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Lan Shadow Warrior kick ass? Shuriken! The silent assassin will emerge from the shadows by the

light of his Uzi. Bodies will drop like Intus blossoms. Spent cartridges will fall like ripe cheries
from the tree. Flesh will return to Nothingness. The Yin of Death and the Yany of Life balanced in
the hands of one sick ninja puppy. Meditate. Annihilate. Meditate. Mutilate. Meditate. Detonate.

Shadow Warrior. Take the gure inte your ows hanids.
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www.len.net www.3drealms.com www.glinteractive.com

Shadow Warrior™ @ 1887 3D Realms Enlertainmenl, Inc. All righls reserved.  *
Published and distribuled by GT Inleractive Software Corp. TEN™ and the TEN™

G0 uzi on kamikaze hell-freaks. Sticky situations call for sticky bombs. gt ket b .5 Nt s Al ahar i g oty o






This rugged and mighty off-road o =
behemoth can conquer any terrain, Well balanced off-road ability and on-road

L dR handling keep the Jeep in every race.
an over"

Chevrolet’
R efeder ———e K1500 271"

——
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Quick and agile, this V8-powered
import can negotiate the tightest
spots due to its compact stature.

Extraordinarily powerful and surprisingly
controllable-a true off-road monster!



™ Conquer The World’s
Most Wicked Terrain!

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

Four ways to race: SINGLE RACE,

. ; 3 ULL-SEASON, CLASS LEAGUES,
12 tracks test your off-road skills. :nd M]SXED LEAGCUESS.S S

Negotiate treacherous terrain as you
battle for the checkered flag!

&

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

=

& @ -f, N

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

L e

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

P RoAD

Test Drive is a trademark of Accolade, Inc. © 1996 Accolado, Inc.

i - 1-800-245- All rights reserved. Developed by Elite Sy The Land Rover
TD Order dlrECt Ca“. 1 800 245 7744 namg and logo are trademarks of Rover Group Limited used
KIDS YO ADULTS [ under license, Hummer and H om the reg uadu-_
T i f marks of AM. General Corporation. JEEP and Jeep grille design
ul \ P%]M b 4 e el %l Bk} e are registered trademarka of Chrysler Corporation, US.A. and
X ' S I T are used under license. ®CHRYSLER CORPORATION 1996,
< == I ST LT Chevrolet K-1500 Z71 and Body Design are trademarks of
Playstation et lade.c Chevrolet Motor Division, G | Cory used
; WINOIWS 85 www.accolaae.com under license by Accolade, Inc. Tho Need For Speed is a trade-
mark of Electronic Arts.
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Quake Killers

6 2 How do you top the awesome 3D action of
Quake? All the gaming heavyweights—
including LucasArts, 3D Realms, id Software, and
Raven—are working on that very question with the

e #

COVER STORY

S

n™

¥

next generation of first-person shooters, which
promises to take the genre even further. This
month, we grab our rocket launchers and hunt
down the most promising Quake killers of 1997.

Speaker Blowout!

No gaming experience is
complete without a killer

8

sound system to reverberate through
your brain. We locked Contributing

Editor Loyd Case in a room with 11
new speaker systems and things got
loud. Very loud. Check out the
results of his aural orgy inside.
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PLAN TO DomMmiIN

1- UTILIZE UNSURFASSED TERRAIN ADVANTARAGES

Launeh underground amipuen

Hide epider bikes in ravine

=« LAUNCH ADVANCED ARTIFICIAL INTELLIGENCE
jﬁs"'l'nﬁ“’@'w@'ﬁ"

Harace enemy trappe

Crder uhite {0 retrear
When kit

MAFFS AND MISSIONS
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defeneive Fronk

—— hequire ¢eremy resolrees
t0 erd missions

FPREFPARE FOR THE REIGN
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EATTLEGROUND REALISM

Hide units behind hills or in dense forests.
Climb to higher terrain to improve your
view of surrounding territory. Realistic
terrain dynamically affects unit
movement, 5o units move faster
downhill and slower through swamps.

b T cll il U
5 o

FLAYER-CONTROLLAELE
uUmiT #1

Determine each unit’s behavior in
combat. Place a unit on sentry duty,
have it harass the enemy, or send
it on a suicide mission. Set waypoints
to launch simultaneous attacks on
multiple fronts.

REVOLUTIONARY 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.

See the future this Summer.
www.activision.com

Is a regi i trad k and Dark Reign: The Future
of War is a trademark of Activision, Inc. © 1997 Activision, Inc,
All rigghts reserved. All ather trademarks and trade names are the

properties of their respective awners,
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OV el Compration. *A ated G TRntien® processn i sim asured on Innel's Medis Benchimark, Actual performiance will depen

Mucho applause for the [uller sound! A PC that has a Pentium® processor with MMX"™ technology,
combined with software designed for MMX technology, adds up to a great multimedia experience.
With richer color, smoother video. faster graphics and. of course, incredible sound* Get it all from

Intel MMX media enhancement technology. It's the technical term for fun. [+ w

intel.caom

intgl.

The Computer Inside™




Audio aficionados agree. Ol¢!




JUST THE FAQS

& said, “l wanna KILL! | wanna KILL! |
wanna eat dead burnt baby's bodies!”
And the man looked at me and said,
1 "Son, you're our boy."

—Arlo Guthrie, Alice’s Restaurant
If you've got a hankerin' for carnage, you've
come o the right place. To complement this month's
3D-action theme, the CG-ROM delivers a custom QUAke level
that lets you blow off opponent's limbs. This CGIW-exclusive
Ievel can be played either single: or mulliplayer, and was creat-
ed by Richard “Levelord” Gray (renowned for his irreverent Duke
Nuren 3D levels). Special thanks to the Levelord, as well as
CGW's own Dave "Shaft” Salvator for bringing all the
appendages, er... uh... pieces together. Special thanks also to
the guys at id Software for their generous permission lo use
(Quake technology, objects and textures. (Quake® is a registered
trademark of Id Software, Inc. QUAKE®, the Enforcer, the
Rottweiler, the Grunt and Textures included within this custom
level © 1996 Id Software, Inc. All Rights Reserved.)

GAMES AND GOODIES ON THE CG-ROH

CGwW

JUNE 1837

What's On The CD?

If, however,
you're one of
those people
who thinks
Quake sucks
and Duke
Nukem rules, %55 :
you'll be happy 1o play some all-new Duke Nukem 3D levels,
also on this month's CD.

If third-person 3D action's more up your alley, check out
Ecsmarica 2 by Psygnosis, and Toms Rainer: Pagr 2 by Eidos,
We also have a special sneak preview of the highly anticipat-
ed Jeoi KnigHr: Dark Forces |l by LucasArls.

This month, CGW Contributing Editor Pat Miller completes his
special Vietnam Trilogy with “Blues to the Rescue?,” a custom
built SteeL PanTHens 2 scenario based on a battle that took place
in November, 1967, in the Khesanh Valley of South Vietnam.

And for sports fans who want more than just baseball
this spring, Sierra Online presents its FRONT PAGE SPORTS:

DEMOS AND STUFF PLATFORM DIRECTORY EXECUTABLE
Acrohat Reader WIN/95 ACROBAT AR32E30.EXE
Battle Tech: Solaris 95 BTECH SETUP.EXE
Blood Omen: Legacy of Kain 95 KAINDEMO KAINDEMO.EXE
Cave Wars Dos CAVEWARS CAVE.BAT
Custom Quake Level Dos QUAKE N/A
Diablo shareware 95/NT DIABLO DIABLOSW.EXE
Duke it Out in D.C. Dos DUKEDC INSTALL.EXE
EarthLink Network (R) WIN or 95 ERTHLINK WIN31/SETUP.EXE OR
WINIS5/SETUP.EXE
Ecstatica 2 95 EZDEMO ECSTATIC.EXE
Foothall Pro 97 = 95 FBPRO SETUP.EXE
Front Page Sports: Golf 85 FPSGOLF SETUP.EXE
Jedi Knight: Dark Forces i WIN/95 JEDI JEDIMOV.AVI
Magic: The Gathering g5 MAGIC MTGDEMO.EXE
Patches NIA PATCHES N/A
POD 95/MMX POD WINPOD.EXE or PODMMX.EXE
Quake Comics: B NIA COMICS NIA
Adventures of Dank & Scud
- Scud: A Shockwave Game WIN/95 SCUD via Netscape or Microsoft IE
~ Shivers2 : WIN/95 S2DEMO SETUP.EXE
Space Bar 95 SPACEBAR SPACEBAR.EXE
‘Steel Panthers 2: Blues to the N/A SCEN3 N/A
~ Rescue? Scenario
~ Test Drive: Off Road D0S/95 TDORDEMO INSTALL.EXE
Tomb Raider: Part 2 DoS TRDEMO SETUP.EXE
- W.A.R. Inc. DOS WARDEMOP WARDEMO.EXE
~ You Don’t Know Jack: Sports WIN/95 JACK 50DEMO.EXE




The Ultimate wayto
i conquexr youx favoxrite
i i games.

watch actual segments
of the game in full
motion videoe.

w View nctial
game play!

= to
'::‘:milk
spotand
et angwers
quickiyl

Let game expexrts lead
you through
each level.

"GameWizards' interactive strategy
guides give you the secrets of the game
like no printed strategy guide can!”

Computer Player Magazine

Rachel More,
one of our
fabulous Game

Wizards!

'Look for these hot new GameWizards titles

¥ Diablo ¢ Star Fleet Academy
¢ Shadow Warrior ¢ Blood

¢ Magic The Gathering ¢ MDK

¢ Generations ¢ Redneck Rampage

GameWizards is developed

1997 GameWizards, Inc. il Y 2 TN A
pSmntet € GAmeWizaRds| \rm
i i) WWW.GAMEWIZARDS.COM  WWW.WIZWORKS.COM

Run to your nearest retailer, or call 800-229-2714

CIRCLE READER SERVICE #066
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GoLr, and FooreaLL Pro '97 games, while ' aml

Berkeley Systems takes a lighter approach to

the competition with You Don't Kow Jack: i Pllnl.lsuin _
Sporrs. So load up this month's CG-ROM and i ‘Dale Stgang. -
gel ready to experience the best games EDITORIAL

Editor-in-Chief  Jonnny Wilson
Managing Editor  Ken Brown
Features Editor | Denny Alkin (S{nm!ai:uns]

available anywhere!

 How Do I Use It? P el .-'E?L'i’g‘iﬁﬁ?i‘é?aﬁﬁ:g“
If you have Windows 95, installation is simple: Technical Editor  Dave Salvalor (Hardvare)
The CD is Auloplay enabled—just lock-n-oad. Rl sl Gl St
Otherwise, from Windows 3.x, select Run from i . Elliott Chin (Action, Strategy)
the Program Manager menu, and type D:\RUN- e Eet _E‘:::r{:ﬁgsﬂa"nﬂer- i
ME (where D is the letter of your CD-ROM drive) Assistant Editor Allen Gresnberg
o run it straight from the CD. Then type Edmﬂ:{’ﬁ;:g:: ﬁ:‘mi“g'cmm
D:AINSTALL fo create a CGW program group on Contributing Editors  Scorpia (Adventure Games)
your Windows desktop. If you have installed pre- o © f?ﬁ?ﬁi'?ﬁél&'ﬁ!ﬁ;ﬂf )
vious versions of the GG-ROM, this disc will use Martin Cirulls {Sclence: Fiction)
the program group already on your desktop. pounder et
DESIGN

How Do I Play The Demos? oo Bl

To view the demos, first click on Editors' Hot ey
Picks, Special Featyres. or Product Demos, Production Director. Catlos Lugo
Then click on the title of interest. Each demo Assistant Production Mgr. Martin Walfiall
has its own instructions for installation. Electronic frepress haiza alogd

Tamara Gargus
Roger Drake
How Do I Get The Patch Files? HOW TO CONTACT THE EDITORS
i Address questions and feedback to CGW Editorial, 135 Main St.,
Click on Patches _under ”_]e cew Feat,ures' 14th Floor, San Francisco, CA 94105. Or you may conlact us via:
and then follow the instructions on copying the Phoe: (415) 3574900
files to your hard drive. From a DOS prompt, Edilorial Fax: (415) 357-4971
type D:APATCHES (where D is the letter of your Ll
CD-ROM drive) and copy patches directly fo \Web site: www.computergaming.com
your hard drive. We recommend that you back ADVERTISING SALES
up previously saved games before installing a Leemgggte!;gi’g;;':gfv
. & T a [
paich, as it may overwrile your existing program. East Coast District Sales Manager
Laura Salerna (212} 503-4851
East Coast Sales Assistant
How Can I Get The CG-ROM Audiey Dedesus _ (212) 5033926
Delivered Each Month? NorthWest Territory Sales Manager
To subscribe o the CD-ROM version of the : E:':’Y CE"T""‘Y_t(""f']:iT""gjs
L i a
magazine, call (303) 6658930, and specify that o Walsh (714) 512556,
you wanl the CD-ROM version. Please note that ; S%ninr Account Executive
: A . . arci Yamaguchi (415) 357-4920
if you already {ecgwe lhe magazine without ‘me Watkating Manader
CD, you must wait until your current subscrip: Sal Sharma  (415) 357-4935
tion expires before receiving the CD version. i :&“;ﬁ;;i“g{;‘é‘)’gds‘;:;;é
If you subscribe to the CD version, but you Administrative Assistant
have not received a disc wilh your magazine, Linda Fan  (415) 357-5425
: Sales Assistant
contact us on our Web site at www.zdnet. Tallie Conner  (415) 357-53968
com/zdsubs/gaming/service. HOW TO CONTACT ADVERTISING SALES
Address Inquiries to CGVW Advertising, 135 Maln St., 14th Floor, San
Francisco, CA 94105; or call (415) 357-5398, fax (415) 357-4999,
Where Can I Buy The CDs? SUBSCRIPTION INQUIRIES/ADDRESS CHANGES
Copies of CGW with the CD are available in For subscription service questions, address changes of ordering information,
¥ ; o call (303) 665-8930 or fax (303) 604 7455 within the U.S. and Canada. All other
most magazine refailers. If you can't find the countries call (303) 604-7445 or fax (303) 6040540, or wnte fo Computer Gaming,
y 3 : . : PO Box 57167, Boulder, CO B0322-3131, The subscriphon rate is $27.94 for one
| o i magazing with the CD- encourage your retailer el I[t? i.!'.f;ues]. Mlni;;?ﬂml p?staur: L::]r unﬂe'rss ?;Lﬂ"sidia tlnedullir:}dddltjssm per
: . 20 H Y il r Year ion suniace mai. ment mast I U, aollars made by chacs of money,
: % FU carry it. We can'l lU[IIl|_IEF|UBSlS for back arder dravin upan a .S, bank. Visa, MasterCard, AMEX accepled, i
m i - issues of CD-ROMs at this lime. BACK ISSUES
For back issuss send S7 per issue ($8 outside the United States) by chack or
YDKJ: Sports (Berkeley SYStE"‘S) rnuzle;urlder o Back ssues Dep't 21 Oanis Publisning Co,, PO, Box 53131,
Boulder, CO 80322-3131.
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GAME o te YEAR!

~ Computer Gaming World

Game of the Year
~ GameSpot

Role-Playing Game of the Year

~ Computer & Net Player

RPG of the Year £ g
— Computer Games Strategy Plus 23 Y ! ‘g
Editors Choice Awrd N TN
- PC Gamer L) j

'\ Rating

- PC Games
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Flunkin
Playtest

How Bugs and Flaws Survive Despite
Playtest Exterminators

n an industry dri-
ven by engineering
and technology,
you would expect
that playtesting
would have
become a science
by now. However,
the more | view this induslry, the
more | am convinced that playtest-
ing is an art, not a science. Every
month | gel lelters from readers
who complain about a recent
game and say, “How could Way-
Lale Software have released this
game in this condition?"

Maturally, we can'l overlook the
abvious reasons Way-Late Software
may have released the game in that
condition. They may have shipped
a game Lhat they knew was buggy
because il had to ship before the
end of the financial quarter, or they
may have shipped a bugay product
because they were out of develop-
ment funds and needed immediate
cash flow. They might have shipped
the product in a buggy form as a
last resort to cut their losses.

We also can't overlook obvious
hardware incompatibilities. Recent
research indicates that up to 20 per-
cenl of the installed base of con-
sumer compulers may come from
screwdriver shops (local computer
slores lhal assemble machines with
components du jour, often resulting
in systems with configuration anom-
alies). When you consider that even
major PC manufacturers such as
Dell, Gateway, and Micron mix com-

CGwW

ponent cocklails every few months,
you realize that it's impossible to
program for, debug, and test every
hardware configuration. Many
bugs—even crash bugs—are

reslricted lo a few strange configura-

tions as opposed {0 being universal.
Some of the flaws our readers
complain aboul are endemic to the
playtesting process. Before | was a
CGW edilor, | parlicipated in beta

p<C Gamers
are concerned
that publishers
are skimping
on Al in favor
of multiplayer
gaming. »»

lesting, and [ learned why playtesl-
ing doesn't catch all of the flaws.
First, the playtesting process
caters to experienced gamers.
Many limes, computer game pub-
lishers build their playtester lisls
from the gamers who complain
about previous producls. They are
impressed with how deeply the

playtesters have gone into the prod-

ucts and Ihey want that kind of
commitment on their next prod-
ucls. Indeed, that's how yours truly
gol on playlesl lisls.

JUNE 1997

o the

Unfortunately, this cre-
ates “playtester tunnel
vision." Game interfaces, icons, ter-
minology, and structure end up fol-
lowing familiar patterns. As a
result, playtesters zip right by flaws
and don’t even notice. For example,
| was playing @ WWII naval game
which had both strategic and tacti-
cal elements. The game had a bug
which would not allow you to re-
access the stralegic map once lhe
tactical map had been activaled.
As a veleran player of the General
Quarters rules for miniatures, | was
used 1o the convention of seeing a
sirategic map, creating a basic bal-
tle plan with the other caplains in
my squadron, and never getling to
view the strategic map or confer
with the other captains after the
battle began. So, | never lried Lo re-
access the strategic map after I'd
entered the lactical engagemen.
As a result, | thought the game
was superb. Gamers who were
unaccustomed 1o the rules conven-
tion | had used in the past were
frustrated at the bug. Apparently,
all of the playlesters missed il
because they (many of whom were
also miniatures aficionados) never
dreamed anyone would Iry to go
back to the strategic set-up once
the tactical battle was being waged.

Was it a bug? Yes! Should il
have been caught? Definitely! Did
the company deliberately try to
foist the bug on the general public?
Mope. The playtesters missed il.
Playtester tunnel vision caused

them to see what they expected to
see. Even though every playtester
agreement I've ever seen has chal-
lenged the playtesters o try unex:
pected actions, tactics, and
sequences, most companies recruit
volunteers who love a given game's
style and subject matter. As a
resull, the games aren'l tesled as
thoroughly as they should be.

Another complaint readers have
concerns the current level of artifi-
cial intelligence in games which
have both solitaire and multiplayer
capability. Gamers are legitimately
concerned that publishers may be
skimping on the Al, since the multi-
player game aspect is “where il's
al.” We don't really believe that
publishers are deliberately under-
funding Al development and test:
ing, but we have noticed a tenden-
cy at some publishers for the
playtesters to spend so much time
with the mulliplayer version of the
game that they tend to pay less
altention lo the solo mode.

As a result of playtesters becom-
ing so enamored with the mulli-
player mode, the majority of play-
balancing and tweaking suddenly
favors the multiplayer game. The
worst case is where elements vilal
to the solitaire mode are stripped
oul because they weren't used in
multiplayer mode. Monitoring the
slyles of playtesting play is
absolutely vital. Development
teams are bound to be pleased
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% EASY & POWERFUL
MULTIMEDIA AUTHORING
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FROM THE CREATORS OF THE AWARD-WINNING CorReELDRAW™

“Click & Create is without a doubt
at the cutting edge of multimedia
authoring.”

Multi Media-The Magazine,
September 1996

“Click & Create presents one of the
most understandable _authoring
environments I've seen.”

“Advanced features will please
trained multimedia designers, and
the short learning period opens this
software to new users, including
graphic artists, educators and

man
MRS InfoWorld,
August 5, 1996

“Occasionally a product comes
along that redefines a software
category. Corel Click & Create is
just sucha product.”

“We were wowed by Click & Create.
This revolutionary tool breaks down
the wall between programmers and
content creators, and it opens up the
multimedia and game development
process to anyone with a bit of

creativity.”
L PC Magazine,
October 8, 1996

“Verdict: The easiest way to make
simple multimedia creations.”

PC Computing,
October 1996

Multimedza PC

$22500*

Competitive upgrade
CD-ROM version

429" | cé;%@i

Full CD-ROM version

LASY & POWERTUL
MELTIMIBA LUTHGRINE

For Windows® 95, Windows NT®,
Windows® 3.1x and Macintosh® Runtime

g
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"
ATTENTION 2
DEVELOPERS! JEE
v b | www.corel.com/clickandcreate
For information on the Ynur PC Discount Specialists Gall now for faxed fterature!
Crale;lad with Corel* Earel, O Wi 1-613-728-0826 exl. 3080
Click & Create™ Tilé Spomor of (he Document # 1017
Developers Program, COREL l\'T»\'lE;UR 1 - 8 0 0 - 5 5 4 -1 6 3 5
please call: =
1-613-728-0826 US% plus applicable taxes and shipping.
ext. 85241 Corel s a registered of Corel Cs mmu\-uﬂms;umnmrmm:mm Click & Croata is n trademark of Europross Software Lid.
Microsoft, Windows and the Windows logo aia el of M c In tha United States and/or othor countries.
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when playtesters gel wrapped up in
the multiplayer mode and play far
longer than designers’ original
expectations. They are very likely to
respond 1o the playtesters' criti-
cisms concerning multiplayer
made and change the design with-
out reflecting on the cosl to the
solitaire balance. In order to correct
this tendency, playtest departments
will have to walk a razor-thin

b << Since
programmers
are always
trying to
clean up their
code, they
sometimes
restore a bug
when they are
trying to fix
something.yy

tightrope in balancing the amount
of time the department is spending
within each mode of play.

Finally, another reason flaws
slide by the playtesting process has
to do with the development cycle.
Qut-of-house playlesters send in
their bug reports at odd intervals.
Yet, toward the end of the cycle,
programmers are providing new
“drops” or “builds™ daily. When
these builds come together, all of
the various game systems and
functions are recompiled together.
Programmers have been coding
separale files all over the corporale
premises, and sometimes, al home.
In many companies, the build or

CcGwW

drop is made by simply freezing
work on the network and moving
into compile format. Since pro-
grammers are always trying to
clean up their code and make it
more efficient, they somelimes go
back and undo a bug fix when they
are lrying to fix something else.
Unfortunately, during some chaotic
schedules, it is entirely possible for
bugs 1o be fixed at one point, and
then creep back in on a later drop
when an old file is recompiled
into the new build.

Since the development team
believes they have fixed the previ-

ous bug and, as a result, isn't look-

ing for the bug in the next build, it
ends up sliding through—unless
ihe playtesters find it again. In one
baseball game, | personally saw
the direclion of the ball logic
reversed from one build to another.
| could direct the pitcher to pitch
inside and he would invariably
pilch outside, and vice-versa. One
typo and an obvious bug showed
up. If this can happen with some-
thing this obvious, imagine what
happens within a complex game
where you would have to make a
definite series of choices to hit the
same bug. In a role-playing game
or a huge strategy game, it would
be tough to find the bug again.

It's very easy for gamers to ask
Ihe question, "Why didn’t Way Late
Software test this game?" | hope this
editorial will shed some light into
how bugs can still sneak through,
even when publishers do lest the
games. My desire is not to excuse
the bugs, bul merely to explain
some of the ways they can occur
and encourage publishers o tighten
the playtesting process. | also hope
that publishers will hear the ques-
tions and take seriously gamers’
frustration with “buggy games.”
Though playtesting is still more of an
art than a science, publishers should
try to make the playtesting process
more effective. &
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It's based on the
top-selling multi-player
board game with
computer enhanced
features like perpetual
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have tried to rule the world. \
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BATTLEGROUND 6

TalonSoft’s award winning Battleground® series returns to the era
of Napoleon and the titanic clash with General Kutuzov and his
glorious Russian Army of the Czar at Borodino, September 7, 1812.
Can you push the Old Guard forward and march on Moscow?

www.talonsoft.com Orders only 1-800-211-6504
@ Copyright 1995,1996,1997 TalonSoft Inc. P.0. Box 632 Forest Hill, MD 21050 (410) 933-9191
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A brllllant design...| ,ust can't stop playing!
-lo‘hnny Wilson, Computer Gaming World-

Ave . ' “One 3? the best rendltmns ofa battlef:eld
~ [COMPUTER] = oy N ever seen in a PC game!” j

STRATEGY PLUS B ; { { > : =
| STAMP OF | - "
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Includes the battles
of Ist Manassas and
ond Manassas!

SOMENT Available at fine Software retailers Worldwide!

To order direct call 1-800-211-6504 (orders only please) ‘
7 i or visit our web site at www.talonsoft,com
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gasp [) amselm pmfc.ssinnﬂ] by trade (huw conservalive
_ The pxoblem here is slereolypmg

man fora }far-a'nd a'halfbefum it came out. One of the aI}ianm:a.
_ ulmy‘knowledge adopted and protected me for the next year
) Needless to say, | was one of six remaining players in the
nks?) I bought a Sega system around then and finally got
pmrtimt I ever touched in my life six years ago (when |
there were no PCs).

/i cally it seems, with RPGs. Then | discovered strate-

gy (my favorite), Then, [ tried HixEN and became hooked on shool-

ers, ‘Theres no better stress reliever at the end of a day than to come
home and kick some serious butl. 1 don't use cheal codes, | am pret-
ty dam good, and [ have no interest in adventure games at all.

['am on my third computer, brand new last week. She’s (note pro-
noun) a Faleon Northwest Mach V, 166 MMX, loaded. My 1l-year-
old son and [ are currently playing DiABLO, HEROES 11, and
DAGGERFALL, [ use computers heavily at work and, with another
woman, am one-half of the tech-support unit there.

[ am the one up late at night when my husband goes sighing off to
bed. I am trying to get him “friendly” with our computer and am
teaching him how to navigate the programs.

Well, back to my problem with the article. (Martin Cirulis)
wiites from the beginning as if only men will be reading the page.
You buy into the stereotype throughout while abhorring it. This is
no better than the facts that:

PLAYING GAMES WITH WOMEN
You write a great magazine. | have
been a subscriber for about two years,
and you guys have never let me down,
In your April issue (#153), I found the
article, “How to Play Games With
Women,” just what the doctor ordered
in getting my wife to see why [ love this
thing more than sleep. | got her started
on DIABLO and [ must say [ have creat-
ed a monster! Now, she says,”I'll be inin
a minute, honey!” then comes to bed
carly the next moming, She wants
another computer for herself so we
don’t fight over my rig so much. Which
is okay ‘cause then | ean get to kick her
butt in some WARZ or QUAKE. Thanks
again for the article, gotta go, promised
her I wouldn't take long. Never get this
thing anymore.
Greg Glover
Portland Orc,‘gmr

CCW
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DIABOLICAL DAGGERFAULT
[ wish to write about a disturbing
trend | have noticed in computer games.

I feel that role-playing games have

begun to lose any sense of coherent plol.

DAGGERFALL is one of the most notable
examples. Here is a game with thou-
sands of towns, temples, and dungeons
(even if they are mostly redundant),
hundreds of spells, superh graphics...and
a plot as thin as lissue paper.

[ applaud Bethesda for a noble
attempt at an open-endedness and free-
dom of movement that is wmnatched in
the genre. However, this game simply has
no structure. You're given one lousy little
cut-scene in the beginning, and thats il.
Your character is an anonymous nobody
with no history or backround save the
few statistics and questions you answer in
the character builder, which has far less
real effect on the course of the game

than all the commotion and excitement
aboul it would lead us o believe. The
point is, there is no character develop-
ment whatsoever. Yes, some of the open
endedness must be sacrificed if true char-
acter development is to occur, but | think
that it is crucial to an interesting and sat-
isfving storv. Anything clse is nothing but
a series of randomly generated dungeons
to fight through.

But DAGGERFALL is not the only cul-
prit. DIABLO, for example, is a superh
game. Unfortunalely, its plot is nonexis-
lenl. Again, your character is faceless,
and without reading the manual, you
wouldn't even know why you're where
you are in the first place. Its almost as if
an interesting story line has become
irrelevant as long as there are enough
monsters, treasure, and lowns to visil. [[
[ want endless redundant dungeons to

go through on tiresome cookic-cutter




- Have YOu
qOt YOuUrs YEY?

If you know Tomb Raider,  Action Game of the Year
you know why Lara Croft =~ Best Graphics of the Year

is the #1 cover girl in gaming, ﬁéﬁiﬂng
No other game has won more : o
awards, delivered more action- g:m; ;f the \?;rs
S Rated 5 out of 5 Stars
packed realism, or kicked more  Zo o ver Games Stategy Plus
ass, Hardcore gamers have R a4 ’i
" made Tomb Raider the  Game of the Year -
” . Rated 10 out of 10 l

und:sputod mcgahlt Of thc year. ~ -Computer and Net Player

Lo i

Tomb Raider, Lara Croft and her likeness, CORE Mﬂmmmﬂm“mmdmm
© 1997 Eides.Conquest Earth s a trademark of Data Design and Eidos Internctive,



ER OF THE MONTH

Sl Mch't pe-ople on your staff are men. (The
women generally hold marketing positions.)
_ls._th_er_e that much of a dearth of women
reviewers? (With the possible exception of
Scorpia—a pscudonym )

2. Too many games have women getting
kllled malmed heaten, and naked.

3, Then: are loo many seary articles about
_(;;cfatlng'_'\l.\'mmn’_s games,” lower violence,
moral issues, blah, blah, blah.

-~ Lsuspeet mine will not be the only letter
on this subject. The salesman at Falcon told
e they hada lot of women clients. (See,
when a woman is a gamer, she buys a SERI-
0 S'machme!)
 Continue ad_dressing the issue of women
gamiers, but put your money where your
mouth is, too. Watch the sexist tones in the
review, crm!e opportunities for women
teviewers, let ﬂxrgam(. companies know

r potential market!

Sandra, you ignorant slut Just kidding. As
youknow, Martin Cirulis was trying to shed

they are ignoring, ar belittling, 50 percent of

‘Sandra Allison
Del Haven, New Jersey

light on the serious gender gap in gaming
while encouraging readers o share our hobby
with their partners. In fact, he castmen in a
rather unflattering light, but by witing to a
largely male audience he may have appeared
to buyino old stereotypes. If he sounded “sex-
ist,"it’'s may be because he's blazing territory
that the gaming media has fargely ignored.

As for our mostly male staff, almost half of
the CGW staffis female. Our editorial staff
includes thiee female editors and three con-
tributing editors, and as you know: from our
telephone conversation we are interested in
having you write for us.

This issue is too farge to address in a short
reply, but there is more to it than just bias. On
average, men buy more games and spend
more time playing them than women. We
are very cognizant of the fact that 97 percent
of our 100,000+ subscribers are male. That's
our audience, and magazines have to know
who theiraudience is to serve them. But. we
appreciale your observation that the gender
gap can not be closed by playing to it. Thank
you for your perspective and for your passion
for gaming, and be sure to read the other let-
ler in this section from the other side’s view:

missions, 1'll p]u_\_' DooM, or some other
mindless drivel. [ truly hope that I'm not
the anly one wha is concerned, because |
really love the RPG genre, and [ would
like to see it flourish in the future.
Perhaps companies like Bethesda and
Blizzard should look lo gaines like the
Urriva series and Birravat AT
Kronpor, which managed to combine
an open-endedness and freedom of
gameplay with an intriguing and well
developed plot. In any case, | hope plot
will be taken a little more seriously, and
that the RPG companies remember that

cowW

quantity of gameplay does not necessari-
ly make a good game.
Jason Rabin

Montreal, Quebec, Canada

Since we just voted DAGGERFALL as our
Role-Plaving Game of the Year, we obvi-
ously have to wonder if you played the
same game we did. Never before in a
CRPC has one of our characters been
thrown out of a guild for non-perfonmance,
vetwe experienced this in DAGGERFALL.
Fiver have the Brotherhood of T hieves put
out a contract on your character? They did

JUNE 199/

on one of our characters. Ever get hood-
winked into smuggling without realizing it?
One of our characters did. What you call
the paper-thin plot does rely heavily upon
the completion of multiple mini-quests, but
it’s essentially an overlay of Shakespeare’s
Scottish play with Machiavellian spice from
time to time. We learned to savor each new
twist in the plot. We would have liked more
meaningful conversations and would have
enjoyed the plot advancing in some other
was, but we found it o be a fascinating

game, nonetheless,

WE'RE NOT DEAD, YET!

It certainly is a testament to the power
of your editorials: Your article had an
amazing impacl on [he folks here al
Crystal Dynamics. We were quile sur-
prised to see Crystal listed on your obitu-
ary list. We're nowhere near the great video
game graveyard in the sky. In fact, we've
just finished our second profitable quarter!

Specifically, we're eurrently putling the
finishing touches on PANDEMONIUM and
1Ecacy O Kain and will have three brand-
spankin-new products lo show at I3 this
June. Were going to have a great 1997; the
best year in our |lislnr_\'! Wed hate for you to
miss it, so 'm officially inviling you to come
down to our office and kick the tires.

Secolt .‘S'.*{.'in!xrrg,
vice-president of markeling
Crystal Dynamics

Johnny Wilson replies: [ usually only
dig the graves. This is the first time ['ve
ever hit a company with the shovel. %

: W Lelter Io'I'he Liditor
135 Main Street, 14th Floor
- SanJiancisco, CA 94105
We reserve the right to edit all
letters for space or clarity.

1
1
1
1
1
1
i
I
I
]
I
1
I
1
I
I
i
I
I
I
I
I
1
I
|
1
I
I
!
I
1
|
]
i
]
]
I
I
I
I




NOW COME AN

Finished Descent? Congratulations! You qualiﬁg{aé :
a beginner. On ENGAGE, it's just you and aimine shaft full -

of live ruthless gamers looking to blow you back out the
way you came.

ENGAGE takes Descent to a whole new level.
Descent, the online version, is brought to you exclusively by
ENGAGE games online. We've souped it up with two new
killer ship types to choose from and chaotic, never-before
seen levels that will have you calling for your mommy to
come find you. Plus, Descent has been optimized for online
play to minimize latency and offer the quickest way to
satisfy your appetite for destruction and domination.

S

Capyright © 1996, 1997 ENGAGE games online. All rights reserved. ©1997 Parallax Software. All rights reserved. INTERFLAY is a trademark

of INTERPLAY PRODUCTIONS. All rights reserved. All other trad, ks and

you'll ever an_‘_f‘ em down lf you dare.
Defeat them ar honu you with an ENGAGE
leather bomber ]acket worth $495 We'll also place
your screen nama next to one of the Descent
shipsin a futur__’e ENGAGE magazine ad — details at
www.engagegames.com/cgw. So take a shot at

destiny, fly boy. Download a FREE online version
of Descent and find out how to challenge the best
on ENGAGE. Practice by yourself. Compete on
ENGAGE,

ENGAGL

-ames online

www.engagegames.com/cgw

ights are the property of their resg
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“MDK promises 3-D
technology so cool and
action so...realistic that
it will send everything

else running for cover.”
- PC GAMER

“One of the most innova-
tive games ever created.”
- GAMEFAN

(PC CD-ROM))

“The ability to zoom
in from a mile away
within the sniper mode
is remarkable.”

—-ELECTRONIC
GAMING MONTHLY

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

- PC GAMER

Cronled by Shiny Entertainment, Inc. € 1987 Shiny Entertainmenl, Inc. MDK is a

k of Shiny Entortai Ine. All rights resorved. Artwork and

Inc. PIE™ is a registered

Entertainment Inc. All righls resarved.



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 BEGINS THIS MONTH.

« Fully 3-D rendered graphics unlike any-
thing you have ever before seen.

» Over 60 arenas spread out over 6 cities.

* Never before seen “sniper mode” that
allows you to zoom in on the
enemy and pick it off with
astounding accuracy.

* The most sophisticated
enemy artificial intelligence
ever created. Fully reactive
“smart enemies” think,
listen, and communicate
in a calculated assault
on your life.

* An arsenal of totally
innovative weapons

W HEENRE R
www.shiny.com

http://www.playmatestoys.com

and equipment including:
- A helmet-mounted sniper rifle that tar-
gets enemies from over two miles away.
- A living polymer suit that protects

-;}_q;., "'ﬂ r— from _piercing projectiles.

» - A high-tech reusable
s " parachute.

— Bombs...
decoys...
homing sniper
grenades...
and many more.

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

IT TIIII\II(S. TIIEIIEFOIIE IT I(II.I.SI'.

Windows'95 and DOS
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Edited by Charlotte Panther (CPanther@zd.com)

Escape to L.A.

Activision and Inter

ick of staring out the

office window al the fog

and the rain, CGW

decided it was time {o

pay our friends in sunny
Sauthern California a visit. Nol only
dic we [ake in a few rays, we also gol
the scoop on all the producls
Activision and Interplay have slated
for release over the nexl year Here's
a whistle-stop tour of whal we saw.

INTERPLAY

® THe SECReT OF Vucan Fugy,
Interplay’s new Star Jrek adventure
game (slated lo ship at the end of
the year) was lop of the list. Wrillen
by D.C. Fontana, one of the writers
of the original Slar Trek series,
Vutcan Fury develops ideas that
s WEIE conceived,
=4 but not written,
§ for the TV show.
« |nterplay's

.,:_%Eﬂ OF LigHT And
i m DARKNESS has
J an artistic look

and feel that

i % accentuate the

FORGOTTEN

2 MysT games.
Millennium fans will be intrigued
by the plot, which involves the
confluence of conditions at the
prophesied moment when the
forces of darkness are unleashed.
= Some declare Bomserman the
grealest multiplayer game in histo-
ry. We'll reserve such praise until
we see the final product, but the
beta-PC version of the game,
Aromic Bomaeama, s certainly fun,

It's simple to grasp—move a litlle guy around
screen, plant bombs to kill human opponents (up
to nine), and evade opponents’ bombs—but isn'l

just brainless arcade action. Power-ups, obstacles,

and the crafty intelligence of your human foes
serve lo make every game chaolic and hellacious-
Iy fun. Interplay plans an early summer release.

« Carmacaenon, developed by SCI for Interplay,
is a simple game of drive-by destruction. There are

THIS JUST IN 4

JUNE 1997

play Bare All

TEST DRIVE OFF ROAD
Test Drive does not fulfill its promise of
“lrue lo life driving mechanics," nor does it

races in this driving game, bul
the point is to run over pedestri-
ans and smash other cars. You
gain points for artistic meril if
you produce excessively bloody
displays of vehicular gore.

 Dic By The Sworo is a fight-
ing game with medieval, fantasy
combatants; unrestricted 3D
arenas; and even an adventure
game component. The engine is
3D, the blood flows freely, and
Interplay hopes you'll be carving
into Kobolds with your sword
sometime this summer.

WrContinued on pg 32

Short takes on games released just prior to press time.

test your off-road skills as much as your
ability to float a fore-aft pendulum through a
pinball-like environment that has you

=\ rebounding more than driving. The
game allows you to drive one of
four production 4xd4s through
twelve tracks. Considering the dif-
ferent vehicles, conditions, and
environments, very liltle variance is
actually reflected on the track. This
one's anything but a test drive.
—Gordon Goble

Accolade, (800) 245:7744

PC CD-ROM

Reader Service #; 301
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—the slogan of all-girl Quae clan
PMS (Psycho Men Slayers).

’TUs were uuu}_/ m:m Now; nnllulslun lets you re-visit those hal-
T cyon days of platform heels, bell-bottoms, and 'fros in its funky new
muscle-car action/sim, Inverstate '76. Plus, Activision's giving away
this sieak set of wheels as the first prize In its I:'76 competition. Just cruise
on down to Electronics Boutique and plck up a specially marked I-'76 CD-
{ ROM. A goid key Inside the hox means you may be the lucky winner of this
| deathmoblile. No key? Fill out the entry form and you could win other hip
hooty. Even if you don't win the grand prize, you can pretend: Play that
| funky music, and you'll soon have yourself belleving that your own hunk-o'-
 Junk is a mighty muscle car after all. —Charlotte Panther

READ.ME

o5 News Flash

»prAceolade recently signed an exclusive multi-year agree-
ment with Electronic Arts (EA), under which EA will have
distribution rights to all new, and certain existing, Accolade
lilles, including HarogaLL, Test Drive, and the Jack Mickiaus
series. This agreement coincides with EA's announcement that
it has made a minorily investment in Accolade. Meanwhile, EA
and ASC Gamﬂﬁ signed an-agreemenlwhereby EA wil

release. Meanwhile, T onso s’ ft has pafted ways with Emnire
Interactive and mgn‘ed a distribution deal with
Broderbund, who continues fo i impress with its strateqy
lineup (see our sneak preview of WarLoros lIl in this issue).

Mrp Maxis recently signed an agreement with
Stormfrant Studios o license lhe next two litles in the
Tony La Russa BaseeaLl series. The release of Tony LA
Russa BaseeaLL 4 is scheduled to coincide with this year's
baseball season. Maxis has also licensed European devel-
oper Ancho’s Kick OFr 97 Soccer game, scheduled for
release in the U.S. this summer,

PANASONIC 10X -
BIGC 5 CD-ROM ‘

For-a 10x CD drive, the Big 5
isn't the fastest we've seen: Our WinMark test
came In at a s0:50 570-kbps. Still, the data trans-
fer rate for 4K records is good at 1497-kbps (more
than enough fo take advantage of most games),
and the average access time is a fast 234 ms.
You don't
b buy the 10x Bia
5 for sheer
{ speed but,
rather, flexibili-
ty. In a single
CD-ROM bay,
you get 5 CD
slots. These

can be configured as one drive—so that you don't
have to change CDs on games like PHANTASMAGO-
Ria or Wing Commanper IV (provided the game
supports the Panasonic format); or, it can be des-
ignated as one CO drive. per slot.

While the IDE drive is fairly simple to install, it
isn't quite Plug-n-Play (I suggest that you get
the updated drivers, especially for DOS), and
you do give up some performance versus a
faster SCSI drive.

But the street price of $240 is a steal, especial-
ly considering the flexibility of the drive. All in all,
one of the best gaming CD-ROM drives on the
market.—ferry Coleman

Panasonic, (800) 742-8086, (201) 348-7000

PC CO-ROM drive

Reader Service #: 302
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BEAVIS AND BUTT-HEAD:
SCREEN WRECKERS

Beavis AND BuTrHEAD: SCREEN WRECKERS
includes nine
new ways fo
wreck yaur
screen. Shoot
al loilets.
Obliterate your
wallpaper. d
Give Beavis a cappuccino and walch Cornholio
bounce off the walls. The sounds are cool, as is the
bonus screen saver. Not ground-breaking entertain-
ment, but it doesn't suck.—K. “Pinky" Simonton

Viacom / VIE, (688) VIE-COM 1

PC CD-ROM

Reader Service #: 303
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mrContinued from pg 30

ACTIVISION

= 70rK: THe Gran Inouisimor, due this fall, is the
ambitious, epic new installment of the legendary
Zork adventure game series. This model con-
sciously embraces the entire Zork history, with the
re-appearance of many favorite characters and

_5'_ .

) Bays
SCREAMIN® DENMIONS

Iocations. In the game, you altempl to defeat the
Grand Inquisitor and restore magic to the Greal
Underground Empire.

= Activision's WWII flight sim is caming along
nicely, but perhaps the oddest development was
the decision to change the game's name from
DocFiGHT Lo Screamm’ Denons.

* |n Bloop Omen: Legacy oF Kani, a port of the
PlayStation action/RPG hit, you play a bloodthirsty,
shape-shifting vampire out to avenge your dealh
and rescue the land of Nosgoth from a terrible evil.

= Dark ReiGn, slated for a June release is sure

to be one of Activision's bigger hits of 1997,
r 2

SCREAMER 2

The newest incarnation of ‘ =
the ScaeAMER racing line is nice to look at, but
{hat's about it. ScReamer 2 sports a lush, yet
non-interactive, PlayStation:type graphics envi-
ronment, with a choice of available cars, tracks,
and types of competition. However, the game
has a big problem with controller sensitivity:
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LEGACY OF KAIN

A realtime stralegy game, this,
unlike other C&C and WARCRAFT

options (including handicapping and
meaningful alliances), and oy
more flexible controls,
such as waypoints and
toggleable Al, not lo men-
tion some very cool unils
and buildings.

 Hexen I, the third
game in the Heaeic cycle is another
winner (see (he full preview in our
Quaxe Killers cover slory).

= The weirdest game we've seen
yel, NerStomm, definitely has a new

Steering is so touchy that at speeds above 60
mph, any attempt at rounding a corner resulls
ina 360-degree spin-out, This is incredibly
frustrating, consicering that your competition
seems to have no problem handling the turns.
This one’s for masochists only.—dJoe Vallina

Virgin Interactive, (800) 874-4607

PC CD-ROM

Reader Service #: 304
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clones, has the potential to be just
as exciling as Lhose fathers of the
genre. Dark ReiGh sports realistic

terrain features, robust multiplayer

Broderbund's THE LAsT EXPRESS IS @ murder
mystery unlike any other. The story isn't particu:
larly original—you become embroiled in @
Hitchcockian nightmare while traveling across

CowW
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angle that distinguishes it from other
real-lime games. The emphasis isn't
on control but placement—where you
pul your units is key, since you can't
control them after you place them. The
game has a psychedelic loak, with
many units and creatures that are
seemingly inspired by
Dr. Seuss. With more
focus on strategic place-
ment than on-the-fly unit
management, this game

Y .~ ) f i
o i -_j_-_‘,f 2 could appeal to those

L with a more detached,
yet strategic, play-style.

