
environment, we were skeplical. We pictured a |
rehash of SSG's brilliant Wartorps, but when we played MﬁSIEH OF i
Magic, what we experienced was a mixture of Sio Meer's Cviization, Magic: |
The Garvermi, and MOO, with a bit of a wargaming and role-playing thrown in. :

|
|
I

The map, exploralion, and cily construction sequences funclioned like Civ's,
50 experienced gamers could jump right in, Crealing a sorcerer was gralify-
ing, and the development of the sorcerer's magical abilities was far more sal-
isfying than most level advancement schemes in real role-playing games.
Using and researching differing strands of magical studies made the game
very replayable, as sorcerers built their spellbooks instead of using the card
decks found in Magic: THe Garderinig. Plus, the research trees underlying the
different schools of magic crealed enough interesting trade-offs that players
felt their decisions really changed the way the game played.

Tactical combat was clean, efficient, and colorful—with enough maneuverability
to satisfy most wargamers. Both the art used for tactical combat units and the
special effects for the spells were visually at the forefront, countering the slight-
ly dated look of the strategic map and limited animation in some screens.
Although Master oF Magic's original release regularly crashed, it was promptly
palched and became a masterpiece of  pEmETEE
play balance, discovery, replayability,

the records, established the henchmarks, and held gamers in
delighted trances for untold hours.

WIII!I Commander Il
Origin, 1994

hris Roberts was the first designer to
pull off the “interactive movie" con
cept with Wing Conmaanpen NIl With
previously unmatched cinematics
wrapped around a groundbreaking 3D space

sim, Origin managed to delicately balance gameplay and story.

With a cadre of familiar actors including Mark Hamill (Star Wars), Malcom
McDowell (Star Trek: Generations), and Ginger Lynn Allen (On Golden
Blonde), Wie |lI's video sequences actually ranked up there with the best
B-movie sci-fi. Sure, the Kilrathi suits looked a bit too cuddly, like Maine
Coon Cats who'd had one can too many of Beef & Liver, bul overall the
maovie sequences did a great job of pulling you into the story and giving you
the feeling that you had a vested interest in winning the Kilrathi war.

And unlike previous interactive movies, the gameplay didn't suffer in the
name of “art.” Wing Ill's interactive space combat segments were
unmatched—two years later there was stil little room for improvement in
Wing IV. Fast, 3D space combat; good pilot Al; and crisp hi-res graphics
made for some very intense missions. But the real key was the association
of your performance in space combat with what was happening back on
your ship—Ilosing a wingman could have a significant effect on the storyline.
Wing Connanpen NIl still holds its own against competing litles more than
two years laler—a lestament lo its top-nolch production values.

and gaming challenge.

’Inductees Prior To 1989

Barrie Cress (Interplay Productions, 1988)
CHessmasTeR (The Software Toolworks, 1986)
Dunceon Master (FTL SorFrware, 1987)

EanL Weaver Baseatt (Electronic Arts, 1986)
EmpiRe (Interstel, 1978)

F-19 Steaurn Figiter (MicroProse, 1988)
‘Gerryseure: THE TuRNING Point (SSI, 1986)
KampEcRUPPE (Strategic Simulations, 1985)
'MecH Brigape (Strategic Simulations, 1985)
Micht & Macic (New World Computing, 1986)
‘M.LLL.E. (Electronic Arts, 1983)

Pinaes (MicroProse, 1987)

SimCiry (Maxis, 1987)

- SmrruasT (Electronic Arts, 1986)

The Bano's Tate (Electronic Arts, 1985) !
Il (Origin Systems, 1983) |

‘Ummna IV (Origin Systems, 1985)

\\'An I Russia (Strategic Simulations, 1984)
‘Wasrerann (Interplay Productions, 1986)
-Wmm (Sir-Tech Software, 1981) i
__Zuau {!nfocom 1981) 3. i

CCW

ALoNE I THE DaRK
(I-Motion, 1992)

BernavaL At KRONDOR
(Dynamix, 1993)

Day oF THE TENTACLE
(LucasArts, 1993)