Look oul for sneak previews and in-
depth coverage in CGW as we follow
these developing games from initial
design through final product!

Europe on the Orient Express—but the gameplay
is. Evenls lake place in real-time on the train,
whether you're :
around or not.
The non-linear
structure lets
you follow dif-
ferent paths.
Add to'this a
stunningly unique (if oddly distant) rotoscoped
animation style, and you have one of the more
boldly original adventures lo come out in & long
while.—Jeff Green
Broderbund, (415) 382-4400

PC CD-ROM

Reader Service #: 305
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Why do you suppose big guys ke BH,
Sony, NEC, Gateway and Acer chose All

50 for their hattest new systems? Could
it be quality! How about performarice?

SUPERIOR
HARDWARE
ACCELERATION

BIHUNEAR
TEXTURE FILTERING
o
EFFECTS
PERSPECTIVE CORRECT
ouicys ™
TRANSTARDNY
[ALFHA BLENDING)
TRLUE (OLOR YIDED =
I ANY MODE

W | ATI3D XPRESSION+ PCITV
MATROX MYSTIQUE

We pack more features
info hardware than amyone

STANDARD
VERSION

Move up ro ATI3D and get realistic 3D
textures, brilfiant colors and fifefike detait

With AT SD'*q_'ame cards, you get the best combination of-SD;' 20 and silky-smooth, fullscreen, fullmotion

video acceleration. And you get PQ2TV. Just plug your PCinto the bidgest TV.you can find for supremely AT(30 PRO TURBO PC2TY (4M8 upgradable or 8HE)
N : ) : ; : _ ATE3D XPRESSION- PC2TY (4B upgracable to 4MB)
~ intense big screen gaming action like you've never seen before, For multiplayer and shared Both products support the incredibie ATHTV adkd on card -
S TS the best TY tuner and video capture card.

sl daming, everyone dets to watch. You can tecord your game-playing directly to tape (just in

case someone dares doubt your scores). And when you buy a new PC, you might just save the price

AZTTINTITIN

R i

of another monitor. Who said size doesr't matter Go to a store, hit www.atitech.com,
or call 905 882-2600 (press 2 and we'l fax you info).

© N Technologies [nc. 1997, 4TI, 30 PRO TURBO PCITY, 30 XPRESSION » PCITY and How You See It e trademarks and/or registered trademarks of

lﬂmhnloqlﬂln( Al other product names dte trademarks andfor m{\t:mf demark -'Ihmmpmmwm:n I.mullllg;umnappem(wluy y
o Prygnatis Lid. echWartior 2 screntsappears couttesy of Acivison Inc. ot implementaton and fuateres. i ! )
Thr e epe NowYou Seeli. ##<¥8
00BN 800144113 H44-150-5000 0025301 L
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The Price of Loyalty introduces 4 new campasig%ns and a
slew of enhancements to-the Heroes of Might and M_i‘agic i
world. ;C.d'l‘.lil'ol the course of an expanding empire 111
Desccn_d_d:lts, or try your tactics against a horde of

épell cralters in The Wizards Isle. Discover new
l__l‘croes and artifacts as y.ou explore and conquer 24

new campaign maps. Log in and go head-to-head or

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

o Two New Full Length Campaigns

o Plus Two New ‘Mini’ Campaigns

# New Cinematic Scenes Bring The Battles
And Their Aftermath To Stunning Life

# Dozens Of Enhancements Including
New Heroes, Events, And Artifacts

f,.

1
*

REQUIRES FULL VERSION OF HEROES OF MIGHT AND EIIAGIC B/
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RegONstruGlion Zone

n early March, Microsoft unveiled a
new incarnation of its Internet Gaming
Zone al www.zone.com. The origi-
nal Zone, in addition to providing
malching services for Microsoft games
such as CLose Compar, MONSTER TRUCK
Maoness, and HeLLsenDER, also featured a
number of card and parlor games.

The revamped Zone will eventually
have much more to offer gamers.
Currently available is ZoneLAN, a Kali-like
utility which allows players to play DOS-
based games that support IPX network
(and run under Win 85) over the Internel.
Microsoft also plans to partner with
some third-party developers to allow thair
games to be played on the Zone as
well—Hasbro is the first of these, and will
ofter free online play for boxed games
such as Monopoly and Risk.

Another alliance is with the
DWANGO multiplayer aaming

THIS JUST IN €

[y

VIRTUAL JIGSAW:
WILDLIFE EDITIOMN
If you're @ jigsaw-aholic, searching
for a similar distraction for your computer, look
no further. You won't find anything better than
Virtual Jigsaw. The Wildlife addition has fifty
gorgeous images to choose from, which can
also be set as wallpaper There are five levels of

service. If you can't stomach Internet laten-
¢y for your favorite action game, you'll be
able to use lhe Zone lo find opponents in
your area, and then automatically dial your
local DWANGO server and play with much
less latency—albeit for a small charge.

Perhaps the most significant announce:
ment, though, is that all of Microsoft's
upcoming boxed game fitles for 1997 will
feature free Internet play using the Zone.

That doesn't mean everything will be
free on the Zone, however. Microsoll's first
“pay to play” game, FiGHTER Ace, will enter
beta-sting on the Zong in June. This,
updated version of VR-1's AIR ATTAGK IS a
more beginner-oriented cousin to AR
Wanrion and WaneiRps. Microsoft doesn't
plan to charge by the hour to fly FiGHTeR
Ace, though; Instead, you can pay by the

A% day or month and fly
# without walching the
clock.—Denny Alkin

FIGHTER ACE = 3

r
i% you can choose to play one-s
find themselves asking “what

Charfotte Panther

PC CD-ROM
Reader Service #: 306

YODA STORIES

difficulty, including a shattered glass level, and

games. Virlual Jigsaw does whal it does really
well, but anyone less than a jigsaw-maniac may

SouthPeak Interaclive, (800) 774-6183

CGW Survey”

Last Month  Months on Chart

1. Diablo (Blizarc) 1 2
2. Red Alert (Westwood/Virgin) 2 3
3. Duke Nukem 3D (3D Realms) 7 14
4, Civilization II (MicroProse) 5 13
5. Heroes II (New World Computing) 3 3
6. Quake (id Software) 6 6
7. WarCraft II (Blizzard) 8 18
8. Tomb Raider (Eidos) - 1
9. Daggerfall (Bethesda) 4 5

10, Warcraft II Expansion Disk (Blizard)
* Check your maitbax: We mail a survey (o 1,500 andomiy-chosen subscrbers each monif,

The results of Playing Lalely indlicale wihat games readers are blowing the most time on, as
opposed (o lhe reader’s overall “quality ranking® fn the- Top 100,

PC Data Best-Sellers™

. Diablo (Blizzard)
. Microsoft Flight Simulator (Microsoft)
. Red Alert (Westwood/Virgin)
. Myst (Broderbund)
. NASCAR II (Sierra On-Line)
. Quake (d Software/GT Interactive)
. Tomb Raider (Eidos)
. Duke Nukem 3D Atomic
(3D Realms/GT Interactive)
9. WarCraft Battle Chest (Blizard) 6
10. Microsoft Return of Arcade (Microsoft)

** This list indicales whal the (op-sefing PC games were, as calculaled by PC'
Data, during February, 1997.
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ided or two-sided

's the point?"—

endless series of errands. Yooa Stories generates
a new mission with each game, but every game

LucasArts' Desktop Adventure series has
claimed another victim: this lime it's Star Wars.
What little play there is consists of directing a
miniature Luke Skywalker across a grid-like envi:
ronment, and having him shool stormiroopers
and monsters, push and pull rocks, and run an

JUNE 1537

plays out the same. Flaws in the physical con-
struction of worlds make finishing some games
impossible.—FAobert Coffey

LucasArts, (800) 98-LUCAS

Win 95 CD-ROM

Reader Service #: 307
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Diamond Set to
Bring the Noise

ou've just walked into a not-so-friendly bar looking for some ne'er-
do-well. You get five steps in the door when you hear a gun cock
behind you. As you whip around and draw your weapon, there's
vour friend waiting to say to hello in his own special way.

Now, unless you've spent way loo much lime with a microwave oven,
you don't have eyes in the back of your head—so how did you know
where your friend was? Your ears told you.

Diamond Multimedia has harnessed real-time 3D-positional technolo-
ay from Aureal Semiconductor, and forged it into their new Monster
Sound card, which should be shipping as you're reading this. We
recently got our first earful of the PCl-based Monster Sound audio
accelerator, and liked what we heard.

We installed the Monster Sound sans hiccups, and were very
impressed with its ability to “put” sounds behind us—one of the hardest
sound effects to pull off. Monster Sound also has a digital joystick port,
and can handle Soundblaster compatibility for DOS games running In'a
Win 95 DOS box. But don't pitch your Soundblaster 16 just yet,
because Monster Sound can't support Soundblaster compatibility run-
ning in pure MS:DOS mode.

Bundled titles will include Activision’s MecHWARRIOR 2: MERGENARIES and
HypERBLADE, as well as Maxis' SiCorTer, though the list wasn't complete
at press time. Priced at around $199, Monster Sound Is a bit on the
‘pricey side, but as more fitles ship that take advantage of Microsoff's
DirectSound 3D, this will be very desirable iron to have in your box.

Check out our feature next month for the full [uw down on Manster Sound
=3 -'and other buarﬁs Implmnaﬂﬂng 30:aud{o'-lschnol{>giea,as well asan in-

that made Jack great. Its Wise Guy character
offers neither attitude nor humor; there’s no
multiplayer option; they don't even reveal the
correct answer when you gel a question
wrong. —Charfolte Panther

Tiger Efectronics, (800) TIGR-505

Win/Mac CD-ROM

Readler Service #; 309

VIRTUAL POOL '95
ViatuaL PooL is back for a rematch, this
time with a Win 95 version. The new version
features smoother graphics, painless setup,
and some slight tweaks to the physics that you

probably won't notice. Some of your old trick
shols may be affected by the new physics wrin:
kles, but most saved games will convert easily.
And, you can even listen to your own CDs
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Entertainment

while you play. Even if you don't have Win 95 =

yet, this is the version lo buy, as Interplay QUIZ WIZ E'p‘

includes the older version on the CD, f0o. CYBER TRIVIA

Noticeable improvements to a great pool simu- It's tough to find a more original trivia game

lator.—Greg Fortune than Berkeley Systems' You Don't Know JAck.
Interplay, (714) 553-6655 At first glance, Quiz Wiz Cvger Trivia looks a lit:
PC CD-ROM tle Jack-like, but a couple of minutes play
Reader Service #: 308 reveals thal this game lacks all the elements

CGW JUNE 1397




(800) 4471230 WWW. SIr-tech com
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Diamond Stealth 3D 2000 Pro:

VIRGE/DX Gets Some Respect

ne of the

hest-selling

3D-acceler-

ator chips

on the
market today is the S3
VIRGE, and despite ifs
reasonably good 2D
performance, its pathel-
ic 3D performance has
garned it the moniker
*3D decelerator.” With
the release of the
VIRGE/DX, S3 has
redeemed itself somewhat, and
Diamond has added its usual set of
refined tools to make the Stealth 3D
2000 Pro a contender i the crowded
3D accelerator market.

Installation is about as easy as it
fets for a graphics card—pop the
card into an available PCI slot, boot
the system, insert the installation
GD, and click “install drivers" on
the AutoPlay menu.

As a 2D Win 95:accelerator, this
is @ fast card, On d Pentium 166

Micron Millenia running, at
1024x768 with 65,530 colors, we
saw 64.5 WinMarks in Business
Graphics tests, and 30.4 WinMarks
in High-End Graphics tests in
WinBench 97. DOS performance
was respactable, with-a Cbench
score of 35.3 frames per second
(fps)in the:SVGA-graphics lest.
Quage TimeDemo for Demot yield-
ed 13,5 fps at 640x480 As a wel:
come change, Diamond has added
VESA 2.0 support In firmware,

meaning no more TSRs are
needed to run SVGA-graph-
ics DOS games.

So, how good is the 3D?
We ook a quick look at two
Direct3D litles, HELLBENDER
and HyreasLADE, both of
which certainly got better
frame rates on the Pro than
the earlier Stealth 3D 2000
running crisply in acceler-
ated mode.

Overall, the Stealth 3D
~ 2000 Pro is a definite
improvement over the original. It's
faster in Windows and runs DOS
SVGA-graphics games without assis-
fance. And while the VIRGE/DX 3D
performance doesn’t approach 3Dfx
or even Rendition, S3 can finally
shed the title of the Rodney
Dangerfield of 3D accelerators.

Tune In here next month for the
full skinny the Stealth Pro, as well
as STB's Nifro 3D, based on S3's
SGRAM:based VIRGE/GX.

—Loyd Case

Lara Dresses
Up Nlce...

ara Croft has fast become
I_lhe darling;of;the:gaming

world. Packing some seri-
ous, er, hardware, and an atli-

“tude to-match,/she and her

adventlres in Eidos' Tous
Raiper have moved PC aclion
gaming forward with a “chase-
camera” action litle that dusts
the PlayStation portin terms of
graphics quality. And thal’s just
running on the CPU. Eidos has
also released several patches
that let Tome Raipen take advan-
tage of 3D accelerators. The
3Dix and Rendition versions
camefirst, and most recently, a
version for. Matrox's Mystique.
All three patches.are available at
www.tombraider.com/
features.html.—Dave Salvalor.

Virgin: Paradlse Regained?

0 invoke a hackneyed phrase, the reports
of Virgin's demise have been greatly exag-
gerated. When Spelling Entertainment,
the company that holds about 80 percent
of Virgin Interactive Entertainment's stock,
announced last month that it was discontinuing its
operation of the international electronic games divi-
sion, rumors hegan circulating that the company
was in frouble, and that company leadership was
shaky. Not so, says Virgin President and CEQ
Martin Alper. Spelling Entertainment is in fact

'NHL POWERPLAY

the market size," he said. “We will be appropriate.

With the exception of the blockbuster
Commanp & Conouer: Rep ALerr, Virgin's lineup
of PC titles fared poorly during the crucial holi-
day season, despite the inclusion of critical suc-
cesses like CircLE oF BLoon and TOONSTRUCK.
Alper admits he's surprised and disappointed.
“We put a lol of ourselves into [TooNSTRUCK],
expecting it to do better.”

Virgin's sales are strong in Europe, and the
company will focus on making products thal
appeal to more of an international market. Fully

two-thirds of Rep ALErT'S revenues came from the
European market. "You've gol to starl looking at
the global picture. It can't just be an American
product,” says Alper. W Continued on pg 44

The indulgences are gone, it's back to basics.”

To that end, Brett Sperry, co-founder and presi-
dent of Westwood Studios, has been named vice
president of Workldwide Development for Virgin.

preparing to take Virgin public, and part of the
process will be to make Virgin a “leaner and mean-
er" company by shedding weaker titles currently in
development. “The industry is not appropriate to

CGW JUME 1887




Fast action and stunning realism—
that's the promise of new 3D games and
edutginment 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! _ < | v 4 =
With an Intergraph Intense 3D 700 Hl 3% L [ONESEREEA
graphics accelerator on your PC, expect 0 : i S22 O 253%

a fabulous new interactive experience! IndyCar 1l with SVGA Graphics IndyCar Il with Intense 3D 700 Graphics
Free! Full version of Rendition Ready™  Notice the jagged lines and edges and the flat, dull colors.  Now you're racing! See the detail on the next cor. Watch those
IndyCur 11*, CD-ROM shareware version Where's the crowd? What are those blocky things in the rearview mirrors — that's real 3D! Notice the crowd in the

(]

of Rendition Rea dy Quake”, and trial background? Are you really into this race? s;::md:l nlnd the mountains in the background. And how about
versions of Monster Truck Madness® b
and Hellbender™ Ordering is easy! Just call Intergraph Express at 1 800-692-8069.

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

ro—
Tracrgsaph amd i bpo re pesplacrad trademarks sd b 3 teadeneask of Dbergrspl Cofporation Metistes Truck Madiess a0 Nellodet are tride- IN I I
marks of il Cijeation 8t Ry s 3 tiadeasah of Resabiioe, foc, oG 1 s 3 regisserve trackeark of Papnad. uske s 8 eradenurk of 1 Salreare —

Oxfocr brasnhi ansd proaliact ramies sre tradanark if har repoctiie e, Gopyright 197 Tstorpraph Gorpoestion. Hstaille, AL 53590 6001, W0 9000
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Get Into The Groove

Rockin’ Bands Lay Down Cool Tracks for Hot Games

of the soundtrack, which will be used for
promotional purposes. Although there are
no immediate plans to sell the CD seper-

've been disappointed in the past with
the music that accompanies CD-ROM
games, Whether it’s thal monotonous
elevator-type muzak that develop-
ers insist on adding to puzzle
games, or that tinny arcade junk, the
only good thing about these sound-
tracks is thal there is usually an
option to turn them off.
Thankfully, a new trend is emerg-
ing: Developers are realizing just
how much a soundtrack can
enhance gameplay. Kelly Rogers,
direclor of Music Production at
Activision, believes that with the
right project, the “cross-pollination”
of the music and computer gaming
industries can be successfully
merged. With Interstate '76,
Activision's '70s muscle-car game,
that indeed seems to be lhe case.
The artists, who include Sanfana key-
boardist and songwriter Tom Coster, and
Third Eye Blind's Arion Salazar, were hand-
picked to create an original authentic sev-
enties funk soundtrack. The result is an
incredibly groovy CD that compliments the
'70s feel of the game perfectly and actually
works well as a stand-alone entily. In facl,
Roger has re-mixed a special audio version

Brit band The Chemical Brothers help funk
up the WipeOut XL Soundtrack

ately, there may be one day. "It's a natural
progression for CDs," Rogers says, com:
paring it to films in the early eighties when
only 8 percent of movies had soundtracks
available. For upcoming Activision litles,
Rogers has enlisted Malt Walker, drummer
for The Smashing Pumpkins' '96-'97
world four, to write music.

Psygnosis went a different route with their
Wieeout XL for Ihe PlayStation soundtrack,
licensing previously released material from
techno bands, including The Chemical
Brothers, Prodigy, and The Future
Sound of Londen. While the marriage
of licensed music and gameplay
worked particularly well on Wireout XL,
Psaynosis has plans to produce more
material internally.

After experimenting with ambient
music (by Mine Inch Nails' Trent Reznor)
for Quake, John Romero admits that,
personally, he connects much more
with an aclual musical piece.

For Romero's new game DAIKATANA,
music is provided by Information
Society band member Will Loconto.

Aclion game developers are laking
the lead in the soundtrack world. Other
stuff to listen for includes the following:
Viacom's Stawiscape, featuring original
tracks from God Lives Underwater;
Accolade's Test DRivE; Orr Roap, with three
special Gravily Kills re-mixes; EA'S Roap
RasH, with Soundgarden; and GT Interactive's
BLooo featuring gothadellic band Type O
Negative's music video “Love You To Death.”
If the other genres follow suit, Muzak may be
dead forever.—Charlolte Panther

Reflecting that global bias, titles in
development include RALLY CHAMPIONSHIP,
a road rally racing title developed in
Wales that has sold well in Europe. In
adapting it for the U.S. market, Virgin is making a number of cosmetic alter-
ations, such as changing the cars to models Americans recognize. Virgin is
also working closely with Professional Sports Car Racing (formerly known as
IMSA) to develop racing litles for the PC and PlayStation.

Though Virgin hasn't outlined a strategy for its sports lineup, GrAND Stam
is shaping up for a May release, and NHL PowerpLay 98, slated for
September, features several improvements over last year's edition, including
significantly improved Al; fighting; creates and trades; and season {racking.

Virgin is also casting its hat into the RPG ring with an as-yet-unnamed
title by a founder of compuler fantasy role-playing. Though the storyling Is
still coming together, early concepls look promising. The game is sched-
uled for a 1998 release.—Kale Hedstrom

Virgin

W Continved from pg 42

RALLY

CGW

JUNE 13897

~02:09.7 [-00:18%

CHAMPIONSHIP




THE CARMIAGEDDON XV5 "
520 HORSES UNDER THE HOOD.
EVEN MORE PEDESTRIANS ON TOP.

“Impact Car of
the Year.”

Car & Pedestrian Magazine

“Best mﬂd—ki/l

compacter in

M
1z ﬁ Cld
1D, Cower G'" Associates

“It slices, it dices,
it wipes clean in
aji

Consumer Contorts

e s . +1:38

Some race for glory. Some for money. Then
there are those who drive for the sheer ecstasy

——JRUE 30, 360° of crunching bones against their bumper.

GRAPHICS ENGINE
FEATURES USER- ' _
DEFINABLE CAMERA Introducing Carmageddon. The racing game that B N

ppreiis el  scparates the men from the grease spots on the s - b s

SVGA OPTIONS :
road. Drive whatever you want, wherever you want,
25 DIFFERENT

VEHICLES, EACH over whoever you want. You make the rules. Your HeHTEnsLESTRENOTH ¥
FEATURING ACCURATE motto? Just kill baby. YOU NegD, Eﬁ%iﬁ%ﬁ%ﬂ%ﬂum{m

DRIVING PHYSICS
AND REALISTIC
COLLISION DAMAGE

38 BACE CIRCUTS
AND 3 DIFFERENT e
RACE ENVIRONMENTS ™2
FEATURE COMPLETE
FREEDOM OF
MOVEMENT

Nerwork_pLay ®
INCLUDES 7 MODES -
AND 3 UNIQUE

TRACKS

__ PEDESTRIANS =POINTS! T ATt = bgst g
SHIFFON-THEFLY i o F-ASSISTED 4-WHEEL Dl BRAKES, FOR

J-WHEEL DRIVE MEANS YOU'LL NEVER WNEU\."ERFNG THROUGH PILE-UPS . . . OR CAUSING THEM.
MISS THE BIG BEACH PARTY AGAIN.

CARMAGEDD ﬂﬂ”‘

THE RACING GAME FOR THE CHEMICALLY IMBALANCED.
Coming soon on PC ano Mac CO-ROM

www. interplay.com ©1997 and trademark SCi. All rights reserved. Interplay is the trademark of Interplay Productions. All rights reserved. Exclusively published and distributed by Interplay Productions.
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If your softwareé couiq qream...

it would dream of running On a ﬁi\;ﬁt

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 agaln 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 category, including 3D graphics.” Pentium competitors on hard drive and

- Computer Gaming World graphics performance as well.”

- Computer Shopper

» & o fm

i
i

\ “ - h .

: CALL TOLL FREE:
1-888-FALCON-1
77 or 1-800-258-6778

FALCON NORTHWEST i
COMPUTER SYSTEMS

http://www.falcon-nw.com

Custom built PCs starting at $2,495 for game playing, graphics, game design - or even getting some work done
CIRCLE READER SERVICE #257



10th Planet Bethesda 1197
6300 2D/3D Chip Set Tseng Labs  Summer 97
Agents of Justice MicroProse Summer 97
Aide De Camp 2 HPS Simulations  Summer 97
Atlantis Cryo 7197
Blade Runner Virgin/Westwood 10097
Buccaneer 55 9197
College Foothall 97 MicroLeague 9/97
Earthsiege 3 Sierra late 97
European Alr War MicroProse late 97
Falcon 4.0 MicroProse late 97
FPS Foothall 98 Sicrra 1197
Front Page Sporis Skilng Sierra 10/97
Flying Nightmares Il Fidos Summer 97
Golgotha crack.com Fall 97
Heavy Gear Activision Summer 97
Imperialism SSI 997
Interactive Bamepad (USB) Alps  Summer 97

Island of Dr, Moreau Psygnosis 8197
Jouneyman Project Il Broderbund”  Fall 97
MicroLeague Baseball 6.0 Micioleague  6/97
Mig Allay Empire Fall 97

II

Myst 2; Riven Broderbund Summer 97
NHL Powerplay 98 Virgin 9/97
Quarterback Club 98 Acclaim Fall 97
Pacific General SSI 7197
Panzer General Il 55 1/97
Pentium 1l Intel Summer 97
Pictionary Hasbro Interactive 9/97
Populous 11 EAIBUlliro Fall 97
Prey Apogee/3D Realms Spring 98
Pyramid 3D Accelerator Tritech  Stmmer 97
Quake 1l id Xmas 97

Reach for the Stars 11 SSG/Mictosoft Summer 97

Rebellion LucasArts Summer 97
Red Baron 11 Sierra 9/97
Redguard Belhesda 10/97
Retumn to Krondor 7ih Level Summer 97
Sabre Ace Virgin 9/97
Semper Fi Interactive Magic 9/97
Sin Activision 3198
StarCraft Blizzard Bla7
Steel Panthers Il SS| 11197
TFX 3 DID late 97
Tone Rebellion Broderbund Fall 97

respasser: Jurassic Park DreamWorks  Xmas 97

Ultima On-Line Origin Summer 97
Unreal Epic Fall 97
WarCraft Adventures Blizzard 12/97

Warlords 111 SSG/Broderbund 7197

Wes Craven...Fear Cyberdreams 10197

X-COM: The Apocalypse MicroProse  Summier 87

X-Fighter Sierra late 97

Zork: Grand Inguisitor Activision Fall 97

Hi-Val DVD ROM Drive:

The Next Generation of Storage Arrives

fter much hoopla about DVD and its
potential impact on the compuling
world, unils are starting lo ship, and
DVD must now step up lo the plate and

deliver. Hi-Val, with its DVD System, has

delivered one of the first DVD-ROM upgrade kits,
which includes an EIDE Toshiba SD-M1002 DVD

drive, as well as Quadranl's Cinemaster PCI MPEG-

2 decoder board which also delivers Dolby AC-3
“five-dot-one" audio output,

Selup was
essentially pain-
less: After atlach-
ing the Toshiba
DVD drive to our
molherboard’s
EIDE controller, and
plugging in the
MPEG-2 board, Win
95 recognized the
DVD-ROM as a CD-
ROM drive, found the
MPEG-2 board on
startup and, after feed-
ing driver discs, it was a
done deal. Unfortunately, al press lime there was
a shortage of DVD game titles, though quite a
few were in the works.

We did take a quick look at Sieny SteeL, an
FMV-based submarine adventure which, despite
the uninspiring game:play, looked good. Because
of the lack of DVD content, we took an initial look
al Hi-Val's performance as a traditional CD-ROM
drive, since it will be pulling double-duty playing
both media for some time.

We lested this late beta unit on a Gateway
P166, and in WinBench 97's CO-ROM WinMark,
Hi-Val scored an 828KBIsec on the Overall Test,
just shy of 6X overall performance. However, in
sequential read tests, Hi-Val fared much better,
with transfer rates around 1,200KB/sec, about 8X
performance. We expect that these numbers will
improve somewhat as drivers are oplimized,

Now the not-so-good news: The unit as tested
has a list price of $799, a bil on the steep side
given that EIDE 12X and 16X drives are shipping
for one-fourth that price, and considering the
currently thin herd of DVD game litles shipping.
But as DVD drives begin to proliferate, game
developers are likely to ship both CD-ROM and
DVD versions of their titles. Despite the pricey
up-front cost, if you're looking to upgrade your
aging CD-ROM drive, you might do well to con-
sider a DVD unit.—Dave Salvalor

ony and id have
teamed up o create
a new level for

Quae that ties in with the
release of the giant snake
mavie Anaconda. The Temple of the Mist level has
you fighting off all kinds of jungle nasties as you
make your way through an ancient temple, search-
ing for the altar with the key to your escape. Just
when you think you're home freg, the nightmare

JUNE 1997

begins: A one-on-one battle with the biggest, bad-
dest reptile of all, the Anaconda. For more informa:
lion, check out Sony's Anaconda Web sile at www.
spe.sony.com/Pictures/SonyMovies/movies/
Anacondalsquake.html— Charlolle Panther
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MULTI-PLAYER
READY
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—-f — Nty B
Four distinct races
gach with unique -
fechnologies and
Iaﬂtl“- ro ol

| p
Graphics and com-
bat animation that
blows away the
compelition.

Cinemalie.

-

Command and con-
trol structure that
lets you concentrate
on Kicking ass.
640 x 480

=

More men, more
machines, more
strategic deﬂth
than any ofher
game.

800 x 600

6401480 o

Ead

Four merciless races vie for control of the Galaxy. Each a unique challenge to comman rdestroy. Can you dominate them all?

ﬁ

. 7th LEVEL.

think games."

N 19T Tily Lpwed, Inc. Tih Lovel is o registered trademark of Tih Level, Tnc. AR offer progocts are andlor
\\ \ CIRCLE READER SERVICE #102
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« AVAILABLE THIS SUMMER

Explora the universe of Dominion at E3 in booth #5068,

owners, Al nights resesved. Tin Level, .. Richardson. TX 75081



PREVIEWS 2

WARLORDS Il

Droll Troll,
Ethereal Elf

by Terry Coleman J
e e d 0y know, some days you just
! * have to get up and kill some-
1 thing. Maybe it's a careless

' shaman, a collection of
{ 3 undead whose smell brings

' unpleasant memories of yes:
7, .+ terday’s dinner, or even an
- ! anal-relentive paladin bragging
ahout his boring virtues that sets you off—then
again, you could just be a necromancer who has
vet to meet his daily quota of lifeless bodies to be
re-animated. Welcome to the wonderful world of
WerLonos lll, where warfare is a way of life, and
exotic troops are as common—and refreshing—
as mint juleps on Derby Day.

Prior to the phenomenal success of WARCRAFT
II, the Wastorps series was the best-selling and
best-loved of fantasy strategy-gaming. Serious
wargamers (who'd never admit lo enjoying a fan-
tasy game) often played WaRLoRoS as if it were
WWII on magical drugs: Giant
spiders became

tanks; dragons were really lactical
aircraft; heroes were John Wayne or
Toshira Mifune. But while they quib-
bled about “realism,” they played—
and along with more mainstream
gamers—they marveled at the Al
and the wondrous play balance.

But even all this acclaim couldn't
save WarLorDs from the ravages of
time. The mosl recent iteralion,
WarLoros Il Dewxe, employed a
SVGA-graphics smoke screen that
failed to totally hide its 16-color
graphic origins. In this age of frantic
real-time mulliplay, even the WanLorps
Il faithful began to question if the turn-hased
design could still compete in the markelplace.

Enter Broderbund, whose stralegy game
publishing experience consists of a brief slint
with Enpire Dewuxe and, most recently,

Ascenpancy—not the most scintillaling of
track records. Still, the success of
MysT has given
Broderbund a lot of
retail reach, which is
exactly whal SSG
needs. The result is a
happy marriage where

bolh parties hope lo
see WarLorns Il
become a big
turn-based hit, akin

to CiviLizarion 11,

From whal I've
seen, they have a right

to be confident.

All Your Fantasy Friends Are Back in Wartoros Ill, This Time With Multiplay

Target Release Date: July, 1997
Developer: S5G
Publisher: Broderbund

IMPOSING TOWERS Much like the serendipity icons in
Crviizamion Il towers and ruins can either reward or punish you,
50 take care when investigating them.

CAST INTERNET SPELL

Over the last decadle, Roger Kealing has can-
sistently produced some of the best pure Als of
any slrategy game, from CaRRIERS AT WaR to
ReACH FOR THE STARS to WaRLORDS |1, without the
luxury that chess programmers have of the uni-
verse being limited to 64 spaces. From randomly-
shuffling card decks to geographically-based Al
and beyond, Keating's Als are as unpredictable
as they come. With that in mind, the scary thing
in Wagtoros lll is how much beller the Al has
become. The compuler opponenl coordinales
altacks betler than ever before, defends more
compelently and, al limes, can actually fool you
into thinking that it has a plan.

In Wartoros I, for example, if you could dis-
rupt the Al's preferred movement path, the com-
puter would often lose its way, wandering
around in a manner reminiscent to Lew
Wallace’s lost day al Shiloh. The new movement
system allows the computer to find the best—
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KEATING, NOT CHEATING Wartoros Il has Roger
Keating's best Al ever—which is saying something. Here,
the Al coordinates an assault on an enemy citadel,

but nol necessarily always the shortest—path,
and to dynamically adjust each turn according
to the changing circumstances. Simply put,
Wartoros 111 has the best Al I've seen this
year—and maybe in any year.

Of course, even the best Al isn't as challeng:
ing as a human, but how do you keep a lurn-
based system moving fast enough for mulliplay?
WarLonos lll uses a modified simultaneous turn-
based system thal is similar to CivNEer, except
that this time it aclually works. The ability to set
time limits per turn keeps things brisk and less
predictable. Currently, Broderbund plans to
release the game with both nelwork and Internet
supporl (requiring at least a 28.8-bps modem);
the option for traditional sequential turn-based
play makes email a breeze.

The diplomatic system is being overhauled as
well. Not only is this a boon in solitaire play
(because the computer players do more than just
get offended at human players), but it also
expands mulliplayer options. You could concelv-
ably ally with a buddy and win a team victory,
although it's unclear if scenarios are being specif-
ically designed with cooperative play in mind.

Other amenities include hidden maps and fog
of viar, both of which work at least as well as in.
WArCRAFT II. You can toggle neutral cities lo be
passive or aggressive, or you can lose them
entirely. ity setups may be tweaked lo handicap
scenarios, and you may opt for a “fast start” by
placing full armies on the map from the begin-
ning. If the scenarios become too predictable, you
can even randomize the location of starting cities.

Finally, if your buddies aren't available for
barbarian- or dwarf-bashing, you can stay busy
pillaging in the campaign. This offers a new !
twist for Wartoros, right down lo the cut-scenes
between linked scenarios.

:

BURN & PILLAGE

One complaint about WarLoros Il
vias that you could defeat the Al by
razing every city, and there was litlle
incentive not to do so. In WhrLORDS
III, if you want a more challenging
solo game, or if you prefer multi-
player contesls where your enemy
can't employ a scorched earth poli-
cy, you may toggle the Raze oplion
off. You can still sack cilies, of
course, for immediale monelary
gain, and slowly rebuild them.
Alternatively, you may simply occu-
py & cily or village and start pro-
ducing units on the next turn. But even
here, things have changed. If, for exam-
ple, you conquer an enemy undead city,
you can't immediately begin producing
undead units—a nice touch,

In addition to producing units from
scralch, as your empire grows in fame
and forlune, you may be offered the ser-
vices of mercenaries. Merchants may
offer to sell you arms or objects. And,
as in other WasLoros games, heroes will
flock to your banner. As heroes grow in
experience, lhey gain new abilities,
which are magical, administrative-, or
combat-oriented. While the combat
modifiers are mostly straightforward adjustments
lo attack, defense, or morale, the magic spells
are more involved: Invisibility, re-animation, lele:
port, augury, and phantom steeds all add spice
to combat. The spell list (with around 15 spells)
is kepl deliberately small to make the game more
accessible. Right now, the magic system falls
somewhere between thal of
FANTASY GENERAL and
HEROES OF MiGHT &
Magic I1, but it works
well within Ihe
game'’s structure.

PINUP ART The
collectible Wantonns
card game offers
plenty of heroes and
heroines—most of
them, like Xialla
fiere, more anatomi-
cally viable than say,
Lara Croft,

Doing The SSG Shuffle

They don't call it Reien oF Heroes for nothing:
Concurrent with the release of Wartoros Il for
Windows 95, SSG plans to launch a collectible card
game set in the WaRLoros world. The game plans to
feature orc mobs (as opposed to orcs calmly conduct-
ing their business?), gnoll flamethrowers (dog-faced
pyromaniacs), the humorless dark elves, and assorted
heroes of legend, among other cards.

When asked if they are concerned about the end-
less glut of collectible card games on the market, SSG
replies that “The recent flood of strategy games on
the computer hasn't kept us from developing
Wagrtoros Il has it? If our card game is good
enough, it will sell." No word on the exact on-sale
date for the starter decks, but most new collectible
card games are released at GenCon. So, if S3G
attends GenCon this August, it’s a good sign.

When you combine the great Al, the better
graphic look, and the other impravements to the
Iried-and-irue WarLoRDS system, it's obvious that
SSG and Broderbund should reach their goal: To
make WarLoros Il the most accessible of its sto-
ried line—without sacrificing the elements that
made the olhers classics in their own right. &

DOMINATION

More sophisti-
caled lhan
recent real-time
games, WARLORDS
Il manages to push
the envelope forward
for turn-based
games—especially
for Internet play.
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The first ever STAR TREK space battle simulator.

Iranslucent texture mapping for
' unprecedented cloaking effects.

Real-time color light sourcing for startling realism.
Enemy artificial intelligence that learns

b, ttl e st yI E.

and adapts to your
: ar g this advanced.

“The most anticipated space sim
_Of the }(Eﬂ'l"” -—'-Computer Gaming World

“Starfleet Academy promises to be the
flagship of MacPlay's immensely successful
Star Trek line of games'” — Mac Home Journal

“STAR TREK fans are -ﬁnaﬂy about to get a simulation
worthy of Starfleet itself.” — pc Gamer

3-D POLYGOM ALIEN SHIPS IN THEIR LEGENDARY ROLES OF CAPTAIN KIRK,

CoMMANDER CHEKOV anMD CAPTAIN SuLu

FLy UP TOo FOUR FEDERATION STARRING WILLIAM SHATMER, WALTER KOENIG OveEr 25 CHALLENGING MISSIONS
STARSHIPS AGAINST 30 AMAZING AND SPECIAL APPEARANCE BY GEDRGE TAKE! IN SPECTACULAR 3-D ENVIRONMENTS




“‘-’;--.

& % -.‘\ LN,
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n

WWW.INTERPLAY.COM [ Wéf
WWW.MACPLAY.COM @ /Zj,?
s PMayStatton | BY GAMERS. FOR GAMERS."”

Startleet Academy Software £21997 Interplay Productions, Trademark and ©1997 Paramount Pictures. All rights reserved. Star Trek, Starfleet Academy and related trademarks
are trademarks of Paramount Mclures. MacPlay and play are of Play Productions. All rights reserved. PlayStation and the PlayStation lego are trademarks
ol Sony Computer Entertainment, lnc, All rights reserved, Windows® 95 is a registered trad k of Microsolt Corporation. All rights reserved,
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Harriers, Gobras,

FLYING NIGHTMMIARES 2

Target Release Date: August, 1997
Publisher: Eidos

and Tanks Oh Mv'

Flight S/mu lation

This Is Not Your Father s Combat F

by Denny Atkin

idos’ FLving NiGHTMARES
2 takes a pint of beau-
tifully rendered, realisti-
cally modeled flight
simulation, adds in six
ounces of Conmann
Anp Conauer, and
shakes in a spritz of Muzze VELociTy,
The resulling cockiail is an intriguing
mix of simulation and strategy game.

FN2 is built on two major modules:
a full-blown, state-of-the-art flight simu-
lation and a real-time strategic
wargame. In a multiplayer game, two
players each take the role of commandant, send-
ing ballle instructions lo both computer-con-
trolled and human-piloted units. Remaining play-
ers lake more traditional roles as pilots of AV-8B
Harrier I+ jump jets and AH-1W SuperCobra
altack helicopters.

Instead of just choosing a mission and follow-
ing preassigned waypoaints, pilots follow the direc-
tions of the commandant, with real-time orders
coming in throughout the flight. Multiplayer FN2
supports both LAN and the Internet. Although it
appears FN2 will be at its strongest as a multj-
player game, there are solo options as well. You
can play the commandanl-stralegic mode againsl
the computer, and there’s also a solo flying cam-
paign set in Cuba (see sidebar).

JAWOHL, HERR KOMMANDANT

In the team-play mode, one player creates a
game and chooses the winning conditions, game
setup, and location. An opposing player joins as

D BEAUTIFUL PLUMAGE As one of the first sims designed from the ground
up for 3D cards, FN2 will dazzle you from detail on the Harriers to the
smooth,

alpha-blended clouds.

commandant for the second team. The remain-
ing players then take pilot slots on each side. Up
to 16 players are supported in a game.

Each side is equipped with the same types of
unils—Harriers, SuperCobras, and a variely of Al-
controlled air and ground units; they differ only in
whether they have Green (blue team) or Brown
(red team) camouflage. (Eidos may eventually do
an expansion disc with Russian equipment such
as the Yak-141 jel and Mi-28 Havoc helicopter.)

The commandant views an overhead view of
the batllefield from any of lhree magnification lev-
els. Friendly and known enemy units are repre-
sented by icons. An icon may represent more than
one physical vehicle—tank units, for instance, are
aclually composed of four individual tanks. There's
a full fog of war in effect, so you'll only see enemy
units when they're in view of your own units or
your reconnaissance assets. And even then, spol-
ling them can be difficult, as terrain plays a parl as
well. Infantry in the woods are next to invisible.

“All the major considerations of
real warfare are in the game," says
FN2 Producer Bryan Walker, “but
they're in there such that the player
doesn’t have to worry about them.,”

Facing is modeled, so a rear
alfack on tanks, for example, should
be more effective. Numerical
strength is also laken inlo account.
“Two weak units can beat one very
strang unit, just due to the rules of
flanking," Walker says.

A dozen maps are included,
with a variety of terrain types;
among these are woods, desert, and snow.
Terrain ranges from 100-230 km on a side.
Because combal takes place in real real time
(as opposed to the accelerated time used in
games like Commanp anp CONQUER), Scenarios
can take quite a while to play out. An accelera-
tion mode will be available, which will, for
instance, increase the maximum speed of an
M1-A1 unit from 60 to 90 kph.

Computer-controlled units include M1A1
fanks, LAV-25 armored personnel carriers,
arlillery batteries, Avenger and Hawk air-defense
assets, EH-60 jamming helicopters, E-2C
Hawkeye AWACS, LCAC hovercraft, ulility heli-
copters, infaniry, engingers, and special forces
units. You will also be able to assign the comput:
er {o pilol Harriers and SuperCobras.

Among the most useful assets included in
the game will be RPVs (remotely piloted vehi-
cles), which can loiter over an area and provide
recon information for up to 90 minutes. “If you

CCW
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Duckman, private dick and farr-i!g man, is once again
down on his luck, having lost both his show and his
‘Famﬂ\:;_ Help quide cur foverite duck-detective
through this off-beat, zany adventure
in order to gel his life back!
* Interact vith characters from
the pepular syndicated television
show like Corrfed, Rernice, Ajax,
Charles and Marbo, and King Chicken.
* featuring the veices of Tim Curry, Nancy
Travis, Dweezil Zappa, ard Greqq Eerger.
* More than 10,000 }crarr.es uf awesome
hand drawn animation,

* Schve puzzles, aveid traps, and explore over

40 locations and 80 different scenes,

'ni“rp: / / vmw.])!agmaf estoys,com

Duckman™ and © 1997 Paramount Pietures. Al rights reserved. Saltware

ereatod by llusians Geming Campany. Art and design © 1997 Playmates
PC CD-ROM Inferactive Entertainment Inc. PIE is o registered trodemork of Plapmates
Inferaetive Entertainment lne. All rights reserved,
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PREVIEWS

FLYING NIGHTIVIARES 2

COBRA VENOM As commandant, you can jump into the cockpit of a
SuperCobra and fly an attack mission, but that will leave your troops
uncommanded,

TWO FACED In the great tradition of combination desert toppings and floor
waxes, FN2 is both a 3D flight sim and a detailed real-time wargame.

want to be evil, you can assign one to an
artillery unit," says Walker.

These units are powerful by themselves, but
they can also be grouped, adding to their capa-
bilities. For instance, assigning an engineering

Virge, Rage, and probably Mystique video
chips, as well as Direct3D support for PowerVR
and other 3D chips.

Objects are fully light-source shaded, with
bilinear filtering, antialiasing, alpha blending,

impressive doppler effects as you zoom past
other vehicles, and even echos of your own
engines as you pass close to large buildings.
This doesn't mean the aerial combat will be all
flash and dazzle. Look for both basic and a very

unit to a tank batlalion allows il to dig in and

and other effects when appropriate. The team

realistic flight model.

entrench in a much shorler time;
assigning an anti-aircralt unit to a
group increases the air defense rat-
ing of all the vehicles in the group.

Orders you can give to units
include Attack, Entrench, Join,
Escort, Defend, Bypass, and Relreal.
You can also set waypoints and have
units notify you when they've reached
the desired position.

Assigning orders to human pilots
works similarly, excepl the orders are
simply transmitted to the pilot to carry
oul—updated waypoinls and mission
orders are transmitted to the aircraft's
mission computers,

The commandant can choose to
click on an aircraft and jump in to fly
it himself, but at that point the
remaining units are left uncommand-
ed, and will stop in place once

they've exhausted their orders.

The Cuban Campaign
hile FN2 focuses on multiplayer action, there is also a
Cuban campaign designed for solo play. The cam-
paign should involve about 25 missions focusing on
a hard-line Cuban threat against Guantanamo Bay.
Depending on your performance, the game will be split evenly
between the Harrier and SuperCobra.

The campaign will stress real-world rules of engagement, air-
space management, and doctrine. You'll have fo match a time-on-
larget of plus-or-minus 60 seconds—get there too early and the
enemy will be gone; arrive too late and the good guys may be there.