Doom

(id Software, 1993)

Farcon 3.0

(Spectrum HoloByte, 1991)

Front Pace Sponts FooreaLL Pro
(Dynamix, 1993)

GunsHip
(MicroProse, 1989)
Harroon
(Three-Sixty Pacific,
Kmg's Quest V
(Sierra On-Line, 1990)
LEMMINGS

(Psygnosis, 1991)
Links 386 Pro

(Access Software, 1992)

M-1 Tank PLatoon
(MicroProse, 1989)

1989)
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Master oF Orion
(MicroProse, 1993)

RaLroan Tycoon
(MicroProse, 1990)

Reo Baron

(Dynamix, 1990)

Sip Meier’s CiviLization
(MicroProse, 1991)

Tuem Finest Hour
(LucasArts, 1989)

THE SECReT oF MonKeY IsLanD
(LucasArts, 1990)

TiE FIGHTER

(LucasArls, 1994)

Utnima VI

(Origin Systems, 1990)
Uriva UNDERWORLD

(Origin Systems, 1992)
Wing Commanoen 1 & Il
(Origin Systems, 1990-91)
Wourenstem 3-D

(id Software, 1992)

X-Com
(MicroProse, 1994)



= omputer game programs have grown so massive and the
s number of hardware configurations has become so huge
that incompatibilities and glitches are frustratingly common,

1830 V1.4: Your rail empire will
build more smoothly with enhanced Al
(plus a truly “easy” option). The lesser
memory requirements allow would-be
Vanderbilts lo run the program with a
mere 4MB of RAM. Several new tog-
gles enhance gameplay.

Age of Rifles V1.3: Commanders
will find campaigning much facilitated
by the variety of command control
tweaks, scenario enhancements, and
casually rate adjustments, among
other fixes. Be sure to reconnaiter the
exhaustive READ.ME file.

Age of Sail V1.02: A host of
improvements for Talonsoft's real-time
wargame. Installing this patch should
nof overwrite your saved games.

Battleship V1.1: Hasbro's ship
finally sails as il should have, wilh
many of the multiplayer and timing
issues solved by this patch.

Blood & Magic V1.01: As Aleric
the Avenger on Level 3, you should
no longer have a problem when the
Brigand s attacked after the game is
saved. Modem and Direct Link per-
formance is improved as well.

Daggerfall V1.06.200: Installing a
patch for Bethesda's acclaimed, but
buggy, RPG is an adventure in itself,
but this palch does correct many of
the game’s flaws.

Harpoon Classic 97 V1.62c:
From clearer Caribbean-blue water fo
database additions, this patch fights
hard to make a complex game more
accessible.

Heroes of Might & Magic II:
(DOS and Windows versions) This pow-
erful palch spell adds & random map
generator in the World Editor, fixes
numerous small bugs, and clears up
anomalies from the documentation.

Hind Win 95 Patch: New WSO
operation modes, an audible under-
carriage, optional wimp mode land-
ing cushion, better keyboard controls,
and pravision for two-player R-60
flights are but a few of the welcome
improvements to this popular sim.

Links LS V 1,30: Tee off without
worrying about the ball flight bug,
sound seript bug, or match play bug,
Use only if you have V 1.0—this patch
is ol for the European version!

Lord of the Realms 2: Milord, wilh
this patched sword, you may slay the
Internet Explorer scourge, without re-
installing yon Microsoft application.

MechWarrior 2 For Mac: Mac
"Mech-meisters now enjoy support for
603e and 604e processors and addi-
tional joysticks.

MO0 II V 1.2: Just when you
thought Antares was safe to conquer,
intelligent aliens arrive bearing this
palch, which promises many fixes.

NBA Full Court: Nets are animated
on made shots, and the 24-second
shot clack now resets correctly after all
defensive fouls and illegal defenses.
Alley-o0p passes occur less frequently,
and the Al is slightly improved.

Over the Reich V1,01: Gameplay
hits a higher ceiling, with several adjust-
ments to bomber defensive fire, fre-
quency of reinforcements, angle of
interceptions, high-G maneuvering,
and banking.