The campaign will include a full complement of Russian hard-
ware, including the MiG-19, 21, 23, 27, and 29. Ground units
include T54, T62, and T72 tanks; ZSU, 286, and SA-3, 6, 9, and 11
anti-aircrafl assets; and Mi-8 and Mi-24 helicopters.

Expect a busy combal environment, with 500 to 1,500 units
operating throughout Cuba at all times. Your performance is of
the utmost importance—screw up, and expect to see SCUD
missiles headed to Miami.

“The good thing aboul the Harrier is
that it's a very easy plane to fly in
realily,” says Walker. “It's ballistically
neutral and has no ugly tendencies. |
lalked to a Harrier test pilot from
McDonnell-Douglas and he's never
been able lo get a Harrier to spin—
and he's lried.

“The Cobra is nol so easy lo
model," Walker cautions. "We're tak-
ing into account that the Cobra has a
semi-rigid rotor system and handles
very differently than an Apache. We've
added lip vortices computation. You
can get into procedures such as set-
tling with power, where the aircraft i
literally drowning in its own rotor
viash. You can do that on very hol,
heavy days, when you're carrying a
maximum loadout.” You will see gun
recoil effects, detailed systems dam.
age, 12 different radar modes, and

AIR GRUNTS
While the commandant mode abstracts the
batllefield, the human pilots see everything—air

and ground units, buildings, and terrain—in glo-

rious 3D. FN2's flight engine renders a delailed
combat arena in 65,000 vivid colors if you have
a 3D card (a mere 256 if you don't). The prod-

uct will have native support for 3Dfx, Rendition,

has gone almost overboard with object details—
not only do you see the nozzles on the Harriers
rotate, but 3Dfx and Rendition card owners will
aclually see a working HUD display from out-
side the aircraft. You'll even see the fins pop out
of laser-guided bombs as they're launched.

The graphics aren't all that's 3D—Qsound is
used to great effect to provide positional audio,
which increases your situational awareness with

visual cues to help make up for the situational
awareness restrictions of a computer monitor,

In only two pages it's difficull to preview a prod-
uct that's essentially two tightly integrated but very
different games, especially when it has the poten-
tial to reclefine the two genres. Suffice it to say that
there are dozens of features not covered here. For
more information on Internet play in FN2, see this
issue’s "Simulations/Space” column. &
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‘Win 95 is cool, but sucks
with DOS games!

MECH WARRIORZ

§ 2 of salavs 14 Ferenf |
Get it and play it - fast!

Games run be
system they were designed

i 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
try that new Win 95 game. You want it all. But, if you minutes. And, unlike some utilities, it uses less
upgrade to Win 95, it will really hose your DOS than 1 MB of hard disk space and no RAM! You'll
games. With System Commander you can play be up and playing your favorite games in minutes!
each game the way it was meant to be played. . . on

the OS it was designed for. . GET SYSTEM COMMANDER FOR
and that includes our

unconditional 60-day
money back guarantee!

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

CALL TODAY AND PLAY YOUR
BRAINS OUT TOMORROW!

Easy instaliation even you

parents could do! 800 6!‘.8 8266

As you install new OSes, System Commander automatically WWW. v_com com
- . . .

copies key files and adds each new OS to its menu. System
Commander manages unique copies of configuration files for  psention this ad and get overnight shipping!
each installation of DOS, Windows 95 or any other OS.

Look for System Commander in the utilities section of most major software stores, including:

-
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by Jeff Green

he first thing to know about
Activision's upcoming Twinsen's
OovssEy is that no malter how many
gamers you add to the discussion,
you're never going o get a consen-
sus on exactly what kind of game it
is. Is it an adveniure game wilh
action elements? Or is it an action game with a
plot? A smart console game for the PC, maybe?
After talking with the designers and making
my way through a good chunk of the alpha, | can
tell you that you might as well forget genre classi-
fications altogether: You'll never be right. Take
elements of Toms Rainer, Prince oF Persia, and

HARD RAIN Twinsen's first job is o stop the
alien rain that's pelting the land. But viait until
he sees what happens when it clears up.

Super Mario 64, blend in some Crusaper: No
ReareT and even some role-playing elements, and
you're just beginning to scratch the surface of
Twinsen's Odyssey—a game that is surely des:
lined be one of the freshest games of the year.

THE NAME OF THE GAME

Due this summer, Twinsen's ODYSsEY is
designed by Frederick Raynal, the man responsi-
ble for one of the most original adventure games

Is a Genre-Busting 3D Extravaganza

TWINSEN’S ODYSSEY

Super Twinse

Twinsen's Opyssey, the Sequel to RELENTLESS,

Target Release Date: June, 1997
Developer: Adeline Software

./

of the past decade, ALOnE
1 THE Dagk, along with the
more recent TIME
Conmanno, TWINSEN'S
Qovssey is the sequel to
Raynal's RELENTLESS.
Although ReLENTLESS was
lauded by critics (receiving
CGW's 1995 Adventure
Game of the Year award), it
was never the hit it

because Electronic Arts

deserved o be, partly IBAY VIEW Twinsen's world is a colorful, 8D wonderland, Look out for

didn'l bother (or know
how) to market it properly; and partly because it
was a couple years ahead of its time.

Twinsen's Oovssey refurns us fo the animated,
surreal 3D world of Twinsun. As the game opens,
our man Twinsen is called upon to help rid the
town of an oppressive rainstorm, and, after he
does so, the real plot of the game is revealed: The
clear skies open the way for a group of aliens fo
land on Twinsun with the assurance that they've
“come in peace,” but actually mean no such thing.

PLATFORM ISSUES

Raynal and his company, Adeline Software,
have written a brand-new graphics engine for this
sequel, and the results are beautiful. Amazingly-
lifelike 3D-palygonal characters walk and falk in
slunning, pre-rendered, lexture-mapped environ:
ments. All the animation s slate-of-the-art, and
ihe game is full of life forms thal move about and
follow their own agenda, even when you're not
interacting with them.

You control Twinsen from a third-person iso-
melric perspective, and you navigate him through
the game’s many puzzles by switching belween
four different behaviors: normal, athletic, aggres-

that crab, though—he bites.

sive, and discreel. Switching behaviors is a snap
(all are assigned hot keys), as is switching
belween camera views (0 gel your bearings. While
the game Is very story driven—you'll spend a lot
of lime talking to other characters—action and
console gamers should also be right at home, as
many of the puzzles are twilch- and platform-
based—with actions like timing jumps, manipulal:
ing levers, knocking out bad guys, and so on.

Twingen's Oovssey reminds me most of Super
Mario 64, which some compuler gamers (espe-
cially those who have never played it) might
mean as an insult—but | mean it as a compli-
ment. You can be put off by the “kiddie" aspect
of both games if you want to, but by doing so
you're missing out on some truly fun, charming,
and challenging gameplay (anyone still scoffing
should know that Raynal has acknowledged
Mario designer Shigeru Miyamoto as an influ-
ence). Those who've enjoyed Mario, or anyone
who was tantalized by the genre-bending Toms
Rainer, should keep their eyes open for
Twinsen's Oovssey this summer. IL has the poten-
tial to be one of the year's sleeper hits—in what-
ever category you want to put it. &

cow
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you think
of Quake,

one thing is certain: It
raised our expectations
for 3D-action gaming.
Now, it's almost impossible to go back to any-
thing less than true 3D. The immersive realism
of 3D levels, monsters that seem to be “in the
j flesh”—and a full six degrees of freedom has

propelled us to a new level of experience. But if

B Quake showed us the wonders of 3D, it also
exposed the weaknesses In current first-person

Role-playing and character advancement will inake
games like Jen Knisr gven more compeiling,

shooters. Simple run-and:gun, find-the-key
gameplay.can get boring after a while. We need
more meat iniaction games. Now that the tech-
nology:has been brought up 1o speed, it's time
for the gameplay to be as well.

The next generation of first:person.action
games—the:Quaxe killers—are doing just that by
introducing real stories and innovative game
dlesign. Not surprisingly, many of the:games fea:
tured hiere share the same innovations and ele-
ments—elements that will finally. bring action
gaming to:the next level.

Role-playing Elements That
Make You Gare About Your
Character

Most of these Quake killers, Iike Jepl KNiGHT,
Hexent 2, and Daikamana, will give you the chance
to improve your character and cusiomize his

Real stories will bring the game 1o life and gven
affect pameplay.

growing abilities. In' Jeor, you'll be able:fo
increase Kyle's Force powers, while in HExen 2,
your sticcess in battie will directly transate into
more:power for your paladin. By letting you
invest inyaur character, these games will make
you care for his welfare.

Real Stories That Bring the
Game to Life

Hand:-in:hand with the role:playing elements
are engrossing stories that give both your char:
acter and the environmentilife. In Jepi, live:

Environments will be even more interaclive
ant helievahle.

action movies will tell your story as you learn to
become a Jedi and save, or subvert, a secret

Jedi'valley. In DAKATANA, your supporting cast of
characters will lravel along beside you, revealing

secrets of the world around you, unveiling more
of the story, and giving you a glimpse atthe
relationship between your characters and the
NPCs of the game.

Interactive and Functional
Environments for Increased
Realism and Immersion

Being able to affect your environment, and
being in recognizable, functional places will
hecome as important as technology for creating
a bellevable and Immersive environment. In'the
best example, Hexenll, you'll be in levels that

More innovative pameplay will definitely
tiecome the rule. F =\ W
.-r

look so much like real cathedrals that you would
swear they could be used for communion, You'll
also be able to shatter glass windows, break
apart barrels, and destroy furniture; all the better
to leave your mark and make you feel like you are
in a real-life environment.

Better Game Design That
Goes Beyond Key-hunting
antd Shooting

Action gamers are tired of the same old thing.
In‘games like Jeni and Hexen 2, you'll'have to
master new abilities, like Force powers and
magic, that will affect how you fight. Puzzles are
also-playing a larger part in game design, espe-
cially in Datkamana and Jeol, meaning that you'll
have to have a quick mind, as well'as quick
reflexes, for victory, Also, with stories playing a

farger role, mission-based games with real goals,  EASE

rather than level-based games with no peint but
violence, will become the norm:




& by V. Long

hal belter:place fo start
this roundup than with the
founder of the ganre: id
Software. Wark proceeds
apace on Quaxe |l and
(uakeWorLo, the latter of
whichiis id's online multiplayer fragfest. The latest
version of QuAkeWoRLD Increases support fo 32
W players per game and reduces client-side latency by
petter handling bandwidth hogs such as HEHQUH

DARK AND SPARTAN This is just ane room from
Quare 11, which id is now busy working:on, For
more Quake Ilimages, tum to'ourWeb site at
www.compulergaming.com.

UNREAL
& Can It Beat Quake at Its
§ Own Game?

by V. Long and Elliott Chin

WREAL i5 currently very much a work:
in-progress. CGW saw the develop-
ment tools, and received a sneak

peek at the first level (in 512x384 resolution) run-
ning.on a P166 MMX with 32 megs of RAM. The
textures and environment look convincingly grim
i and beflt the prisoner transport ship that com:
prises the first level. 16-bit color and dynamic
lighting add lo the visuals. However, neither the
monsters nor weapons are fullyimplemented yet.

fire. QuaxeWorLo will also inclide Capture
the Flag, a phenomenally popular Quake
mod (see CGW March, 1997, p. 221). The
(QuakeWonrLo plug:in for Netscape Navigator
is also nearing completion, which will allow
even easier access to Iniernet QuAkE.

All'this work on QuareWoRLD will form
the foundation for multiplayer Quake |1,

Amona the other improvements in Quake [I

will be the ability to merge demos into the game
itsalf. This will allow for immersive "cut-scenes”
that actually take place in the game worlditself.
Another change will be the merged streaming of
demo and audio tracks, which allows id to include
highly compressed soundtracks and scoreithem to
specific points in a demo, as If it were a movie.

For Quake I, Programmer John Carmack says
that:he is “strongly considering dropping QuakeC
In faver of exporting most of the game logic to a
separale .DLL{lle." The:switch will nol only boost
overall speed, but also allow for an increasingly
sophisticated Al'and more monsters. Carmack
plans to release the source code, butyou'll still
need a compiler to hack the game.

You play one of four characters (two male, two

female), and explore such diverse locales as
skycities, alien derelicts, and mines. Some pro-
posed'weapons include a flamethrower and the
Stinger—a weapon that makes targets living
bombs.by firing @ mine into them (the mine deto:
nates if:shot a'second time).

Steve Polge, creator of the Quake Reaper Bot, is
on the UnreaL team working on the monster Al.
Some of the beasts will be smarl enough to hunt
In packs, to run away'if outgunned, and even to
compete with'humans for artifacts such as health.

GI Interactive claims thal UneaL shareware
will be available in early September of this yean
with the final product following later that month

A MORE CIVILIZED OGRE Here is one engmy from
Quake 11 1d is accomplishing some conl effects with
this guy::when you shoobhim; he'll start to' become
transparent-as his image fades antd wavers

John Cash and Tim:Willits tell us of various
Quake Il improvements. There will be true rotating
objects, such as spinning tunnels, conveyor belis,
and leaf doors. In fact, the rotating objects are so
realistic thal you can shoot belween the spokes of
a wheel'as it turns. Two-way exits that let you'go
hack lo a previous level are also new: American
McGee, level designer for id, pointed out that levels
will be:more closely tied together, both in lerms of
story and interactivity: What you:do on one level
will affect the scenarios on sticcessive levels.

BRUTE FORCE Monsters:in‘the game mclude the
Brute, which is hiding:in this gloomy oom.

(the editor will come with the game). Though the
game is still early in its development, we should
have something that's definitely worth playing
prefty. soon—if Epic can meel ils shipdate, that is.
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by V. Long

ohn Romerois ane-of a small number
of “stars" in the world of computer

_ gaming. He helped found id Software
i with John Carmack and two.others in
; 1991, designed Doom, and played a
key role in'the development of GuAke.
SIx months ago he leftId in'a much publicized
break lo form his own game company. Today,
Romero's lon Storm s located in'the penthouse
of a Dallas office building, has about 40
employees, and is developing three titles using
ic's QUAKE engine.

Those familiar with Romero know that he has
always wanted more complex challenge in his
action games. He hopes lon's first titie, DAIKATANA,

=,

Samurai Game Designer John Romero Slices Action
With RPG Elements In lon Storm’s Premiere Game

will do just that, by adding different characters,
time periods, and role-playing elements to the

CREEPY CRAWLEY: This Is:the churctilevel in the
third aplsade (Dark Alye °]

action formula. The game also blends in some
compelling features from cansole games stch as
SquareSoft's CHrono TRIGGER, FINAL FanTasy [Il,
SECRET OF MANA, and SECRET.OF EVERMORE.
Consequently, Daiicarana will depart from the
stereotypical lone-hero-versus-the-world paradigm
of the eurrent slew. of 3D first-person games.
Despiie whatever awesome skills you possess as
the main character, Hiro Miyamaoto, the game:is
nearly impossible to complete without your two
companions, Mikiko Ebihara and Superfly.
Johnson. It reflects real fife: You and your buddies
have to work together as a team to Solve puzzles—
as well as to strvive some very hairy situations.

Daikatana: the Movie
“Full 3D, six degrees of freedom of move:
ment:is cool, and gameplay:is important, but



Battle Boar

the story is-a huge:part of the experience,”
explains Romero. “I want you to become so
emotionally attached to the characters that cer-
lain-events in the game will make you break
down and ery: justlike in the'opera scene from
FiaL Fangasy IIL." Romero intends to forge such
relationships between:you and the characters
{hrough a variety of interactions, such as having
you come ta each other's rescue and engage in
wisecracking banter. The heartbreak you will feel
only indicates how much you've bonded with
the characters. This is.a novel
departure from today's
3D shaoters,
where the
only

Sidewinder With i
Ragem

Rocket Launcher

pain you feel'comas {rom receiving (wo loads of
buckshot at paint-blank range.

Among some of the ideas Romero:has for
helghtening the sentimental immersion'in
DalKATANA'S: World are intearated voice:overs
throughout the game to provide more of a
movie-like experience. Indeed; Romero. mace
high-quality dialog a priority, anc has commis:
sioned-a Hollywood scriptwriter, Christian
Divine, to-crait the lines. Plus, a powerful
soundtrack scared by Will

Loconto (of Information

Society fame) will compli

ment the game as well.

Unearthing the Plot

Though yet to be finalized, the plot
currently revolves around the quest for the
mythical Daikatana, an ancient Japanese sword
possessing magical powers, including the
capacity for lime {ravel. In 2455AD, Dr. Toshira
Ebihara unearthed the Dalkatana after a mas-
sive and expensive archaeological search
financed by his family fortune. This wherewithal
came courtesy of his grandfather, Dr: Tetsuo
Ebihara, who'discovered the cure for AIDS In
2030AD. Unfortunately, Dr. Ebihara's evil assis-
tant coveted the relic for himself, beheaded Dr,
Ebihara, and travelled back to 2030AD o steal
credit for discovering the AIDS cure—and to
enjoy the resulting fortune.

You play Hiro Miyamoto, Dr. Ebihara’s bright:
gst student, and an expert in Japanese martial

warts. Mikiko, Dr. Toshiro: Ebihara's daughter, fear-

fully tells'you of the
tragic murder and
the impending
alteration of
history. In
return for

éster 5050.“

Kineticore

setting events right, you will be rewarded with
immense riches. In order to recapture the
Daikatana, you must break into aniimpenetrable
fortress built to safequard the relic. The action
starts when you are air-dropped into the swamp
surrounding the fortress.

Let the Games Begin

Daskarana is much like CHrono TRIGGER in thal
the hero and his frusty companions are sent
hurtling through time again and aoain, n
Daikatana, each of the four episodes corre:
sponds to a distinet period‘in Earth's hislory, You
sfart.out in the future, 2455AD. However, in order
to save the future, you must travel to.the near
present, 2030AD; Unfortunately, because ofan
inadvertent oversight, you and-your pals are
blown back to 2030BC instead, After some time, ™%
you manage to collect enough power to escape !
2030BC, but only fo emerge in 560AD; the Dark
Ages. By:the final episode, vou make Itta the
intencled destination, 2030AD, where evenls can
then finally be corrected.

The episades will be completely different
worlds onto themselves, with unique non-player
characters, monsters, resources, weapons, ani
technologies. In faet, weapons and items
brought from one episode Into another may be
rendered useless simply due to a lack:of ammo
or energy. Each
episode will also
have distinctly dif-
ferent art and color
paleties.

One of the most
eagerly anticipated
aspects of playing the

hero is:the prospect of
wielding a mighty




Japanese sword: Although such:a melee weapon

i IS nothing new In first-person games, it's certainly

one weapon that many fans of the Highlander
serles and Akira Kurosawa movies want to see

& done right, What also makes the Daikatana spe-

clalis the bond you will develop for.it: As you

Sl Udin experience in its use; its powers will grow

et

o tremendously~to the point of it almost becom:-
B 110  sentient being.

Like any good RPG, DAkATANA Will glve experi:
ance points to players who accomplish specific
lasks, stch as finding artifacts or-killing mon-
sters. Stich:experience can be allocated to the
enhancement of a character’s atfributes such as
speed, strength, and attack delay.

One innovation Romero is contemplating for
Dakamnadsithe ability to play from the perspective

of either of the'two companions. Not only: will:your
abilities be determined by:that character’s unique:
combination of atiributes, but you'll see the story
in-a remarkably differentfight. For example, the
exact same scene may:have different dialog to
reflect what that character understood.

Another Idea that Romero'is considering that
would add even more play-value to Dakaana is the
inclusion of various challenges that:aren't neces:

-~ sary to the story-line, but are fun'as a change of

pace. Romero cited examples including the Reapar
Bot contests on sCary's now-defunct Quakehole
Web site, and the fastest-to-complete-the-level con-
tests on |ON Storm's Web site, all.of which have
been enormausly popular among QUAKE fans.

Despite the focus on the plot, the action gam-
ing aspects of Dawarana will not be neglected,

Romero talked excitedly of incorporating ele:
ments from Doom:DeathMatches, such as the
“use" key, BFG-type weapons, balanced
weapons capabilities, and “Doom-speed.” It's
safe to say that many gamers will relish the
opparfunity to use the Daikatana to take a few
heads . la Highlander:

As'with any game so early.in its development
cycle, expect some things to chanae: Look'for
more defalls In follow-up articles by CGW.
Romero projects that Dmmmn will ship in
November, 1997, and that {he shareware and
commercial versions will be released simuliane:
ously. Eidos will publish this and the other lon
Storm games. However, Romero assures CaW.
that he won't release DaikaianA unless it's per-
feat; It it's late, it's late because of me!”

1135 imp-n.rtanl:to\lhem that mese j
; Iong tlmb frlendsleﬂ hlgh

s!tartlun Slmm They Iound

~ edthe company with Todd
Porter and. Jerry O'Flaherly,
:DDﬂl Imm 7ih !.erel

i “._iar iéﬁ. and Mlke wuson at:
huttom The fnunders are

;Januam 1997, cewmso) :
- _HalliaadstheSDHBG
23 cuneaﬂly llled ANACHRONGX,
 while Todd Porter leads the-
8 unnamed 30 realtime strate-
j. qy,firstperson action project.







Exclusive Pitching Meter lets you control your
wind-up and release like an ace reliever. Feel the
pressure on the mound that it takes to throw
big-league pitches.

Unique Batting Meter lets you keep your eye
on the ball and control the power in your swing
...everything it takes to find the sweet spot
and “park one.”

On-the-fly 3-D environment and free-moving
camera give you the action from field levelin 28
authentic stadiums. Accelerated animation pro-
vides the smoothest, fastest graphics for the
most realistic baseball action.

Superior Artificial Intelligence creates over
800 MLBPA players and prospects who think,
move and play like the pros, based on up-to-
date player statistics by STATS Inc.® It's your
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EDI KNIGH+

Finally, a Chance to Duel with Light Sabers and

Ride Speederbikes In LucasArts’ Forceful Jedi Knight

by Elliott Chin

erhaps the most antici:
pated QUAKE killer is
LucasArs" Jeor KNIGHT.
Yet, In a perfect exam-
ple of whal this second
generation of games
accomplishes, it's notihe 3D action
that people are waiting for, it's the story
and the role-playing: the chance o
become that which the Star Wars uni:
verse I8 all about—a Jed:
You play Kyle Katarn as he strives
to become a Light or Dark Jedi. The
story unfolds in cut:scenes as the
game progresses, and{he belter you
do, the better Kyle becomes. Unlike
every other action game, Jeol KIGHT
isrit counting on giblets or graphics
to-seduce you, but role-playing.
JEni KnigHi's gameplay is completely story-
driven, and the FMV cul-scenes integrate perfectly
with the game. In:theintro, an evil droid leaves you

to the mercy of twa bounty hunters. You see Kyle
reach over his shoulder, dispatch the bounty
hunter behind Rim and get up to face the:other At
this point the cut:scene ends-and you find yourself
in the bar-room Where this altercation took place,
with the second bounly hunter's 3D form standing
in:front of you, weapon raised, The game is afoot.

The World of Star Wars

The Jeoi team is striving to create realistic
and functional environments. When you landin
a fevel, you'll immediately be able to tell Where
you are. An engine room will look like an
engine room, and it will'be'in'a logical location
on the ship. Similarly, sewers will run tnder

installations and'landing pads will sit atop
installation rooftops.

Enemies are a realistic part of the environ-
ment. In DagK ForgEs, stormtroopers shouted at

_’Eam 'VERSUS IEDI

o

you to'halt and drop weapons. In
JED), if you sneak up behind the
stormiroopers you'll hear them
talking casually as if waiting for
their shift to end. When they see
you, they'll swivel around and tell
yousto.haltin their trademark
scrambled voice.

Level deslgn looks great, and
takes full advantage of 3D. You'll be
able to swim throughisewer ducts,
jump down onto precarious girders,
and run across catwalks that look
down on stormtrooper squads.
LucasArls promises numerous
secrets (and hidden enemies) on
each level. The levels will also hold
puzzles of various difficulty.

Aside from the puzzles and

smatl-level design, enemies—including Tusken

Raiders, AT-ST walkers, pig-headed Gamorrans,
stormiroopers, and assassin droids—will pro:
vide you withiample action.

ulliplwer support is ong of
M many areas where Jem will
stand out. There will be team:
'. ' p!ay and Capture the Flag play, but the
- most impressive aspect of multiplayer
Jeo will be Internet play, It's very easy o
. slarta Jeoi server. You just select multi-
~ player game, click on Internet, set the
 parameters (numbar of players, map,
and the like), hit OK, and wait for others
{o join. LucasArls doesn't plan to have
their own gaming service (like Blizzard's

) )

| belligerent combination.

. g
e 48
MINE'S BIGGER Imagine dueling your friends with |
light sabers in multiplayer melees. When you add
in the additional Force powers, it should be a

battle.net), and is talking to online gam:

ing services like Ten and Mplayer, but
~with the abﬂhy fo host your own. Internet
servers, this won't really be an issue.




You have a selection of 10 weapons for blasting
the Imperials, fram pistols to stormtrooper rifles (o

repeater rifles to lightsabers, all with different abili:

ties. The Tusken:Prod can shaot single bolts or
multiple shots; the repealer rifle fires rapid aser

blasts; the rail'gun shoots charges that stick'to tar-

gets and then explode—great for deathmalches.
The developers say that you'll even be able to

pilot a speederbike or Crow ship'in some of the lev:

gls; These won't be ReseL Assauir-style sequences;
you'll have full control over these vehicles.

“Obi-wan Has
Taught You Well”

The lightsaber will be the most powerful weapon
in that it deals great damage and can block lasers,
For saber blocking, just hold down one key fo
block all laser blasts in a cone in front of you,
Atiackers from above and behind you will still be
able to hit you. However, as you Increase in level,
you'll have the option of improving your saber
blocking, which extends the range of your cone.
You won't'be able to fire while holding down the
block key, but you could make your opponent
exnaust his ammo and then rush in with the saber;
In addition to saber fighting, there will be a dozen
individual Force powers.

LucasArts says you will be able to use Force
powers and a weapon concurrently, such as strik-
ing down an enemy with your saber while you are

smte rrorn saber [[ghtmg and
el ragenarallon (the rate of
' replenishing your Force

points), lhera are 12 other Force pOWers.
There are 4 basic Force powers, plus 4

“mAY +HE Fencﬁ BE WI-PH YQU

each for the Light and Dark sid@ Among |-

the four basic powers are Fnrcejump
and Force speed. Justin Chin, lead
designer for Jeor KNIGHT, Says that rather

than being able to choose whicn pOWer D { __ G

you gain at level advancement, you.'l! be:
given one power at a time (thus restrict-
ing the more powerful Force abilities to
later in the game). Your choice lies in
how you divvy up your experience points

-among your Force powers, saber fighting,
.and well regeneration.

Before your Light side/Dark side choice,
though, there will be an experimentation

phase where you can try powers from both- Z.

sides. In those cases, when you advance a
level, you can pick either a Light or Dark

~ pawer. Once you make your choice, though,
* you will lose the powers of the other side,
Light side powers include persuasinn (hich

translates info invi_sib_nl_lly) life i increase,
shield, and repulsion, Dark side powers
Include the ability to hurl lightning bolts,

| eeemine, A s
=

ALL CHOKED UP Here's the Dark Force power of
choking at work. This Gamorran guard is having
his life sucked away, but be careful he doesn't
shoot you before croaking.

Darth Vadar’s choke, and saber throwing (the
only ranged attack possible with the saber).
The maximum number of Force powers you
can learn is 10, but even then you won't be
done with your studies, because all powers:
.can continue to be improved.
All Force powers will have a cost, which is
* Subtracted from your Force well; duration
powers will continually drain Force points.
‘You can add experience points to-well regen:
eration if ou plan-on.using an over-abun-
dance of Force powers.

invisible: In other cases, you won't want lo do that;
if'you are choking someone, for example, shooting
him will release yourgrip. Force powers will be exe-
cuted by pressing a single key: You will, of cotrse,
be able to customize all of your controls.

We saw nearly all of the Force powers in
actlon:and ran through some of the levels in the
game. Graphically, the levels looked great, with
transparencies and dynamic lighting. Kyle was
carefully animated for every movement, from
backstroking in the water to crouching down in
arder to lay down proximity mines. Jepi uses
Direct3D for its 3D accelerated graphics, so all
3D cards will'have the same, gorgeous look,
However, because LucasArts isn't using
OpenGL, the graphics aren’t quite as opulent as
GLOuake. Of course, the team is still tweaking
lhe graphics enging.

With all the innovations and twists in gameplay

that Jeol Knichr Is adding, | definitely see much
promise in this game o lead first-person shoot:
ers Into the next generation.




JHEXEN 11

Astonishingly Beautiful Hexen If Boasts Major Improvements Over Quaxe

by V. Long and Elliott Chin opposite of the
ar, far away from the commotion of _necromancer. He
central Texas, somewhere in bucalic relies on strength
Wisconsin, Raven Software is brew- and weaponry o rid
ing up the latest incarnation of the the world of the
Heretic Cycle, using the powerful Serpent Rider's evil.
(Quake engine, some QuAKE Il technol: Each of the four
ogy, and lots of wicked imagination, all warped by classes will have its
large quantities of Dungeons & Dragons. own setiof four
Deve S unique Weapons.
e The Tome of Power,
. Temet} Summer, '07° which returns from
As with the other games In its generation; Heretic, gives each

of those weapons
two functions, pow-:
* ered and regular In

Hexen 11 is bringing us something beyondretread
gameplay. Come summer, it will provide us with
a beauliful game courtesy of a drastically

improved Quaxe engine and Raven's talented WALK LIKE AN... Here's an example of an Egyptian level, with an authentic look ©  essence, this gives
artists, but'it will also give us role-playing ele- and feel, and almost life-like wall murals each character a
ments and character growth; hub:-based levels; set of eight
environments that loak like functioning, real- choose. Of these, two are evil and wo are good. Weapons. The basic archaic weapon idea

world places; and interactive environments. The necromancer is the master of black magic: remains from Hexen (swords, axes, maces) and
e His motivation for destroying Eidolos is obvious: there will also be spells, wands, and staves.
He wants the power for himself. The assassin'is Although Raven.won't be resurrecling the
the hands-on agent of evil, also'known as the Taker  Morph Qvum from Hegenic (which lurned foes
of Lives. Although her intentions are not as dark into chickens).ar the Porkelator from HEXEN
as the necromancer’s, she still warrants caution. (whichiturnsithem into pigs), Itplans to include
The crusader is a just, balanced character; a palymorph artifact that promises to elevate

Class Begins
Hexen 11 picks up
where HereTic and
HEXEN, Doth also by
Raven, left off.

Although you've skilled with both magic and arms, and is particu-  deathmateh to newfound degrees of destruc-
defeated the firsttwo @8 larly adept at healing: The paladin is the polar tion, humiliation; and glee.

Serpent Riders, — - e R L

D'Sparil and Korax, KIH

you must now face a

third, Eidolos.

Like Hexen, Hexen
Il provides several dis-
tinct character classes
from which you and
your buddies can

RABBIT EARS Don't underestinmate the gooly-
looking: paladin, He is probably the strongest fight-

er wielding the maost d Jing-of weapans.

Subterfuge and magic:are it to the other clss-

gs; the: necromancer, assassin and: crusater



What particularly distinguishes
Hexen |l from the-other Quake killers
s the RPG element: Your character
increases in skill and power as he
gains experience and completes cer-
fain levels. For example, the crusader
develops immunity to poison, while
Ihe necromancer gains the ability to
revive:(as undead servants) the crea-
{ures he has killed,

The Magic of
Immersion

The sorcery Raven added lo the
(QuakEe engine comes in two forms:
magical attacks for.the game and an
almost magical heightened immer-
sion in the environment. Raven matde
sure to create the impression of habi:
fation. You'll'see levels complete with
living quarters, chapels, stables, and
outdoor areas. As in the original
Hexen, you'll'see [eaves swirling in
the wind and be able to interact with
your invironment. Hexen |l also adds

TRAVEL +HE WORLD

within, or to crash through doors to make a
grand entrance. We smashed open a few bar-
rels and turned'a wooden cart info a shower
of splinters. Players can also put the environ:
ment to productive use. For example, you can
push around barrels, chairs, chests, and carts
to help solve puzzles and circumvent traps.
Raven even improved the sensation of fly-
ing by implementing a soaring flight model
that banks when you turn. The attention to
detail in Hexen Il is sublime. Observant
gamers will notice that as the Fallen Angel

« and Skull Wizard'(two aerial'enemies) fly, their

robes will ripple and flutter convingingly.

We'll'see the first implementations of Quaxe
[I'technology in Hexen Il: The magnificent light-
ing effects, especially from the stained glass in
the spectacular cathedrals, are courtesy of
(QRAD, & new tool that adds light radiosity to
the environment. The true rolating objects,
such as swinging doors, complex lraps, and
gven functional drawbridges are probably more
obvious to the casual observer.

Four Play

WHAT A TRIP! Here are some more breathtaking looks at
Hexen Il environments. Notice the brilliant, azure fioor painting
and murals in the Egyptian level. Just as nice are the water

new effects such as falling rain.
Fans of wantan destruction will
enjoy. the ability to smash open wood:

Hexen Il consisis of 30 levels, divided into
four distinct time periods (rather than
episodes): medieval European, Egyptian,

en chests tograb the goodies held

and paintings in the Roman bath house,

CATHEDRAL OF PAIN Notice the exquisite textures for the stained glass
windows and the detailed organ in the background. Guarding this'dark but
gorgeous scene is the Fallen Angel, whose robes ripple when she flies.

Ny s L

Ha A

Meso-American, and Roman. Each era will
have a distinct look. In one Egyptian [evel,
you run through a catacomb filled with
sphinxes, pharaoh stalues, and beautifully
textured murals of hieroglyphs that truly look
like they are etched into the walls. The
medieval level is sel in a cathedral that fea
tures huge, stained:glass windows: a court-
yard with destructible barrels and pull carts;
and cobble-stone floors.

The artwork and attention to detail'in the
environment is simply stunning. Nof anly
does each era look historically accurate, but
the textures used are simply gorgeous. The
fact that the environments are interactive will
also draw gamers into the game. Youcan
shoot at the stained glass windows in the
cathedrals, and they'll shatter with a resound-
ing crash as the shards cascade around you.

Like Hexen, Hexen I connects the levels and
episodes with hubs. Raven plans to include
approximately four specially-designed death:
malch levels as well. Raven'and Activision hope
to release the game sometime in June, 1997,




by V. Long

e ipnofic Interactive made a quick name for
: H iiself thanks to its much-publicized
breakup with 3D'Realms. With the release
Bl of fts incredible Quaxe Mission Pack No, 1: Scousge
o Armagon, they:have firmly established them-
selves as 4 start-up worthy of considerable notice.
Not confent to rest on its laurels; Hipnotic is
B proceeding full steam ahead with its next origi-
B nal game, Sin, which will be based on the

BACHRODAI

FUGLY Here are first looks at some of the nightmarish creatures Hipnotic may

unleash upon gamers in 1998,

QUAKE engine, but will otherwise be completely
of Hipnotic's own design. Jim Dosé, Hipnotic
co-founder, vice-president, and praducer, says

P8 the plotin-progress will take place about 100

B vears in the future, when private corporations
provide protection against rampant crime. As the

IPa(IEf of a strike force yOU LIncover a d1abui1ca|
plot by the evil biochemist, Alexis Sinclair, to
transform the population into mutant eriminals
s0 she can ultimately take over the world. As in
[on Storm’s Daikaana, you'll be accompanied by
a genius hacker sidekick.

The number of levels and episodes has yet to
be finalized, but the Hipnotic team says that the
game will be mission-, rather than level-based.

Hipnotic Plans to up the Ante
on 3D Action With More
Interactivity and Story Lines

Indeed, mission
objectives may
encompass several
{evels; and will often
require the player to
fefrain from killing
gverything in sight.
To help accomplish
{hese missions,
you'll have at your
disposal an arsenal
of stealth weapons,
such as sniper rifles
and explosives.
Michagl Hadwin,
co-founder and art
director, points out,
"We want this to be a great single player experi-
ence.”" You can expect lots of rofating objects;

masked {ransparent textures for realistic chain:link &t

fences and grilled catwalks; operable vehicles,
such as subways and consiruction cranes; realis-
tic sparks for metalworks and; of course, big
explosions. Hadwin adds that the environment
will look completely different from Quake's and be
more interactive than DUKE Nukem 3D's.

Mo doubt those special effects will boost the
fun factor for deathmalch as well. Hipnotic plans
o include several special deathmalch levels to

feed the need to slaughter fellow gamers. If these L

Igvels are anything like the Edge of Oblivion [evel
in the Scource oF ArMacon; the deathmalch levels

alone will be worth the price of admission! Siwill §

be published by Activision, and Is-currently
scheduled for release by mid-1998.

TUR®K:
DIN®GSAUR
HUN+ER

Acclaim’s Dinosaur-
Stomping Quaxe Killer
Is Goming to the PG

URDK: DinosauR HUNTER, a gor-
geous:looking first:person shoot-
er on the Nintendo 64, will soon

S8 be ported o the PC. As a Nalive-American

warrior trapped in the past, you must
employ ancient and fuluristic weapons

 Developer: Sculptured
Publisher: ll:dl[lll 1)
'IIIIII Release: Slhl

against a tide of ravenous dinosaurs. Most
of the levels are outdoors, and there are
quite a few platform conventions in the
game; both these aspects alone suggest

DINO-MIGHT Acclaim hopes ta bring & TuraK
port ta the PC In 1998 that's on par-with this
NG4 version; However. it remains 1o be seen

i \whether there Wil be ady:enhancements fo'gle-

vate it beyond simple shooling gameplay

81 that computer enthusiasts might have some-

thing different in this dino:killer. Graphically,
Turok offers some of the most grizzly. death
animations ever. Expect Acclaim's in-house
conversion team, Sculptured, to fake advan-
fage of 3D accelerators for this title—they!ll
have 1o if they expect it to look equal to, or

better than, the N64 version.
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hat's happened to

3D Realms® Prey,

the game that was

supposedto be the

tltimate Quake

killer? Well, it turns
outithat 3D Realms is content fo'let the “rabble”
fight it out for-second generation supremacy.
Prey will: come:in and pick off the winner.

Paul Schuytema, the lead deslaner for PReY,
explains that although the engine had reached
Quake:level functionality by mid-1996, it wasn't
what 3D Realms wanted. "We wanted Prey to be
more than just a QUAKE clone,” says Schuytema:

So they boldly started over. William Scarsboro,
the lead programmer; developed a fresh approach
{030 engine design that Schuytema terms *Portal
Technoloay.” Perlal Technology freats the World
not as BSP trees (as Quake does) but as a collec:
tion of raoms, which allows for dynamic environ-
ments, For example, you can tear down a wall and
walk through the hole fo the oiher side.

3D Realms Waits for the Generation
After the Other Quake Killers to Unleash
Its Revolutionary Shooter

Other intriguing implications include the placing

& of portals anywhere in the level, sothat a door in

the wall of one room might connect to a trapdoor in

| theiceiling of another; thereby creatinga nighlmar'-
I ishly topsy-turvy world.

Preditor, the Prey editor, seems quick and easy o

[ Use. The partially-completed test levels, complete

I with realistically blended 16-bit colored lighting

I effects, run very smoothly. Soon toibe incorporated
8 into Preditor will be the entity module for creating
i new classes of monsters and programming their Al
{ viaa simple point-and-click scheme.

PReY's storyline also underwent changes.

8 Althoudh Paey remains a violent, frightening sci
i ence-fiction game, it now revolves around a mod-

ern-era Apache named Talon Brave. Armed with-his

B wils, brawn, and plenty of attitude (as Well as some

hellacious weapons), he: faces a trinity of alien
spacies known as the Trocara; and a fourth Species

| known as the Keepers.

While we wish we could see more than just tools
and a preliminary work-in-progress, what we did see

{ Was encouraging. Prey Is currently scheduled for
I release in mid-1998, and will require at leasta
’ Pentium 133 with a 3D- graphlcs accelerator.

TRESPASSER : JURASSIC PARK

Retumn to Jurassic Park for mnovatlve Gameplav and Prehistoric Action

reamwaorks s charging:ahead with
TRESPASSER, @ 3D firstperson
aclion/adventure dubbed the “Anti-

Quaxe” by the design team. TRESPASSER Will be
# an entirely physics:based world where all

objects are interactive and can be manipulated.
Most of-the environment is also outdaors in an
island jungle, and the game is goal-oriented,
rather than level-based. Gameplay Is also miles
apart from Quake's simplicity.

Throughout the game, packs of velociraplors
will be hunting you down, and tyrannosaurs and
other dinosaurs will- meet you for the occasional
scary encounter, so action will be a major part of

the game. However, equally important will be puz-

zle-solving, as you will have o climb{ences with:
out being electrocuted, fix and turn on damaged

power generators, and find your way from the
boltom of the island to a radio beacon at the top
of the mountain. The puzzle-solving even extends

{0 how you fight off the therapods; because since

they will be thinking animals, and not unthinking
monsters, you might'be able to outsmart them
rather than wading into them with guns blazing.
Alternatively, because Dreamworks. s striving fo
creale a near-perfect ecological simulation, you
could climb up a tree and just watch the ecosys-
tem at work. For'more on this innovative title;
read Johnny Wilson's cover story. in our March,
1997, issue. Also check out the Trespasser Web
site at www.trespasser.com, created by
members of the Trespasser team. &




introducing the new

GamePad Pro" is the next evolution of PC
gaming, It has ten programmable buttons. Two-player
action. High-speed digital response. And it's compatible with all of your favorite

DOS and Windows®95 games. As well as your existing hands and fingers. It's

www.gravis.com

console action for your PC. It's what you've been waiting for. Check it out

today. And start playing games the way they were meant to be played. Gmws
Get GamePad Pro at vour favorite store or call us at 1-800-257-0061.

| gaming for the 21t century |
C 1007 Advanced Gravis Compiter Technology Ltd. All rights reserved, Gravis and GamePad Pro
are trademarks of Advaneed Gravis, Al tradomarks aro the property of their res; "
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Winbench ‘97
Performance’
66 19

NITRO 2D $149

4 NITRO 3D $149

Bl Mystigue $199

Available at:
COMPUSA (MY

Bilinear 3D
Tunnel Test"

Mystique (not supported)

.
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Advanced 3D Rendering Features

» Gouraud shading for more realistic shading effects

+ Z buffering for faster 3D performance

* Bi- and Tri-linear filtering for smaoth images

* MIP Mapping for better resolution of texture maps

» Alpha Blending for complete or partial transparencies
* Perspective Correction for proper perception of depth

» Video Texture Mapping to place video into images

EC Conncction MIGIO GENEER ﬁﬁ"’g‘ ELEK-TEK inc. E?-i:ﬂ_'l.‘:l._ﬂ“r\_hilil}'

Full version
games from
Activision”
with your

purchase o
Nitro 30" "

getting back is up to you

Enter @ 3D world limited only by your imagination.
A world where images flow as fast as your ideas,
powered by the most advanced technology.

+ 4MB of Ultra High-Speed (600'MB/s) Video Memory
¢ 1024 x 768 resolution with 16.7 million colors

» Microsoft Direct3D and Active Movie support

+ 170Mhz RAMDAC for refresh rates up to 160Hz

NITRO 3D. New from STB, one of the largest multi-
media companies in this world. Helping you create
yours. From $99.99°

(VRN [T (SN
) A
STB Systems, Inc.

(888) 234-8750 hitp://www.stb.com

.
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LOYD CASE o TECHNOLOGY

tee b ‘ias o

Houston, We -
Have a Prohlem

A Method to Hardware Troubleshooting Madness

By Loyd Case

probably get ane or two I'have at times felt alitle like the crusty - the system appears to freeze. Sometimes a ‘ ‘
email messages aday that  old geezer down the street remembering locked system is really one that’s merely There
begin somethinglike this: ~ how he fixed his 49 Plymouth when he navel-gazing for an extended period of isas p ecific
“Dear Mr. Case: My sys- was a kid. There really isn't any substitute time. Not long ago, | installed a third hard
. tem refuses to boot proper-  for experience, and as the saying goes, good  disk in my system and rebooted. When the process I use
lv ever since linstalled judgement s the result of experience, and - Windows 95 splash screen came up, the
Xvzy Il I've enclosed my  experience is the result of bad judgement. — system scemed to stop there. I resisted the when I
CONFIG.SYS and Having said that, there is a specific impulse lo hit the reset button, and went encounter a
AUTOEXEC.BAT files. process [ use when | encounter a weird lo get coffee instead. A good three min-
Can vou please tell me problem of unknown origin, Here then is utes later (eons in computer time), a win- WEi I'd pro b I.e m
what the heck is going on?” the Loyd Case PC troubleshooting tech- — dow popped up, telling me that“Windows
of unknown

While I really enjoy helping people, the  nique. I can't guarantee it will work every i building a new driver database.” After
thought of troubleshooting an unfailiar time, but it makes the job much easier. the computer completed the action, the ori g-i n ’ ’

system with unknown hardware and soft- system booted and all was well.
ware from a distance is only slightly less H"'es 0' “Illmh Several years ago, AT graphics cards in

troubling than the thought of getting a some systems would give you a blank
oot canal, Unless I'msitting in front of a PRINCIPLE 1: Patience Is a Virtue screen for more than 60 seconds when
system, or at least communicating directly When you run into weird behavior, booting Windows 3.1 When [ first

by voice in real-time with someonessitting - especially if it seems serious, stop what installed the card, 1 hit the reset button
in front of the problem computer, there’ you'e doing. This is especially true when numerous times before [ finally got up in

often very little [ can do. disgust and left the room,

On the other hand, I'm pretty good at When [ came back,
solving computer problems when I'm Windows was up. Go figure.
sitting there pounding on the keyboard. So when a system seems to
After reading the 3,547th message like lock, resist the impulse to hit
the one above (okay, so I'm exaggerat- reset and, instead, wait a bit.
ing— but only slightly), [ had to pause Of course, if something
and think: What is it that I do when |

have a problem with my own system?

more obvious happens —say,
you get the big blue sereen o’
Certainly some of it is simply experi- death in Windows 95 or the
ence. I've been delving into the innards dreaded “page fault error”
of compulers for nigh on 15 years now, some games generale, the
and mileage over the termain of varicd prablem seems more siraight-

problems is a very sood teacher. It usual- forward. Even then, resist the

Iy works like this: “Oh veah, | ran into urge lo restart and, inslead,

that on the Brandywine 3400 back in it write down the contents of
89, or at least something similar. All you  B&= tmdiddh il the message. At the very least,

need to do is move the third ISA card to it will help tech support if you

slot four and reset the cache jumper.” need to call them.
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LOYD CASE

P If setting all the variables to make
your Orchid Righteous 3D or Diamond
Monster 3D card work well has you
baffled, check out a utility called

Tweek. Written

Tweek is available at www.crunge,
com/voodoo/himl/tweek.himl. It lets
you set a |ot of parameters that you

previously had

your AUTOEXEC.BAT file.
> ———

from the boot
amaSter | RunProgen I i floppy, it
[Sadatdng | Gewm Diedl T
showed the
T Don' shew sprreng boga o0 progea siad driveasa
Bl ind e 529MB drive.
I Weed Lihting Etfect R
I~ Fasl Moy Ogivn Nothing
I Fast X1 Fisad worked —bul
by Benedict Walmisley, | because I'd

I™ Donl Use Vigne. Prcbiem . couses learg

mamnvm| -|

been trying
everything
under the

to insert by hand into

[ ] e ] |

sun, [ had no
oo |

clearidea of

PRINCIPLE 2: Ask Yourself, “What’s
Changed Recently?”

This is the most common question [ ask
other people when they ask my advice
about a problem they'e having, The usual
answer is “nothing, it was working fine” —
but that answer is often wrong. Ask yourself
again: What’s changed? More than once,
I've run into a problem that was caused by
something | did several weeks ago—und
the reason | didn’t natice it hefore was |
didn't perform the action that generated
the problem for some time.

PRINCIPLE 3: Make Only One
Change at a Time.

Let me repeat that: Make only one
change at a time. Many moons ago when
[ was studying physical chemistry in grad-
uate school, we leamed that one of the
comerstones of the scientific method was
to vary only one condition at a time during
an experiment, then record the resulls.
Programmers call this“Error-Trapping.”
"This may seem time-consuming, but |
guarantee that if you make multiple
changes, you'll either dig yourselfinto a
deeper hole —or the problem will be
fixed, but you won't know quite why —
and understanding why is the first step to
preventing it in the future,

Case in point: a couple of years ago, |
installed a BIOS upgrade in my wifes sys-
tem. When [ booted, 1 got the dreaded
“ROM BASIC: not found error.” L immedi-
ately violated two of the principles I've dis-
cussed: | didn't stop and think, and Timme-
diately began changing all kinds of things
without stopping: drive jumpers, BIOS set-
tings, and so on. When [ would run FDISK

CGW JUNE 1997

what hadn't
worked. As [ was just about to give up, |
realized what was happening; | had
installed a new BIOS —not just a flash
upgrade, but a whole new chip—so none
of the old settings would have been
remembered. Sure enough, the BIOS was-
n't set for large disk support (“LBA” or “logi-
cal block addressing” was disabled, for all
you BIOS tweakers out there).

So make one change at a time, test the
change, and if it doesn't work, change it
back to the original setting. I know, the
original didn't work, cither—but good
troubleshooting is much like rnning a sci-
entific experiment. You want only one
variable to change at a time. [fyou make a
change, and the problem still exists,
change it back before rying something
else. It seems to take longer, but believe
me, it saves time in the long run.

PRINCIPLE 4: Return to a Known
Working Configuration.

"This isn't always easy, though a boot disk
is a good step, If you have the lusury of
extra disposable income, keep a spare disk
drive handy with a copy of a working sys-
tem. I you've made a change like installing
anew sel of drivers for your graphics card,
nuke ‘em and go back to the old ones if you
can. If you've just installed new hardware,
take it out, reinstall the old stuff and see if it
works. If the former configuration works,
step more slowly through the change
process and see if you made a mistake.

PRINCIPLE 5: Two Sets of Eyes Are
Better Than One.
Having someone come along and take

alook al what you're doing is often very

useful. In fact, the second person doesn't
even have lo be technically inclined.
Once, when I thought the system had
hung, I asked my six year old daughter
(who is getting to be quite a game player)
to look at it. “Daddy, the maonitor is tumed
off, was her reply. Boy, was [ embar-
rassed. My other daughter, who is only
three, had pushed the power toggle on the
front of my monitor. Often a second per-
son can help you question your assump-
tions —never a bad thing in this game.

PRINCIPLE 6: If the Problem
Persists, Take a Break.

Get some sleep. Read a book Watch
TV. Come back to the problem fresh; often,
you'll have a breakthrough idea. When
you're hacking away at a problem, its easy
to gel into a rut. One time, | couldn't figure
out why the system kept locking up when
running Windows. | even reinstalled
Windows and all the drivers. I finally gave
up and went to sleep. The next moming,
when booling the system, I noticed it
reported only 24MB instead of the 32MB |
had installed. One of the memory SIMMs
had come just a bit loose — it still looked
like it made contact, and in fact, made just
enough contact so the computer thought it
was there — but when it tried to use it,
BOOM! But I had been too tired to notice
it the night before, and who ever watches
that RAM test anyway?

PRINCIPLE 7: If It Persists for
More Than 48 Hours, Call in the
Pros From Dover.

No matter how long you've been at the
compuler game, theres always someone
who knows more than you da. Tech sup-
port isn't always helpful, unless you can get
areally experienced support rep, but if you
don’t have to pay for it, its worth a try. I've
found online services and the Intemet to be
much more useful, though. Posting a plea
for help, along with a detailed description,
can often elicit useful suggestions.

"These are by no means the only steps in
the troubleshooling process, but they
should be enough to get you going, Next
month, I'll talk about specific tools [ use
during the process of solving technical
problems. Stay tuned. &
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THE LATEST TECHNOLOGY AT THE BEST PRICES.

From high-end, workstation-level performance. To dazzling displays of mulimedia power.
To full-featured deskiops with built-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 100 awards in the past two years,
including PC World's Best Overall PG Company for Service and Reliability. Add to
this an industry-leading 5-year/3-year limited Micron Power™ warranty, and you'll know

why Micron PCs are made o move = very, very quickly. Call or visit our Web site today.
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Surround Yourself in Crushing Walls of Stereo Sound
by Loyd Gase

E'VE COME A LonG WAY from the days of ~ can't hear it with their tinny speakers. Today's

silent movies, silent games, and nearly-  sound cards have cleaner digital audio sections

silent built-in PC speakers. Still, many  and more carefully crafted MIDI patch sets. To
gamers don't realize just how good the music really appreciate the audio quality of today’s
and sound effects have become, because they ~ games, you need good speakers.




SOUND CARDS AND WAVETABLE SYNTHESIZERS, computer speakers have improved over the past couple of years, though there's still a lot more chaff

p wheat in refail land. We gathered a variety of new speaker offerings to test with games and music CDs, and we were fairly impressed. These speak-
re all “multimedia” speakers, which generally means each has its own built-in amplifier and is more compact than many home slereo speakers.
are, however, alternatives to these types of speakers, which you'll find in the Aural Alternatives sidebar at the end of this article.

22 Vany of the newer speakers are configured as a pair of satellite speakers with a powered woofer. Although labeled “sub-wooier,” the bass unils are real-

PHOTOGRAPHY: SCOTT PETERSON

Eneugh of the preliminaries: Let's pop a CD inlo the PC and pump up the volume. It's time {o rock.

WIDI Land MLi S35
* ok

The S35s are fairly typical of
the current crop of satellitefpow-
ered bass combinations. Housed
in beige plastic, the sound quality
is fairly average, but a definite cut

MIDI Land

above the 370Qs from the same
company. Transients are crisp, if a
bit subdued, and the overall mid-
range and treble sound pretty
good. Despite the separate bass
unit, the bass still lacked any
“oomph,” but it is fairly compact.
The real problem with the S35s
is the horrendously complicated
selup. The entire setup is con-
trolled from a single box, to which
a confusing array of wires and
connectors run. Plus, the satellite
speakers have their own set of
controls, since they can be
bought separately. Connecting

everything properly proves lo be

an interesting exercise in puzzle
salving, and operaling them is
equally confusing. I'd save the
puzzle-solving for adventure
games and take a bye on this one.
MIDI Land MLi $35.

List Price: $199; (909) 592-1168,
www.midi-fand.com

Sound Blaster SBS
380 and SBW500

* K Xk

Although sold separately, the
SBS380 and SBW500 make a nice,
relatively-inexpensive combinaion.
They fllustrate something that's
often liltle understood: Powered
bass units help the satellite spaak-
ers sound better. Tested by them-
selves, the SBS380s demonstrate
flaccid, weak transient response
and are completely lacking in any
bass presence. When you throw in
the SBWS500 into he mix, you'd
expect the bass to sound more
robust, but the lransients also
become a lot crisper. The opening

Sound Blaster

movie from Descenr 2 goes from
being ho-hum to hair-raising. One
lest track has a heavy, synthesized
bass, which the SBW500s have no
trouble reproducing, albeit with a
significant mid-bass emphasis.
Qverall, the Sound Blaster
speakers are solid, middle-of-the:
road units with decent sound, a
good price, and easy setup.
Sound Blaster SBS 380 and
SBWS500. List Prices: SBS 380,
§89, SBW500, $99; (800) 398-
1000; www.soundblaster.com

Advent AV370
* ok Xk

The AV370 is a simple, three-way
system, with a powered bass unit
and two satellites. The satellites
sport Advent’s signalure wedge

ssince the satellites only handle midrange and treble; true sub-woofers augment an existing bass speaker sef. Another frend has been the
alngiof the powered woofer as a stand-alone item, but | tested most bass units with the company’s equivalent stand-alone satellites.

shape. Selup is quite easy: Three
wires plug into the wooier and
you're live. The front panel controls
are simple and straightforward,
though there’s no provision for
headphones. The bass unit is quile
heavy, suggesting a strong amplifier,

How We Tested
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Smashing Sound &

Advent AV370

but the 370s don't seem lo deliver
the kind of sound pressure that the
Diamond S2s pump oul. On the
other hand, the sound is uncolored,
if a bit subdued. Transients are
crisp, but not particularly strong.
Acoustic music, in particular,
sounds clean, but playing Descent
2 on this system didn't rattle the
rafters like some of the other unils.
Overall, if you like clean, uncolored
sound and have a small room or
office, the 370s are worth a listen.

Advent AV370. List Price: $299;
(847) 317-3700;
www.recoton.com

Advent AV570
Powered Partners

% %k ok

| have a confession: | have coveted
these speakers for years now.
Before Acoustic Research was
acquired by Advent, these speak-
ers were the AR570s, and were the
original multimedia speakers.

The 570s come as a pair of fair-
ly large, wedge-shaped cabinets
with a 5-inch wooler and 1-inch
dome tweeter. The first thing you
notice when you unpack them is
that each speaker is oddly heavy.
That's because each speaker is a
discrete unit, complete with indi-
vidual power supply and amplifier.
Connecting them fo a sound card
is a bit of a chore—you have 1o
split the sound card cable,

Advent AV570

because each speaker needs its
own RCA jack. Each unit also has
a separate bass, treble, and vol-
ume control. You adjust the bal-
ance by adjusting the volume on
the individual speaker. They can be
mounted on stands (sold separate-
ly) or wall mounts.

These speakers sound very
clean, and can generate very high
sound pressure levels. The bass,
while good for a two-speaker sys-
tem, lacks the visceral punch of a
separate bass unit. Transients and
voice sound very good. At very

high volumes, you can detect
some strain, but overall, these
sound very nice, indeed. Definitely
worth a listen, though your wallet
might protest.

Advent AV570 Powered
Partners. List Price: $399; (847)
317-3700; www.recoton.com

Jazz JS-300 Satellite
Speakers and JS-900
Powered Woofer

1 @ @

Together, these speakers comprise
a fairly compacl, full-featured
setup, with enough power for
smaller home offices. The sound
quality of the JS-300s is really
nothing to write home about.
Transients are somewhal weak and
the stereo imaging seems vague,
but the overall effect is reasonably
good. The bass response from the
JS-900 isn't the strongesl I've ever
heard, but it’s still pretty good
from such a compact unit.

The front panel controls on the
J8-300 are among the most com-
plete of any of the speakers I've
seen, and include bass, treble, bal-
ance, 3D audio, and jacks for
headphones and microphone.

Setup is straightforward, with
no surprises. Overall, if you have a
smaller office and budget, but
wanl fairly good sound, Jazz's
offerings warrant consideration.
Jazz JS-300 Satellite
Speakers, JS-300 Powered
Woofer. List Prices: JS-300,
$125; JS-900, $110; (818) 336-
2689 www.jazzspeakers.com

Roland MA-8
* ¥k %k 7

Roland has long manufactured
portable, powered:monitors for
musicians. The MA-8s, released
some time ago, are quite similar to
Roland’s monitor line, and are
even referred to as “stereo micro-
monitors” on the package.

The overall impression when lis-
tening to the Rolands is one of
brightness—not necessarily a bad
thing for computer games. The
transient response is excellent and
the reproduction of sibilants is
quite realistic and unexaggerated.
The bass drivers of lhese two-way
speakers measure only four inches
across. Factor in the 8 watts per
channel (real RMS power, though),
and you begin to notice that bass
response is lacking. Just for fun, |
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Roland MA-8

wired up the Sound Blaster
SBWS500 powered woofer. The end
result was pretty darned impres-
sive, proving that mixing and
matching can indeed work.
Seemingly underpowered, the
overall sound qualily of the MA-8s
is pretty impressive. If you really
don't have room for a powered
woofer, you might want to check
these out.
Roland MA-8. List Price: $99;
(213) 685-5141 x289;
www.rolandus.com

Platinum Sound
SWS1600W

* ok k)

Platinum Sound claims to “devel-
op twice the product at half the
price." I'm here fo report that they
haven't really violated any laws of
physics: you get whal you pay for.
At first blush, the SWS1600W
appears to be quite similar lo the
ariginal Cambridge Soundworks,

with a couple of positive modifica:

lions, such as a volume control
on the front of the powered
wooler. They are easy to set up,
but the first clue as to the real
quality of these babies is the
speaker wire, which looks like 24
gauge aluminum—not exactly a
confidence builder. The next clue
is the mammoth power brick.
This is easily the largest power
brick I've seen in awhile, though
al least it's the pass-through type
where the wall plug isn't part of
the brick itself.

Platinum Sound

The sound quality is fairly good,
though the SWS1600W won't win
any awards for accuracy. The lran-
sient response seems okay, but the
stereo imaging is quite vague. |
first thought that these speakers
put out a lot of sound, but when
you feed in a track with a high
hass content, you can hear the
speakers straining on the high end.

Overall, these might be worth
looking at—the price is right, the

sound quality okay—but there are
belter alternalives.

Platinum Sound SWS1600W.
List Price: $90; (602) 470-1334f;
www.platinumsound.com

Altec Lansing ACS-55
%k Kk Kk k

The ACS-55s are unique fo this
roundup in offering Dolby
Multimedia Surround Sound out
of two micro-tower satellites and a
powered bass unit. The largish
satellites, which look like they
came right out of “Star Trek: The
Nex! Generation,”" each have a
front-firing and sideways firing dri:
ver. The front speaker is the main
mid-rangeftreble unit, while the
sideways-facing drivers handle the
surround sound chores, The ACS-
55 woofer is a compact black box
that looks vaguely like il was left
in the sun a little too long. Setup
i easy, and Allec Lansing has
definitely improved the user inter-
face. There's only a single power
cord (no brick!) that is atlached lo
the bass unit.

The sound quality of the ACS-
555 is a little on the bright side,
but they deliver pretly good sound
levels. Transients are crisp and the
human voices are realistic. The
bass driver has a clear, mid-bass
boost, but delivers room rattling
sound effects on the Descent 2
intro. Stereo imaging Is robust, but
the Surround Sound capabilities

Altec Lansing

are less impressive, sounding a lit-
tle muddy, even with Pro Logic
encoded fracks. But at $199,
these are a great buy.

Altec Lansing AGS-55. Lis!
Price: $199; (800) 648-6663;
www.altecmm.com/altec.html|

JBL Media 2, Media 4
and Media Sub

P ok ok

JBL has long enjoyed a reputation
as one of the better manufactur-
ers of mainstream home audio
and studio monitors. Now they've
furned their attention to multime:
dia speakers, and the experience
shows. | looked at the Media 2
and Media 4 satellite speakers
and the Media Sub powered bass
unit. Although you can buy the
parts separately, Media 2 and
Media 4 are both available bun-
dled with the Media Sub.

The Media 2 is a small rectan-
qular unit with two small drivers.




INTRODUCING THE STEALTH 3D 2000 PRO. When it comes to ultra-fast 2D,
smooth MPEG video playback, and complete APl compatibility, Diamond Multimedia’s Stealth
3D accelerators deliver it all. But it’s our new Stealth 3D 2000 Pro that really takes 2D and 3D
performance to another level. Simply stated, the Stealth 3D 2000 Pro accelerates everything
from graphics and CAD applications to digital video and high-end 3D gaming. And, like each of our
Stealth 3D solutions, it comes bundled with free business software and games. So visit us at

www.diamondmm.com/stealth3d for all the facts. Because speed like this is no hallucination.

S

Eladed Visit us at www.diamondmm. com/stealth3d for a chance to win a Stealth 3D accelerator.

tullh
. u:umu Stealth 30 is a trademark of Diamond Multimedia Systems, Incorporated, 2880 |unction Avenue, San 95134. All other
trademarks are the property of their respective owners, Bi9g7 Dlamond Mullimedia Systems, Incorpo rights reserved.

Better

graphics,
sharper
video
and the
occasional

hallucination.
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Accelerate your world.




JBL Media 2 and Sub

The hinged stand allows you to
vary the vertical angle of the drivers
a bit. Selup in all cases is pretty
straightforward, though each
requires its own power connection.
The overall sound of the Media 2 is
very clean, though there's almost
no mid- or low-bass content.
Stereo imaging is exceptional, as
is transient response.

The Media 4 ups the ante with
a 5-inch woofer and 1-inch dome
tweeter in a more traditional box
shape. Like the Media 2, stereo
imaging is very good. Because of
the 5-inch bass driver, there's
more bass content, making the
intro to Descent 2 satisfyingly
loud and thumping.

Throwing the Media Sub into
the works really demonstrates the
value of separating the bass unit.
Without the Media Sub, il is easy
to crank up the volume to the
point of distortion. But with the
Media Sub added, high volumes
sound much less slrained.

Although the sound doesn't seem
as uncolored as the Cambridge
Soundworks, nor quite as loud as
the Diamond Sound S2s, the
overall effect is very impressive,
and JBL's offerings deserve seri-
ous consideration.

JBL Media 2, Media 4 and
Media Sub. List Prices: $99, §99,
$149; (516) 496-3400;
www.jbl.com

Cambridge Soundworks
Microworks

* k k&
The original Soundwaorks burst
onto the scene a couple of years
ago, delivering reasonable sound
quality, but lacking the “oomph”
factor when compared to some of
the competition. Cambridge’s
answer to the critics is the
Microworks, and they've clearly
been paying attention. The first
thing you notice is the size of the

Gambridge Soundworks

powered woofer. The wood case
houses a 6-1/2" long throw
woofer—finally, a real bass driver!
The satellites are very similar to
the original Soundworks: They
consist of miniature cubes, each
roughly four inches square.

Controls lake a minimalisl
approach, with just a power
swilch and bass and volume con-
frols. The volume control can be
easily atlached to your monitor
with the supplied adhesive-
hacked velcro. The setup proce-
dures are reminiscent of sefting
up a small home stereo system,
which is a comparison not too
much off the mark.

The sound qualily is nothing
short of stunning. To my ear, the
Microworks is probably the mosl
accurate set of multimedia speak:
ers I've heard: They are smoolh,
transparent, and lack any kind of
audio coloration. The transients
are sharp, the voices balanced,
and the bass is satisfyingly solid.
You can crank up the volume,
even on demanding passages,
and there is absolutely no sign of
strain on the speakers.

These are really great-sounding
units, but at $349 for the set, they
are the second most expensive
speakers in the roundup.
However...| wouldn't mind having
them grace my office.
Cambridge Soundworks
Microworks. List Price: $349;
(617) 332-5936; www.hifi.com

Diamond Sound
S2 Powered Speakers

k ok k ki

Diamond Sound (no relation to
Diamond Multimedia), sent us
one of their first of the S2 line of
multimedia speakers. If the
Cambridge Microworks is a com-
puter speaker designed by audio-
philes, the Diamond Sound S$2s
must have been designed by a
computer hardware designer.

Diamond Sound

The S2s are a geek's dream,
complete with a control unit that
can be mounted in an emply
drive bay. The cable from the con-
trol box even looks like a 9-pin
serial cable. If you don't install
the control box in your compuler,
setup Is prelty easy.

But, al a cool $450 smackers,
these are also for rich geeks.
However, he $450 is a good
investment, given the overall audio




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. So 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.

Visit us at www.diamondmm.com/monstersound for a chance to win a Monster Sound 3D sound card! _
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quality. The S2s aren't quite as
accurate as the Microworks, but

massive bass unit delivers much
stronger bass punch than thal
sported by Microworks. The small,
two-way satellite units deliver crisp
sounding transients and realistic
voices. The horn solo in one of
my test tracks sounded particular-
ly good on this system.

If we ignore price for the
moment, the differences between
the S2 and the Microworks
become a malter of taste. Given
the nature of game audio, most
folks might prefer the somewhat
boomier S2s (Descent 2 certainly
sounds glorious on these speak-
ers). It's a difficull choice, really. If |
had to choose between these two
great systems, though, I'd have lo
lean toward the Microworks, but,
then again, my lastes tend to be
hardwired that way,

You should give these speak:
ers a listen if you can, but be pre:
pared to pony up.

Diamond S2 Pawered
Sneakers. List Price: $450; (310)
582-1121; www.diamond
audio.com

sound very good indeed, and the I t's clear from this list of speakers that

PC audio has come a long way. Given dif-

ferences in taste and budgetary con-
straints, most of the speakers here might
find a home in someone’s office. My recom-
mendation, though, lies with either the
Cambridige Microworks or the Diamond
Sound $2 speakers, if your wallet can handle
it. It you're on a somewhat tighter budget,

Coda

check out Altec Lansing's ACS-55s, which
are a great value for the dollar.

It all you need to do is add a powered
bass unit, the Sound Blaster SWB500 would
he a good choice, thouoh the Jazz JS800
could work well in a smaller office. On the
other hand, if spending several hundred ol-
fars on speakers is a real strain, then the
Roland MA-8s are a solid choice.

Aural Alternatives

| henever you read computer magazines, you might et the
w: impression that the computer. guys invented: powered speak:

grs. In fact, musicians have used monitor S
speakers Wwith built:in amplifiers for many years. E %
Generally/they sound good'and deliver a lot of
sound pressure, They tend to be pretty pricey,
though, except at the very low end, Typical manufactur-
er$ Include Roland and Yamaha.

Another interesting alternative is to have your sound card
wired Into'a small stereo system. In my personal rig, | have a
160-walt Dolby Pro Logic surround sound receiver going
through a set of Cambridge Ensemble Il home speakers.

This entire setup.cost me less than $600, and'gives much

more flexibility than most powered speakers, If you consider Y
ihat some multimedia speakers now costin excess of $500,
this'is not a bad alternative.

e
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Even the best:sound cards often send out a “spike” whenthey're first
pawered up, or when they are powered down. So to avoid sending this
spike through your speakers, be sure ta turn your
.z 1ig on/irst, then turn on the receiver. Whenipow-
‘1’ "~ ering down, turn the receiver oft first, then your PC.
" Finally, there are headphones. This solution is often
overlooked, but in some small apartments:or dorm
rooms, It's the: only way to avaid eviction. Sure, you can'get
cheap headphones for twenty bucks that will plug'into your
sound card, but get serious. Higher-quality'headphones start at
around $70 and some professional models can cost upwards of
$200. Again because of the signal'spike that sounds cards put out,
don't put headphones on befare powering your rig:up, and take
them off before powering down. Be careful of mixer settings when

" using headphones, since sound levels can be surprisingly foud from

sound eards. A great sound card doesn't do jack for. you if you're deaf.




CHECK YOUR 5iX! — PROGRAM

ROCKER SWITCH TOZOOM

-.\*-

IN/OUT OF YOUR RADAR HUD

LAUNCH 3/MISSILES,

THEN RELEASE'A BOMB

go ENSURE DESTRUCTION

MAcro 1: INDEPENDENCE DAY~
Macro 2: F-22 LIGHTNING 117
Macro 3: AH-64D LonGeow ™

MACRO 4: JETFIGHTER Il

LOWER FLAPS, LOWER LANDING GEAR, DECREASE

THROTTLE AND BRING 'ER IN FOR A LANDING

Play it with

:-'..:-‘_‘

‘__... y Ltd, All rights reserved, EagleMAX and ACT Labs are trademarks of AOT I.n.bumqry Lid,
DENGCE DAY TM & @ 1997 Twenlicth Century Fox Film Corparation. All rights rest arved,
ademarks and registered trademarks are the propmly of their respective OWne

THE EAGLEMAX FLIGHT JOYSTICK

FROM ACT LABS PUTS 18
PROGRAMMABLE FUNCTIONS AT YOUR
FINGERTIPS. HYPER PROGRAMMABLE
TECHNOLOGY POWERS UP TO 10
KEYBOARD COMMANDS INTO A SINGLE
BUTTON. STORE CUSTOM-DESIGNED
COCKPIT CONTROLS IN FOUR
DIFFERENT GAME MACROS AND.
PROGRAM ON-THE-FLY WITHOUT EVER

LEAVING THE BATTLE.

A T 1 ADC |
7 i * Ao

MAX THE EXPERIENCE

http://www.actlab.com
1-800-980-9997
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166 MHz TD-22

* Intel* 166 MHz Pantium® Processor
* 16 MB Synchronous DRAM
* 512K Pipelined Burst Cache
* Intergraph Intense 30™ 100 Graphics
w/ 4 MB EDO RAM
* 1.7 6B 10ms EIDE Hord Drive
* 12X EIDE CD-ROM
* Microsoft® InfelliMouse®
* 2 USB Ports, 2 Serial Ports, 1 Porallel Port
» 155d67 Monitor (14.0"viewable)

$1,649

Upgrade o 32 MB SDRAM — Add $100
Ensonig™ 30 Wavelable Cord plus Amp, Speakers & Mic — Addf 575

166 MHz TD-25

* Intel 166 MHz Pentium® Procassor with MMX™ Technology
* 32 MB Synchronous DRAM

* 512K Pipelined Burst Cache

* Intergraph Intense 30™ 100 Graphics w/ 4 MB EDO RAM
* 3.56B 10ms EIDE Hard Drive

= 12X EIDE CD-ROM

* Ensonig™ 30 Wavetable Cord plus Amp, Speakers & Mic

* Microsoft® IntelliMouse™

* 2 USB Ports, 2 Serial Ports, 1 Parallel Port

* 155d67 Monitor (14.0"viewable)

$2,099

Intel Pro 1008 10/100Bose-T Networking Card — Add $125
175469 Monitor(16.0" viewable) — Add $255

200 MHz TD-25

* Intel® 200 MHz Pentium® Processor with MAX™ Technol
« 32 MB Synchronous DRAM

* 512K Pipelined Burst Cache

* Intergraph Intense 30™ 100 Graphics w/ 4 M8 EDO RA

» 5.2 6B 10ms EIDE Hord Drive

* 12X EIDE CD-ROM

* Ensoniq™ 30 Wavetable Card plus Amp, Speakers & Mic
* Microsoft® IntelliMouss™

= 2 USB Ports, 2 Serial Ports, 1 Parallel Port

* 175d69 Monitor (16.0"viewable)

$2,649

33.6 Boud Fox/Modem — Add 5155

Systems include: 30-doy money-back quarantee, 3 year limited warronty; one year on site, Windows 95* w/30 Days Free Phone Support, Macromedia® Extreme 307 ** tool-frea mini fower case




200 MHz TD-220

* |ntel 200 MHz Pentium® Pro Processor

* &4 MB EDO DRAM

« 256K Internol Coche

» Intergraph Intense 30™ 100 Graphics w/ 4 MB EDO RAM
* 5.2 68 10ms EIDE Hard Drive

« 12X EIDE CD-ROM

» Ensoniq™ 3D Wavetable Card plus Multimedia Keyboard
* Microsoft® IntelliMouse®

# 2 USB Ports, 2 Serial Ports, 1 Parallel Port

* 215095 Monitor (20.0"viewable)

$3,849

Three years On-Site Limited Warranty Sewvice* — Add 5759

live 'he 3D e)(pel‘iente. This is no game. Our PCs are

serious 3D graphics machines. The kind that make your eyeballs jitter with ecstasy.

And our direct prices are really low. But the best part — these systems have the
Intergraph name on them. A name that means graphics.

Go ahead, compare our 3D PC prices with other manufacturers’ PCs without 3D.
You'll see. Buying Intergraph is like getting 3D for FREE. No Lie!

So, live the 3D experience. Immerse yourself in the new and vivid universe of 3D.
Let it caress your imagination and excite your soul.

* 3D Graphics. Unbelievable at these prices! You get real 3D acceleration for
Direct3D" apps, mind-blowing 3D games and mulnmedlu It's a world of 3D realism

It's where_
you're going.

with correct textures, Gouraud
shading, environment mapping
— serious stuff

* 3D Sound. Totally 3D.
Our Ensoniq™ 3D sound card,
mic and speakers deliver stereo
surround, wrap-around effects and wavetable synthesis, plunging you into a realm
of 3D sight and sound.

o Spectacular Video. Of course! Intergraph PCs give you MPEG and AV
compatibility, full-screen, smooth-motion video at 30 frames per second at resolu-
tions up to 800 x 600. And you can scale, zoom and stretch in real time.

_This is it! The 3D PCyou want. Got to have.
) And the 3D is FREE! Don't wait. Get it NOW.

Get Intergraph.

INTERGRAP

COMPUTER SYSTEMS

We'll take
you there.

Order Direct Now!
1-800-692-8069

or order on-line
www.intergraph.com/express
Next-day shipment available.

*Servica provide by teegraph Corperstien. Onv4i% sonice oy nod be mvsilebl i cortsin permat cerioms. 30 doy meney - back palicy does net inckadl ceiginal or mases shigging end barding tharges oed bugrm kom dote ol
shipment, ot o comphete copy of oot tesms and conditons of sebo o Lisited Wessantan, ploema wete |itargmph, Oint Madisn (ivkeetrie] Pk, Mard oo (RO20, Hussulle, AL 358040001, **Maromedia Diruma 30 evoletle
n iy gy 5:.-!:-1 Pmn:adm -nmw‘dL l"atl‘a g ned oe kit fo chasge withoul nctice. Prices do not inchads shiging end honding. Ml putchens oo subyect 10 mveddabiliey. Inergroph ond the lssargrach

wd 1D i, T el i L, Poativms Pro, Posium, o WX are registered trodemorks of el Corpration. Windsws i grisend msdemadk of Miroschs
(u-,un‘w I Inlurglnph CumpululSnlem:l 235—?30 5441
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3D REALITy

A movement 18 brewingd .
and with its birth, the PowerVR
architecture begins the awesome

.

struggle against conventional _—

3p; and against the techno-
bourgeoisie who attempt toO

ens the gamer masses. These
AR T RN technologists are
turning their machines of pro-
paganda against GAMERS, desper-
ately trying toO make them
believe that their el S (T
3D performance is good enough.

Well, it is not! This

naked, shameiess exploitation
of gamers has gone on far too

Rise up! For we have

of change: the PowerVR
ogy - 2nd we declare that the

true congolé game experience on
the PC will be our domain.




reallity.

0 uestion P Gl
i gl 3D graphlcs 15

is the time T

Tow o
mhe age Of conventlo' 0 o
ning to agclose. Withering, decaying &
Co Iy
st 3 itsell. . :
i ltﬁn incredible technology has
emerged from the ruins.

3L solution. It is & hammer,

PowerVR™ 1s more than & new _
game experience.

ready to smash the stale PC

Rage against the stagnant
s new 3D reality. You
nscend

Gamers, hoist up your joystick.
sensory experience. Unite around thi
will be the Tirst group oi gamers in history to tra
the bleakness oi the existing 3D experience.

We are pouring gasoline on the o
Intense 3D graphics is not a giit. i

It's a birthright. il | Dont- olay the gawe.
Pe in the Fawe.

fires ol creation. \

The world's leading computer makers are
| building a PowexVR iuture. liore are quickly
joining the liovement. You'll know they re one
of us ii they ilash the PowerVR Ready sign.
Namco, Sega Intertainment, Kalisto, Vic
mokai and others are bringing forth the most
awesomely intoxicating games. Accelerated,
Inhanced and Extreme certiiications demon=

strate support.

mhis is the dawn of high res and high frame
rates with full Z-buiiexring.

ilinear tiltering, blazing
olygon rates Ior the
smoothest 30 experience at
:800x600 and beyond. Xven at
resolutions this high, PowerVR
keeps its Iull ifeature set:

e POWERVR
real-time shadows, 32-bit on-— . \{
chip hidden surface removal,. | - E'X\-}
B1ight volume rendering, trans= \‘1:.-"‘"

parency and fogging eilects. |

the PowerVR Ready sign. (1-800~-366-9782 )

Revol ins v,
t against hardware that doesn’t carry ’

- WWW.pPpOweXrvy . CoIn

The Neo Rea;itgrian lovement has begun. !

- . i I E / -
fee: Jc.:ursel:l. irom the tyranny of g
heir 1n1erior_ 50 experience. ' N E

pective ‘holdexs:
B 7t P
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“We've got to hand it to Spacetec- they've invented the...

SpaceOrb360: The Best, Most
Gripping Way To Quake!”

(..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

WW\"&-’.SpElCEOI’b.COl]]

“The SpaceOrbwill 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

- W.mynew SpaceOrb is 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

CIRCLE READER SERVICE #247

The SpaceOrb 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!

- C00COCHRE

«,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 the Weird-Looking Green Box at
Major Computer and Game Retailers Everywhere.



The Most Respected Reviews
in the Industry for 15 Years

GG Choice

DISSOLUTION OF ETERNITY

READER QUOTES

MYST:

“In a letter in the reviews section last
issue (April '97), a reader asked why you
bash Myst so much. Although his sar-
castic remark about why you might hate
them (sleeping with spouses) may have
been inappropriate, your curt, rude
answer | found to be equally offensive.
Myst may not be my favorite game, but |
admire the artwork and beauty of it, and
enjoy playing it from time to time. | do
not care if you absolutely hate this game.
What | would like (as well as many others
I believe) is a straight-forward explanation
as to why you dislike it so, and why you
feel you have to put it down on such a
reqular basis. Thank you."

—Timothy Kirkiand, via the Net

Drat, you've cornered us. The truth
is, like any stupid prejudice, we've

Games This Month ’é |

hated Mysr for so long now we don't

fon
5

INTERSTATE '76
O T

L S

because the game continues to be a
top-seller despite having illogical puz-
Zles, no characters to interact with, and
an emphasis on pretty, empty graphics
rather than game design. To make mat-
lers worse, the designers slepl with our
spouses. (Just kidding.)

But for those wha think we're just a
bunch of yahoos, we did nominate MysT
for Premier Adventure Game of the Year
in issue #119. So put that in your
observatory and sit on it.

remember why we hate it so much.
Part of it has to do with the game's
unbelievable popularily despite the fact
that most people just bought it to show
off their computers. Although the 3D-
rendered graphics were gorgeous and
incredibly sophisticated for 1993, pan-
ning and motion were painstakingly
slow. But the main reason we bash it is

Review Quote Of the Month

“The design team was able
to simulate perfectly the
effect of putting a moron
in a giant robot.”—Greg
Fortune, reviewing G-Nome

HOW DO WE RATE?

JUNE 199/

We only review finished products, not pre-release versions. The ratings are as follows:
* Outstanding; Very Good: Average: Weak: Abysmal:
* The rare game * A high-quality A mixed bag. It A game with seri- The rare game
* that gets it all * game that suc: * can be a game ous problems. that gels it all
* right. The graph- * ceeds in many * that reaches for * Usually bugay, wrong. This is
ics, sound, and areas. It may the stars, but seriously lacking reserved for those
* gameplay come * have minor prob- * falls short in sev- * in play value, or * products so
together to form a lems, but is still worth eral ways. It can also be + just a poorly-conceived buggy, ill-conceived, or
Transcendent Gaming your money, especially it 1 a game (hal does whal 1 game design—you valueless that you won:
Experience. Our strongest 1 you're interested in the it does well, but lacks should think long and der why they were ever
buying recommendation. ¢ subject matter or genre. : flair or originality. hard before buying it. released in the first place.




REVIEW * A FORK IN THE TALE

Forking Awtul

Think FMV Sucks? A Fork in THE TALE Will Confirm Your Opinion

by Charles Ardai

Price: $49.95
Minimum System
Requirements: P90,
8MB RAM, 1MB video
card, 35MB hard drive
space, Windows 95,
2% CD-ROM, mouse;
Win 95-compatible
sound card.
Multiplayer Support:
None.

Designers: Advance
Reality Interactive
Publisher: AnyRiver
Entertainment

San Francisco, CA
(415) 372-2772
www.anyriver.com
Reader Service #: 317

emember the
Bill Murray
movie Cround-
hog Day? That’
the one in which
he wakes up one
moming to dis-
cover that he is
trapped ina
time loup,
forced to relive the events of a
single day over and over again.
Even at their best, the events

of the day take on a hellish cast
hecause of the inescapable,
numbing repetition.

This is what playing AnyRivers A FORK
INTHE TALE is like, At its best, its reason-
ably funny; at ils worst, the comedy is
abysmal. But since the gameplay involves
going through the same FMV scenes over
and over and over, even the best comedy
in the world couldn't stave off a creeping
sense [hat you have been damned lo
some sort of Sisyphean penance.

Speaking of a hellish cast, your char-
acter in this grim little adventure is
played (or, rather, voiced, since you
never see yourself onscreen) by Rob
Schneider, the oceasionally funny, but
more often annoying, stand-up comic
who rocketed to what fame he now has
doing the “copy guy” sketch on
“Saturday Night Live.” Being trapped in
a time loop is bad enough. Being
trapped in a time loop with Rob
Schneider is punishment indeed.

PLEASE, KILL ME If only you could die in A
Fork IN The TALE, the misery would end sooner.

CeW
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WILL OVERACT FOR FOOD Two more Hollywood rejects, forced to
preen for the amusement of desperate gamers.

DUNGEONS, SAND, DRAGGIN’

As the story opens, you are shot and
hospitalized. Delirious, you awaken on a
strange beach with men on horseback
chasing you. If you successfully evade
them, you are led through a forest by a
beautiful woman who insists that you are
in an allemale universe where a generical-
ly evil ruler has set about effecting some
generically nefarious scheme. Eventually
you are captured and have to hunt around
acastle and its dungeons for the secrets
underlying your odd predicament.

"Ihe trouble is the usual one with FMV
games: You don't really get lo move your
characler around or decide what he does,
Instead, you walch scenes play out and, at
certain key junctures, decide which fork
the tale should take. Tam left or tum
right? Open the door or peep though the
keyhole? Respond to a question with a
wisecrack or a sincere remark? leons rep-
resenting these choices appear
superimposed on the video; which
scene plays next depends on which
icon you select (or which one the
computer chooses, il you don't
move quickly enongh).

1f you choose the wrong fork,
you don't die, but instead find your-
self back at the start of the
sequence and are forced to replay
it. But after facing down the horse-
men on the beach about fifty times

(selecting left, then right,
then right, then being
kicked back to the begin-
ning because | was sup-
posed to make a different
choice), I realized that I'd
have preferred death.

THE BEACH? PLEASE
GOD, NOT AGAIN!

"The comedy is sprin-
kled throughout the
game, with Schneider
making arch commenls
on everyt hiug he sees, in
the manner of Mystery Science Theater
3000. One-liners are randomly selected
and, mostly, thrown away. You hear the
jokes out of a comer of your ear, but you
don't gel to enjoy them because yon're
racing through action sequences, con-
centrating on the timing-based inter-
face, and trying desperately not lo get
thrown back onto the damn beach.

But thrown back you will be, and
back, and back onee more, until finally
the only fork you want to take is a big old
barbecue two-tine and the tail you want
it in belongs to the gamek designer. The
jokes aren’t good enough nor the story
interesting enough to hold your interest
even thiough the first rendition of each
scene. When asked to sit through a
dozen replayings of every scene, my
only answer is, “Fork of,” &

PAPPEAL: People who feel that
Rob Schneider was the hest thing in
Judge Dredd; masochists.

PPROS: The sets, costumes, and
acting, though generic, are
serviceable.

PCOMNS:
Frenetically
paced and poor-
ly scripted; the
gameplay is
primitive and
painfully
repetitive.




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

/ f‘ Va2
A UST [UGLLAR BOLE PLAVIVE BE e

“Fallout has everything necessary to be the best roleplaying game of all fime”

— Next Generation
/'}f"‘l/j; jgzé’?
RATING PENDING ,«f%f;% f—-"f
///J Coming Soon for
EENw www interplay.com Win 95/D0S and Mac

@® 1997 Interplay Productions. Fallout and Interplay are tradematks of Interplay Productions. All rights reserved.
All other trademarks und copyrights are the properiies of their respective owners.
CIRCLE READER SERVICE #354



ADVENTURE

"
ey

Price: 544.95
Minimum System
Requirements:
486/66, Windows 3.1
or 8MB RAM, 4MB
disk space, 2X CD-
ROM, SVGA graphics;
Windows-compatible
sound card.
Multiplayer Support:
Naone.

Designers:

Colossal Pictures
Publisher: Broderbund
Novato, CA

(415) 382-4700
www.broderbund.com
Reader Service #: 318

This Karmic Cartoon Comedy Is Sometimes
More Annoying Than Adventurous

By Dawn Jepsen

hile seeking a cure
for a terrible stom-
ach ache, Koala
Lumpur, a mysti-
cal marsupial and
carloon gurit in
fraining, acciden-
tally triggers a
chain reaction of

cosmic propor-
tions. In order to prevent the now immi-
nent comedy apocalypse, the cartoon
universe’ supreme being, Illa Mental,
tasks Koala with finding the pieces of the
Lost Seroll of Cartoon Prophesies.

Koala conjurers you up as his spirit
guicle, Iy Before embarking into lands
unknown, Koala looks up his oldest friend
and adventure loving dog, Dr. Dingo Tir-
ar. Ti-Far is a gun-toting, fast-talking sci-
entist and inventor with the social graces
of , well, a dog. Poor Dingo is really the
backbone of the adventure, and he
endures being blown up, psychoanalyzed,
and sniffed in all of the usual dog
places— olien while Koala sits comfort-
ably on his glorified flying carpet spouling
all the wisdom of a forlune cookie.

LAB ANIMALS

You, as I'ly, determine where the group
travels. Travel is non-linear, with three dif-
ferent worlds to explore. [n the Land of
Lost "Things, the trio navigates through a
maze of pipes ruled by the vexing ventril-
oquists dummy, Woody Knot.

In the Eye in the Sky sequence, Koala
and Dingo become the newest play-
mmates for the worlds simartest gird, Annie
Body. Annie subjects the duo to playing
dress-up and attending a Lea party from
Hell. After you help them escape, your
emasculated trio must find their way out

cewW
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KILLER TEA Dingo and Fly must rescue Koala from

Annie Body's truly twisted tea party.

WORD TO THE WISE While the humor seems strained,
the puzzles, such as lhis word-associalion challenge,
are nicely done and well integrated with the storyline.

of this psychotic romper room by solving
some rather challenging visual puzzles
and using quick reflexes to avaid being
fried by the tractor beam.

In the Stream of Consciousness,
Dingo faces his greatest fear — his ex-girl-
friend Taff Ly, Fly helps Dingo decode
Tuffs embittered psychobabble in this
boat camp for commitment-phobes.

In an innovative bit of design, Fly acts
as your mouse pointer—an easy and
effective way lo control the game. Koala
and Diingo follow FIys every move (alter
all, he is their spirit guide). You will need
to solve puzzles, play word association,
learm anew language, ind — unfortunate-
ly— get lost in amaze or two. Ifyou gel
stuck, Broderbund offers hints, and even a
full walk-through, on its Web page.