Phantasmagoria 2: If you insist on
finishing the game—and avoiding video
lockups and other crashes—you'll need
this patch. Be warned, however: ihis fix
is only for DOS versions.

Risk: Finally, you can play the game
hotseat!

Star General V1.01: Patches for both
DOS and Win 95 are out, featuring a
number of mulliplayer and Al issues.

Steel Panthers V1.2: A compila-

tion of updates from 1.1 t01.19, fea-
furing many clarifications, modifica-
tions and bug fixes for SSI's popular
modern warfare game.

Tomb Raider: The 3DfX support
patch is now final, and shows off Lara
Croft's attributes in stunning high-res-
olution, complete with mip-mapping
and more hotkeys.

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.

Total Mayhem Patch: Improved
walking in groups, revised map layouts,

and a new SETTINGS.EXE file make for

. b Gheck for
more mayhem, less fruslration. new palches
on the demo

Wages of War 1.28: Several minor ise.

fixes for New World's mercenary

slralegy game.

War Wind V1.2: Mulliplayer strug:
gles for Yavaun are greatly enhanced
by this upgrade, which works with
both LAN and Internet. This patch
has been tested for KALI compatibili-
ly as well. Make stire that you have
DirectX 3.0 properly inslalled, and
that all players are running the same
version of War WinD. Also, saved
games [rom earlier versions of WaR
Winp will not work with V1.2

Wooden Ships & Iron Men
V1.02: Sailing into battle with 8MB

Patches can usually be down-
loaded from onling networks (such

as CompuServe and ZDNet), from
CGW's Web sile (www.
computergaming.com), or from
the individual software publisher’s
Web site (see listing below).

RAM is now a breeze.

D Publisher Web Sites

Many palches are available from the publishers al the following siles:
Accolade; wwwaccolade.com

Activision: wwwaclivision.com

Apogee/3d Realms: wwv.apogeel.com

Avalon Hill: wwwavalonhill.com

Bethesda: fwww.bethsoft.com

Blizzard: wwwblizzard.com

Bullfrog: wwwea.com/bullirog.html

Domark: www.domark.com

EA: www.ea.com

EA Sports: wwy.easports.com

Epic MegaGames: Wwwepicgames.com

id Software: wwwidsoftware.com

Interactive Magic: Wwwimagicgames.com

Interplay: wwwinterplaycom

LucasArts: wwwlucasarts.com

MicroProse/Spectrum HoloByte: wwwmicroprose.com
Microsoft: wwawmicrosofl.com

New World Computing: wwwnwcomputing.com
Ocean: wwwef2000.com

Origin: vwwwea.com/origin

Papyrus: wWwWWSierra.comipapyrus

Panasonic Interactive Media: ww\panasonic.com/cool
Philips: wwwaimla.comigames

Sierra On-Line: vwsierra.com

Spectrum HoloByte: wwwmicroprose.com

SSI: wwwssionling.com

Take 2: vivwlake2games.com/main.himl

Talonsoft: wwwlalonsoft.com

¢ | Virgin: vwwviecom
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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
previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ratings so thal other
gamers and game publishers can benefit from your experience.

GAMES  TOP ADVENTURE GAMES

TOP ACTION

a COMPANY COMPANY

1 Tomh Raider Eidos f = Pandora Directive Access
2 Duke Nukem 3D Apogee/3D Realms 8.53 Gabriel Knight 2 Sierra 8.36
3  Crusader: No Remorse EA/Origin 8.25 3 Leisure Suit Larry 7 Sierra 8.12
4 The Need For Speed SE EA 8.1 4 The Neverhond DreamWorks 8.1
5  (Quake id Software 8.07 5 Phantasmagoria 2 Sierra 7.81
6  Crusader: No Regret EA/Qrigin 7.99 6  Spycraft Activision 7.73
7 The Need For Speed EA 7.62 7 Lighthouse Sierra 7.63
4 8  Descentll Interplay 7.35 8  Full Throttle LucasArts 7.54
9  Syndicate Wars Bullfrog .23 9 Titanic GTE Entertainment 7.41
10  Magic Carpet 2 Bullfrog 7.22 100 Under A Killing Moon Access 7.3

s
i ]
TOP CLASSIC/PUZZLE GAMES 3}‘*1 - TOP SIMULATION/SPACE COMBAT GAME
COMPANY. : 5 GAME "~ COMPANY SCORE
1 You Don’t Know Jack Berkeley Systems : 1 Wing Commander IV EA/Origin

2 Incredible Toons Sierra 2 MechWarrior 2 Activision 8.29
3 Incredible Machine 2 Sierra 3 AH-64 Longhow EA/Origin 8.15
‘4 Monopoly Virgin/Westwood 4 EF2000 Ocean 7.95
5 Risk Hasbro ] 11.S. Marine Fighters EA 7.92
6 Baku Baku Sega 6  Silent Hunter sal 7.91
71 Battleship Hasbro 7 Privateer 2 EA!Drigin 7.90
8  Mind Grind Microforum 8  Advanced Tactical Fighters EA 7.69
g Ly 9  F-22 Lightning Noval.ogic 7.66
[ 10 U.S. Navy Fighters EA 7.63

GAMES

COMPANY

TOP STRATEGY GAMES

COMPANY

TOP SPORTS

u

1 Links LS Access 1 WarCraft Il Expansion Disk Blizzard
2  Nascar2 Siarra 8.75 2 WarCraft Il Blizzard 8.92
3 NHL '97 EA Sports 8.48 3 Red Alert Virgin/Westwood 8.91
4  Grand Prix 2 MicroProse 8.31 4 Heroes Il New World Computing  8.81
5  FPS Foothall Pro '97 Slarra 7.73 Civilization Il MicroProse 8.81
 Nascar Racing Sierra 7.73 6  C&C: Covert Operations Virgin/Westwood 8.48
7  FPS Foothall Pro '96 Sierra 7.68 7 Command & Conquer Virgin/Westwood 8.41
'8 Triple Play '97 EA Sports 7.66 8  Heroes Of Might & Magic New World Computing  7.98
9  NBA Live '96 EA Sports 7.63 9  Jagged Alliance: Deadly Games Sir-Tech 7.94
10 NHL Hockey '96 EA Sports 7.61 10 Lords Of The Realm II Sierra 7.85

_ TOP ROLE-PLAYING GAMES

COMPANY

TOP WARGAMES

COMPANY

1 Diahlo Blizzard 8.91 1 Steel Panthers Campaign Disk  SSI
2 Daggerfall Bethesda 7.65 2 Steel Panthers 38Sl 8.50
3 Anvil 0f Dawn New World Computing  7.31 3 Panzer General SSI 8.31
4 Stonekeep Interplay 6.94 4 Battleground: Shiloh TalonSoft 8.13
5  Albion Blue Byte 6.28 5  Battleground: Antietam TalonSoft 8n
6 6 Battleground: Waterloo TalonSoft 7.76
7 7  Robert E. Lee: Civil War General Sierra 7.53
8 8  Batlleground: Gettyshurg TalonSoft 7.47
9 9 Age Of Sail TalonSoft 7.04
10 10 Harpoon Classic 97 Interactive Magic 7.04
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GAME COMPANY TYPE  SCORE GAME COMPANY SCORE

ﬁ 1 WarCraft Il Expansion Disk Blizzard ST 9.05 51 Daggerfall Bethesda RP 7.65
[ 2 WarCraftll  Blizzard _ ST 89 52  NBALive'st EA Sports sP 763
3 Red Alert ‘i!i(ginnw’eshvnod ST 8.91 Lighthouse Sierra AD 7.63

)5( Diahlo Blizzard RP. B8.91 11.S. Navy Fighters EA Sl 7.63
5 Heroes Il New World Computing ST 8.81 55 The Need For Speed EA AC 7.62
Civilization 1l MicroProse ST 881 56  NHL Hockey '96 EA Sports SP 761