Graphically, Koata Luspog is beauli-
ful. e artists did a great job of animating

REVIEW ¢ KOALA LUMPUR: JOURNEY TO THE EDGE

and shading the main char-
aclers and background
sereens with a look that
gives them a real sense of
depth.The end resultis a
richly textured, unique loc k
that outshines the rest of this
rather mediocre game.
Sound elfects and character
voices are also well done.

SAY WHAT?

While the content of the
game is c-:rtainly nrigin;l]\
the bizarre storyline isn't
engaging or intereonnect-
ed enough to make me
want to gel through the
most frustrating puzeles.
The dialogue often comes
ACTOSS a5 More annoying
than amusing, and the
gameplay is sometimes more trouble-
some Whan adventurous.

However, Ihere’s plenty of challenge
and some lovely art here —if vou can
stomach the moments that try lo be
mueh funnier than they really are %

FAPPEAL: Adventure gamers who
don’t mind putting up with strained
and scatological humor.

PPROS: Unusual concepts; chal-
lenging puzzles; unique and lovely
animation.

PCOMS: Game
premise is weak;
humor is novel
at first but
guickly grows
annoying; yet
another adven-
ture with an
annoying maze.
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Price: $26.95
Minimum System
Requirements: MS-DOS
5.0 or Windows 95,
Pentium 75 (must have
malh coprocessor),
16MB RAM, 40MB hard
disk space, VGA and
SVGA graphics, 2x CD-
ROM drive, reqistered
version of Quake, mouse
and joystick; Sound
Blaster-compatible
sound card.
Multiplayer Support:
Modem (1-2 players),
LAN, Internet

(1-16 players).
Designer: Hipnotic
Interactive

Publisher: id Software
Crawfordsville, IN
1-800-iDGAMES
www.idsoftware.com
Reader Service #: 320

REVIEWS * QUAKE ADD-ON PACKS

Quake, Rattle,
and Roll

These Quake Add-on Packs Will Keep You Knee-Deep in Gibs

by Robert Coffey

aveyoumeno- | e L frends, reliefisin sightinthe
izedtheloca- | : | formofaslew of QUAKE add-
tion of all the " g | onpacks. Butlike a convention
secrels in - : | of Elvisimpersonators, itsa
QUAKE? ) s | { mixed bag—for every per-
Crowntiredof | {  former that can capture the
blasting your it ae. J : : raw power of Elvis in his prime,
buddies'guts | | theresanother guy living in his
out over the = <%t | parents’ basement that’ only
same old I > ‘ mastered the Kings cholesterol
DeathMatch maps againand by : i 2 =% =4 addiction. Lets sort out the pre-
again? Well, my blood-lusting [ oo s e e f tenders from the contenders.

QUAKE, traps in ARMACON are more var-
ied and harder to dodge. Lots of blind
comers and savage ambush zones round
out the lethal nature of the levels.

Scourge of
Armagon

B Escems QUARES
pesky evil min-
ions are back, led
by the menace

4 Armagon, and its
up to you to stop them and save Farth.
Okay, nothing groundbreaking in the
plot department, but Hipnotic
Interactives reluctance to totally over-

LEAVING YOUR MARK

Unlike Quake, bullets leave their mark
on the walls in ARMAGON, but if vou're
pumping lead into the walls and not the

haul a great game is to be commended.
Instead, a little tweaking and tinkering
has produced an even more terrifying
experience thats certain lo gladden the
cold heart of any frag-meister.
SCOURGE OF ARMAGON ups the ante
on just about every aspect of QUAKE,
particularly with its outstanding level
design, Maps are huge and packed with
menace; action takes place in a variely
of environments, from military installa-
tions fo wisting catacombs. The levels
themselves are as hazardous to your
health as any shambler — boulders crush
you in the mines; walls blow out to kill

you; and floors collapse, dumping you
into simmering lava pools. Unlike the
wall-mounted nailguns that dominate

HAMMER OF THE GODS New weapons like the lightning-spitting Mjolnir help you lay
waste to Armagon's deadly army.

CGW JUNE 1337




staInmtlhaaﬂ" -PC MAGAIHE

. HicK-ass fitst person f
mech gameplay.”  -ec eames z

- literally stomping out =
e competition.”  -cuexcon wnd

‘.dction-packed..” -ecomvmo

. Intriquing new gamenlay /
concepts.” -CNELCOM.

7t -

A E
G-NOME upsets the balance of power onthe
3D battlefield. Has your vehicle taken a
pounding? No problem, steal another. On
this world, nothing’s sacred — so watch your
‘back. You could be yanked from your killing
" machine 1n a heartbeat. Just run like hell,
jack yourself another 'bot, then rip into
anything that moves.

' G-NOME: where man does not live and die.
by one 'bot alone.

---___,_._'I~ 2
A 5
CN9G7 All rights resanved. All products are tradomarks andior registered rademarks of their respoctive owners, Www.1thievel.com e
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Price: $19.95

Minimum System
Requirements: MS-DOS
5.0 or Windows 95,
Pentium 75 (must have
math coprocessor), 16MB
RAM, 40MB hard disk
space, VGA and SVGA
graphics, 2x CD-ROM
drive, registered version
of Quake, mouse and joy-
stick: Sound Blaster-com-
patible sound card.
Multiplayer Support:
Modem (1-2 players),
LAN, Internet

(1-16 players).

Designer: Quanium
Axcess

Publisher: Quantum
Axcess

Columbus, OH

Fax: (614) 228-5284
www.shrak.com
Reader Service #: 321

THE GANG'S ALL HERE SCourae OF ARAGON is S0 packed
with monsters some areas look more like convention cen-

ters than rooms.

monsters, you'l spend a lot of time restor-
ing saved games. There are tons of mon-
sters in ARMAGON, and theyte going to kill
you. At normal difficulty, most levels are
stocked with about cighty to a hundred of
the eritters and, just for good measure,

REVIEWS * QUAKE ADD-ON PACKS

they like to come in
packs, Grab that key
and whoosh, five scrags
Icrfcpfm inlo meet you,
Most ambushes cut off
all escape routes, and
ooms boasling a pleas-
ant mix of shamblers,
vores, ogres, and grunls
aren’t uncormmon,

“Two new monsters
add to the chaos: cen-
troidls, giant scorpions
with twin nailguns
instead of claws and a
tough Al that dodges
your attacks, as well as
roving bands of
\\'L'apnll-th[m'ing grel nlins.

New weapons include a fast, high-
powered laser cannon and Thors
Miolnir, a deliciously lethal, lightning-
spewing war hammer. Power-ups
include a Horn of Conjuring that sum-

mons a random monster to fight by your
sidle and Empathy Shiclds that make
atlackers truly feel your pain.

ARMAGON supports GLOUAKE, but
unforhumately, it occasionally crashes in
Windows 95 (it runs fine in DOS), If
theres any other drawback to ARMAGON,
its that some may simply find it too diffi-
cult. Butif you're up to the challenge,
ARMAGON is a savage good time.

P APPEAL: Quae veterans looking
for frantic, challenging mayhem.

»PROS: Top notch level design with
environments that provide part of
the action; inventive new weapons,
power-ups, and monsters; tons of
great, bruising
action.

FCONS:
Sporadic insta-
hility in Windows
95; some may
find it too pun-
ishing to he fun.

Shrak for Quake

, illing itself as
| the “first total
/ conversion of
Y OQUAKE,"

! Strak s less
an add-on than itis a whole new game.
Stocked with entirely new monslers,
weapons, and special ilems, SHRAR is an
enjoyable take on ids masterpiece, pro-
viding its own brand of carefree, gore-
filled bloodletting,

About the only things remaining
from QuAKE are the game engine and
the double barreled shotgun. Nine new
monsters stock SHIAKS 19 levels. They
may not be the most fearsome looking
bunch, but the fireball-spitting worms,
grenade-hurling spiders, clectric cye-
balls, and one totally lethal bastard
called Ruckus Riot provide plenty of
challenge lo newbies and experts alike.

Fortunately, SHIARS arsenal is more
than up to the task of dealing with these
threats. ‘The default weapon, a laser pis-

tol, is slow and fairly incffective; gamers
are betler off with the uzi or racket
launcher. Two new weapons exemplify
the game’s lighthearted take on QUAKE: a
foe-to-lriend converter that turns mon-
sters into allies, and an inflator darigun
that pumps humanoids up into bobbing

CGW
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PURPLE MONSTER EATER The foe-to-friend converter not only tums
monsters to your side, but renders them an irreverent lilac as well.

balloons that burst like pinatas. A utility
belt also comes stocked with Hares,
explosive plastique, and grappling hooks
(which are actually a necessity for com-
pleting some levels).

SHiaKs maps are pretty well-clesigned,
if a little routine, with a stronger emphasis
on platform jumping than shooting. 'The
bigaest knocks against the level design are
that there are too many monsters hidden
in well-concealed arcas and that the lev-
els are frequently oo dark. On the plus
side, Strak docs support GL QUARE, all
the beller to see those monsters with
when they do come out.

SHRAKS idea
of fun is signifi-
cantly less grim
than other add-
ons. Chipper
music plays in
the backgronnd
while you wail
for a subway car,
monsters pro-
gressively show
damage belore
dving, and mul-
tiplayer choices
include a two-
Leam game of
Capture the
I"lag and an aption for squaring off in
leams of grenade-spiders and lightning-
spewing scorpions,

F APPEAL: Gamers looking for a
fresh perspective on Quake.

PPROS: Fun new weapons and
items; tough new monsters; nifty
multiplayer
options.

FCONS: Level
design could he
stronger; some
will see too little
action, too much
platform jumping.
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OVTWITTING vour %
opponkent witH THE

PHYSICAL CHALLETGE

or SLITTING mis
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ILATING FENERE

ECSIAJICAT

Ecstatica Il is an action-adventure game with an edge. A very sharp edge.

An evil sorceror has broken the sacred Elder Sign, which guards the secret
of existence. Recover the picces, Restore order. Hack up anything that gets
in your way. But beware. Danger lurks around every corner, and it'll rake

both brain and brawn to survive. Can you handle it, pal?
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Price: $26.95

Minimum System
Requirements: MS-D0S
5.0 or Windows 95,
Pentium 75 (must have
math coprocessor), 16MB
RAM, 40MB hard disk
space, VGA and SVGA
graphics, 2x CD-ROM
drive, registered version of
Quake, mouse and joy-
stick; Sound Blaster-com-
patible sound card.
Multiplayer Suppart:
Modem (1-2 players),
LAN, Intemet

{1-16 players).

Designer: Rogue
Entertainment

Publisher: id Software
Crawfordsville, IN
1-800-idgames
www.idsoftware.com
Reader Service #: 322

Dissolution of Eternity: Mission Pack #2

# [ you plan to pick
up only one
Quake add-on,
DissoLUTION
OF ETERNITY is
the one you should get. With bruising,
nonstop action; sprawling levels that are
lovingly designed; and a number of
gameplay-enhancing additions, DOL is
a space marine$ dream.

Like ARMAGON, DOES levels are
chockfull of menacing creatures, with
some maps boasting as many as 133
mansters. However, DOE, for the most
part, doesn’t bombard you with huge
numbers of monsters, opling instead tor
a relentless, battering assault that will
keep you reeling. In addition to QUAKES
usual bestiary, you'll blast animated stat-
ues; electric eels; muscle-bound
guardians; and a teleporting, multi-
armed flying horror called an overlord,

Fortunately, you're well-equipped to
deal with these monstrosities. Instead of
introducing entirely new weapons, DOE

has instead modified many of them.
Grenade and rocket launchiers can now
fire mulliple bombs, very usetul when
facing a cluster of monsters. The thun-
derbolt can now shoot sizzling plasima
balls while nailguns can blast devastating
lava nails that hiss angrily into walls. All
weapon modifications can be casily tog-
gled on with an additional tap of each
weapons keyboard number. "The new

powerups come up a little short in com-

ONE MILLION WAYS TO DIE Crushing walls, swirling buzz-
saw blades, and these bladed pendulums are among the

deadly hazards you'll face in DOE.

JUNE 199/
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PUFF THE DEADLY DRAGON Make it to the final level and this fire-belching drag-
on will kill you—if the huge lava pools don't.

parison, and are limited to an anti-gravi-
ty belt that makes high jumping casier
and a power shield thal reduces damage.

LEVELS TO DIE FOR

"The map design in DOE is outstand-
ing, sporting a degree of graphic detail not
present in the original game. Rooms lined
with books; brooding temples; and an
Egyptian level that has to be seen to be
believed create a heautiful, albeit grim,
gaming world. As nice as this eye candy is,
the intricate layout of the giguntic levels is
the real high point.

Challengingly
complex without
being Byzantine,
DOFS levels make
the gameworld as
much of a threat as
the monsters.
You'll have 1o deal
with bladed pen-
duluims, bone-
grinding buzzsaws,
wind tunnels, and
other traps as you
search for keys and
slipgates.

Particularly
impressive are the
carthquake cffects
that rock every-
thing on the
screen —aiming

becomes more difficult and routine
jumps are transformed into desperate,
true leaps of faith. Live long enough and
you'll face the end boss, a scemingly
invulnerable dragon that pulverizes you
from the air as you try not to fall into the
pools of lava carving up the floor.

Multiplayer options include Tag,
Capture the Ilag, and standard
DeathMateh. Capture the Flag can be
played with up to three teams with a
further option for anarchic, single flag
play. DeathMatch players will be happy
to learn that DO features random
powerup respawn, which climinates
opportunities for those annoying,
cheap-fragging “campers.”

With a great soundtrack and support
for GL Quake, DOE simply can't be
beal. Its hard, its brutal, its fiercely
unforgiving — it’s the kind of violent
nightmare you're going to love.

PAPPEAL: Any Quake fan worth his
welght in shotgun shells.

PPROS: Wonderfully designed,
incredibly detailed levels; formidahle
new monsters; lethal new weapon
modifications; Y

game environ-
ment as menac-
ing as monsters.

PCONS: Play
may he too hard
for some players.




~ "The Best
- Multiplayer Game Ever™

Next Generation March Cover Story

“Editors’ Top Ten"

- Ultra Game Players

Since 1989 Bomberman -GN
the ultimate multiplnya'

game. Now “the man” is
available in an eulnm:e:l_
10-player multiplayer |
package complete with 3D
rendered gvaphics, new

BY GAMERS. FOR GAMERS,"™
www.interplay.com
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It LEAVES PARIS WITH PASSENGERS. IT

F(,

"An abundance ol real-time
puzzles and challenges awaits”

- CNET Gamecenter.com

[ )

ﬁ It’s 1914. The world is on the brink of war, and this train could push it over the edge. It’s

ws up to you to untangle a complex web of political intrigue, suspense, romance and betrayal

Available for Windows® 95, DOS and PowerPC. ©1607 Hruerbund Soitware. Ina Windoss 15 US registered wadenuuk of Micaosolt Corp The Last Express ins Broderbind are andior ol B Saftwate, Ine



REACHES CONSTANTINOPLE WITH SURVIVORS.

| € THE - %

aboard The Last Express", a real-time adventure game by Jordan Mechner. E,XPRESS

Bon voyage. www.lastexpress.com “¥’Broderbund .
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Price: $19.99
Minimum System
Requirements: MS-
DOS 5.0 or Windows

Ozone for Quake

ne look at
QZONES
boxand you
! know vou'e
in trou-

ble — the system requirements claim
the game will run on a 4S6DX/100. But
considering that QUAKE won't even un
on anything less than a Pentivm, this

attention to details, exposing QZONE as
nothing maore than a naked attempt to
cash in on the popularity of QUAKE,
QzoNE is a wonderful example of
what notto do to a game. The sound is
distorted and tinny. Clipping problems,
such as scrag tails that stick (lrough
walls and the ability to shoot monsters
through walls, abonnd. Huge frame
rate drops occur with horific frequen-
ey, accompanied by RANM warmings,
even on a PI50 with 32MB of RAM

Level design is the absolule pits.
Most of the 35 levels have less than
twenty monsters, no seerels, and are lin-
ear affairs that don't take advantage of
Ouakees 31 engine. “Too many levels
are just big rooms where monsters stand
around at a distance, Ignoring vou so
vou can have a thrilling exercise in snip-
ing. Excessive stocks of weaponry rob
the game of challenge. New textures do
little to enhance play and, yeah, the
DeathMateh levels suck, too.

95, Pentium 75 (must deception betrays a persistent lack of

have math coproces-
sor), 16MB RAM,
40MB hard disk space,
VGA and SVGA graph-
ics, 2x CD-ROM drive,
reqistered version of
Quake, mouse and joy
stick; Sound Blaster-

About all Qzone: understands about
QUAKE is that its name on Hhe box will
help sales. Gamers know better and
wonld do well to aveid Qzone. %

There are four new
amateurishly drawn
monsters, highlighted by
a green, ann-waving,
shricking thing, Just as
ridiculous is QZONES
lone new weapon, the

P APPEAL: Collectors of anything
with the name Quaxe on it.

compatible sound card. “slicer” that shools icy PPROS: None.
Multiplayer Support: shurikens. Il looks ugly, ~ PCONS: Levels with little to no
Modem (1-2 players), 0 gameplay; laugh- \

the game always calls it
anailgun,” and the
weak “ping, ping, ping”
sound it makes when

LAN, Internet

(1-16 players).
Designer: Wizard Works
Publisher: Wizard Works
Plymouth, MN

(612) 559-5301
www.wizworks.com
Reader Service #: 323

ahle new mon-

sters; pointless
new weapon; a
host of niggling
oversights and

technical prob-
lems.

FISH IN A BARREL The horrendous level design
and the tendency for monsters to keep their backs
turned to you ruin gameplay.

fired sounds like some-
one flinging quarters.
Seary il isn'L

“A DOUBLE MUST-HAVE. -
Anyone who plays computer games ﬁ
 will want this AMAZING CHAIR!" F‘
Marc Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the punch of
. the afterburner!"
Ed Dille, ELECTRONIC GAMES

'I-l 0 W i 'l' w O R l( S
‘A 100 watt subwoofer built into the base
generates low frequency sound that resonates
through the wave chamber hidden inside the
chair. Thus you not only hear but FEEL your
simulation, Paired with your amplifier, the
ThunderSeal makes your favorite flight sim as
realistic as it can be without a motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position. Add a keyboard holder
and you have the perfect setup for both flight
simulation and office work.

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL
1+ 800 - 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle - Suite C
Irvine, CA 92614-6106

714 - 851-1230 Fax: 714 - 851-1185

Now Available
to the Public

T

mu)e of y.cuf

rei:ml of your Chali l.m'. the,
ThunderSeat lets you blast off to a’ nemf’

NASGA

level of realism. P
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Exclusively on [
ganas online

How you How our
see members
you rsell. see you.

1E1's SeE WHAT YOUVE GOt PEQN!

Think you're unbeatable? Prove itl So you've made it through Are you ready to put it all online? ENGAGE is the exclusive site for
Warcraft II. Saved the world. And inflated your ¢go o litanic multi-player Warcrafl 11, With access via The Arena, the Internet and
proportions in the process. Well. bring that most major online

attitude to ENGAGE, lough guy. We've gol a services, we've added

universe full of gamers ready to rip your little another dimension
world apart. Lo Lhis classic bloodfesL.

Meet up with Warcraft
If you haven't played Warcraft Il on ENGAGE,

you haven't played Warcraft Il. ENGAGE brings

dichards in our [riendly chal rooms. Sel up a game. Then
Until you prove your mettle on annihilate them in a game of Warcraft Il. Because that's

logether Lhe besl players - Lo beat their chesls ENGAGE against the best
Warcraft Iif players, all your
victories are meaningless! sclf. Compele on ENGAGE. Download today.

ENGAGE

games online~

exactly what they'll do to you. Ready? Practice by your-
and bash in each other's skulls.

Access ENGAGE at The Arena
.

FarthLink Network®

EHTERTAIMNHENT

wwnw.earthlink.netthearena/war2 It's your Internet” vavw.engagegames.comicgw
Copyright 19961927 by ENGAGE games ontae. AV nghis teserved. WARCRAFT el iiarzard Entertaiment ave registered trademarks of Davidsorr & Associates, . Al rights ieserved Copght 1997 Food and 5{(_';_;() 0[)”0."18-".
Earthtik Network ine. Envthbink Netwoek andd the Earthlink Network lago ave registered trademarks of ExiUnk Network tnc. The Arena is i rademark of Earthtink Network, e, AR rights reserved. 'y
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No Pilot's License Required.

e Attack the Nemesys crime i

syndicate as any one of five
‘pissed-off cops.

* Five choppers. Str‘a;p-'.oni_e on and
command your air 'sp'a'ce

Mising, @ - - ﬂ*

e

SPECIAL OFFER!

Play the Demo. Win the Game.
b www.happypuppy.com
- _ AHappy Puppy Exclusive!

YOU CALL FOR CLEANUPI
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Price: $39.95
Minimum System
Requirements: P75
(P133 recommended),
16MB RAM, 20MB
hard drive space, 2x
GD-ROM drive, 256
SVGA araphics,
Windows 95; Sound
Blaster-compatible
sound card.
Multiplayer Support:
Hotseat (1-2 players);
Modem, Serial link,
LAN, Internet (1-2 play-
ers, 1 CD per player).
Designer: AM3
Publisher: Sega
Entertainment
Redwood City, CA
(888) SEGASALES
www.sega.com
Reader Service #: 324

REVIEW ¢ SECA RALLY

Your Engine

Sega’s Arcade Port, SEGA RALLY,
Delivers a Short, but Sweet, Performance

by Mark Clarkson

ECA RALLY, Segas
second racing port
from the arcades,
strives lo give you
that arcade feel-
ing—from the
pounding sound-
track to the dirt-
kicking off-road
tracks. True, silly
moments such as the ludicrous

lounge singer crooning
“Fiiiinish!” come along for the
ride; but, most importantly, you
gel the pure and fast action of its
arcade cousin, complete with
jumps, bumps, and power slides.

YOUR CHARIOT AWAITS
You can choose between
two cars: The "loyola Celica
and the Lancia Delta.'The
Delta felt a little easier to con-
trol but scemed to be a tad
slower than the Celica. Sega
allows you to tune a car to your
preferences by adjusting han-
dling, tires, and suspension,
Unlike Dayrona USA, cars
take no damage. Plus, there are
only two views: first person
looking forward, and an outside
view fram above and hehind.
You can't look to the side or backwards,
In first-person perspective, Lthe
scenery fills the screen, submerging you
in the game world. You really get the
feeling that you're careening through
town at 130 mph. "Thase who get mation
sick playing DooM and QUAKE might
want lo steer clear of this game.
There are three courses: desert, forest,
and mountain. The desert, with its jumps

CGW
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KICK IT Sega Rally is pretty faithful to the arcade experi-
ence, with fast racing action and real-world physics such
as different surface friction when driving on dirt, gravel,

or grass. Here, it's smooth sailing on this dirt track.

HERE’S A SECRET Initially, you'll only be able to

choose between two cars. However, if you beat the
game, you'll be granted this third bonus car; the faster
and fancier Lancia Stratos.

and gravel and dirt surfaces, is the most
fun. [Fyou actually win the rally (good
luek!) vou can race at the bonus lakeside
course. The rally racing is fast and fun, but
SEGA RALLYS neatest feature is the ghost
car. As you run pract ice |.'lp.‘i, the compil-
ersaves your cars position, The next time
you practice on that track, you'll race
ag;linxl d ghﬂ‘i{ ()f}'ﬂllr C‘Jl':‘i pr(:\'i(m.‘; nin.
Beat your old time and this new best run

, Start

becomes the ghost. 1ts like racing
head-to-head against yourself,

FUN BUT FLAWED
Stca Ravy plays head-to-head
across o LAN, TCPAP, modem, or
serial connection, but each player
needs his or her own copy of the pro-
gram. The game also goes head-to-
head on asingle PC via split-screen.
SECA RaLLy has some fairly nasty
clipping; polygon edges and slivers
of background color are constantly
showing through the loreground
graphics. Luckily, the action hap-
pens so fast when you're racing that
its annoying but not actively distract-
ing. In replay mode, however, the
flaws are downright comical, leaving
trees and people floating in mid-air.
The controls are set up for a
gamepad or keyboard. Forget about
subtle steering corrections or giving
it hall throttle — ity all or nothing,
But SECA RALLYS biggest prob-
lem is that it’s over too damned
quickly, and there’s not much replay
value, Alter lour courses you're
done, Game over. 'The whole thing
takes less than five minutes. That
may be fine in an arcade, but it just
doesn’t cut it on the PC. %

rAPPEAL: Fans of arcade racing
games looking for a quickie.

PPROS: Fast and fun. Ghost car is
a feature I'd like
to see in all my
racing games.

»CONS:
Clipping, poor
support for ana-
log controls, too
few tracks.




“Best
ghoot’em-up
of 1996”
PC Gamer-UK
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=
Price: $69.98
Requiremenis: 4860X%2/66,
8MB RAM, DOS 6.x or Win 95.
Multiplayer Support: None.
Publisher: ReadySofl
Incorporated

(416) 322-7350
www.readysoft.com

REVIEW * DEUS

Tedious Survival

by Thierry Nguyen

nmost cases, realism is a welcome
addition to gameplay, even in
action games, as it immerses you
further in the experience —
whether youte flying over Korea or
spending a night atan inn in
DAGGEREALL. But there are times when
too much realism can get in the way of
gameplay. Such is the case with Deus,

HUNTING THE HUNTED Dtus is a mixed bag
that ullimately gets bogged down by excessive
realism. Most of the game is focused on hunting
down people (like this New Crusaders renegade).

IT'S FRIDAY AGAIN...
DEus is the sequel to the 1994

Readar Service #:325

game ROBINSON'S REQUIEM. As in

that title, you are dropped into a for-
cign world and forced to play a game of
survival. In DEUS, though, you have an
added purpose: to hunt down a renegade
group called the New Crusaders,

On the plus side, DEUS has nice-look-
ing outdoor termin and SVGA graphics, as
well as large areas to explore and a decent
enemy Al (some enemies will re-orient

themselves for a better shot and slip away

from you). The games major fault, though,

is its realism, especially in how the game
models your body condition. Everything is
micromanaged, from your body tempera-
ture to the hours of sleep you get. The
manual lists no less than 22 ways o die,
including hyperalgesia, hypothermia, and

high blood pressure. You can play the
game in action mode (which takes away
all character simulation functions), but
then it gets pretty dull.

OVERDOSE OF REALITY

DEUS’ excessive realism comes at a
price lo gameplay. It reaches the point
where getting a cut could mean con-
tracting tetanus, If [ wanted that much
reality, | wouldn't be playing a computer

game. %

PPROS: Decent enemy Al; nice
high-resolution
graphics; large
areas to explore.

»CONS:

Realism leads to
tedium; roaming
around gets bor-
ing after a while.

his is the 125th Anniversary of Arbor Day,
the tree planters’ holiday. This year The National
Arbor Day Foundation asks you to plant Trees
for America, and provide for their care.

Trees Make a World of Difference. Thanks to
trees we enjoy shadier streets, greener city parks,
and friendlier neighborhoods. Trees also produce
oxygen, absorb carbon dioxide, and help keep the
atmosphere in balance.

This year, plant Trees for America. For your
free brochure, write: Trees for America, The Na-
tional Arbor Day Foundation, Nebraska City, NE
68410.

i ER
Al )7
k L The National
Arbor Day Foundation™

www.arhorday.org




You need ‘em to play.

Hard. Fast. Guaranteed to thrill. The fastest, most innovative digital ball-basher in the universe is here for your personal pleasure.
Five savage, fully-animated tables from the ricochet riot of Firestorm to the badass overload of Duke Nukem with all the the authentic
gravitational pyrotechnics of real pinball. View all the table at once or get close for some whiplash scrolling action! Send scampering
aliens to neon oblivion! Go gonza with 5X multi-ball mayhem! Hit rails, flippers, pops, sinkholes, targets, magnetic
flippers, ramps, the ‘cyclotron’ ball accelerator — every conceivable pinball feature in all its glory!

Get Balls of Steel and test your manhood today!

@
| ol
‘Rv pf#‘g‘fa ng‘; W:’Id l.?"'e Balls of Steel™ @ 1997 Pinball Wizards, All Fights Reserved, Created by Wadlire Stiedios Py LIa_ in conjunction with munnws 95 &T Interactive
. A4 LIPS pinbal Wizards, Published and distiuied by 6T Interactive Soltware Corp. Miceosolt® and Windows® are registered cn_n“m Software
5 v s | s

ST U B'I O35 trademarks of Microsoft Corporation. Al ather trademarks are the property of their respective compani
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Ever fire live rout
mosquitoes anc

Ever hack down a bunc

Ever use 3 Crowbar to
' Up an old coot? |
ood ol boys witha

Ever h; s wire? 48
tra?f; hit the broadsige of o N hay

4 54' Park with Nado-wrackaq

494 Casy|| Pistol>

) Ever Iagnch ‘!’NT at
pig=-stealin' aliens
and turd minions...

. vep, I saig
turd mfn}cnsu)

and watch 'em fry2

Heck!
Y'all Will Now!

[5‘;‘ ]‘n‘. l'llr'...‘\::. Fer ilf jlll:n’.h;{ entatialinme

At

©1897 Xalrix Interactive Design. All rights reserved. Redneck Rampage and Interplay are trademarks of Interplay Productios



ﬂ{ Gin-u-wine redneck dialogue and humor

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

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

ﬂ{ Gas up with pork rinds, whiskey, and beer a=plenty

?‘{ 8 player multi-player, death-match action
and modem play

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

3 Down Load the :
7 ‘.h’te.mo"tive. Preview fit: ¥ i
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esigned exclusively for MMX.

gy
LTy

ure

2T
fi adventure d
One small step for the moon...one giant shock for mankind! The Lunar Free State has declared indepehdence from the Earth. For a hardcore Lunar Militiﬁman_\
like you that means strategic combat against the military might of the United Nations on treacherous moonscapes and space stations. G-Force intensity. Voic

recognition. Al-controlled reinforcements. Variable level gravity. Radical multiplayer tachnnlngy. Rebel Moon Rising is a revolution in every sensaiul the wurd\
o . L . _ -y )

N

o Ty N — : 2 B ¢ : = )
- - Color-and Resolution unlike Talk directly to fellow rebels in Infiltrate. ASsassinate. Destroy. . Capture-the-flag or be fragged!
- anything on Earth! crt multiplayer Squads. Defend. Rescue. - s,
; N



64,000 colors

Voice Recognition Technology

Extreme Resolution
(up to 1280 x 1024)

Variable Level Gravity
Dynamic Lighting Model

Combat, Squad and
Capture-the-Flag Multiplayer Modes

.

8-Way Network and Internet Play

Goal-Based Missions

Soundtrack by Kranium

O To join the revolution go to www.gtinteractive.com,
: call 1-800-432-3493 or visit your local retailer.

Rebel Moon Rising © 1086, 1957 Fenris Woll, Lid, Al Rights Ruserved, Rebel Moon is a
registered rademark and Hebel Moon Hising is o tradomark al Fanris Wall, Lrd. - = P
Published and distibuted by GT Inleractive Seltware Corp, IBM and VoiceType are  Voice Activaled wilh IBM

of IBM, All other arn prof of thair respecti h VoiceType™ Technology

GT Interactive
Software

www, glinteraclive.com
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Price: 549.95
Minimum System
Requiremenls: P30,
Windows 95, 16MB
RAM, 80MB hard drive
space, 256-color SVGA
graphics, VESA Local
Bus or PCI video
w/1MB RAM, 4x CD-
ROM, Windows 95,
mouse, Sound Blaster-
compatible sound card,
joystick recommended.
Multiplayer Support:
Internet or LAN (1-8
players), Modem or
serial connection

(1-2 players).
Designers: Sean Vesce,
Zachary Norman,

Dan Stanfill

Publisher: Activision
Los Angeles, CA

(310) 473-9200
www.activision.com
Reatder Service #: 337

Kk kkki} REVIEW ¢ INTERSTATE '76

- SUper

Groovalistic!

Get Down Tonight With INTERSTATE '76,

by Jeff Green

nyone who says that the
T0s were cool probably
wasn'l there at the time.
Being ald, | can testify
that really, the kids today
are alot better off, For
example: Green Day....or
Peter Frampton? The X-
Files....or Battlestar
Calactica? In-line skat-
ing....or roller boogic? | rest my case.
But while the 70s themselves may

not have been cool, 70s revisionism is
way cool. The Brady Bunch Movieis
much funnier than the TV show was,
Likewise, INTERSTA1E 70, Activision’s
T0s-era automobile-combat simulation,
is far betler than the bad TV cop shows
it affectionately parodies, But
INTERSTATE 76 is not just a one-joke
game. Its deep, challenging, and mon-
strously entertaining — and one of the

Activision’s Kick-ass Auto-combat Game

Production), is a
17-mission adven-
ture set in 1976,
when the evil vil-
lain Antonio
Malochio has
assembled a
group of “auto
mercenaries” in
the American
Southwest with
plans to destroy
the largest oil
reserve in the US.
Opposing
Malachio is a
Mod SquacHike
group of auto vigi-
lantes who have taken to the road in
souped-up, weapon-laden muscle cars,
You play the role of Groove Champion,
an auto racer who joins forces with the

“This is one of the best games released
so far this year. Only a lousy save-game
feature knocked it back a half star.”

best games released so far this year.
Were it not for one glaring problem, this
would be a five-star game,

WE ARE THE CHAMPIONS

INTERSTATE 76 wars designed by
Activisions MECHWARRIOR 2 team, and
the pedigree shows. The designers have
ripped the guls out of the MECH engine,
given it a major gmphi('s overhaul, and
used it to fashion a rich single- and multi-
player game that should appeal to both
action and simulation fans alike.

‘The single-user game, or “TRIP”
(Total Recreational Interactive

CCwW

vigilantes after leaming (in the outstand-
ing opening cul-scene) that Malachio
gunned down his sister —another mem-
ber of the team — in cold blood.

As in MECHWARRIOR 2, INT1iR-
STATE 705 missions are varied, chal-
lenging, and long. Alter learning to
cantrol your vehicle under the tutelage
of the super-suave, poelry-reciting
“Taurus, you'll face a series of increas-
ingly difficult tasks — such as escort
missions, a night-time scarch-and-
destroy raid, and straight-up road
races — that will challenge both your
driving and combat skills.

JUNE 1397

DO THE HUSTLE In one of the tougher early missions, you
have two minutes to hightail it over this windy, mountain
road, or Skeeter is a goner.

LIFE IN THE FAST LANE

INTERSTATE "76's automobile physics,
while not up to NASCARS standards, are
far more sophisticated than in your stan-
dard arcade bang-ups. As you manenver
through the open Southwestem land-
scape, the changing terrain will seriously
affect your control, as will your speed
(be careful on those windy mountaintop
1oads). The game’s 3D environment is
filled with real objects— cactli, gas sta-
tions, abandoned buildings, even cross-
traffic — that fake and cause damage
should you collide with them. The car
feels amazingly realistic throughout. "The
sensation, and even the sound, of hob-
bling along on a blown tire or spinning
out on a sharp turn, is first-rate.

Should you lose a tire or brakes,
you'll have to maneuver the car in that
condition from that point forward in the
mission. Between missions, vou'll ren-
dezvous with Skeeter, the vigilantes’
repairman, who will offer you salvaged
parts from your mos! recent skirmish.




[Eve Be N 11@9 [Eve Be @un
Or Eve Be Sﬂ:ﬂ by@ s g Stk

Dark Rift brings out the best in people. Eve works her butt off to wurn Gore into a meaty pin cushion. Gore busts his gut to
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more
ofien with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching
projectiles, hyper quick ten hll combos, blazing frame rates and some very unpleasanl surprlses for the competition.

o T T s NG4

Nintendo™ and NB4 are trademarks of NINTENDO OF AMERICA INC. f i =

Dark RIIT™, Kronos™, their logos and characlers are hademarks of anil @ 1996 Kronos e madwos. - éﬂ% VIC TOKAI INC,

Digital Entertainment, Inc. All rights reserved. Dislribuled by VIC TOKAL INC, ; (NGATAL FHTERTAGIMENT 4 ¥ 22904 Lockness Avenue
P Tarrance, CA 80501

(310) 326-8880
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REVIEW ¢+ INTERSTATE '76

S

NTERSTATE '76’s multiplayer mode is a
righteous, well-designed gaming expe-
rignce in its own right. “Multi-melees”
allow up to eight people to battle it
out over a LAN or the Internet (via
Activision's servers), or two players to go at
it via modem or serial connection.

Players choose from 23 car models (from
little speed bugs to a school bus); configure
the vehicle; and then choose a terrain (mostly
variations on the single-player game locales).
Not documented, but on the CD nevertheless,
is a mission editor for designing your own
multiplayer scenarios—another cool touch.

InTERSTATE '76's multiplayer technology
surpasses Quake's in a few ways. First, the
host can drop out at any time without killing
the game for everyone else. Second,
Activision foresaw the Weasel Factor of just
picking the biggest trucks and most powerful
missiles, and assigned points to kills. The
easier you make it on yourself, the less
points you'll get. Finally, through the “instant
melee," users can play on the multiplayer

STAYIN' ALIVE Waste your opponents big-time
with rear-mounted weapons like the firedropper.

levels by themselves with a configurable
number of computer opponents for practice.

There are signs that the multiplayer game
was a bit rushed. In the 1.0 release, gamers
were randomly dropped back to Win 95
without warning. However, the game's first
patch seemed to fix these crashes.

INTERSTATE '76 now has the dubious distinc-
tion of replacing Quake as that most-played
game that gets the CGW editors in trouble.
What better recommendation is there?

Just about everything in your vehicle is
customizable: the engine, suspension,
brakes, tires, weapons, anmor, and chas-
sis reinforcement. Its up to you lo
decide how to accessorize and upgrade
the car, while keeping in mind the need
to be both powerful and quick.

INTERSTATE 765 combat system is also
outstanding. Depending on the model,
cars are equipped with top, front, side, and
rear short- and long-range weapons. Radar
missiles cause a lol of damage, but they're
useless in bumper-to-bumper dogfights.
Turreted guns are particularly deadly up
close, as they'll lock on to enemies regard-
less of which way your vehicle is facing,
Again, its up fo you to decide the ideal mix
of artillery. Be prepared for some serious
fighting. The computer opponents, for
once, seem unusually smart and agile —
they won't just stand there, 2 la QuakE,
and take your punishment.

Aesthetically, the game is stylish and
beautiful. The 3D graphics are a genera-
tion above MECHWARRIOR 2§, and the
forthcoming Direct 3D patch (not avail-
able as of this writing) shoukl improve




can save is at the end of
the entire mission. This
means you'll be |1L'I)'iITg
parts of the game that
you've already completed
over and over and over
again, just lo get hack to

the part thal you're trying

BOOGIE NIGHTS A few of the missions take place at
night, where the loss of headlights can be a real bummer,

things even more. The numerous cut-
scenes are hrlliantly animated and script-
ed, and the way they're seamlessly integrat-
ed inlo the game action is a work of art.
“The voicework is also uniformly excellent,
but special kudos must go to Greg Eagles,
the voice of Taurus, who provides a steady
stream of laughs throughout the game.

LESS THAN ZERO

INTERSTATE ‘76 has just onc flaw, but
its a doozy: the lack of incremental
saves. Some of the missions are very
long, multi-part affairs that are divided
by cut-scenes, but the only place you

to beat. Adding insult to
injury, you can’t change
the difficulty level to make
il casier on yourself, nor
use cheat codes Lo warp to the next
level if you just can't deal anymore. This
is an incredibly annoying omission and
a serious miscaleulation on the part of
the game’s designers. We don't neces-
sarily need a “save anywhere” feature,
but if the game is stopping in mic-mis-
sion anyway (for another cul-scene and
new directives), \\||_\' nol |)m\'il|t: dan
auto-save right there? | suspect that
many gamers are going lo get stuck in
the middle of a level, get pissed off
about having to repeatedly starl over
from the beginning, and just give up

on the game entirely.

But still, at a time when many games
can't even do one thing right,
INTERSTATE 76 is a rare joy —a game
positively overllowing with solid ideas
and great gameplay. This is a superlative
game in alimosl every respect, with
nearly everything you could hope for in
one package: adrenaline-inducing sin-
gle- and multiplayer action; a solid, orig-
inal plot that actually affects gameplay;
a beautiful 31 environment; and even a
great writlen manual. lf}'nu want lo
experience the 70s the way they should
have been, gel INTERSTATE 70 —and
have a nice day. %

FAPPEAL: Combat and simulation
fans looking for the Next Great Game.

PPROS: Killer story; awesome
graphics and gameplay; robust mul-
tiplayer action.

PCONS: Lack of
incremental

saves hogs down
single-user game. |
Some buggy mul- |
tiplayer code.

INTERSTATE '76 * REVIEW

The treasure hunt is on and the haunting streets of San Francisco await your footsteps...embark on an eerie, graphical
quest where it's up to you to crack the complex puzzles and reveal the fate of King William's lost fortune...
but beware, the Beast lurks much closer than you may think. Full-motion video and 360°

eame architecture make Golden Gate an unforgettable adventure game for PC and MAC.

"MYST's long shadow is finally
being eclipsed...like a modern-day
archeologist, you navigate through
thousands of eerily heautiful
photorealistic watercolor images..."

For Windows g5* and Mac
"Adventure gamers looking »

for something different should
definitely try Golden Gate.”

To purchase Golden Gate
visit your local software
retailer

Or jack in:
www.goldengategame.com
Or call:

1.888.726.2746.

“"A true game portal onto the
streets of San Francisco.” "The combination of gorgeous

artwork, well-planned plotline

...an excellent choice for

adventure game enthusiasts.” Pttt

Panasonic ‘iv
Interactive Media I/,i(
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Price: 549.95
Minimum
Requirements: P90,
16MB RAM, 256-color
VGA graphics, 2x CD-
ROM, Win 95
Multiplayer: LAN (1-8
players), modem (1-2
players)

Designer: Arnold
Hendrick, Charybdis
Enterprises

Publisher: Interactive
Magic

Research Tnangle
Park, NC

(B00) 789-1534
Reader Serviee ff: 330

REVIEVW ¢ IMIA2 ABRAMS

Ahrams
Triumphant

IMTA2 Is Short on Looks, Long on Realism

by Jim Cobb

e live in an age of
sequels. Some revi-
sions, such as
Cvizanon 11,
represent signifi-
cant improve-
ments, while some,
such as X-Com 11,
are cosmetic
rchashes, and oth-
ers, such as STEEL Pavtiens 1, deserve
more original titles. MicroProses bench-
mark-setting M1 TanK PLarooN has
long needed an update. Yet, MicroProse
evidently lost sight of gamers’ desires for
a straight-forward armor simulation.
With the battlefield wide open, so to
speak, Amold Hendrick pounced on the
chance to oul-do his original MI'TP
design. The resulting product,

Interactive Magic’s IMIAZ ABRAMS is one
of those rare cases where the progeny, in

many waws, Sill‘pilﬂSL‘S ”]C [).'ll‘t.'ll' game.

DOING THE TIME WARP AGAIN

Gamers familiar with M1 Tank
Praroon will feel very much at home
with IMIA2. The scalable tactical map is
where commands are given (in third per-
son as company commander) to the
combat team, platoons and sections, off-
board assets, and individual vehicles; all
of which operate at real-time speed. 1f
you are willing to give up some control
of your other unils, you can button down
into a specific tank and be either com-
mander, driver, or gunner.

Certainly, the graphics are much bet-
ter than the old pre-VGA-graphics MI
TANK PLATOON, but they pale next to
more recent simulation engines. Still,
enough improvements appear in the
interface to make this title a very acces-
sible tank model.

CcCwW
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The view when buttoned-down inside your 'mnk' is hardly
Oums i:ke quallty The topside View rares baner lf yau

field, into a1 com-
puter which can
graphically display
the information
Combined with
audio and visual
messages from
other units, the
player does not feel
torn between han-
dling his vehicle,
platoon, or compa-
ny; he can com-
miand all of them
through one click.
In game terms, arl
has imitated life,
The old stan-
dards are updated,;
internal and exter-
nal tank views are
functional and
even, at limes,
altractive
(although the sky
was better ren-
dered in Links
halfa decade ago).
"The magnified
view from the

Gone are the myriad hot-keys which
mired the play of MITANK PLATOON,
Now, all commands are given from key-
board, mouse, or joystick via on-screen
buttons or the auto-hide menu. You can
oversee the action from cither the tacti-
cal map or from the tank commander’s
position (through the multifunction dis-
play, which replicates the actual MIAZs
Intra-Vehicular Information System).

"I'his recent innovation channels infor-

mation from all units, ranging from the
commmander’s lank to the entire battle-

Commander’s
Independent Thermal Viewer allows
the commander to direct fire to any
point on the exquisitely detailed struc-
tures and enemy vehicles by keeping
the crosshairs steady while vou aim.
The MIAZ5 computers will do the rest,
regardless of movement,

If damage should disable the elec-
tronics or smoke obscure targets from
the ranging laser, you can simply go
manual and do it the old-fashioned
way by selecting range and ammuni-
tion (HEAT, sabot, MPAT, or



SURRENDER 1S NOT AN QBTION

Available Now fur
W’ndows‘% & DOS CD-ROM

Ccmmundﬂl& Canucr s o m-gi-.\t:n;d wademark and Command & Co

“The real deJ al in reul fime.” _'-fifl_!ed Alert has set a
-6w standard by which other
strategy games are now
“C&C s I:nr.lr_, igger did judged.” -qupy Puppy
- badder tha -

~PC Gami

“One of the best ynu’ll find AT HHH]LEHS EVERYWHERE
in the world-of PC'games.” e
~Gamespot ;

“Don’t expet
much after you'
this one.” —P

nmﬂrF of Westwood Studios, Inc.©@ 1995, 1996 Was

Windows is o regislered In ration, All rights res erued



| Tna el force feedback
.M’ joustich from CH Products:

. YouVie never felf anuthing like ir. The neww Force FX
~ Joustichjolts gameplayinto the trill zone.
Feel the true-fo-life vibration of revving
enqines and rough roads. Brace yourself
3 for air furbulence or enging stall
& buffefing, and hang fough against the

. vector force in @ ight furn. Now, fire
* off@round and feel it hick bach.
- The Force FX puts the yeefiaaahh
'/ intoflight simulafions, driving, Space
o combafand jusk abouf any otfer game.
Your palms will sweat. Your Knuckles will
furm white. You'll swear ir's alive.

h m:k us out on the Web: .
Iltlp.llllw ellpmdunts.eum!

Gy hcu PRODUCTS
- 970 Park Center Drive = Vista, CA 82083
~Phone 760 598 2518 » Fax 760 508 2524

. America OnLine: Keyword: CH Products

PRODUETS CompuServe: Go GﬁMEDPU:/'




IMIAZ ABRAMS  REVIEW

Survival Hints

o
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nn attal:k. hold scouts hack unﬂl you arrange afl

) fnrces intn avenu&s of atlzclt

Enemy forces can he demnmllmd ynurs can
Many kills will send the enamy mnnlng

machine-gun) yourself. The driver’s
mess of gauges have been replaced
by graphs representing engine condi-
tions. These positions, and views from
them, are accessed from a small win-
dow with side and top-down views of
the vehicle. Hull-down positions can
be ascertained quickly from the exter-
nal view. Hot-keys are used only to
switch tanks and to slave turrets and
hulls to particular views. Damage
results can range from destruction of
the firing mechanism to throwing a
tread to “brewing up” a tank.

FORM AND FUNCTION

The tactical map also combines
function with style. At the highest scale,
12x12 km, units are seen as silhouettes
on a grid that shows ranges (or a topo-
graphical map that shows elevation) by
color and contour lines, along with the
speed the ground will allow. At the low-
est scale, IxI km, individual vehicles are
shown within 50 meters of each other.
Commands are given by either clicking
on the symbol or clicking on the list
near the map. You then pick the desired
combat (fire at will, group fire, cease
fire), formation (wedge, line, echelon,)

and speed (lop, fast, slow, halt,) from the
menu. These commands are given to
vehicles (split from their units by the
player), scetions, plalcons or the entire
company. A conlext sensitive control
menn on the sereen is where you sel
paths and tactics for units. Tactics
include the head-long (attack), the safer
(engage) and the cireumspect (defend).
Off-board air (A-10s) and artillery (rock-
ets, mortars, or 155 howitzers) assets are
also employed from this menu.

"This play is handled on three levels
of battle. The Quickstart mode leaches
mechanics by immediately placing you
into a brawl in the Iranian desert, where
you cither sink or swim in the sea of
sand. But the heart of MIAZ becomes
apparent with the Single Missions
mode. First, you create a persona and
then you choose from Iranian, Bosnian,
ar Ukranian theaters. A mission
appears and your choices begin to mul-
tiply. Each mission has a default battle
plan, either offensive or defensive,
which gives unit specific roles (lead,
recon, and the like) used Lo oblain
objectives. You choose fram 13 mission
types, ranging from rapid advance to
withdrawal. You score points according

CCW
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“...meticulously rnodeled and rendered,” » Fully |
boot magazine k1Y

' detailed.

Fully

interactive.

Fully lethal

universe.

» Multiple
environments
CEHRGE
. danger fresh.

L It's a

| beautiful

" world.
Someone’s
gotta screw
with it.

» Killer 3-D
rendered
graphics

- “SOON the synthetic implant will be a factor in all our lives.”
R ST » Do yourself

a favor, go

Piranha Interactive Publishine

HuLgg 1839 West Drake, Suite B Hal

Tempe, Arizona B5283 e )
' m Tele: (602) 491-0500 " to the store
v Fax: (602) ¢91-assc : .y |
) http: //www. 'pira‘nl'ih ntaractiva.cnm 5
2 1-800-PIRANHA and buy it!
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IMIAZ ABRAMS » REVIEW

SMOKE GETS IN YOUR EYES Generate smoke only as a last defense. It will hinder

your fire as well as the enemy's.

to kill ratios, defending objectives, tak-
ing objectives, and so forth.

It actually possible for both sides to
gain avictory by hulfilling different

a lypical zero-sum strategy, and
is i real boost in multi-player games. o
maximize your viclory chances, espe-
cially against well-cquipped elite forces
vou must carefully tailor the forces that
accompany your core platoon from the
units (limited by resource points) avail-
able for thal mission.

By using terrain and qualitative
superiority, you can maximize kills,
minimize losses, and carry out tasks —
despite usually being outnumbered in
the unseripted and infinitely re-
playable battles. The rewards for your
stiecess are the usual medals and “atta-
boy”s from HQ, but given the lame
reward sequences of many games lale-
Iy, they're still welcome.

THE GRAND SWEEP
With Arold Hendrick’s resumé, it’s
sonable to expect a robust cam-
paign. IMIAZ doesn't disappoint; The
campaign missions are among the
most realistic and dynamic available in
any game, much less a tank simulation,
The connected battles start with a
defensive or offensive posture, Ifyou
dowell, vou come clos
main base (its caplure sig
Conversely, aloss will throw your
forces hack towards their own base and
vour posture less aggressive,

to the enemy
nals victory).

Acanmpaign has no set limit, and has
anumber of possible chbs and Hows.
Best of all, you feel as though the oul-

JUNE 1507

come of the campaign really does
hinge on your actions. High kill ratios,
for r:x.-|mp|c, give your units more expe-
rience, while low ones decrease their
skill as you move through the cam-
paign.The Al is reasonable, but is
handeuffed in that it must employ stan-
dard, heavy-handed Soviet doctrine,
casily defeated with finesse, but punish-
ing for reckless players. 115 a tribule to
Inleractive Magic that they didnt go
through the motions on the Al as so
many companies are doing when a
game has modem and network play.

“The main limitation for IMIAZ exists
inits narrow scope, which fails to encom-
pass the whole of modern ground war-
fare. Even so, its an excellent game about
anmored operations. [tis simply rich with
data on weapons, vehicles, organization,
and tactics. Moreover, IMIAZ actually
rewards you for using real tactics on lhe
battlefield. As veteran simmers know,
walking the tightrope between realism
and aceessibility is a real struggle for any
sim to conquer. INIAZ ABRAMS manages
todoitwith style. &

FAPPEAL: Anyone interested in a
realistic tank simulation.

PEROS: The real sequel to M1 Tank
Puatoon; packed with realism; decent
Al; modem/LAN play; nice cam-
paigns.

FCOMS: Narrow

scope and less

than state-of-

the-art engine

and graphics

just keep this

from the top

echelon of sims.

SIMULATION/SPACE
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Price: 554.95
Minimum System
Requirementls:
486DX/100, 16MB RAM,
62MB hard drive space,
SCGA graphics, 2x CD-
ROM, Windows 95,
mouse, sound card; joy-
stick recommended
Multiplayer Support:
TCP/IP, LAN, or Modem
(2 players, 1 CD per
player): online service
arena play supporls
over 100 players
Designer: Kesmai
Publisher:

Interactive Magic
Research Triangle Park
(B0D) 789-1534
www.imagicgames.com
Reader Service #: 329

REVIEW * AIR WARRIOR i

Air Warrior

Goes Solo

This Updated Online Classic Packs Loads of Stand-alone Play

by Denny Atkin

iven the excitement of
World War [ air combat,
it seems amazing that the
last new stand-alone
WWII sim for the PC was
released way back in 1995.
The drought has ended,
though, with the release
ol AIRWARRIOR 11, the
new combat simulation
from Interactive Magic and Kesmai.
This isn't the first stand-alone version of
the venerable multiplayer air com-
bat sim, but this iteration gets
almost everything right.

RICH HISTORY

AIRWARRIOR began life nearly
decade ago as the first online, multiplayer
flight simulation. "This new version still
has all the elements that convinced many
of us o pay up lo $12 an hour to play it on
Glinie in the late 1980s, but now it's tai-
lored to solo play as well. Unlike the
boxed version of AIRWARRIOR Konami
released a few years ago, which was
geared mainly towards online play, and
had only a few brain-dead drone aircraft
to shoat at, AWII is worth picking up
even if you don’t own a modem.

"The most engaging feature of AWl is
the inclusion of over 360 solo missions.

CcowW

JUNE 1997

“The vast majority of these take place in
World War [1 Europe. Here you'll find
three campaigns for the Axis forces: a
Battle of Britain series on offense, and
two defensive campaigns which begin in
1943. On the Allied side, you'll fly
Hurricanes defending England during
the Battle of Britain, attack strategic tar-
gets in Europe flying B-17 Flying
Fortresses, and fly with the 8th Air
Foree’s 4th Fighter Group from
September, 1942, through April, 1945.

VI.EWS' TO AKILL

Although the campaign is composed
of predefined missions, each mission
can have random elements, such as
exactly where enemy aircraft will
appear. Also, the campaigns offer
branched mission trees, and your perfor-
mance will which determine assign-
ments you will receive later in the war.

"There are also a variety of single mis-
sions in each combat theater. Many of
these are set in major battles or during
highly-publicized events. For example,
you can fly P-40s to protect Pearl
Harbor on December 7, 1941; pilot
Jimmy Doolittles B-25 on a carrier raid
against Tokyo; or fly P-38s in an attempt

to shoot down Japanese Admiral
Yamamoto, Other interesting scenarios
include flying with the American
Volunteer Group (the Flying Tigers) in
China, flying defense against Kamikaze
attacks, and flying A-26 Invader tank-
busting sorties.

In addition to the European and
Pacific WWII missions, AWII also
includes World War [ and Korean the-
aters. However, there are only 2—4 mis-
sions for each side in these scenarios, and

. thesim§ engine isn't as well-tuned
for the characteristics of the aircraft
of these eras (lead-computing gun-
sights in biplanes?). They'e a pleas-

AR Warrio || offers three different view modes: & paneliview, a full-screen’combat View,
and'a mid-sized view with textual performance info.

ant diversion, but not worth buying the
sim for, if that’ your primary interest.

THE PLANE TRUTH

AWII includes the largest variety of
flyable aircraft of any historical combat
sim. There are 45 aircraft in all, 37 of
which are WWII types. All the major
fighters of the European theater are rep-
resented, as well as a good variety of the
planes used it the Pacific air war. In addi-
tion, you'll find five WAVI aircraft, as well
as Lhe Korean War F-86 Sabre and MiG-
I5 Iagot. There are even four ground
vehicles, which are really useful only in
multiplayer combat.
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Learn more about
online play by check-
ing out the CG Guide

to Air Warrior at www.
computergaming.com.

REVIEW ¢ AIR WARRIOR i

to AR Warrion II. It uses

‘www.kesmai.com for more information.

than a cunning human opponent.

SIMPLE BUT DEADLY While AWII supports resolutions up lo
1024x768, the graphic detail is state-of-the-art 1992.

The fight models, for the most part,
are very well done. Performance is right
on for the various planes, and quirks such
as the Zero’s inability to maneuver at high
speeds are properly represented.
However, the planes are a bit oo stable to
be really convincing, especially if you've
spent much time playing [GHTTER DUEL
or WARBIRDS. New [liers will appreciate
the three levels of flight model realism, as
the accelerated stalls in the full realism
mode will frustrate those used to being
able to jerk their joysticks around.

CowW

one-on-one combat mode is new

Microsoft's DirectPlay technology,
S0 you can connect over a local
netwmk via modem, or via the Internet—but not
using a null-modem cable. Any two vehicles can
face each other in a duel, so you can pit a
SabreJet against an Me-262, or a tank against a
FlakPanzer. This is a simple head-to-head mode,
with no mission parameters or cooperative options.
Of course, AWIl supports the classic multiplayer
arenas as well. The gameplay here is more or less
“a free-for-all war between three virtual countries,
but the real fun comes from joining an online
squadron and coordinating attacks with a group.
AWl is currently available on CompuServe, Delphi
Internet, and Earthlink. (America Online still hosts
only the original Ar Waraior for Windows. The
service is apparently holding back on adding new
.games while it addresses capacity problems.) See

- Give AWM a try against human opponents for
'lhe real challenge. While the sim's Al is very
good—prabably the best seen so far in a WWIl
sim—it often ignores vital tactics such as boom-
and-zoom attacks. Nothing's more challenging

JUNE 1347

Authentic cockpit

interiors arc included
for cach aircrafl Lype,
with canopy frames,
seat backs, and other
obstructions realistical-
Iy blocking your view
(these can be disabled).

. With over 12 directional

* views from within the

\ cockpit, AW offers
terrific situational

. awareness; unfortu-
nately, there’s no pad-
lock view.

AWII puts the 3D

© action in an inset window,

- withastandard wrap-
around instrument panel.
Two new display modes
can be toggled on the fly,

- one with a larger action

¢ window and textual per-
formance informalion and
another with a full-screen

i cockpit and working
instruments. Unfortu-

- nately, only the inset-view
- mode gives you lull access
to both instruments and

radio messages.

GREAT PERSONALITY...

Graphics have seen only incremental
improvements in this version. The ter-
rain is tabletop-flat, with occasional
pulygon mountains popping up here
and there. Aireraft exteriors are more
detailed than in previous versions of AW,
but, for the most part, they don't even
match the detail of the old Dynamix
Aciis series. "This graphic simplicity
does make for a smooth frame rate,
even on the slowest Pentium systems (a
frame-rate problem in the Pacific lerrain
was addressed by a pateh within a week
of the game5 release).

AWIIs top-noteh sounds do much for
keeping you immersed, despite the
retro graphics. Your engine makes realis-
tic spin-up sounds, you hear a telltale
drone as vou approach a bomber for-
mation, and your airframe creaks when
pulling heavy G forces.

One arca where sound is missing is
wingman communication. Inslead,
AWII displays textual messages
onscreen, in an eerie simulation of the
chat window you see when you play in

MORE TO COME If 360 missions aren'l
enough, the included editor lets you create
missions (but not campaigns) of your own.

the multiplayer arena. Unfortunately,
these imporlant communications can't
be seen when you're flying in full-
screen cockpit mode.

‘There are other carryovers from the
online world, such as the ground radar
screen (which substitutes for the vectors
pilots were given by gronnd controllers)
and the icon system for tracking enemy
aircraft, While this will imake AWII
accessible o old-time AW players, it's
likely to confuse newcomers.

BUSY SKIES

Among the simulation’s other features
are superh flak effects, including air
bursts and turbulence: an instant-action
mode; a flight recorder; and fully
adjustable graphics detail. AWl includes
both thorough online help and a nicely
done 40-page manual.

AR Warrior ['s enline roots make it
a bit quirky as a single-player game, but
the wealth of immersive, historically
inspired missions makes the learning
curve well worth climbing,

If you enjoy World War Il air combal
simulations, you'll definitely find lots to
like in AIR Warmon 1. %

PAPPEAL: World War Il air combat
fans looking for a chance to relive
hundreds of historical hattles.

PROS: Amazing variety of histori-
cal missions, good flight modeling,
wonderful sound environment, plays
smoothly, both online and off-line.

FCOMS: Low graphic dalall com-
puter Al doesn’t S

always take
arlvantage of the
strengths of the
plane it's flying,
interface can be
confusing to
newcomers.
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A ;m_n » home America’s

greatest professional deathsport so everyone can get

a taste of the action! All the arenas. 21l the

stats. All the realism of major league annihilation.
- R ! - Feel the 500mph hit of full-contact sport. Go for

A playbook filled with 40 weapons - ) \

how ‘bout that coach? a career high in kills. Taste titanium exhaust. Get

inducted into the Hall of Flames. Your hovertank

is waiting.

(Download Free PC Demo: www.acclaimnation.com )
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Price: 545.00
Minimum System
Requiremenls:
Pentium 90, 16MB
RAM, 30MB hard drive
space, SVGA graphics,
4x CD-ROM, Windows
95, mouse, sound
card; joystick
recommended.
Multiplayer Support:
Internet, LAN, or
Modem (2-7 players
1 CD per
Designers: Bill Fal
Dan Donahue, and
Todd Porter

Publisher: 7th Level
Richardson, TX

(800) 884-8863
www.7thlevel.com
Reader Service #: 331

REVIEW ¢ G-HMOME

More Dove

Than HAWG

This Giant Robot Sim Can Barely Stand up Straight

by Greg Fortune

-NoME, 7th Levels attempt
ala gianl robot sim, is
mostly notable for its single-
minded focus on asingle
new feature —the ability lo
exit your HAWC (yel
another moniker for a giant
rabot) and steal other vehi-
cles or enter enemy build-
ings. Unfortunately, little
altention was paid lo anything else.

STIFF NECK “Relax your grip on that gun, soldier!”
“| can't sir, this rifle seems to be bolted to my rib cage!”

SHINY NEW LEMON

Vehicle independence is a great con-
cept, but it s so poorly implemented
here that it detracts from the game rather
than enhancing it. There is no deflense
against enemies “bot-jacking” you, and
you'll find yourself getting ejected a lot.
Oddly, as a foot soldier, you lack the abil-
ity to aim your weapon off-center from
your bady, so you must act like your
neck is in a brace when aiming your rifle.

The HAWC cockpit designs and
instrumentation are poorly thought out,
leave out vital lactical information, and
are nol configurable in any way. Your
raclar is able to see every enemy in the

[~
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mission zone from the start, regardless of
blocking terrain or distance, which clim-
inates the possibility of any surprises. You
can't gel a range on a target unless you
select it and put your crosshairs near it,
and there is no way to tell if a target is
within a weapon’s range. Even when tar-
geted, enemy infantry is harder to kill
from your HAWC than on foot.

I wais also sorely disappointed in the
environment, as it is composed of tex-

turning around or firing a single shot. And
Ihis was on the hardest difficulty setting!

Sadly, being independent of your
vehicle is the most prominent multi-play-
er feature as well, After the novelty of
ejecting someone from their HAWC
and stepping on them wears off, you find
yourself playing “musical bots.” Its a dis-
turbing blend of boredom and annoy-
ance that, if nothing else, should be use-
ful for psychology studies.

GOING PIXEL SWIMMING Here I've stolen a tank and I'm

tured walls that only look like termin. "The
only areas your four-story walking Fdsel
can maneuver are the perfectly flat

spaces between the canyon walls—walls
which become horibly pixelated as you
approach them. This all adds up to a look
and feel which utterly ruins the possibly of
becoming immersed in the game.

REMEDIAL COMBAT

The design team was able to perfectly
simulate the effects of putting a moron in
a giant robot, For example, | could walk
up behind an enemy (who was busy try-
ing to walk through a wall to get to a place
1 had been five minutes carier) and com-
pletely destroy its vehicle — withoul it

driving across a mass of giant pixels in an effort to capture
an equally pixelated guard tower.

This could have been a great game, but
apparently nobody cared enough to take it
that far. Ejection is cool, but it can’t cary
the game. What we're left with is a product
that mostly feels incomplete and falls short
of the first goal of gaming: having fun. %

FAPPEAL: Gamers that have every
giant robot game.
VPROS: Ejection
feature is a good
concept.

PCOMS: Poor
game design,

interface, and
graphics. Al is
AWOL.




 All the Iégcndary games,

" POOLS OF
_DARKNESS"

"BOOLOF " \CURSE OF THE'

! EYE OF lIIE
m‘tw EY AZUREBON

X E'{ P
BEHOLDER 11

I.IJI:R

=
i -
)
_O

'.J

Tltmsnupmmh \lgmmmrtnmqsui_&'"““' -uu.wmn"-_-';.',“-

U EYEOFTHE 'nuﬁr’;j@l’mmdx'“' 'x;'nnw.'w 10
i : IR SAV) \u!-am.mlt‘"

 BENOLDER ™ AVAGE FRO

ntroducing The Fi UR(!OTTFN jREA LMS” Ar:hwes ¢ lhc il ol thc maglml and. mysl:cal world of the I'ORG()'I TEN'REALMS®,

ultimate: ADVANCED DUN(FEUNS & DRAG()NS" PC | ' the most popularof the AD&D® worlds. thlhcryou are adie-
M. game collection. . Twelve  of: lhc ‘greatest role Plﬂ)’iﬂb oA hard AD&D® cnthusiast, or a newcomer looking to begin. your
fantasy advenlures ever created are gathered lo;,elllcr in onc - first.adventure, this compilation set is sure to become a collec- .
incredible boxcd set. Each exciting adventure takes you deep into tor’s item and provide months of entertainment value,

Aslvaiicae

Dirigeons 8 Dragons

AUVANCED DUNGEONS & ORAGONS, ADED, FORGOTTEN REALIMS and the TSR logo are registered Irade- 851 and Strategic § i Inc. are ol g

marks owned by TSR, Inc. POOL OF RADIANCE. CURSE OF THE AZURE BONDS. MILLSFAR. SECRET OF THE Ine., & M p pany. Computer game eode © 551

SILVER BLADES. POOLS OF DARKHESS, EYE OF THE BEHOLDER. EYE OF THE BEHOLDER 11, EYE OF THE and Stategic Simulations, Int. Used under sublicense Interplay 15 0 0 8
BEHOLDER 1. DUNGEON HACK, GATEWAY TO THE SAVAGE FRONTICR. TREASURES OF THE SAVAGE ] ol Inlerplay i Al vights reserved, Al olber Ex v

FRONTIER, MENZOBERRANZAN, BLOOD & MAGIC, DESCENT T0 UNDERMOUNTAIN and DRAGON DICE are trademarks are property of Iheir respechive owoers,
lrademarks owned by TSR, Inc. and uied under license.

By Cramers, For Camers, '™

CIRCLE READER SERVICE w261



0 s e ; ‘ : -

IN'X-WING VS.TIE FIGHTER
YOU WILL BATTLE

HEAD-TO-HEAD AGAINST

AN ENEMY MORE 3UT-HLESS THAN
JABBA _.THE HUTT

AND MORE SlNlSTER T’HAN

-
. . . .

DARTI—I VADER

v, 2 .
. " 3 s -

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

'}0

1995 Lucasfim Ltd. All Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Lid. The ratings icon is a trademark of the Interactive Digital Software Associalion.
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Price: $29.95

Format: Windows CD-ROM.
Multiplayer Support: None.
Publisher: Maxis

Walnut Creek, CA

(B0OD) 33-MAXIS
www.maxis.com

Reader Service #: 326

by Charlotte Panther

fyou're fascinated by those

machines which, at the flick of a

switch, will set a ball rolling to trigger

off an entire series of events, you'll

be delighted to discover the amazing
collection of lifts, pulleys, springs, and
gadgets that make up your basic puzzle
apparatus in MarsLE Dror.

Designed according lo imagined
instructions left by Leonardo da Vinei,
MARBLE DROFP is a visual treat. The idea
is to drop marbles into a mechanical
structure, aiming for corresponding
color slots, while losing as few balls as
possible. You'll gain points for hitting
certain gadgets, but lost marbles can
cost you dearly in the long run.

MAaRBLE DROP has fifty levels, (includ-
ing five bonus games), ranging from rela-
tively simple puzzles o teasers that
would have Einstein scratching his head
(unfortunately, hints etched onto the

REVIEW » MARBLE DROP

CRAZY PULLEYS Pulleys, flames, and
flying marbles might even have caused
ol' Leonardo's face to crack a smile.

beautiful backgrounds are frustratingly
difficult to read, and appear to be mainly
for show). Regular puzzles can be tack-
led in any order, while bonus levels will
only be revealed if you accurately com-
plete the proceeding level.

Once you get the hang of the puz-
zles, you can move through the levels
pretty quickly. Unlike some games

where the main objective is to improve
upon your high scores, the fun in
MARBLE DROP comes from solving the
puzzle, which could actually limit the
replay value. Once I'd completed a level
successfully, I felt little desire to go back
and do it again. Nonetheless, MARBLE
Dror is certainly worth a look. And
since Maxis is also including FuLL Ticr
PINBALL on the CD, you can enjoy two
games for the price of one. %

PAPPEAL: Puzzle-lovers with an
eye for detail.
PPROS: Fifty
levels playable in Ji
any order; great
interface.

PCONS: Limited
replay value;

backgrounds dif-
ficult to discern.

B = ]

Price: $15.00 (Registered)
Format: Windows Shareware.
Multiplayer Support: None.
Publisher: John Cutter
http:/fourworld/compuserve.com/
homepages/john_c/Pokerchl.htm
CompuServe [74151,1445]
Reatler Service f: 327
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REVIEW * POKER CHALLENGE

> Hands Solo

by Terry Coleman

eme Yoo Diyms biee Degme pe

omewhat awkwardly posi-
tioned between “real” gam-
bling games such as poker
(which require thought and
nerves of steel) and games of
blind lack such as slot machines
(which require no skill other than
being able to consistently pull a han-
dle), lies video poker. Even given the

[Pk sr Chilui o)

Flarers Sereeeiills Slim  Baskaslll §1.000 00

type games of the past few years,
there have been few attempts to
bring video poker to the computer.

So, what a pleasant surprise to find that
PORER CHALLENGE s essentially a fast-
playing, addictive version of video poker
for the PC, with a few twists that improve
on the old favorite. First, instead of the

endless procession of tame casino- I

tame five-card hand you are normally
deall in video poker, you play from a 56
card tableau, reminiseent of some of the

CcCowW

NEED A HAND? Selecting hands in the right
order takes puzze-solving skill and poker savvy.

simpler games found in the classic SOLI-
TAIRE'S JOURNEY. Basically, you select
adjacent cards lo form poker hands like
Four of a Kind, Tivo Pair, Flush, and so
forth. As in real poker, scoring a Straight
Flush or Royal Flush gives you a huge
pavoff —this is very important, since you
must ante up $112 for each hand you play.
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Poker knowledge is helpful, but not
required to play the game. There are
plenty of tutorial “puzzles” to train you
to find the different poker combina-
tions, plus Jokers that let you get rid of
unwanted cards when you need to.

Its challenging enough to keep you
coming back for more, and the only real
drawback is that, unlike most solitaire
games, there isn't enough varicty. kven
50, it’s well worth the $15 fee for the
fully registered version. %

PAPPEAL:
Poker and soli-
taire enthusiasts.
PPROS: It's
video poker with
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You've faced off against TH1@ |egends *Sff:‘;z‘?;%

in PGA Tour:..

reet-off on the tOUGhESE coUrses

with Links LS...
But you haven't played in a

real championship unti..

Only British Open Championship Golf™ puts you right in -~ %,
the middle of the action in golf's greatest championship. s
Compete as one of eight featured pros against a full | .1
field of top professionals. Get advice from the first-ever
fully interactive caddie. See and hear the crowd react to 14
your every shot. Get play-by-play announcing from ABCs™ | !
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 Roval 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 Goalf.
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w THE: OPEN
2 VHAMPIONSHIP

LN
WWW.BRITOPEN.COM CHAMPIONSHIP
*For alimited time owners of LinksLS™ PGA Tour® 96 and Microsoft™ Goif can get a $10 rebate with 1
the purchase of British Open Championship Colf. Offer lasts until June 30, 1997 See package for details _*
Available in major retail outlets or order direct 1-800-260-7455 - - £ ™
TH x-m{): o :r' 100 Camiwisign Park Deve, Site 300, Cambeige, MA 02140 G E T I “ T 0 T H E 0 p E H

© 1997 Looking Glass Technalageas
are uted by parmiston of
AR cther trademarks and (race namés are properties of ther resp

SOF and the Software Product i ast

ted Lnder the authanzation of Tha Royal and Anaent GoF Club of St Andrews Tha Ol Course at ST Andrews and Royal Troon Courses
LD Logo i used undat loents from “The Champeonship Committes Merchandsng Ltd”
ghts reserved
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Create and Breed Your Own Artificial Life

ENTERTRAINMENT Creatures™ and © 1996 CyberLife Technology Ltd. All rights reserved. Publishe
Mindscape is a registered trademark of Mindscape, Inc. All trademark



Call it a game if you like-s but this

is the most impressive example of

artificial life I have seen. e
JJ

Richard Dawkins, Oxford University zoologist and author

Fy ]

&
" 8 A

irst saw this program in the same
' 1at evidence was discovered of
n Mars. This is more exciting. gﬁ
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Adamsa Author of Hitchhiker's Guide to the Galaxy

Hatching May 1luth

for Windows®35 and Macintosh®CD-ROM
mindscapegames-com
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By Scott A. May

ubbed by many as the
“golfer of the century,” Juck
Nicklaus is truly a legend in
his awn time. So it only fit-
ting that the latest comput-
er game to bear his naime,
Accolades Jack NICKLAUS
4, should be the preemi-
nent golf simulation of our
time. Nearly everylhing
you could ever hope for in a golf game is
included in this comprehensive package.
Its an absolute model of perfection.

PRO SHOP
Heres what you get in JN4 (take a deep
bre: |1h) five 18-hole courses (Collt.luu

* k Xk Kk *x REVIEW ¢ JACK NICKLAUS 4

Accolade Drives to Perfection With the Stunning, Deep Jack NickLAUS 4

River Plantation, Country Club of the
South, Muirfeld Village, Cabo del Sol,
and the fictional Winding Springs), cight
play styles, a full-blown course desiguer, a
course converter (for importing JNSE
courses), and a choice of four multiplayer
modes (serial, modem, LAN, and
Internet). The only thing missing is post-
game cocklails at the clubhouse.
Pre-game aptions include course,
game length, golfing buddics (with updat-
ed stats), a choice of caddies, gimmes,
mulligans, and weather conditions (rain,
fog, or clear). Three of these options can
be further defined: clearing fog, maxi-
murm distance for gimmes, and total

numbm uf mulilg(ms dl!m\ctl I per I'()Il!!d

~ Roll Your Own

“The real kicker is the variety of avail-
able game styles, the most of any golf
sim on the markel. These include Best
Score Championship, Best Score
Handicap, Stroke Play, Match Play,
Sudden Death, $1 Million Skins
Challenge, Bingo Bango Bongo, and
Certilied Came (recorded Stroke Play
for deferred mail or email matchups).

Graphically, N4 meets or exceeds
anylhing on the market, including
Access Software’s LINKS LS. Accolade
uses a proprictary height-mapping
engine to achieve incredible terrain real-
ism. For the real-world courses, aerial
fly-bys enabled the designers to accu-
I: ﬂ{l\' (ktc(t land {.]L\"llIUI‘l‘. \\1ihln six

Price: $49.95
Minimum System
Requirements: P90
(P133 required for multi-
player games), Windows
95, 16MB RAM, SVGA
graphics, 171MB free
hard drive space (typical
installation), keyboard or
mouse; supports Sound
Blaster-compatible
sound cards.
Multiplayer Support:
Internet (1-8 players, 1
CD per player), LAN
(1-8 players, 1 CD per
player), modem and ser-
ial connection (1-2 play-
ers, 1 CD per player).
Designer: Cinematronics
Publisher: Accolade
San Jose, CA

(800) 245-7744
www.acolade.com
Reader Service #: 328

PACKIN' THE TOOLS Everything you need lo design new
links—ar modify existing ones—is at your disposal in JN4's
unsurpassad course architect.

.:n_ mal I;fe, Jack Nmklaus is in semi-retirement, play-
ng cmly select senior tournaments. Far from inac-

¢, however, St. Nick devotes much of his energy
{0 course designs. To this end, I can't think of a

ifbetter testament to his architectural prowess than Jack

5 4's superb course designer. Modeled after

Nicklaus Productions' own CAD system, the course archi-
-‘_iect is amazingly robust.

It can also be daunting, particularly for first-time

'gas_i__g_r;ar_s_ gager to duplicate their favorite links. For this

CCW
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reason, Accolade devotes about two-thirds of the game
manual to course design, including tips, tricks, and a
step-by-step tutorial. There's also a built-in design wizard,
which autornates many of the tedious tasks for beginners.
Starting with a flat piece of land, you build your course
from the inside out, applying fairway shapes and greens,
setting pars and handicaps, and arranging your overall lay-
out with an eye for natural continuity. Next, fine-tune each
hole with variations in shape, elevation and terrain type.
From there, a plethora of tool palettes are available to

Wl | customize your basic design: trees, bushes, rocks,

bunkers, lakes, streams, cart paths, objects, sky, and
horizon, Using CAD-style boundary points, everything on
the screen can be moved or resized using simple drag-
and-drop mouse commands.

Auto-rendering lets you see in precise detail how your
designs will appear during play. Not only that, but every
change is instantly updated in the rendering window.
Every square foot of your course can be viewed from vir-
tually any distance or angle.

A few faults are readily apparent: There's no option for
importing user-created objects or sounds, and no way to
automatically tile view windows on the screen. Finally,
there's no provision for testing your design as you go,
except to save, exit, and load the unfinished course into
the game. These detractions aside, however, the course
designer is a powerful, versatile tool guaranteed to give
this product long legs in the marketplace.
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Aaron vs. Ruth: Battle of the Big Bats

combines the greatest-ever collection of baseball
superstars with action-packed realism and grand-
slammm gameplay.

e
Y .J,

_ Breakthrough features and stunningly accurate
v T . detail bring the heroes of past and present to life

2

e like never before. No doubt about it youre playmg
ot with the big boys now. s

ES i T
E g Avaulablc this sprmg on PlayStation" and o
; o Windows' PC. i
& @ """"

www.aaronruth.com www.mindscapegames.com www.majorleaguebaseball.com

51997 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 trademarks and copyrights are used
e with permission of Major League Baseball Properties Inc, Windows is a registered lrademark of Microsoll
l:urpnraliun PlayStation and 1he P!wstat[nn logos are trad'emrks of Sony Computer Entertainment, Inc. All
ty of thelr respective holders.
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REVIEW ¢ JACK NICKLAUS 4

inches of sea level at I x 1 oot intervals.
The underlying engine then caleulates
variables such as light source shading,
shadows, and reflections, resulting in the
most organic-looking lerrain I've ever
seen. In fact, look closely and you'll see
that the terrain even shades itself — proof
positive of the game’s subtle bul uttedy
mind-blowing attention to detail.
Because golfis such a fasl-paced
sport—OK, I'm being sarcastic — JN45
sereen redraws are markedly quick.
Technically, its incredible, considering
that nearly two-thirds of what you sce is
3D-rendered termain, unlike LINKS LS,
which relies much more ona 2D painting
lorizon to fill the sereen. Of course, over-
all speed is still reliant on harchware factors,
such as processor speed, system and video
RAM, graphic detail, and screen resolu-
tion, |N4 rewards gamers with more than
20MB system RAM, and will run at what-
ever maximuim resolution and color depth

your video card supports. Those with less-

‘alk about getting your money’s worth! If you're an
. Jack NickLaus 4 may well be the deal of
your dreams. Not only do you get five courses and
a builtin designer, but you'll also inherit what
amounls o an instant library of thousands of custom-designed
nk has the ability to Import and convert courses created
BCESSON; Jack NickLAUS SIGNATURE EDITION.
need is a modem and access to the Intemet or other
ices, including America Online, Compuserve,
find enough courses to make your pul-
The conversion process only transfers ter-

|
t
i
!
I
|
)
[
0
]

at's a minor chore and a heck of a
m sratch,
few top Web sites offering hundreds

- geocities.com/TheTropics/1113/
Steve Opfer's JNSE Golf Page !
fi.net/ ~ opfer/golf.htm ;
INSE Courses :
i stquest.com/ ~reolakes/cfinse.htm ;
~ Brian Silvernail's Golf Course Designs |
* http://members.aol.com/bsilvrnail/index.htm !
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than-optimal hardware can
decrease graphic detail, and
run the game ina window
using 16- or 8-bit color.

ON THE GREEN
CGameplay offers maxi-
mum control with minimum
interference. Each stroke con-
sists of three casy steps: Click
once for the onscreen aiming
aow; click again to set; and
again lo start the swing meler
inmotion, The designers use
an overlaid swing meterwith
visual “sweet spots” for both
power (backswing) and accu-
racy (contact point). Player
stance is automatically caleu-
lated in the aiming process,
which allows you to manually
adjust for distance, trajectory,
and swing intensity. The swing
meter also reflects whether the
shot is a drive, chip, or putt.
"The games physics madel is
incredibly flexible, automati-
cally adjusts to atmospheric
conditions for the flight path,
and realistically reacts o
abjects and terrain upon land-
ing. For example, a ball striking the trunk
of a tree will react differently than one hit-
ting the branches. or a dramatic demon-
stration of the game’s physics model, try
designing a hole using cart path as the pri-
mary surface, then watch as a 100-yard
dlrive bounees clear into the next county.
Although JN4 doesn't utilize Direct-
Draw for graphics, it employs both
DirectPlay for its multiplayer modes, and
DireetSound for its rich aural ambiance.
“The sound is so detailed (about 32MB
waorth) that the designers are able to assign
the correct bird calls to cach region.
Other goodies include the ability to
best your low score by playing against pre-
viously recorded rounds. Adjustable views
also let you see the course from any angle,
down to one meter above the ball, which
is helpful for lining up difficult putts,

: HOOK SHOT

Unfettered kudos aside, there’s a few
dark clouds on JN45 horizon, "Talk about
system shock: Typical installation requires

awhopping I7IMB chunk of your lrard

drive, As i anticipating consumer resis-

¢ tance, Accolade makes absolutely no

BN d ks - Bl Vil

SWING TIME Unlike other golf sims, JN4's con-
trols are unobtrusive and easy to leamn.

%0 dm b B b 4 Comster b o fhee Samite-

ALL NATURAL, NO FILLER JN4's proprietary
height-mapping engine yields unparalleled realism.

mention of this fact on the box or in the
manual. Also, each 18-hole course you
create zaps an additional l0MB or more.

Minor quibbles also include the ani-
mated grid overlay used to gauge lerain
grades. The grid twums off between
shots—an annoying (J\'ursighl. And“ani-
maled"? Slowly draping over the ground
isn'ta feature worth bragging about.

Still, from play mechanics and graph-
ics rendering lo course design and multi-
player capabilitics, JACK NICKLAUS 4 is
one of the most well-crafted games —of
any genre — that I've seen in years. %

PAPPEAL: Computer golfers of all
experience levels.

PPROS: The hest graphics of any
golf sim to date; the user interface
and course editor are models of per-
fection; excellent choice of multi-
player modes; free custom courses
galore. o

pCOMNS: High
system require-
ments; typical
installation eats
171MB from
your hard drive.

X



You've got a friend in the business."®
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WARNING: Proper attire is
recommended during enhanced /.
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multimedia adventures.




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 new Intel Pentium®II processor.

The tallest ship in the land, the

Destination™ Big
Screen PC/TV, is one
& system that can unleash
the power of your MMX™

technology-enhanced games and
tune in your favorite TV shows.

Your couch or recliner is a captain’s chair in front
of the Destination system. You're the skipper of your
own ship at Gateway. You decide what goes into your
Destination system. Our sales representatives will
explain your options and help you custom configure
a PC/TV to fit your unique needs. One
R W PhODE call is all you need to chart

a course toward adventure.
Hail us today!

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

800 846-8571

www.gw2k.com
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Destination™ Big Screen PC/TVs,

with MMX"™ Technology
m 32MB Synchronous DRAM
m 256K Pipelined Burst Cache
| Destinalion 31" VGA Color Monitor
® STB® 2MB VRAM Graphics Accelerator
with Cable-Ready TV Tuner
| 3.2GB 1ims EIDE Hard Drive
B [2X min/16X max CD-ROM/3.5" Diskette Drives
® [6-Bit Ensoniq® Wavetable Sound Card
m TelePath® 33.6 Data’/14.4 Fax Modem
| 7-Bay Charcoal-Colored PC Case
B Wireless Keyboard w/ Integrated
EZ Pad™ Pointing Device
® Wireless Field Mouse® Remote
m Four-Channel RF Receiver
® Microsoft” Windows® 95
m Destination Software Collection™
® MMX Technology-Enhanced Software Bundle
m Gateway Gold" Service and Support™
for Big Screen PC/TVs

$2999 As low as* $104/mo.

“The Destination Software
Collection features popular
titles like You Don't Know
Jack™ — Family Edition,
Monapoly,™ Launch®”
Magazine, Issue 9

and more!

TR

m [nlel 233MHz Pentium® [1 Processor
m 32MB EDO DRAM
®m 512K Internal Cache
® Destination 31" VGA Color Monilor
® STB 2MB VRAM Graphics Accelerator
with Cable-Ready TV Tuner
m (.4GB 10ms EIDE Hard Drive
| 2X min/16X max CD-ROM/3.5" Diskette Drives
» EasyPhoto Drive Scanner
® [6-Bit Ensoniq Wavetable Sound Card
» harman/kardon High-Fidelity Sound System
m TelePath 33.6 Data’/14.4 Fax Modem
B 7-Bay Charcoal-Colored PC Case
m Wireless Keyhoard w/ Integrated
EZ Pad Pointing Device
| Wireless Field Mouse Remole
B Four-Channel RF Receiver
® Microsoft Windows 95
m Destination Software Collection™
m MMX Technology-Enhanced Software Bundle
| Gateway Gold Service and Support™®
for Big Screen PC/TVs

$4299 As low as* 5149/mo.

“Maximum data transfer rate dependent on certain variables including particular modems with

which you are communicating, telephone lines, communications software and communications protocols,
*The Destination 31" VGA manitor is covered by a one-year limited warranty. Call or write for a free copy.

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

8§00-846-8571

www.destination.com

610 Gateway Drive, P.0. Box 2000 « North Sioux City, 5.1, 57049-2000
I'hone 603-232-2000 = Fax 605-232-2023

©1997 Gateway 2000, Inc. GATEWAY 2000, black -and-white spot design, “G" logo, TelePath and * You've got a friend in the bustness” slogan are negrstered trademarks, and Destination, EZ Pad, GATEWAY and Gateway Gold are trademaks of
Gateway 2000, Inc. The Intel Inside Logo, Intel and Pentium are registered trademarks and MMX is 2 trademark of Intel Corparation. Al other brands and product names are wademarks or registered wademarks of their respective companies, Al prices
and eonfigurations are subject to change without notice or obligation, Prices do not inchade shipping or applicable sales tax, Many CGateway 2000 products are custom eagineerid to Gateway 2000 specifications, which may vary from retail versions of
the software and/or hardwase in functionality, performance or compatibility. *Financing available on appeoved credit issued and administered by MENA America® Bank, N.A. Payments hased on 36-maonth 1eem an 14,95 Annual Percemage Rue
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MAGIC THE GATHERING ¢ REVIEW % & % &

A Fine
Gathering

MicroProse Finally Delivers on the Promise of PC Magic

by Bob Proctor

ve found a wonderful place to
play Magic: The Gathering. | can
play as much as | want, whenever
I want, and use legendary cards
like Black Lotus and the Moxes
without card sleeves and without
spending hundreds of dollars,
Yes, MicroProse has finally
made it possible to play this pop-
ular card game on the computer.
Their aim was lo re-create the feel of the
original card game and, for the most part,
they've succeeded. Many veteran players
will be playing with the “power cards” for
the first time, and will enjoy the novel
adventure-game environment of
Shandalar. Is it paradise? Not quite; the
card selection is small, the Al is a bit stu-
pid, Shandalar has a tendency to crash
(especially in the late stages; fortunately,
the game autosaves), and there is a fla-
grant absence of multiplay. But its very
playable as is, and all of these issues are
being addressed by the publisher.

CASTING DESCRIPTION...

MAGIC is really four products in one:
"Tintorial, Deckbuilder, Duel, and
Shandalar. All are single-player pro-
grams—a fifth product, allowing play
between humans, is still in development.
MictoProse says it’s working on both
multiplayer MAGIC and expansions
which will add new cards and features.

The Tutorial is I'MV with actors, and is
well done. It doesn't begin to teach you
everything —there are 57 pages in the
manual to explain the rules of MTC—
but its a good beginning. | highly recom-
mend the Tutorial to beginners.

The Deckbuilder program is merely
adequate and boring. It is easy to use,
but offers even less than most share-

DUELING CARDS Here is a regular duel if you just want to skip the extras
and go for some quick Magic action. MTG veterans will feel right at home
with the easy interface and faithful rules reproduction.

ware products in the way of testing and
tuning features. Of course, you could
argue that Macich Duel program offers
much better testing,

The Duel (you've scen it as the
playable demo) is an amazing accom-
plishment —it captures every nuance of
MTG. Theres a lot of information on
the sereen, but its well organized and
very clean—once you learn all the
functions that can be accessed (via
right clicks and small graphical ele-
menis). You choose a deck from a list
and play it against the computer, who
also uses a deck from the list. You can
specify which deck the computer
should use, let it pick randomly, or try to
run the gauntlet and beat every deck on
the list (there are 35 predefined decks,
and you can add more using
Deckbuilder). Its a funny feeling when,
after you've beaten 34 decks in a row,

JUNE 1997

the computer smokes you with one of
your own decks — do you cheer or ery?