ﬁ 7  Links LS Access SP. 879 57  Fantasy General Sierra 8T 756
B Nascar2 Slerra SP. 875 58  Full Throttle LucasArts AD 754
‘A' 9  Steel Panthers Campaign Disk  SSI WG 8&mn NBA Live '35 EA Sports SP 7.54
A 10 Tomb Raider Eidos AC 854 60 Robert E. Lee: Civil War General Sierra We 7.53
' 11 Duke Nukem 3D Apogee/3D Realms AC 853 61  PGA Tour Golf 486 EA Sports SPY, 751
Yri12  Wing Commander IV EA/Origin 8l 8.652 62  CivNet MicroProse ST 749
13 Steel Panthers SSl WG  8.50 63  Battleground: Gettyshurg TalonSoft WG 7.47
14 NHL'97 EA Spo.rls' 5P 848 64 Jetfighter I Mission Studios Sl 7.44
C&C: Covert Operations Virgin/Westwood ST 848 65  FIFA '97 EA Sports SP 7.43

.16 Command & Conguer Virgin/Westwood ST 841 66 Titanic GTE Entertainment AD 7.41
17 ~ Pandora Directive Access AD 836 67  Tony LaRussa 3 '36 Stormfront Studios SP 7.37
¥ Gabriel Knight 2 Sierra AD  B.36 68  FPS Football '95 Sierra SP 7.36
19 Panzer General Ssi WG 831 68  Descent Il Interplay AC 7.35
Grand Prix 2 MicroProse SR 831 70  MissionForce Cyberstorm Sierra ST 734

21 MechWarrior 2 Activision Sl 8.29 71 Sim City CD-ROM Maxis ST 132

22  Crusader: No Remorse EA/Qrigin AC 8.25 72  Under A Killing Moon Access AD 7.3

23 AH-64 Longhow EA/Qrigin Sl 8.15 Anvil Of Dawn New World Computing RP 7.31
¥r24  You Don't Know Jack Berkeley Systems cP 8.14 74 Zork Nemesis Activision AD 7.28
25  Battleground: Shiloh TalonSoft WG 8.13 75  Incredible Toons Sierra CP 7.25

26 Leisure Suit Larry 7 Sierra AD 812 76  Virtual Pool Interplay SP 7.24

27 The Neverhood DreamWorks AD 8.1 77 Syndicate Wars Bullfrog AC 7.23
Battleground: Antietam TalonSoft WG 8.1 78 Magic Carpet 2 Bullfrog AC 7.22

The Need For Speed SE EA AC 8.1 79  Hexen id/raven AC 7.21

30  Quake id Software AC 8.07 Madden '97 EA Sports SP 7.21

31 Crusader: No Regret EA/Origin AC 7.99 a1 Phantasmagoria Sierra AD 720

32 Heroes Of Might & Magic New World Computing ST 7.98 NHL Powerplay Virgin SP 7.20

33  EF2000 Ocean Sl 7.95 83  Hind Interactive Magic Sl 7.19

34  Jagged Alliance: Deadly Games Sir-Tech ST 7.94 84  Terra Nova: Strike Force Centauri Looking Glass AC 717

35 U.S. Marine Fighters EA Sl 7.92 85 Virtua Snquad Sega AC 7.13

36 Silent Hunter S8l Sl 7.91 86  Relentless EA AD 7.12

37 Privateer 2 EA/Origin Sl 7.90 87 Star Control 3 Accolade AD 7.10

38 Lords Of The Realm Il Sierra ST 7.85 Legends Of Kyrandia 3 Virgin/Westwood AD 7.10

38 Phantasmagoria 2 Sierra AD 7.81 Incredible Machine 2 Sierra CP 7.10

40  Battleground: Waterloo TalonSoft WG 776 90  System Shock EA/Qrigin AC 7.08

4 WarCraft Blizzard ST 7.74 Flight Unlimited Looking Glass Sl 7.09

42 Nascar Racing Sierra SP 773 92  Hyper 3D Pinball Virgin AC 7.06
FPS Football Pro '97 Sierra SP 7.73 93  Age 0f Sail TalonSoft wWe 7.04