A VISIT TO SHANDALAR

For me, the best product is Shandalar.
It5 a sort of adventure/RPG with ducling
as the combat system. There are four lev-
els of difficulty: apprentice, magician, sor-
cerer, and wizard. You start with some
gald, 10 life points, and a collection of
spells (mostly of the major color you
choose). The quality of your deck will
depend on the difficulty level. Appren-
tices get a decent one-color deck, and
wizards get a heap of rubbish— a random
assortment of spells in all five colors.

As you romm Shandalar, creatures
appear and challenge you. Some are
weak (48 lives), some are strong
(1220 lives). All duels are for ante,
meaning that yon risk losing a card
from your deck; however, if you win,
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Price: 569.95
Minimum System
Requirements:
4860DX/100 (P120 rec-
ommended), 16MB
RAM, 4x CD-ROM
drive, SVGA graphics,
Windows 95; supports
Windows 95-compatible
sound cards.
Multiplayer Support:
None.

Designer: David
Etheredge, Ned Way,
Todd Bilger
Publisher: MicroProse
Alameda, CA

(510) 522-1164
www.microprose.com
Reader Service f: 332



iF-22 RAPTOR: FIRST LODK, FIRST SHOT, FIRST KILL

Bame includes

R EALI;SM 4 Operational Navigation Ghart of

ol LT WkI655 Bosnia used by actual pilots!
ik i Chart your course, plot your way
points, and experionce the real-

ism of flying the /F-22 Raptor.

Nt \ i3 : ' Fly the most lethal combat aircraft ever designed,

\

recreated with unprecedented realism. Fly the

Nt :II' 4 iF-22 RAPTOR from Interactive
T 3 ’f, Magic. Experience the P power of the F-22's
: & First Look, First Shot, First Kill capabil-

,-'!

next-generation avionics.

4 Unrelenting action and stun-

ning realism.

- Truly dynamic campaign system—

never the same missions twice.

4 Point-and-click

active cockpit:

4 Modem and

network support.

4 Real terrain rendered from real-world elevation

. data and digital satellite photography—so true

to the real thing that we'll give you a

navigation chart for planning your attacks!

fF-22 Raptor is a trademark of Interactive Magic, Ing. All other trademarks
are property of their respactive owners. @Copyright 1997 Interactive
" ¥ | Magie, Inc. All rights resarved,

B, =20 i

How the Future is Played™ www.imagicgames.com

To ohtain a copy, visit your local retailer or order direct at 1-888-232-58389.

Interactive Magic, P.O. Box 13491, Research Triangle Park, NC 27709

CIRCLE READER SERVICFE #171



you gain a minimuim of two cards. To
build a collection, you can win cards,
find them for free, buy them in villages,
and eamn them as rewards for quests.
The ultimate goal is to defeat five pow-
erful wizards (one for each color) and
then beat Arzakon, the “Big Foozle.”

Its a long, hard fight —with literally
hundreds of duels, Decks that were effec-
tive against op ith 6 or 8 lives

lose steam against mansters with 22 or

more. Your strategy will have to be flexi-
ble and make use of the spells and special
abilities (called World Magics) that come
your way. You can concentrate ona 5[ng|c
deck or build several, but to cape with
changing conditions and opponents,
you'll need to tune and retune your
decks. Its the heart and soul of MAGIC.

THE VILLAGE IDIOT

The Al occasionally makes some of
the stupidest plays you're ever going to
see —like tapping Land for no reason
and taking Mana Bumn. | expect to see
several W s devoled to “MAGICS
Funniest Flubs.” The errors are due to

ARE STRATEGY GAMES TOO

MAGIC THE CGATHERING » REVIEW

his is what
makes the
computer
game dif-

ferent from any VErsion N o St sy,

of the card game. Until
expansions add more
cards, there are fewer
to choose from than
even the most restric-
tive MTG tournament
format, You have 360
cards from the fourth
edition, 20 out-of-print
“power cards" from
the first edition, and
12 Astral cards invented especially for
this game. The game uses up-to-the-
minute fifth edition rules and the older
card text has been revised to read cor-
rectly under these rules.

While: game play follows the very lat-
est rules, deck building is a throwback

THE MAGIC'S IN THE CARDS Before venturing into dun-
geons in the adventure game, stock up on life-increasing
spelis if you know life loss will ensue in the duels.

to the earliest days of MTG. Minimum
size is 40 cards and there are no
banned or restricted cards; just the
original limit of four of any one card in
a deck (basic lands excepted). You
want to try a deck with four Mind
Twists? Go right ahead, and throw in
WrContinued on pg 163

CIVILIZED?

T

ERI

COMING THIS FALL

Y.

L

A MINDSCAFE® COMPANY

IMPERIALISM Is a trademark of Strategic Simulations, Ine, 1997 Strategle Simulations, Inc. a MINDECAPE Company.All rights resarved
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" NETWORK
AND
MODEM PLAY =
SUPPORYED -0
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campaign. Experience streamlined play with SSG's new Operational Land
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Construction Rules

My Continued from pg 161

four Black Lotus and four Mox Jet
while you're at it.

Shandalar adds a few more
twists. The minimum deck size can
be even smaller depending on your
level of difficulty; from 40 for wiz-
ards down to a mere 25 for appren-
tices. Remember, smaller decks are
more powerful when given the same
cards. If you have only one Fireball
or one Serra Angel, you will draw it
much more often from a 30-card
deck than from a 60-card deck.
With such small decks, finding a
single powerful spell can make a big
difference, To avoid degenerate
decks, the rule for duplicate cards
has changed too. The smallest
decks are limited to one capy of

DUNGEON HACK This is a dungeon scenario in
the Shandalar adventure portion of the game.
Treasures can be picked up in these areas,
provided you defeat the creatures within.

the way the various cards interact, and
the Al is better on a faster computer
because the program can look further
ahead within the self-imposed time
limit. If less than perfect play upsets
vou, then wait for the patches that will
fix the problems — but also realize that
the next batch of cards will bring more,
Most players will find that the Al has a
better deck, and plays well enough to
consistently beat them, In Shandalar,
where your deck is weaker in the
beginning, the errors somehow seem
more natural and less objectionable —
just another weleome windfall in a
hard-fought campaign.

Another very upsetling problem
with the game was the tendency to
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each spell. When your deck gets to
20 cards, you can have two copies;
and at 40 cards, three. Only 60-card
decks can have the normal 4 copies
of a given spell. There is also a
world magic called “Tome of
Enlightenment” that increases this
limit by one at each of the lower lev-
els and removes it for decks over 60
cards. You heard right, no limits!
Ever wonder what a deck with 10
Mishra’s Factories, 8 Wrath of God,
and 7 Swords to Plowshares would
be like? It would be awesome, no
doubt. And before you head into a
dungeon that has cumulative life
loss over all duels, be sure you add
extra copies of spells that increase
your life points—like Stream of Life,
Healing Salve, or Drain Life.

crash during the Shandalar
adventures. This bug is
being fixed with a patch, but
for now, it is highly disrup-
tive to gameplay.

With a faithful translation
of the card game and a chal-
lenging, fun adventure ele-
ment, MicroProse’s Macic
game definitely beats out
Acelaim’ real-time pre-
tender, even without the
much-anticipated
multiplayer supporl.

Veteran Magic players will
enjoy the adventure and the
opportunity to play some
very rare cards, while beginners, thanks
to the "Ttorial, will at last be able to find
out why this game is so addictive. &

PAPPEAL: MTG veterans looking
for something new and different.
Anyone wanting to leam the card
game or learn to play hetter.

PPROS: Recreates the game com-
pletely; excellent graphics and inter-
face; weeks to months of gameplay.

PCOMS: No
human oppo-
nents yet; the Al
can he stupid;
minor rules-
infraction bugs;
adventure game
prone to crash in
later stages.

CGW
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the amazing environments of Africa and
run into all kinds of fun. Call toll-free
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retailer nearest you. Or take an expedition
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with the tip of the triangle

Join the tip of this triangle }
on the opposite page.

YOU’"RE AN ALIEN.

=T H

You can play either
side in this intergalactic
war. Instanily morph
yourself into @ weapon,
a battle tank, or aven
lake on human form.

Vary your strategy to keep
your opponenls guessing
Keep track by monitoring
them through your interface
portals. And with over 65,000
colars, the action will come

to life like never before.
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with the tip of the triangle

< Join the tip of this triangle
on the opposite page.

GET USED TO IT.

W HERE STRATEGTY
TAKES ©N

A NEW FORM

Once your position is
discovered, you'll want
to go undercover using

the blackness of night

as your cloak.

The intensity of
Conquest Earth will have
you using the first-ever
“directconirol” feature
which allows you to jump JERSR : : ' i |
right in and go headtohead 5 R > | ' vard

agains! your opponents. 17

T
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Price: 549.95
Minimum System
Requirements: 4860X
(Pentium recommend-
ed), 8MB RAM (16MB
recommended), SVGA
graphics, 30MB hard
drive space, 2x GD-
ROM drive, DOS 5.0.
Multiplayer Support:
Modem (1-2 players);
LAN, PBEM

{1-10 players,

1 CD per player).
Designers: Adrenalin
Entertainment
Publisher: Playmates
Interactive

Costa Mesa, CA

(714) 428-2100
www.playmatesinter-
active.com

Reader Service fi: 333

* REVIEW ¢ INTO THE VOID

Ina Genre of Classics, Playmates’ Space Strategy
Game Isn’t Even Worthy of Mention

by Tim Carter

he life of a
galactic overlord
is hard. And
lately, many
software design-
ersseenn lo have
conspired to
depict your
interstellar lot as
downright bor-

ing. A case in point is INTO
THE VoID, a lightweight
enlry into a heavyweight
genre that just doesn't cut it
against the classic games.
INTO THE VoID is your
standard space strategy
game, complete with a
research tree, colonies lo
build, ships to design, and
planets to conquer and
develop. Your empire is
divided into the usual cale-
gories: food, mining, pro-
duction, research, ship-
building, land-bascd
military, and espionage. You
manage each planets work-
ers by assigning them to the
various facilitics within cach
category. Most of your
progress is technology dlri-
ven, as new discoveries
allow you to build more impressive ships,
facilities, and military equipment.

LET THE DEBACLE BEGIN

There are a number of races, each with
its own characteristics, skills, and weak-
nesses, There is a militaristic race, a fast-
growing race, a technologically-focused
race, and an espionage-focused race,

CGW
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CITY LIFE Here is an individual planet management
screen...| think. Though Playmates touts an intuitive
interface, it isn’t. In fact, it's clumsy even when
compared to the three-year-old MasTer oF ORion.

Dighornaty Actier

WATCH FOR THE KNIFE, PAL Though I'm being
friendly rather than sneaky here, Ino Te Voio does
have above par espionage options. Of course, this
doesn't make up for the rest of the game.

Who thought that this was original?
Or, that gamers would want to shell out
hard-earmed money to buy yet another
space game that really offers nothing
new? The only interesting feature this

game offers is the somewhat more diverse

range of espionage options, but they can't
compensale for an olherwise dull and
extiemely repelitive product.

On top of the well-wom subject mat-
ter, the interface for ITV is chimnsy and
involves far too many commans that
achieve far oo little, Controlling planets
and resources isn't intuitive, and some
menus, such as ship design, are in strange
and unrelated arcas of the overall menu.

The manual is also very, very weak;
although this is compensated in part by
an online hutorial. As a gamer who actu-
ally likes to read the manual, though, |
can't help but feel ripped off when infor-
mation crucial to playing the game can't
be found in print.

INTO THE VOID runs in DOS, but it
functioned relatively well in the DOS
window of Windows 95. No matter
where oaded the game, though, 1
couldn’t get the sound to work.

THROW IT BACK INTO THE...

| can't think of any time when this
product would have been a success on the
market. It was surpassed by MasTiR OF
ORION three years ago, and may even suf-
fer in comparison to MOOS predecessors.
When comparing INTO THEVOID o the
current state-of-the-art space games, | can
find no reason to recommend buying il %

PAPPEAL: Only for those who
need to have the complete space
strategy game collection.

PPROS: Some interesting espionage
options; my copy didn’t irreparably
crash my hard
drive; 1 got paid
to play it.
yCONS: It's
been done
hefore. It's heen
done hetter.
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Price: 544.95
Minimum System
Requiremenls: 486/66
(Pentium recommend-
ed), 16MB RAM, 50MB
hard drive, 2x CO-ROM
drive, 2x CD-ROM drive,
SVGA graphics, DOS
5.0; supports Sound
Blaster-compatible
sound cards.
Multiplayer Support:
IPX, TCP/IP

(1-4 players)
Designer: Metropolis
Publisher: GT
Interactive

New York, NY

(212) 726-6500
www.gtinteractive.com
Reader Service ff: 334

REVIEW ¢ STAR COMMAND REVOLUTION

- Preemptive

Gloning

The First Launch in the Real-time Space Race Is Not a Winner

by Martin E. Cirulis

t the time of this writing,
Mastir OF OrioN [s in
the midst of a third, disas-
trous palch, and most
spaceploitation fans are
pinning their hopes on
Blizzards STARCRAFT, a
game thal promises to
bring all of WARCRAFI's
qpced and playability to
the sci-fi wargame arena, But while we're
all waiting for STARCRAFT, someone else
has managed to sneak their own
WarCRrFT-in-space clone off to market.
GT Interactive may have beaten
Blizzard to the punch by a few months
with Star CoMMAND REVOLUTION, but
considering the quality of the game, |
don’t think anybody will remember it by
the time STARCRAFT ships.

SPACE REEFS?

The biggest problem [ have with SCR
is that it isn't just like WARCRAFT-in-
space, it is WARCRAF-in-space. The
designers haven't done anything to make
this feel like a space game, except to have
stars in the background instead of dirt.
Call me a little anal retentive, but | have
major problems with impassable “terrain”
in space. | am not talking about planets or
moons, but ridiculous walls of “solid”
asteroids, gas, and crystal that force your
ships to wind along idiotic paths and face
uttery artificial bottlenecks. | can aceept
the premise of space terrain, but to make
it impassable to ships, yet opentoa
weapons fire, is just sloppy game design.

The rest of the game is your basic real-
time, resource-gathering wargame, with
nothing very original to recommend it.
There are four different races, but their
only distinctions are in equipment and
raw malenal needed to build their vessels,

CGW
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Research in this game is just park-
ing your mothership next to a
research station until you “leamn”
how to build each races ships.
"The campaign game s a serics
of battles that fake you through a
very basic rebellion story. What is
different in this game is a some-
what non-linear campaign that

even if you don't finish the current
one. lach map is connected to at
least one other map by a travel
gate, so if you can't find what you

spacewar is these impenetrable rocks. You can't
fiy over them, instead you have to wind around
them in maze-like fashion. Who ever heard of
such silliness in space?

lets you go on to the next mission ISPACE BOULDERS One ridiculous aspect of the

need to win one battle, you can go
through a gate and try your luck in
the next battle. Unfortunately, only
your construction ship and your
stored resources travel with you:
There is no gathering an unstop-
pable anmada in this game.

LOOKS: 1, SUBSTANCE: 0

While there are some cool bits
in SCR, most of the game is just
too poorly thought out and badly
balanced for me to recommend
it. | could consider it a quick-n’-
dirty treat if not for the stupid
space reefs dragging out the sce-
narios, and the very European
save-game feature, which only allows you
to save when you enter a new map.
Considering that some battles can take
an hour to complete, having to restart
from the h(tginning in the case of an

intrusion or screw-up is just unacceptable.
STAR COMMAND REVOLUTION distin-

guishes itself in only three ways: [t looks
very pretty, it is bug-free, and it beat
STARCRAFT to market. While it does
have a nice network/Internet suite, there
just isnt enough cffort put into the rest
of the game for thal lo matler. %

MOMMY Here is the mothership, the basic unit
for building structures, harvesting resources, and
learning technology in Star CommanD REVOLUTION,

FPAPPEAL: Only for the real-time
fanatics who need that early
STRCRAFT fix.

PPROS: Nice graphics and multi-
player options; some cool ships;
non-linear scenarios.

PCOMS: Idiotic
sacrifices of
reality to dubi-
ous gameplay;
uninspired treat-
ment of space-
war; lousy save-
game system.




CACTICAL WARHEND, CIRCA 1250 n.D.

LUARLORDS 111-REIGN OF HERDES ThiS SUMMER UL ARLORDS3.COM

107 Qonurtimiced Saftarre. W, Voo () Reign of Heoes & a rogisteed toatemak ol Broduamed Sefiveare, inz. Al Tights feserd,

CIRCLE READER SERVICE #294



os

FORWINDOWS 95 =

/:



Command & Conquer Gold Edition for Windows® 95!

ALL-NEW GOLD EDITION FEATURES

Super VGA Graphics intensify

realism and excitement
Internet Head+o-Head play

Play against competitors across the world
with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and desktop patterns
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For Windows"95.
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Price: $44.95 +
$4.95 5&H

Minimum System
Requirements:
486DX2/66 (Pentium
a0 or better recom-
mended), 12MB RAM,
30MB RAM, SVGA
graphics, 2x CD-ROM,
mouse; supports
Ensonig, Sound
Blaster 16 and AWE32
sound cards.
Multiplayer Support:
Nane

Designer: Marc Bjorg,
DigidFun Corp,
Distributor:
ColdFusion

Burbank, CA

(800) 551-0100

(818) 972-3937
www.digi4fun.com
Reader Service #: 335

REVIEW ¢ MUZZILE VELOCITY

3D Gunsight

Muzzie Verocity Turns Wargaming on Its Tread

amers sulfer
from wanting
to be both offi-
cers and
grunts simulta-
neously. Most
strategy games
that attempt lo
address both

aspects fail to
properly balance the two
points of view. Yet the latest
entry in this genre, MUZzzLE
VELOCITY, is so enthusiastic
that it largely succeeds
despite some flaws.

MV features real-time gameplay, and
begins at the combat level on a large
strategic map with flags for goals and
abstract shapes for other terrain. Smaller,
customizable screens that can be seen
with a left click provide unit, terrain, and
tactical inforrmation; as well as a recon
map. A detail screen allows the deploy-
ment of squads and the creation of
mixed-type units. Units represent soldiers,
aircraft, and every major vehicle type
from jeeps to tanks, along with all major
variants. Artillery isn't ignored either, and
includes everything from mortars and AT
to anti-aircraft and long-range pieces,

You select units and they roll toward
objectives containing hidden enemies.
'I'he range of orders you can give is limit-
ed by which rank you choose. Sergeant
mode allows only movement orders,
while General mode allows the entire

o Deployent

HOLE IN ONE The combat strategic map resembles
PereecT GENERAL, Or maybe Jaok NickLaus 2, but it works,
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rlN MY SIGHTS Here's the 3D view, complete with handy targeting reticule.

array: you can follow a unit, attack, deploy

transported infantry, and choose belween
four different bombardments

FIRST PERSON DEADLY

When you command a vehicle or sol-
dier from a 3D first-person perspeclive,
MV really comes fo life. Keyboard con-
tols make movement and combat sim-
ple. A blinking arrow is a guide to nearby
enemies, which your soldier can engage
with a submachine gun or grclmdcs.

‘The computer opponent is more
skilled and vicious than the typical 3D
shooter; fortunately, the Al for vour fellow
soldiers is good enough that they help you
out. The many kinds of trees and build-
ings serve as both abstacles to be side-
stepped and valuable cover. When driving
avehicle, not only can the speed and
direction be easily controlled, but the vari-
ous guns can be fired viaa
reticule that also shows the
range.

Those who assume that
the 3D first-person aspect
reduces this to arcade will
miss out on MV simula-
tion of combined arms tac-
tics. Vehicle models are
very accurate, and armor

and weaponry function
propeily, for the most part.
Sherman tanks stand no
chance against the front of

a Tiger but, with care-
ful maneuvering a
short range side shot
may work. Infantry
can be squashed
under treads if
Panzerfausts are not
present.

CHINKS IN THE
ARMOR

There are some dis-
crepancies however.
The unit scale seems
too small for the com-
bat arca, soldiers move
al the same speed all the time and cannot
fall prone, smoke grenades and shells are
not modeled, vehicles cannot go hull-
down, and field fortifications aren't
shown. The winding nature of European
cilies is missing, and buildings can't be
entered or used by snipers. Oddly, the
inhabitants seem to go about their busi-
ness as if their homes weren't being
reduced to rubble. Large scenarios tend
to be loo busy, making the combat/first-
person dichotomy tedious. There is no
explanation of morale, although units do
surrender. Vocal reports on the overall sit-
uation ean be distracting during a tense
first-person encounter. And where is the
multi-player support?

Still, nice touches, such as the variable
time compression and the visceral nature
of the 3D play, will keep gamers coming
back to this after they've tired of many
other real-time wargames. %

PAPPEAL: For 3D shooter and
real-time strategy fans.

PPROS: A neat hybrid of two gen-
res; fast and fun, with hetter Al than
most real-time games; gund tutori-
als; over 140
missions!

PCONS: Often
too busy, with
scale discrepan-
cies; no multi-
player support.
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You're in the cockpit against Earth's deadliest menace in this high-tech flight-based

game with blazing arcade thrills. Battle alien attack fighters as you obliterate the
City Destroyers deployed overhead by the massive Alien Mothership. As your
mission progresses from city to city, you fly faster and more heavily-armed planes,

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

death-defying climax in a whiplash-paced assault inside the Mothership!
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ZDNet.
All the computing information you need,
packed into one dynamic Web site.

The latest news

24 hours a day.

From breaking technology
news to your own FREE cus-
tomized news feed, ZDNet
delivers the in-depth cover-
age you need, from the
sources you can trust.

World-famous
software library.
Get ready to download!
ZDNet has thousands of
the highest-rated share-
ware programs, all virus-
tested and reviewed —
and the latest commercial
demos, too!

Enroll in -\_M‘_‘/
ZDNet University. /

Be one of the first /4= - search engine
to join our online / / o . No time to browse! Use
university and < WhiEee

Powerful

take courses in o ZDNet Find It to quickly locate
Java, G+, HTML 3 \ | ety the specific computing informa-
and'mone'! Lears ' >, = e o S L/ £ N tion you need.
from expert ' :
instructors in the
comfort of your
own home or office.
o 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 for
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!
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The world’s most trusted computing site,
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3D or Not 3D?

The Big Three of PC Sports Discuss
the New Dimension of Their '97 Lineups

fyou're a hard-core gamer,
you enjoy life on the cut-
ting edge. From rudder
pedals to ISDN, if theres a
hot new hardware trend,
youTe there, and you have
the credit card bills to
prove it. You'd rather end
up as wall pizzaina
Doom DeathMatch than
spend life on the wrong side of the tech
curve, right? So, with seemingly everyone

from Bill Gates to Leisure Suit
Larry going gaga over the
gaming potential of accelerat-
ed 3D graphics, you naturally
don't want to be left out. You
feel the urge to splurge on a
new 3D video card. Its okay,
we understand.

‘The question is, once
you've sunk your car payment
or your root canal money into
that jazzy new 3D board, what
are you going to do with it? At
press time, it wasn't easy lo
find software that knew how to

shot in NHL 97 that fuels your sports fan-
tasy. Don't sweat it. Go ahead and add
that 3D card to your system. To steal a
phrase from one of the all-time great
sports movies, il you buy it, they will come
(the 3D sports titles, that is).

"To bring you the inside scoop on the
future of sports 3D, CGWiracked down
the movers and shakers at several major
sports game publishers. We found that the
companies were edging cautiously toward
3D, hindered more than a little by market

fragmented between the 83 and

Rendition chip sets. On the pricey
side, everyone loved the 3Dfx boards, and
the Power VR received high praise as well.

YOU DONT KNOW JACK

David Grenewetzki, Accolades execu-
tive vice-president for Product
Development, has good and bad news
about the just-released JACK NICKLAUS 4
(see review this issue).

“It doesn't offer support for any of the
3D cards,” savs
Grenewetzki. “That
was for a couple rea-
sons. One is that we
have a really fast ren-
dering engine in JN4
already. Golf is the kind
of sport where we
might get some bene-
fit, but it’s not as notice-
able as it might be in
other products. Given
the schedule and the
competitiveness of this
market, we decided to

make your new toy jump,
especially if its sports games
that punch your ticket. The
titles that have been available
so far have, in fact, displayed distinctly
unsportsmanlike conduct. Sure, you've
blasted your way through the stunningly
enhanced bad guys in QUAKE GL, or per-
haps you've felt the bottom drop from
your stomach as you rolled your A-10 into
a bombing run in Sierra’ Rendition-capa-
ble version of SILENT THUNDER. But what
you're really longing to do is blindside a
halfback in glorious 3D, or jack a hanging
slider over the ivy at Wrigley:. Perhaps its a
graphically enhanced comer kick in a soc-

cer sim, or a chance to uncork a rising slap

PLAYOFF BOUND After coasting last season, Accolade should be back
among the heavy hitters this year with the 3D-enhanced and fully-
licensed HarogaLL 6.

forces and long lead times in game devel-
opment. Some top sports titles were too
far along in production to incorporate sub-
stantial 31 aceeleration. Others were still
on the bubble as to whether 3D hardware
support would find its way into the mix
this year or next. Still another pressing
question involves chip support. With §3
VIRGE, Rendition Verite, 3D1x Voadoo
and others all competing for market share,
support s a critical issue in any purchasing
decision. Here too, was a lack of industry
consensus. Opinions on lhe low end cards
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just go ahead.” The
good news for golf fans
is that Accolade has
JN5 projected to
appear in early 1998 with full 3D support.
While JN4s lack of 3D support was a
bit of a sand trap, Accolade expects big
things from the upcoming HARDBALL 6.
In addition to the game’s jump to
Windows 95, it will finally add Major
League Baseball licensing and 3D.
HB6 is expected in stores by early sum-
mer and supports Microsofts Direct 3D
standard, it also offers hardware support
for what Grenewetzki terms “the impor-
tant cards.” While exact 3D card specs
are subject lo change, the Accolade

CGW

‘ ‘ Companies

are edging
cautiously
toward 3D,
hindered by
market forces
and long lead

times. ’ ’




DENNIS MCCAULEY

| STROKE ME

| Sierra’s upcoming
FPS: GoLr eschews |

| the standard '

| motion-captured
golfers for 3D play-

| ers—but 3D accel: |

{ eration will only be' |

| available via a

| downloadable

| patch after the

| game ships.

| GOLDEN GLOVE

| EA Sporis’ TripLE

{ Puay 98 will be the |
| last of the compa-

[ ny's major sports: |
| releasesito make

| the conversion to

3D. The PC ver-

|- sion will follow the
PlayStation release
this summer.

executive mentions Power VR, 3Dfx, and
S3 VIRGE as likely candidates. And sup-
port is a key issue that’s being kicked
around at all of the game companies.

Adter a football vapor-lock last year,
Accolade is pinning its gridiron hopes on
NFL LEGENDS 98. Grenewetzki can'l
commit himself on aceelerated 3D support
for LEGENDS, since much of the work on
the game was completed for last year’
planned release.“Twill probably be a card-
specific solution,” he says. “My guess is that
we'll pick two cards, probably the $3 and
one or the other of 3Dfx or Power VR

FRONT PAGE NEWS

Of course you can't talk sports gaming
wilhout calling on Sierra. The publisher of
the FronT PAGE SPORTS games has its own
peculiar stake in the hardware side of the
31 muarket, since it markels the Screamin’
3-D, a Rendition-based accelerator. Scott
IFasser, procuct manager of the Sereamin’
3D, fields questions on his firms move into
3D gaming, The big news is that FPS:
BaskrigaLL will debut in 1998, and will fea-
ture [ull 3D support. Sierras upcoming
FPS: Gorr will not ship in accelerated

CGW
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form, but a downloadable 31 patch will be
offered shortly after publication. What
aboul the Sierra mainstays, 'PS: FOOTBALL
and Bastinart? Both will appear later this
year, but their graphies are still in the plan-
ning stages, according to Fasser,

“We haven't talked about acceleration
on Basesat,” he says. “There are some
3D features that we're looking at.” With
FoorsaLL,“It depends on which direction
we go in 98, Fasser says. "Whether we
make the big jump into 3D, or polish il up
and do some feature-rich stuff.”

Fans of TropHY BAsS 2 will be disap-
pointed to learn that no 3D support is
upcoming, but Fasser mentions plans for a
force feedback system for joysticks, and
an add-on for TB2 that will include new
lakes and new specics. Hey, an upgrade
runs through it! Fasser is unequivocal in
expressing Sierra’s corporate enthusiasm
for 3D acceleration.

“We're interested in doing as many
aceelerated games as possible,” he says.
“Especially as sports games move loward
true 3D, You'll see a lot more sports titles
come out aceelerated because it helps the
frame rate and the look quite a bit.”

Nol surprisingly, Sierra titles will sup-
port the Rendition chip cither directly or
via Direct 3D, Fasser is yet another mem-
ber of the 3D[x fan club, and indicates
that Sierra will also support the high-end
chip. While the FPS titles have migrated
over to native Win 95 mode, Fasser notes
that DOS-based games require direct
chip support, since they don't access
Direct 3D. This is an important consider-
ation for Sierra, whose Papyrus sub-
sidiary still favors DOS for its racing sim-
ulations like NASCAR 2.

IT'S IN THE 3D GAME

Ric Neil, one of the producers of
Manpen 97, tells me that EA Sports
hopes lo support as many chip sets as pos-
sible, while at the same time avoiding turn-
ing off potential customers wha don't have
an accelerated 3D board under the hood.

“If you have a 3Dfx or VIRGE. chip set
you'll get extra eye candy that doesn't real-
ly matter for gameplay,” says Neil. “Maybe
you'll get sideline people or cheerleaders,
or a better rendered stadium. But game-
play will still be good on lower-end
machines. Until they become a standard,
we don't want to be packaged with some-
thing that says our product only works if
you have this particular card.”

Just to show how fluid the whole 3D
issue is, Neil indicates that his counter-
parts on the NHLside of the house may
actually release both aceelerated and non-
accelerated versions of their leading hock-
ey sim. Neil also says that the "98 versions
will see all IEA Sports titles not enly sup-
port 3D acceleration , but also move to
Win 95-native status. And, just lo make it
more interesting, Ric whispers that previ-
ously arcade-oriented MADDEN 98 would
be making a move onto Sierra$s turf.

“We're going to start lrying to compete
with I'rONT PAGE for the first time,” the
producer says. “It will be our first experi-
ment in a strategic sports game. We'll
have the action game stronger than ever
with upgraded graphics, GrlP support,
and four- and cight -butlon joystick sup-
port, but you won't have to use the joy-
stick to play the game.” While Neil
remains mum on specifics, all signs point
o a fascinating year for sports gamers. %



“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, Feh ‘97

“An awesome card.”
—PC Home, Jan ‘97

“Apocalypse 3D delivers

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

R & & & &

~Computer Life,
Mar ‘97w
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gntroducing the Links LS 1998 Edition. The

forces of art and science have

combined to produce a golf "

experience like never

before. This new version \., '

of the Codie Award winning
golf simulation is packed with

over 25 new features! Here's just a few:

Brace yoursell for lightening-fast redraws, main
view in a window capability, and up to 8 additional
“smart” camera views.

ACCESS

SOFTWARE INCORPORATED

ro, Notice the new waving flags, birds,

h“*‘g animations with up to 8 of your §
ha >

airplanes and other background

friends over expanded
internet playl

Our course designers have given even
more allention to detail including new
water reflections, improved textures
and enhanced sky backgrounds.

Phone Toll-Free 800.800.4880 » Fax801.359.2968
Websilc—htlp://wmv.f-\cccssSoI'lware.com
Awvailable for the PC

CIRCLE READER SERVICE #248




ost of the
barriers to
multiplay-
cr air
combat
are set to
fall over
the course
of the next

year,

Once the major obstacles are out of the
way and more gamers get the chance to
experience what it5 like to fly with—and
against—a team of human players, play-
ing against the computer will just be con-
sidered practice mode,

LOGGING ON

One of the biggest hassles facing
potential online pilots is simply connect-
ing successfully with a game. When play-
ing boxed games online, you often have
to deal with esoteric minutia such as
determining your IP address, or you're
foreed to install and figure out a third-
party utility such as Kali to add Net sup-
port (arena sims such as AIR WARRIOR 11

Eidos is re-entering the simula-
tions market with an all-encom-
passing strike force. In addition
to FLying NigHTMARES 2, the
online ConFRMED KiLL, and Team
ApacHE, the company is also
working on JSF (Jowt StriKe
FiHTeR), a simulation of the
new attack aircraft being devel-
oped for the USAF, USN, USMC,
and UK Royal Navy.

‘While the other sims in the line-

ON THE RADAR

The Goming Si
Renaissance

© Hawker Hurricane

NO PRESSURE Microsoft's Figiter Ace will feature an option to'
pay by the day or by the month, so you won't have to watch

the clock ticking as you play.

and WARBIRDS already make gelling
online a fairly easy process),

One solution is the “lobby” approach,
where a Web page is used to malch-make
multiple copies of a stand-alone sim. At
that point the Web page hands off control
to the host player and gels out the way.
|obbies such as Microsofts Intemel
Gaming Zone (www.zone.com) will also
act as one-click entry points for online
sims, such as Microsofts upcoming
FIGHTERACE, Some games, such as

up are targeted across the range
from beginner to expert, JSF is
aimed more at the action sim
crowd, and should feature play
similar to Novalogic's F-22
LigHtning 11, but with an even
more advanced graphics engine.
Oddly, the development team has
chosen the McDonnell-Douglas
entrant in the JSF competition—
the plane that lost out before the
prototype phase began.

MicroProses

IiaLcon 4.0 and

Fidos’ ﬁ é By the
(;.()NI-‘II:L\'II-'.D turn of th e
Kirt, will take

advantage of the centu ry,
front-ends of -

gaming services you lL on ly

such as Ten lo play Off_[-ine

allow for easy

matchmaking to prac tice
and setup. And
for the real

look for
‘ Interactive i\".liij_;ll.‘ challen ge. , ,
to use I-Magic
Online (formerly ICI, ereators of
WARBIRDS) a5 a central point for hosting its
boxed sims, such as 122 RarToR, online.

Many of the sims slated for the latter
half of 1997 will give you one-click access
to [nternet games without need for any
oulside help. For example, Eidos' FLyinG
NIGHTMARES 2 (sce the preview this
issue), works much like the QSpy utility
designed for QUAKE,

“It goes onto your TCPAP link and
begins looking for the unique IP address
that the FN2 executable generates when
youstart a game,” says producer Bryan
Walker. “Every game thats active on the
Internet will be shown here. [t will color-
code those games green, yellow, and red,
showing what the average connection
lime is to the machines on the Nel.” It
doesn’t get much easier than that.

Another obstacle for many potential
online gamers has been price, with lhe
hourly charge clocks constant ticking in the
background putting a big damper on the
fun. Like Iidos, many producers of boxed
sims are planning free online play for their
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SIMULATION/SPACE

DENNY ATKIN

boxed sims. Microsofts FIGHTERACE won't
charge by the hour, but by the month.
While Engage is charging by the hour, Ten
offers a flat fee, and the advertiser-support-
cd free games available on Mplayer are sure
1o cause pressure for new pricing models,

GAMEPLAY ISSUES
Lack of structure has been another
obstacle to mulliplayer simming. Most sims
just drop vou in a head-to-
head free-for-all, The death-
match approach is certainly
fun for a while, but eventually
you begin to crave varicty.
Certainly, the most fun I've

[T

also a variety of victory condlitions that will
allow games of varying length and difficul-
ty. I'or a short game, you can play King of
the Hill, where the team that has the most
units in an objeclive area for the longest

time wins, Another option confers vic-

tory on the first team to destroy the

enemy’ headquarters. [f you're really in
it for the long haul, you can play until the
last unit is dea. (If all your aircraft are
destroyed, you can still try to defend your
base using 20mm AA guns — essentially
like trying lo shoot down | larriers and
Caobras with a QUAKE nail gun.)

IFN2 also includes units with capabili-
ties tailored to making the multiplayer
experience more exciting, The Quick-Fix
is an EH-60 electionic warfare helicopter
which jams FM and VHF transmissions.

. JOIN MULTI:FLAYER GAME

SELECT GAME

wr 0 Wi

had in WARBIRDS and AIR | cobrey only East a0d West e '_n:_'"

WARRIOR wasn't during solo
combat runs, bul rather those
times | got together with
another group of pilots to fly a
squadron-level attack on an
enemy airfield. However, for
the most part, its been up lo
individual gamers to take the
initiative to create scenarios
and plan group events.

Look for the upcoming
crop of multiplayer sims to give you far
more significant goals in the skies besides
“blowing up everyone else.” Perhaps the
most significant of these is FALCON 4.0,
Designed as a multiplayer game, when
you play solo its actually playing the same
game as multiplayer mode, but with the
camputer flying all the other aireraft.
Players can even plan missions together.

Other sims, such as 1F-22 RaProR and
DIDs TIX:A%-22, will offer Capture the
Flag scenarios, where pilots will work as
teams to caplure enemy airbases. Some
games will offer even more elaborate sce-
narios. FLYING NIGHTMARES 2, for instance,
offers not only a complete real-time,
lTuman-commanded strategic battle, but

cowW
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FLATER

SMART SEARCHING Fuying Nichmtanes 2 will automatically
search the Intemnet for other FN2 games, making it easy to find
other players to battle.

Placing it near encmy units will prevent
the commandant from issuing them
updated orders, Fxpect 15H-60s to be pri-
mary targets of enemy Harricrs,

Next up on the target list will be the [
2C Hawkeye AWACS aircraft. Knock
these out and the enemy will have fo rely
on Harrier radars and unit lines-of-sight
to detect your aircraft. And Lo really cus-
tomize the environment, the games cre-
ator can choose o make some unit
types —such as AA guns or Harriers —

rare or unavailable.

THE WEENIE FACTOR
One of the most frustrating problems
currently plaguing multiplayer games is

what to do about the weenies who get
their kicks ruining games for others. ts
annoying in a fantasy game like DiaBLo;
its infuriating when you're trying to
imimerse yourself in a combat simulation.

WaRrBIRDS has a simple solution for
taking care of the player who'd try to
shool down his own countrymen —any
shots on friendly aircraft damage your
own instead. In AIRWARRIOR 2, shooting
down two friendly planes means no
ammo for you for 24 hours.

FLyING NiGHTMARES 2 will be one of
the first boxed sims to address the weenie
factor. “If you're the commandant and
you've got a player who’s acting like a
moron, you can reprimand the guy,” says
Walker. “Basically, that guy takes two min-
utes in the penalty box, and gels a screen
of the commander chewing his
pilot out.” If the pilots being a total
jerk, you can expel the pilot from
the game, as long as one other
player also votes for the expulsion.
Liach copy of FIN2 will generale a
unique D for itself, so an expelled
player won't be able to sneak back
in under a new name — the com-
mandant will have to give approval
before hel unbarred.

TUNE IN, LOCK ON

Stay tuned for many more
improvements in multiplayer
sims. For instance, in WARBIRDS
it too easy to take off and shoot
down the pilot who just shot you
down. Look for game design changes to
encourage players to try to keep their
pilots alive. If a downed pilot is captured
in FN2, for instance, the enemy leams
where your HOQ and airfields are. There’s
the incentive to rescue him.

The two bigges! restrictions are still
latency and Internet delays, both of
which can result in warping aircraft and
untimely disconnects. But, as we speak,
there are plenty of new hardware tech-
nologies in the works to address these
problems. So now is the time to start bud-
geting for the installation of that second
phone line —once you're bitten by the
multiplayer sim bug, there’ not going to
be any going back. %
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Trinitray
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SONY
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processor
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ELLIOTT CHIN _ ACTION

fyou've been thumbing
through these pages the

past couple of months, you

have probably noticed that
the action column has
been MIA. Well, thats
about to end. Having
soundly and consistently
destroyed every other
CGWeditor in QUAKE,
I've won the right, as action editor, to start
acolumn that will bring you the latest
news and thoughts on the action genre.
This month, our cover story is giving you
asneak peek at the new wave of QUAKE,
killers that will take action gaming to a
whole new level in the months to come.
But what do we do until then?

With the exception of INTERSTATE 76
and the QUAKE MisSION PACKS, the hot
games are still going to be ToMB RAIDER,
QUAKE, and DUKE NUkeM 3D (we're still
playing QUAKE every day here at the
CCWollices), But odds are that you've
already finished the game that came in
the box. Fiear not though; there is more to
these hot games than meels the eye.

QUAKE ON

Quake is the king of extendibility.
There are dozens of hacks, mods, levels,
I'ﬂﬂnﬁtcf.‘i. :1I‘I(| entire new g:lml:s [Ur
QUAKE players to experience. The best,
most complete rundown on all of them
exists at the Slipgate Central Web site at
www.slipgatecentral.com. This is the
comprehensive QUAKE site, the one that id
swears by, and the one that American
McGee, Quakk level designer, calls the
“Yahoo! for QUAKE.”

"The site is well organized and all-inclu-
sive, with listings for every new level,
monsler, weapon, or other hack ever cre-
ated for QUAKE, as well as detailed infor-

Qﬂ.

Extended Action

Upaates, Add-ons and Hacks for the Top Action Games ]

is QUESS, a chess game with

chess pieces. Instructions for how
to play these and ather games are
located at Slipgate Central.
Combine this new QUAKE
material with the MISSION PACKS
(reviewed in the QUAKE add-on

more difficult, levels set in Atlantis.

driving game, and Q!Soccer, a soccer game.

mation on how to actually use the stuff,
"The site also has a search engine for hunt-
ing down specific QUAKE hacks. Among
the cooler items available are Threewave
Capture the I'lag, and the Severed pak file
(a way of playing QUAKE where you can
dismember your friends —one extremity
atatime. You can sample it al your own
peril on this months CG-ROM).

Aside from the cool hacks, there are also
entirely new games o play using the
QUAKE engine. Take, for instance, QUAKE
RaLty, a QUAKE driving game where you
can race around tracks or load weapons
onlo your cars and start some vehicular

DeathMatching. Something more cerebral

A SECOND DATE Toms RAIDER fans can expect an
enhanced version in late June that picks up where
TR left off. The pack will feature several new, and

QUESS This is Quake chess, with Quaxe monsters
substituting for the regular pieces. There are other
games out there as well, including Quake RaLLy, a
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roundup in this issue), and you
should have plenty of gaming to
occupy you until the next wave of

greal action games hits us.

BEYOND TOMB RAIDER

TomB RAIDER, unfortunately,
doesi't have anything in the way of
editors or source code for you to
tinker with to extend the life of the
game. Right now, all you can do is
strf the Web for seedy pictures of
Lara Croft. However, ToMB
RAIDER fans can rejoice, because
soon we'll be seeing TOMB RAIDER:
UNFINISHED BUSINESS, an expan-
sion pack with additional levels and
maybe some TR 2 teasers.

DUKIN' IT OUT

Like Quake, DUKE is still pretty high on
the playing lately list. However, it doesn't
have nearly as much in the way of new lev-
elsand hacks. However, there are diligent
DUKE fans chuming out some good Duk:-
related material. Check out Adrenalin
Vaults DUKE page at www.clitegames.
com/duke3d/, which is one of the most
comprehensive sites for DUKE.

So, while you're waiting for the next gen-
eration of great action games, you can still
go back to your favorites and have a greal
time, thanks to add-ons for TR and QUAKE,
and great hacks for QUAKE and DUKE.
Until next month, Il be playing some
Quiiss and buming rubber in 1-76. %

CCW

QUAKE monsters in place of classic

GE v

the excep-
tion of
INTERSTATE ‘76,
the hot
games are
still Quake,
TomB RAIDER,
and Duke
Nukem 3D.

Many of the Quaxe
and Duxz ftems dis-
cussed here can be

found online. You can
start at our Web site
at www.computergam-
ing.com. Also, the
Severed pak file in
Quaxe is featured in
our custom Quaxe
level on the CG-ROM.
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TERRY COLEMAN -

STRATEGY/WARGAMES

CompUTER SQUAD LEADER IS Finally Marching on

quad Leader.
The very name
conjures images
of hard-fought
battles, where
mapboards stud-
ded with arcane
hexagonal over-
lays magically
transform into

Trench villages,
bridges aver the Ruhr, or Russian streets
reduced to rubble. John Hills 70s master-
picce emphasized morale, training, and
élan in a way that makes games such as
CrLoskE CoMBAT pale by comparison, It was
difficult to leam, mare so to master; yet the
flexibility and depth of the game made it the
system for simulating squad-level combat,
Despite its daunting complexity, Squad
Leaderbecame hugely popular outside
the small circle of hard-core wargamers, a
tribute to its unique style and focus.
Building on this cross-genre popularity
(even adventure gamers found the role-
playing elements fascinating), allowed
Squad Leaderto sire a number of sequels.
These in turn became more abstruse and
complexwith each new release, to the

point where the system threatened to col-

Leader

The Game of Infantry Combat In WWII

lapse under its own weight. So, led by Bob
MeNamara (now at Talonsoft), and devel-
opment guru Don Greenwood, Avalon
Hills in-house staff redesigned Squad
Leader from the ground up. Advanced
Squad Leader (ASL) was an immediate
success. To date, the series (including the
original Squad Leader) has sold over one
million units, with new add-on modules
appearing annually.

ENDLESS LOOP

Squad Leaderwould seem an obvious
choice for a computer game, since even
its boardgame unit sales rival those of the
SIMCrTY or WING COMMANDER series.,
But when the Avalon Hill computer line

was jump-started by Jim Rose four years

ago, tackling a project as
huge as ASL seemed too
daunting for their initial
line of releases. lronically enough, one of
the first designs commissioned was
THIRD REICH —a similarly complex pro-
ject that took three-and-a-half years to
release —so, in retrospect, AH may have

made the correct decision.