Spycraft Activision AD 7.73 Star Trek: THG, Final Unity Spectrum Holobyte AD 7.04

45 Warlords Il Deluxe S8G ST 7.72 Harpoon Classic 97 Interactive Magic WG 7.04
Jagged Alliance Sir-Tech ST 7.72 96  The Dig LucasArts AD 7.00

47 Advanced Tactical Fighters EA Sl 7.69 97 Road Rash EA AC 6.99

48 FPS Football Pro '96 Sierra SP 7.68 98 Caesar Il Sierra ST 6.98

49  Triple Play '97 EA Sporls SP 7.66 99  Hardball 5 Accolade SP 6.97
F-22 Lightning NovaLogic Sl 7.66 100  Virtua Fighter PC Sega AC 6.96

Games on unnumbered lines are tied with game on line above. ‘ﬁ(= Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat,

TOP 100 GAMES

ST = Strateay, WG = Wargame, AC = Action, SP = Sponts, CP = Classic/Puzzle. Games are relired after two years and become efigible for the Hall of Fame.
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MARTIN CIRULIS

Whats The
Deal With. .
Psycho Geeks:

fyou aren't interested
in playing online
games, then you can
skip this column—it
will be another
episode of “Martin of
Omaha’s Wild
Netscape." Today Il
he stalking and tagging the new pest
that currently grips the online world:
Ihe dreaded Psycho-Geek.

Yes folks, this virulent and malefic
mulalion of the NetWit strain {the Net
brings great power with no responsi-
bility) has found a large and fertile
hunting ground in the explosion of
Web-based mulliplayer gaming are-

nas. And, while lormenting the social-

ly inept is always good for a laugh in

my book, there is a slightly more seri-

ous aspect to these bitter loners of
the online world. Now, | am not talk-
ing aboul the annoying 12-year-olds
who keep using Caps Lock in the
chal rooms, or the insecure guy who
lies up C&C by sending inane gloats
every lime he kills a rifleman. No,
{hese two types are litans of maturity
and consideration when compared to
the newest member of the Internet's
Dysfunctional Freak Show: the
Game Wrecker.

These are wretches so pathetic
that winning—or even sheer obnox-
iousness—doesn't quite deliver that
shred of importance they seem to
need. They can only have fun by
making sure nobody else can. This
virlual version of kicking over sand

castles seems to manifest itself in
Ihree variations on the theme:
Crashers, Cheals, and Killers.

The Crasher looks lo be some
kind of pathetic descendant of the
Evil Hacker, and for some reason gels
great pleasure in joining online

online &g@m
ing into a
serial-Killer
pre-school. 77

games, usually complex multiplayer
strat games like DeanLock, Civher, or
MOO II, and then deliberately doing
things to crash the game after a few
minutes or half an hour. Often, this
seems to be precipitated by some-
body daring to oulplay them; crash-
ing the game is some sort of pout—
going home and taking the game
wilh them, so lo speak. Their revenge
for being beaten is to make sure
nobody finishes the game and all are
left in awe of their magnificent com-
puter knowledge. The more serious
and annoying variety of Crashers are

the fillle freaks who can't just wreck
one game at a time, they actually
devole their energy to bringing down
entire servers at once, so thal dozens
of us can appreciate lheir talents.
Then there is the Cheater. The
online gaming Cheater isn't much dif-

ferent from his board-gaming counter-

part, but since most of the mechanics

of a computer game are not apparent,

the use of cheating hacks in the
online arena seems both more myste-
rious and immoral. They would be rel-
alively easy to ignore, except for the
fact that designers of online games
seem to expend a disproporlionate
amount of lime countering them, and
creating all sorls of silliness like the
annoying watchdog system in
VGAPLANETS or Stansl, or the silly lack
of a “save dungeon" ability in multi
player DissLo. The designer of
Monopoly didn't waste his effort try-
ing to make sure there was no way
the banker could skim money from
the tray; he just assumed you would
notice sooner or later and reach
across he board lo smack your sib-
ling upside the head. There has to be
an analogous act for the online ser-
vices to perform as well.

The final (and most psychological-
ly disturbing) Psycho-Geek is the
Killer. This junior-league misanthrope
lakes great pleasure in creaming
newbies in combal games, or, even
worse, he stalks normally cooperative
games like MUDs with the sole intent
of killing off fellow players—the weak:

er the better. It was one thing to
walch pathetic wrelches sneak up on
new players in Meripian 59 and then
gloat about it as if they were doing
anything except embarrassing the
fiuman race, but when | heard about
freaks signing into DiagLo on
BaltleNel so they can kill other play-
ers, grab their stuff and exit the
game, | finally had enough. What
motivates a little freak like this? Is this
behavior some sorl of compensation
for being utterly powerless in real life,
or is it some kind of serial-killer pre-
school for those specimens so piliful
ihat pulling the wings off of flies
seems too close to a fair fight? Only
Mrs. Bates knows for sure, | guess.

Some of you out there reaing this
must be Psycho-Geeks—so ¢'mon,
grab your crayons and let us know
what the rationale is. Why do you get
pumped doing this, and why do you
lack the human facully to be embar-
rassed by your own behavior? You
are supposedly sentient beings, so
tell us how you feel in the dark of the
night, when you tell yourself that you
are so un-likable that being hated is
preferable to being ignored.

In the meantime, now that | have
established the existence and behav-
ior patterns of this annoying species,
| will spend the next month figuring
out some of the serious implications
they have for online game design,
and wha, if anything, needs to be
done about them. %
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“]'he Course Designer
- is a landmark!”
-T. Liam McDonald

PC Gamer

“.gives Links LS a
run for its money.”
Strategy Plus

“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

Computer and
Net Player

amohg the greatest 3as
achievements yet on*§
the electronic links.”s

PC Games

“..impressive...”
GOLFWEEK

This is the Course Designer that created all
5 Nicklaus-designed courses in the game!

Challenge golfing legend Jack Nicklaus —
The Golfer of the Century — on one of his
own signature courses!

Use the Designer to re-create your favarite
course! Import, modify, and play courses

from previous Nicklaus gamesl M I
& Play with friends across the room or

around the world via serial, modem, LAN,
and the Internet!



Input the basic details
of a course from a real
scorecard-the “Wizard”
automatically routes
each hole.

/ Ghbose from over 100 different types of
trees, bushes, rocks, and other objects!




Separate
chipping
and putting
meters
maximize
control
‘around the

enhanced gameplav. this optional
grid floats down and drapes itself
over the green, clearly showing all
hlgh and low spots.

Pop-up
displays are
optional-
leave them
off for the
purest
golfing
experience.

The fastest
screen
redraw times
on the PC
allow the
camera to
automatically
switch to the
landing in
full-screen,
from varying
viewpoints|

Look for the Jack Nicklaus 4
playable demos in select
magazines, online at
http://www.accolade.com
or at your local retailer.

For hints and tips on Accolade products,
call Accolade Direct 1-900-454-HINT.
30.99/minute. If you are under 18,
please get your parents’ permission
before making this call.

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.

Every shot flies, bounces,
and rolls true to the
game, with the best
ball physics model in
existence. Courses are
accurate to within 6
inches!

Multiplayer play is fully
supported, including
recorded rounds, shared
keyboard, serial, modem,
LAN and Internet play.

Weather can
change in the
middie 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
to order direct

Mow lines an
the green help
you read the
contour.

CIRCLE READER SERWCE #290



Lady Marrietta
Baroness, City of Magincia

Prefers white wine.
Loves to slay dragons.

www.ultimaenline.com

We creale warlds.®
s Dinitrusie Aeta® Compuny

CIRCLE READER SERVICE #230

D 1997 ORIGIN Systems, Inc. Are you with usd, Ultima Oaline, Origin, We treate worlds and sssecioted loges are trademarks ar reglstared trademarks of ORIGIN Systems, Ine. In the U.S. sad/ar ather countries. All tights resnrved
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