Buoyed by the success of the WORLD
AT WAR series, Atomic Games contracted ‘eal SQUAD
with Avalon Hill in 1994 to develop :
BEYOND SQUAD LEADER Alomics con-
cept was that all of the data in Squad
Leadercould be translated to the comput-
er, with the added tactical considerations
of real-time play. While the final product
did sport a psychological model, it had lit-
tle, if anything, to do with that of Squad
Leader. The morale system over-empha-
sized the negative aspects of combat
without really allowing for the positive
aspects, such as heroism in the line of fire,

Of course, everyone knows by now
thal BEYOND SQUAD LEADER metamor-
phosed into CLOSE COMBAT and was
published by Microsoft, not Avalon Hill.
Rather than go into all the legal ramifica-
tions and recriminations between the
partics involved (which would make a

BLITZKRIEG (AVALON HILL)

Evidently, when Atomic split from Avalon Hill,
AH retained the rights to WonLD AT WaR. The
next in the series will be BLiTzkriEG—n0 relation
to the old AH boardgame—developed by the
appropriately-named Grognard Simulations.
SSl is increasingly moving into the fast and
furious real-time strategy genre. Following the
success of their own War Winp, SSI will be
distributing Gametek's DArk CoLony. SSI
insists, however, that they will still develop
turn-based games as well.

'y Y,
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TERRY COLEMAN

column in and of itself), suf-
fice it lo say that by the lime
it was published, CLosE
ConBar had about as much
to do with Squad Leader as
the WoRLD A1 WaR version
of STALINGRAD did lo the
1964 Stalingrac boardgame
(at least both of those were
turn-based).

Now, cynics will say that
Keith Zabalaoui, Eric
Young, and company at
Atomic never intended to do
areal Squad Leader for the

Squad Leader

Cross of Iron
Crescento of Doom
G.L.: Anvil of Victory
Advanced Squad Leader
Yanks

Kampfgruppe Peiper I-ll
Beyond Valor

Code of Bushido

Croix de Guerre

Gung Ho!

Hollow Legions

The Last Hurrah

A Tactical, Enjoyable Masterwork
More Tanks, More Fun

Impressive, but Often Tedious

Over the Top

More Realistic Than SL, Still Playable
Grunts and Shermans, a Blast

S5 vs. Yanks in Belgium

Full Russian & German Orders of Battle
Japanese and Jungle Fighting

Fall of France, Plus Vichy French

U:8. Marines and Nationalistic Chinese
Italians (No Snickering, Please)

Allies vs. Blitz in 1939-40

l:nli.fnirn nce

computer, and were simply |
using the ASL license to fur-
ther the commercial success
of their own design. If so,

they had only moderate sic-
cess. While CLosE Compar
did respectably, it fell well short of

Partisan!

HARPOONS sales, much less those of a
runaway hit such as Panzir GENERAL;
and, it came nowhere close to the num-
bers sold by the Squad Leader
boardgame series. What we've seen so far
of CLost: Compar 1l addresses a lot of
the failings of the first game, and Atomic
seems to enjoy working with Microsoft.
But there’s little question that as the series

West of Alamein
Deluxe ASL
Solitaire ASL

Very Different From Normal ASL

Brits In North Africa; Dust Rules
Larger Hexes, More Miniatures Feel
Draw Your Own Conclusions

continues to develop, it will have less and
less to do with Squad Leader.
AS THE ASL TURNS

It comes as a breath of fresh air, then,
that Avalon Hill is planning once again to
convert Squad Leader to silicon, With
speculation running rampant, we
checked in with Charlie Moylan on the
unique challenges of designing Com-
PUTER SQUAD LEADER,

Scenario 10

HITDORF ON THE RHINE

One of the
hundreds of
scenarios

considered for

I

Bales Introduced: Sectbom $7-- 59
VICTORY CONDITIONS

inclusion in
Computen
Sauan LEADER.

TURS RECORD CHART

E==—{t[2]3]a]s]e7]e]s
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here's no way that Computer Sauap Leaner will appear before 1998,

if only because Charlie Moylan must first finish AcHtunc! SeiTrRe.

We've also discovered that he and J.D. Webster are hard at work

on a Pacific version of Over THe ReicH, as well. When | ask Moylan
how he could possibly work on two projects at once, he replies that, “A lot of
ASL will be hard and fast coding, since the design is so complete, with a number
of excellent scenarios already in existence. With the Pacific air game, | get to
actually design some scenarios, so it will be a breath of fresh air”

Moylan understands the challenges of
bringing a complex game such as ASLto
the computer. His most recent game, OviR
‘THE REtcH, is filled with the same clever
combat system and realism found in |.D,
Webster$ original boardgame, but the
mechanics are far simpler, thanks to the ele-
ganl intetface. Moylan believes thal ASL
can be brought to the computer in similar
fashion. The simplest levels of the game
would be very accessible, even loa player
only familiar with say, PANZER GENERAL At
the most difficult level, all of the complexity
and depth found in ASL would be available,
but would still be simpler than the board-
gaine, because the processor can handle
the complex calculations.

Moylan is determined to capture the
magic of the original, but is quick to add
that anyone “who insists on six-sided dice
rolling on the computer screen” should
stick to their paper shrines. According to
Moylan, “A lot of the complexity of the
boardgame comes from this detailed tacti-
cal simulation being forced to fit into a hex-
grid format. Because of this, there are
exceptions piled on exceptions. For exam-
ple, there are nearly two pages of rules on
how to move a vehicle between two build-
ings that coexist in the same hex, and all the
line-of-sight and fire-combat-modifier
nightmares that result from performing
what should be a simple action: moving a




72
)
=
L
(%W}
=
[~
[oa}

ROAD TO MOSCOW (ARSENAL)

Roap 10 Moscow is one of the most ambitious designs
ever for a wargame, which might be why it isn’t ship-
ping anytime soon. The scale is primarily to blame:
the entire WWII conflict in Russia is simulated on a
strategic level, all the way down to each company!
Even when the code is optimized, it's unlikely that
even a P200 MMX chip cauld crunch this vast amount
of calculations in any reasonable length of time (and
we won't even speculate on how well the Al might
perform given these restrictions). While it may disap-
point ARsenAL’s loyal fans, we believe that president
Jim DeGoey is taking the right step in attempting to
revamp the product before release. Among the many

TERRY COLEMAN

solutions being discussed is to convert the game 1o a
more manageable battalion-level scale.

NEW SSG TITLES

SSG is back with a vengeance! In addition to their
upcoming WanLoros |l with Broderbund (see the
sneak preview this issue), they are also well into
designing ReacH For THE STaRs Il for Microsoft. But,
the big news is that The Last Burzkriea will be dis-
tributed by SSI as Decisive BartLes oF WWII, planned
as the first release in an ongoing series.

. SID MEIER OUT OF THE CIV GAME?

If you're wondering why AGENTS OF JUSTIGE is
delayed, it might not be just because of MASTER oF
Orion 11, Steve Barcia is being asked to carry the
creative torch for a lot of MicroProse’s franchises.
Scheduled projects for SimTex include MasTer of
Maeic Il and, evidently, CiviLizanion 111, The latter may
not have Sid Meier's name above the title, because,
according to Sid and his lawyer, “I have my name
back,” for which Firaxis is undoubtedly grateful.
Even Avalon Hill has a sci-fi strategy game in devel-
opment, TankWars 2020, which combines turn-
based strateqy with arcade-action Virtual Reality.
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tank between two buildings, We'll replace a
lot of this with more ‘real-world" algorithms,
and all of these complex computations will
be handled by the compuler. Soits more
realism with less hassle for the gamer”

BUILDING A CARDBOARD BRIDGE

CoMPUTER SOUAD LEADER will be
turn-based. While Movlan isn't averse to
an initiative-hased system, as in OVER THE
Retci, he wants a different feel than in
STEEL PANTHERS. “You want the informa-
tion in the game to be accurate, but if the
flow of play feels too frantic, you are going
to lose a lot of gamers. Also, we've had a
lot of people asking for email play, which
doesn’t work well in a phased- or initiative-
based system,” ASL is a complex game;
vou can't frantically throw units around as
you would in COMMAND AND CONQUER,
because your squads aren’t cannon fodder.
So, the decision to go strictly turn-hased
niakes good sense. And there are those
hundreds of thousands of boardgame
owners o consicler, many of whom
assuredly own computers and who will be
expecting turn-based play. ..

ASLwas one of the first board
wargames lo offer a good campaign game
with Red Barricades. The compuler game
will carry on this tradition, with all of the
tedious record-keeping chores (promo-
tions, experience, reeruits, wounded sol-
diers, and so forth) ence again handled by
the computer. It unlikely, with the num-
ber of top-notch scenarios published by
Avalon Hill (with more appearing every
few months in AMs magazine The
Ceneral), that COMPUTER SOUAD
LEADER will consist of only one product.
Rather it would seem to have the potential
or a franchisc line, with games covering
each theater of war, much as the
boardgame series does now. This would
still mean that each game would have
dozens of scenarios and multiple cam-
paigns, all tied 1o a central theme,

In addition to the strong Al for which
Moylan§ games are known, the current plan
is to support both email and Intemet play.
Far from being intimidated by such a daunt-
ing project, Moylan is enthused about the
opportunity to breathe new life into a classic

game: ™ The enduring success of ASLis that

JUNE 1997

no other game shows quite so well the dif-
ferences in doctrine, training, and equip-
ment between the various ammies of WWIIL
AWehmacht squad is differently equipped
thena U.S., or British squad, and cach
nationality requires that you master differ-
ent tactics, Our goal is o caplure those
dynamic differences in a playable fashion.”
‘This means a welcome lack of arguments
over line-ofsight, or questions conceming
the appropriate defense mocdifier for a tank
wilhopen turrel ina ravine after a medium
rain on a Tiesday when the moon is full.

While it’s true that he doesn’t see the
unit sales that he likely would with a big-
ger company, Movlan says that he enjoys
working with Avalon Hill: “If  were else-
where, I'd likely be forced into doing
real-time games. Avalon Hill allows me
to do the type of games | enjoy doing, If
hig sales come from COMPUTER SQUAD
LEADER, fine. I not, P'm still making a
living doing what [ want to do, and how
many people can say that?”

Those of us who enjoy playing Moylan’
games hope that he continues to follow his
tum-based muse as far as it will take him. %
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BUILDING A BETTER TOMORROW,

W\This isometric shooter is going to blow you away...
Meat Puppet takes the top-down action shooter to the next level. /7

—C/NET GAMECENTER.COM

Lotos Abstraction. A beautiful woman with a keen mind and a
big gun, living in a destroyed 21st cenfury. Someone has faken
her memory and her freedom. Now she must kill or be killed,
while trying to find whoever or whatever is controlling her.

* 300 fully interactive rooms throughout a unique, stacked playing environment.

= Climb your way through different levels from the streets all the way fo the top
of the city.

* 29 dangerous characters, six massive cities, and 22,000 frames of animation.
e Quistanding futuristic graphics and a stunning cinematic opening.

http://www.playmatestoys.com

Created by Kronos Digital Entertainment, Inc. © 1997 Kronos Digital Entertainment, Inc. All rights reserved. Artwork and design © 1997 Playmates Interactive Entertainment, inc.
PIE™ is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved.
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The Critics are Gushing with Praise:

...destined to become one of the
next great cult hits... the game
more than lives up to its name...
the most fun I've had this year!
-Adrenaline Vauit

A GA QA QA A ¢

-PC Gaming Review

Excellent level design, brilliant
weapons... an excellent addition
to the shooting genre.

-Next Generation On-Line

It doesn’t get any better than this...
Eye Poppin' Demo Award
-Gamepen



full-hlocded version in May

MORE BLOODY FEATURES
34 deep red levels

all 4 episodes featuring gore galore, true rooms-over-rooms and hidden hellholes

8 dedicated multiplayer
hrloocdhath levels

optimized for KALI, featuring team-play and all new humiliations

| 12 sick, sick weapons

including voodoo dolls, tesla cannons and life leeches

17 ugly—ass enemies
./ hell-hounds, phantasms, chrysalids and the almighty Tchernobog
camnap editor

i build your own abomination
gl By el ' ¥

k‘ © 1697 Monolith Productions, Inc. Al Rights Reserved. Blood is a Tratemark of Monolith Productians, PO Box 3268, Kirkland, WA 980B3. This gama uses the Build engine
www.lith.com  and toals by Ken Silverman. Published and distiibuled by GT Intesactive Software Corp, All other trademarks are the property of thelr respective companies.
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Flying Gormps

Tired of Yelling “Curse You, Red Baron!"?
Here's How to Shoot the Bugger Down

by Robin G. Kim

he relentless pace of the aerial battles fought during the ' Q

Creat War exacled a terrible toll on both sides. Yet,

despite horrendous casualty rates (the life expectancy
an RIFC pilot in the “Bloody April” of 1917 was less than

two weeks), the best lyers not only survived, but they
racked up many kills in the process. The styles these top:

aces used lo achieve their success varied considerably,
but generally boiled down to excellence in some combination of
marksianship, situational awareness, and raw flying ability —all
leveraged by a solid understanding of tactics. 'To conquer the diverse
challenges FIYING Corps presents, you loo musl master all these )
skills. Fortunately, basic survival requires o working knowledge of just — immune from attack, and could grant you the freedom lo engage on
two of them: situational awareness and tactics. vour own lerms —as well as give vou the advantage of surprise.

"To maximize your chances of success in a dogfight, always strive

The High Ground

Among lodays fighter pilots, there is a commonly held axiom that
“speed is life.” While this idea was still applicable to the carly days of air
combat, in that time period it was superseded by an even more funcla-
mental principal: “Altitude is everything.” WWI planes climbed slowly
and lacked the speed to rise any greal distance in a zoom. As aresull,
position even 800 feet above an opponent could render you virtually

o secure a significant height advantage before approaching any
enemy formation that may contain scouts (single-seat fighters).
Obviously, you must keep a sharp eye oul (or use the padlock views)
to spol them from as far away as possible, Climb at right angles to the
bogies, or 135 degrees away if they are higher up, o buy yourself
enough time and space to seize the higher position. This is most

important if you are leading a flight. With altitude on their side, your

wingmen are deadly killers, but they will

ZEROING IN fall from the sky like rain if vou allow the
enemy to bounce them from above. Keep
your distance until you are rc.'l(ly to attack;
onee your wingmen decide that they are
close enongh to break formation and

engage, you will lose all control over them

Avoid hostile flights detected at much
The SE5a’'s tracer pattern

makes it difficult to see
your aim point. Toggling
fo and from the full-
screen view's crosshairs
will give you a better feel
for the correct lingup.

higher altitucles, though this can be unfeasi-
ble if the enemy pursues, One tactic that
miay get you out of trouble, if the enemy has

not yet commilled to the attack, is ximp[_\_‘in

dive away. Bogies are often loath to blow

their altitude by diving down lo your level.

Iiven when they do try it, Al pilols frequently

rip their plancs apart due to excessive speed.
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STRATECY & TIPS: FLYING CORPS

When vou do finally decide to mix it up, always go
after the high bandits first — conserve vour altitude reli-
giously! Its easy to dive after the rest once you've
downed the first target. Its much tougher when vou
find yourself thousands of feet below the fight and fac-
ing the prospect of a five-minute elimb back up to
where the action is. Use high speed hit-and-run passes
for your first few attacks to milk any initial energy
advantage for all it is worth, especially when your
opponents are flving more maneuverable planes, Avoid
steep dives, however, since the rapid aceeleration
mikes control and accurate aiming difficult.

Attimes, you will probably be foreed to fight on
even terms, or at a slight disadvanlage. ‘These scenarios
usually begin with a dangerous head-on pass. The dan-
ger comes from both the risk of collision — computer
pilots just love to play chicken —and the Al aptitude
for making such zcro-deflection shots count. Evade
enemy fire by diving a bit and jinking just before you
come into range. Though this will save you from taking
damage, expect immediate casuallies on both sides as
vour wingmen and the enemy blast each other to bils
on the first pass. This gives you all the more reason to
wark for the upper hand before engaging —when

circumslances permit,

The End Game

Eventually, most encounters degencrate into relative-
ly low-speed turning battles, so it is necessary to know
how to handle yoursell in one. Turn continuously in a
furball to present an clusive targel for any bandits trying
to line up on you, Constanl manenvering actually
makes spotting them easier because of the way a turmn
tends to move pursuing airerall out of your blind spot
directly astern. However, that will do you no good if you
neglect to look back there periadically. Shoot enemies

off the tails of your wingmen when you can, but don'l

The Planes! The Planes!

ach of the six

aircraft you

can fly has a
different character,
Knowing how the
strengths and weak-
nesses of your plane
compare to the
enemy’'s can make
all the difference in a
dogfight, and it's
important for

' GAMER’S EDGE

squadron: comman-
ders to pick the right
plane when given

-a choice.

THE NEED FOR SPEED The Spad XIIl and SE5a hoth excel
at hit and run tactics. Thelr unsurpassed dive speeds of
almost 300 mph mean escape is always an option as long
as you have alfitude to play with.

~ Thanks to their
Totary engines, the Nieuport, Camel, and
Fokker Drl are easily the most maneuver-
able planes—at least when turning
towards the right. This nimbleness
comes at the expense of stability, howev-
er, making them tricky to fly, especially
at low speeds. These planes, while most
at home in tight turning fights, must be
handled with great care.

Both the Nieuport and Fokker share
the dubious distinction of being the
poorest divers of the bunch, shedding
their wings at just over 160 mph.
Although the Fokker has an outstanding
rate of tum, it’'s balanced by the
Nieuport's relatively high speed. The

Camel falls between the two, but is
unique in that it will hang together even
in a prolonged vertical power dive.

The stationary-engine Spad, Albatros,
and SE5a don't come close to the agili-
ty of the rotary-engined planes, but
their predictable handling make them
excellent gun platforms. They. are the
planes of choice for ground attack sor-
ties and, except for the Albatros, they're
fast enough to maintain the initiative in
air-to-air combat. Compared to its
Fokker-designed stablemate, the
Albatros’ only real advantage is its sta-
bility, rendering it a poor choice for
most mission types.

case off on vour tum for too long
unless you're sure no one is
sneaking up behind vou,

Ifvou get locked into a tight
turning fight with a bandit, use
an occasional Jow vo-yo (enler-
ing a shallow diving turn to gain
some speed and temporarily
improve your tum rate belore

climbing back up toward your

STRAFING RUN A slow, shallow dive will maximize
the time available for you to line up and hose down
your ground targets.

EASY PICKINGS The lypical tail gunner in a two-seater
isn’t very accurate, but it’s prudent to play it safe and
attack from his blind area behind and below.

opponent) to pull lead, and try 1o
pepper him with a deflection

shol. A few hits usually degrade

JUNE 194/
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STRATECY & TiPS: FLYING CORPS

The Battle of Cambrai

nlike the other campaigns, winning

the Tank Battle scenario demands

more than just good piloting skills;
an effective strateay is also essential. As
Jasta leader, your goal is simple: Slow
the British advance until reinforcements

Once you have
to your artillery, you

go after the British
tanks, (Airfields and

can arrive. To accomplish this, you must  depots are also valid
strike a balance between offense and targets, but they are
defense while maintaining the health and  so heavily defended

morale of your squadron.

Artillery.is your most potent weapon
against the enemy’'s marauding tanks,
but it is susceptible to aerial attacks.
Disrupt such operations whenever possi-
ble. Enemy ground attack planes operate
individually, all along the front lines. Just
getting close will make one jettison. its
bombs and can often cause a novice pilot
to panic and spin right into the ground.
You'll need to shoot down those who
don’t crash on their own to prevent them
from strafing your field guns.

virtually suicidal.)
Strafing can kill a

of bullets, so use
‘bombs. Don't count

diminished the threat

will prabably want to

that stuch missions are
tank, but it takes a lot

on your wingmen's bombs for this, since
they: will be thrown away on your first
encounter with any enemy. plane. If bomb--
ing is to be done, you will have to do it.
Attacking ground targets leaves you vulner-
able to enemy patrols (formations of three
or more scouts), so remain vigilant.

Waypoing 2

rger:
How, Wood Tonk Depor
Artnck
)

HORNET’S NEST Be ready for the fight of your life if you decide to
attack an enemy depot or airfield during the Tank Battle campaign:
They are extremely well defended.

Repulsing the enemy’s ground assault is
for naught if you'end up losing the cam-
~paign due to’excessive casualties in your
squadron. To keep your wingmen alive,
clear the skies of enemy patrols before tak-
ing on'the bombers and tanks or; if you're
really hot stuff, fly some missions solo.

enough for you to gain a decisive positional advantage. Just be ready to
throttle back when you are adiinistering the coup de grice since the
target will decelerate rapidly as its engine loses power. A rear-end colli-
sion is a particularly inefficient way to score a kil

Maintaining a hard low-speed tum without exceeding the envelope
and stalling or snap rolling takes practice, especially in touchy rotary-
engine planes. The trick is to use smooth, gradual stick and rudder
motions. Although visible buffeting and flapping noises will often
presage a stall, you can only benefit from this feedback if you approach

the stall slowly enough to back off as soon as warning signs appear

Cross the threshold too quickly, and by the time you realize anything is
amiss it will be too late to do anything except attempt a recavery.

It's.a.Snap

Intentional snap rolls can actually be extremely useful for shaking an
enemy who has latched onto your tail. Aileron rolls in a WWI scout can
best be described as glacial, but by pulling back on the stick until you are
at the edge of a stall and kicking full rudder, it is possible to stall one wing
completely while the other continues to generate near maximum lift. The
resulting snap roll is quick indeed. Onee mastered, it can be used o per-
form a lightning fast turn

THE MERGE Always make yuur opponen{s pass to

reversal that is nearly
impossible to follow.

The importance of good
dogfighting skills cannot be
understated. Nevertheless, it
is only when sound tactics
and good leadership help tip
the odds in your favor that
you can hope lo match the
accomplishments of the
great aces in FryinG CORes.
With alittle practice, these

your right when you're flying a rotary-engined plane | =
in order to exploit your superior maneuverability in |
that direction. Conversely, pass such planes on the |
left if ynur alrcrall Ilas a stalionary englne

CCW
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DEATH FROM ABOVE The Al Imres steep diving atlacks from |
ahove; expect an immediate attack if you chance to fly directly
under an enemy formation.

I hints and recommendations
should give you a good start
down the road to virtual

fame and glory. %
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Ridding the Galaxy of Silicoids

(or Mecklars, or Bulrathi, or Even—Ugh!- Humans)

by Tim Carter

41 alactic conquerors hate lo be interrupted, so in this second install
menton MOO [l strategy, Ill vent my spleen by going into com-
bat mode. Theres nothing like a little fricasseed Antaren to put
me into a betler mood. Last month, [ explained how to build

' stable and economically viable empire. While peace is essential to

1 achieving stability and strength, war is essential to winning Lhe
S game. Alsome point you will have to begin constructing a flect
and condueling offensive operations. You can expeel your eneinies lo
respond in kind, thus requiring defensive action on your part.

Generally, its a good idea to have at least two miain fleets —one for

offense and (at least) one for defense. Begin 1o build up command

PEACE AT ANY PRICE You can usually demand at least one or two

technological advances from an alien race before they will declare war
and sometimes you can also get a weak system or two. Also, if they

declare war on you, your diplomatic penalty will be considerably less,

and other races will be less likely to turn on you.

points as vou approach the point al which vou want o begin a major
shipbuilding effort. Conmmunications lechnology and star bases are cru-
cial to econamically maintaining a significant military force. For defen-
sive purposes, consider researching warp interdictors and star gates as
well. Star gates will allow you lo defend your entire empire with a single
defensive fleet, which can shuttle rapidly between threatened systems,
Also, owning star gate IL'L'|lnr:|::g_\'|n;1]~.'|.:.\ it much casier to hold newly
conquered plancts. For one thing, you can reinforce your main battle

fleet— particulardy with military transports — every lime you like an
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enemy planet. Also, you needn'tleave your main battle flect protecting
aweak system aller it falls to vour troops. As soon as you control the sys-
tem it falls within the protection of vour defensive fleet.

Obviously, you will want to pick your first opponent carefully: You
want an enemy who is not oo strong, but has enough decent systems to
make it worth conquering. [f you're not sure, do a little scouting of your
prospective enemies” systems before making your decision. Once
you've decided on your firsl victim, leverage as many goodies oul of him

through peacelul means before declaring war.

Build an Espionage Network

Plan your attack well in advanee, You should have enough spies built
and waiting lo simultaneously wage a serious espionage campaign along
with widespread combat, and you should have enough marines in trans-
ports that your first space viclory will also be your first planetary conquest

Il your teelhnological rescarch is moving at high speed., there's a good
chance tat large ships will be halfway obsolete even as they roll off the
prochuction lines. If you think this s likely to be the case, you may want to
build 3/4 ships initially, with the engines, hull, and specials intact, but with
space left to upgrade key weapons or ancillary systems through a quick
relit immediately after your initial production is completed. Of course,
the downside to this approach is that you could be foreed ta defend a key

R A e i o
Y

Marme Barracks

i Cost Here: 60
Maint. Cost: 1
Build Time: 10000

|

Lets the cnluny train troops for ground
invasion protection. Begins with 4 marine
units, then trains 1 unit every 5 turns, up
to the planet’s maximum  population.
Eliminates morale penalties for

| dictatorships and feudal gavernments

e —

—

—
MARTIAL LAW Defense is tough enough. Make it easier on yourself |
by building marine barracks for ground defense, especially if you
have a feudal or dictatorial government.




Our 'Favorite Killer Ships

GALACTIC COMBINED ARMS

Use a comhbination of missile and beam weapons to penetrate
enemy ships* multiple defenses*Aigment your missile ships with
fast missile racks and cloaking devices (so they cansit in the: back-
field), fire as'many missiles as possible, and then'get'out. If you
don’t expect them to/live forlong; only equip these ships with fwo-
or five-shot missiles, but maximize the siz of the first salvo,

Weapon Loadouts

ANt Bsir
2. lon Pulse Cannon

Configuration 3 _
1. Neutron Blasters

2. Disruntor/Plasma
Cannon/Mauler Device

3. Armor-Plercing
Laser Cannon

planet with an incomplete fleet.,
Cenerally, however, if you keep your
diplomacy on track vou should have as
much lime as you need. Make sure you
don't waste valuable production time
building obsolete weapons that you know
will be replaced as soon as the ship is
completed. Its better o leave a few
cmply slots and then add in the latest
weapons during the initial refit

il combat is actually quite simple
in MOO II. Although there are a tremen-
dous number of options available, mos! of
your key decisions will be made at the ship
design stage. Once you get into hattle, play
to the strengths of vour fleet, and don'l be

alvaid lo run away if things look hopeless.
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Tactical Notes

Great Anl-Shield.
Always Use This After

. Dropping Your Enemy’s Shiglds

Great Anti-Shield
Finish Off Those Shields!

The Best Closer

Its generally a good idea to take a look
at vour enemws larger ships at the start of
combat to identify which ships have
leaclers on board. Many leaders” bonuses
will affect the entire fleet, so taking
them out early will make the rest of the
battle that much casicr,

Still, most tactical battles are won

through having superior ships.

Ship Design:
Specialization Is Key
Multipurpose ships just won't cut it in
alarge scale battle. This is not Lo say Ut
vou can'l have i||u|lipur|m:i-‘.: fleets, just
that its much more efficient to have dif-
ferent tvpes of ships to perform each

CowW

PLUG IN.

THINK FAST.
PLAY FOR

REAL.

INTRODUCING
Discovery Channel Games.
Prepare your imagination

for the real world.

Coming this fall from

DiScouery

N+ CHANNEL
R

MUCTIMEDIA

CIRCLE READER SERVICE #062




"GRAPHICS ARE GORGEOUS,
FLIGHT MODELS iMMACULATE"

BooT

"FLYiNG CORPS iS OUTSTANDING™

PC GAMER

"THE NEW KiNG OF WW1 GAMES"

CoMPUTER GAMING WORLD

"THE TOP WW1 FLIGHT SiM, FROM TOP
10 BOTTOM, THiS iS A GREAT GAME"

PC GAMES

e - i

S WHO ELSE COULD
(-\,) MAKE FLIGHT .
& SIMULATION SO REA

2

{8 GAMER
EDITORS

A nﬁ

TEL. NO. 800-216-9706 www.emplire-us.com ALaasaas = e — INTERVACTIVE




task, rather than a single ship

configured to do everything,

For the most part, hombs
aea L-l'm'lplclt: wasle of time
and cffort, at least until your

enemies have strong planetary

shields. Your beam weapons
and missiles should be more
than sufficient for destroying
defensive systems —and for
planetary bombardment, if
that’ to your taste.

In MOO 1, suppo
tems on your ships m
big difference lo the ef

tiveness of your main

GANER’S EDGE

weapons systems. For instance, there is zeon missiles only do 30 points of dum-

no point in building beam weapon ships — age (until you can MIRV them, of

until you have a decent targeting com- course). This is also a good deal, by the

puter available. Even ships equipped

way, as a fast MIRVed five-shol nuclear

with the dreaded plasma cannons will weapon costs 11 and takes up Il space,

be ineffectual if they can’t aim well

enough to hit anything. If you feel you

must go with beam
weapons, try researching
the battle scanner, which
can go a long way lowards
boosting vour weapons’
carly in the game.
s for mis-
siles, as optional guidance
systems will greatly boos
their effectiven
use the weapon modifi
tions whenever you can
afford the extra space —
most provide cost-effective
augmentations to the pri-
mary weapons syslems.
For instance, suppose you
have not committed any
research lo upgrade mis-
siles, and suddenly find
yourself facing an enemy
fleet that you feel will be
susceptible to this kind of
attack. By MIRVing
nuclear missiles you will
get a cheap, high-impact
system that can be build
ately. MIRVed
nuclear missiles do 32
points of damage, while

the much more advanced

while a regular zeon missile will cost 15
and take up 16 space.

e e ey
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Smalt il Hyper Orive = R Class X Shietd
ul £ B parsecs/iurn 10 ding pls blocked
=1 comhal speed Mulccutarljmnic Compuler
| = § - 160 beam atlack
s Adamantium Armor § Beam Atlack 150
t =500 struclure ruinli w Deam Defense 160
= 1000 damage absorption§ le Evasion 0%

Weapon Name Omg - Arc  Cost  Space ilications
Oyra Destabilizer b:15 60 25
Black Hole Generator  6-15 36075
Dizrupter 15 F i3 no hods
Bio-Terninator 0 B 6 no nods

SECRET WEAPON Laser cannons won't get by most shiglds,

but if you expect to have many shield-less ships to finish
off, armor-piercing lasers are cheap, small, and effective.

_HIDE_

GE SABOTAGE _ HIDE

CONCEALED WEAPON While sabotaging your enemies is
obvious, don’t neglect to spy on, and even sabotage, your
allies—especially if they have technology you require.
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MAKE ONE

MISTAKE

AND YOU'RE

HISTORY.

PLANET 2~ EXPLORER

1:.:1
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THE BETRAYARL

A dangerously authentic world
where the characters, places and

mysteries are so-real...you may never

solve yourway out.

Coming this fall from

Discovery
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arly in the game, long before
you should be thinking about
attacking any of your oppo-
{ nents, you may-wish to build a fleet
i just strong enough to take out one
or more of those pesky space mon-
sters that guard the really valuable
| systems. The computer is usually
quite slow in attacking them, but it
will get around to it eventually, so
don't wait too long.
The trick to low-tech monster, bast-
| ing is using weapons that will have at

imTex recently released a Ver=

sion 1.3 patch for MOO |l that

has some problems with the
diplomatic system; this may. make =
winning so:easy as to make the
game pointless. Other than this
defect, however, the patch greatly bal-
ances some of the:more one-sided

{ elements of the game. For instance,

plasma cannons will cost more, ion
cannons will be less effective, and the
attacking fleet will always ‘move first
during space combat. These changes

Another key factor to keep in mind
when designing ships is that your
weapons will fire in the order that they are
placed on the ship. This can have impor-
tant ramifications for the overall effective
ness of your ships in combat. During
tical combat, for inslance, its not unusual
to drop an enemy ships shields with one
attack, then use a second ship to inflict
damage to the hull by firing into the area
formerly protected by the now-down
shield. However, if you have gyro destabi-
lizers as you first weapon m, you will
spin the enermy ship, more often than nol
leaving it with a fully functional shield
facing your beam weapons.

Also, most beam weapons have spe-
cial characteristics which can be used in
combination to inflict extra damage on
defending ships —if they are used in the

JUNE 1537

- Jeast some effect: Forget about beam

weapons. altogether, as they will gen-
erally just waste your time. Buy
hoards of missiles, and—if you have
the technology—ayro destabilizers.
Both. will automatically hit their tar-
gets, a cruclal factor:before you have
advanced computer technology.
Build cheap, very expendable
ships with the maximum weapons
and minimum defenses. Most mon-
sters will kill one ship per turn while

.defending, but don’t have the versa-

tility:to ;ake .on:a 10-ship fleet.

should make for a better game, with-
out significantly changing most
strategies outlined in this article. The
attacker-moves-first rule, however
means that your systems must be
defended by a strong fleet. Planetary
defense, already pretty weak, will be
completely ineffectual again the huge
attack fleets the computer likes to
send against your home systems. It
goes without saying that you should
attack as much as possible in order
1o take advantage of this new rule.

correct order. For instance, neulron
blasters damage shiclds directly, thus
making them a good initial firing
weapon. When neutron blasters are
combined with ion pulse cannon, which
passes directly through armor and the
hull to target internal systems, they can
make a devastating one-two attack. On
the other hand, if you start with, say,
plasma cannon or mauler dev ath
carrying significant brule foree type
altacks likely lo decimate enemy shields,
there is no point in following up with
neutron blasters — unless vou wanl to
kill off encmy marines.

When you order your weapons proper-
ly and combine this with modifications —
such as shicld picreing and armor pierc-
ing—vou can boost the overall allack

capability of your ships considerably. &
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Download vour free demo and custom Lords II theme pack from our Web site at

htep://www.sierra.com/games/lords2. Order your copy today by calling (800) 757-7707. ImpI‘BSSIOHS




Declare all-out war with the Lords of
the Realm™ II Siege Pack. Now you
can concentrate on just fighting — this is
pure combat. Lead your armies into 50
new battle arenas which will test the
mettle of the most seasoned war lord.

Enemy hosts await you for head-to-head
combat on the Internet. Plus, new castles,
battle maps and scenarios are ready to
take you to the next level — putting you
one bloodstained step closer to the

English throne NEW COMBAT ONLY MODE
' NEW INTERNET PLAY
SIEGE CASTLES
&FIGHT BATTLES
[ e

A0Vd 10418

"
n

=

Choose to clash swords in the open
field or lay siege to new castles with
your customized army.

Battle friends | @tte. | @ptions felp |
and foes on the g W

Internet.
Seige upon 10 new
Castle Designs.
Discover 20

New Countries
Lo conquer.

Repel invaders
with new Burning
Pitch.

Clash on 20 new
Battlefields.

Create your own challenging battle-
fields — dare players from around the
world to play on your "home terf.”

LORDS Il is a

Coming this fall! Lords of Magic™

£3 STERRAS

©1997 Sierra On-Line, Inc. @ andfor ™ designate trademarks of, or licensed to Sierrn On-Line, Ine. All rights reserved. Runs on Windows 95,
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A Beginner's Guide to Multiplayer
Gaming in the Depths of Hell

by Thierry Nguyen

1ABLO is one of those games that simulates real
life. You might ask how venturing down
into a dungeon lo fight off the Lord of
“lerror and his many minions is a simulation
of real life, bul the realism springs up when the
word battlenet comes into play. When you step into the
world of multiplayer DIABLO, you enter a world filled
with bargains, con men, patron saints, avengers, and murderers. This
guide will give you a few pointers on multiplayer games in general,
You'll also learn about play styles, low to fight the ereatures of Hell
without getting snagged by friendly fire, and get alisting of the
hottest items for trade on battle.net. So, strap on that armor and pol-
ish that sword, its time to take on Diablo with a buddy.

Three Times the Carnage knights at 200 were bad, how about a blood knight with 7002 Fasier crea-

One large, fundamental difference between single-player and multi- - tures sin iply take a bit longer to kill (a skeleton is still a skeleton, no matter
player DiaBLO is the fact that multiplayer DiaLO has various difficulty how pumped up it s). Its when the advocates and hellspawn have hit
levels, some of which are restricted to higher level characters. points in the multiple hundreds that adventuring gets troublesome.

What does a change in dilficulty yield? The main difference between With the increased hit points come additional experience and
difficulty levels is stronger monsters. For example, abaliog hasan average  cash...and resistances. 15 nice Lo be able to fight skeletons on Hell diffi-
of about 200 hit points on Normal difficulty. Step up to Nightmare level culty and get 4,000 experience points and 300 gold. Thanks to Hell diffi-
and that average jumps up to about 350 hitpoints. Try to knock them culty, itis prety hard for DiaBLO players to go broke. The extra gold isn't
around in Hell difficulty, and they swell to around 550 hitpoints. If blood worth it when fighting Hell advocates though; they become resistant to

>f

firc and immune to every type of spell. So, with the added boost of more

money and experience, you also get more headaches in terms of mon-
sters” ouliageous hit point levels and new immunitics.

Tag-team Tactics

You might suddenly be a bit apprehensive about taking on the clevat-
ed monsters, but don’t worry too much. In multiplayer DiALO, your
friends can come along for some added muscle. We'll address the issue
of whom 1o trust later, but for now, lets assume you can go around a cor-
ner and nol get nailed in the back by these people,

There are essentially two styles of fighting: short- and long range. Of
course, coordinating these two styles of attack is difficult. In general, the
aeLp VIPRR 3 e warrior will do all the short-range fighting, while the sorcerer and the
TOTAL KILLE 1 - ” . g ! N
¢ roguce will hang back and shoot at their leisure. Of course, this lends itsclf
e ——— e to the danger of friendly-fire, as arrows and spells can still hurt friends. '] s

delicate balance of long and short is at the erux of multiplayer DIABLO.
three gold vipers concentrate on the level 32 rogue, my level 31 rogue

One simple solution is to have the different characters split up and
safely picks them off from a distance.

| face apposite directions when entering a room. This way, the lighter

CCW JUNE 1997



At war with your PC? ‘Take command, with the new

Sound Blaster” AWE64 Gold™, the only advanced audio card

designed to upgrade your Pentium PC. Awesome audio—with up

to 64 unique sounds all playing simultancously. IUs the best

sounding Sound Blaster ever, thanks to our unique WaveGuide

and WaveSynth™ technology. It also offers full duplex support and
CD quality recording and playback, an explosive 4MB of memory for SoundFonts, true 3D Positional
Audio™ and even a selection of the hottest Internet software. To learn

more about the Sound Blaster AWE64 Gold contacl us at: C R M= T I V A

www.SoundBlaster.com/sound/AWEG4Gold. WHW-RBHUNDSLASTER:COM
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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. “Qver 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! Medic!"

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. “Uurrrrppl”

41, Low Flying Sidewinders.

42, Strafing From The Air.

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 Victory.

51. Quiet.

52. The Low Rumble Of
Bombs In The Distance.

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,

B1. A Blazing Oil Well Fire,

62. Unrolling Adhesive
Bandages.

63. “Ugh!"

64. "l Wanna Go Home.”
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STRATEGY & TIPS: DIABLO

could go and hack the stone clan on one
sidle, while the mage can face the other
side and light up the black deaths with
fireball. This is the safest way lo go.

Another tactic is to let the shooter into
the room first to clear the way while the
short-ranger covers the shooter’ back.
However, this style can be boring for the
short-ranger, who has to hang back.

"The best way for the two to play togeth-
eris o try the lure method. In DiasLO,
monsters have a hicrarchy of allack. That
means that mansters will generally attack
the closest player to them. Ifall players are
equidistant from the monster, than it will
fight the higher level characters first. So,
the best combo would be someone who is
high-level, has a good armor class, decent
resistances, and is a short-range player.
"This player will be the lure, getting into the
thick of it and letting the monsters sur-
roundl him. While this player hacks away at
the surrounding monsters, the long-rangers
canuse carefirlshots to pick off monsters
that are oceupied with attacking the short-
range player. Allematively, spelleasters can
casl slone curses on the monsters sur-
rounding the short-ranger.

This tactic is good, but it requires a mea-
sure of trust and skill. The most valuable
skill needed in this situation is control. For
this tactic to be successhul, you simp]}' can-
not have a trigger-happy sorcerer or rogue.
"That would needlessly endanger the fight-
er,who is assaulted by both his allies” spells
and arrows as well as the monsters, Carcful
twio-shot bursts that hurt or kill monsters
are much more valuable than a stream of
wild shots that hit evervone involved.

I'll Trade My KSOH
for Your GPOW...

Lets touch on a multiplayer-only
aspect of DiaBLO: trading items. The

holtest non-unique items are Kings

ILBBD CLAW
TOTAL KILLL

A THREESOME Here, the party encounters monsters on all
sides, so facing off in different directions maximizes firepow-
er and enables the party to quickly mow down the hordes.

FALLEN ®HE

TATAL RILLE &

other's way is to spiit up and take different positions in the dun-
geon. That way, you don't have to wory about friendly fire.

(P T S P G e AT
Muckingo )
Around Online

This guide is only an introduction to
multiplayer fighting. For more strategy, check the online
world. There's another guide that covers social aspects
of DiaLo on the GGW Web site (www.computergaming.
com), and there are many other sites and forums where
users swap DiaLo tips. The best guide out there is
Desslock's Diago FAQ, a great source for all types of
information on DissLo. You can find it at Gamespot's
\Web site (www.gamespot.com).

weapons and Godly armor. The King moniker adds 70-100 pereent

chance to hit and 151175 percent damage, while the Godly prefix adds
170-200 percent lo anmor class. The most coveled suffixes for items are
Haste (for weapons) and Whale (for armor). The Haste suffix gives vou
the fastest attack rate, while the Whale bestows 81-100 bonus hit points,
So a Kings Sword of Haste (KSOH) is the fastest and deadliest sword,
while the Godly Plate of Whales (GPOW) affords you the most hit points
and armor. Other suffixes to get for helmels, amulets, or rings are

CGW
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Obsidian (adds 31-40 percent to all resis-
tances), Zodiac (adds 16-20 to all attrib-
utes), and Dragon (adds 51-60 to mana).

The best magical bows are cither
Strange (which adds 100-120 percent
chance to hit) or Mereiless (adds
164166 percent). All rogues should try to
get one of the two unique bows
{IZaglehom or Windforce).

A popular staff is the Arch-Angels
Staff of Apacalypse. The Areh-Angel
attribute adds two levels to every spell
you know. Natural staves have aboul
8-14 charges, while hacked versions
have 255 charges. Another nice attribute
for staves is Wizardry, which adds 21-30

points to your magic stat.

Uniquely Yours
Though the most powerful magic
items (like KSOL and GPOW) match
up well against unique items, there are
still a great many unique items that can-
not be equaled by ordinary magic.
Rogues should acquire cither

Eaglehom or Windforce. Windforce is
the more damaging of the two, though
Eaglehom is indestructible. The two
nolable unique armor coats, Demon-
spike Coat and Naj’s Light Plate, are
good, but a Codly plate still affords bet-
ter protection. Unique shiclds and hel-
mets definitely beat out their non-
unique counterparts. The best shield is
Storm Shield, while the best helmet is
cither the Royal Circlet or Gotler-
damerung. Unique staves aren't a good
alternative when you could be holding
an Arch-Angels Staff of Apocalypse or
Wizardry. Actually, a mace called
Dreamflange might be the best tool for
the sorcerer. It has spell level-enhancing
ability and bonus magic and mana, For
pure killing power, Messerschmidts
Reaver is the ax of choice.

Lord of Terror? He's Not.So Terrible...

Now you are somewhal prepared o step into the world of multiplayer
Diasro. You know how to be efficient in the heat of battle when using
mages and warriors, and you know what nice items you should watch
oul for. Now walk into the Red Portal with your comrades at arms, and
show Diablo that you can fight him without killing your friends in the
process...by accident, of course &
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Pul the pedal to the metal with the new Sound Blaster”

AWE64 Gold", the only sound card created to upgrade your

Pentium® PC'’s multimedia audio system. With 64 available voices
playing simultaneously and the new WaveGuide technology,
music playback will never be the same. And don’t worry about
compatibility issues, because it’s a genuine Sound Blaster. Also,

DirectSound” and DirectSound3D"™ hardware acceleration is included. For more details and a

CREATIVE
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12.
13
14.
15.
16.

17

18.
19.
20.
21.
22,

23.
24,
25.
26.
27.
28,
29,
30.
31.

32,
33.
34,
35.
36.
- Grandstand Cheering.
38.
39.

37

40.
41,
42,
. Skidding Uncontrollabiy.
. Loud Screams,

. Crowds Falling Silent.

. Collision.

. Thunderous Booms.

. Deafening Cries.

. Quick Turns.

. Sudden Stops.

. Reflex Braking.

. “Gentlemen, Slarl Your

58.
69,
60.
61.
62.

63,

64

Cars Taking OIf.
Breaks Screeching.
Hubcaps Scraping.
Crowd Cheering.
“Place Your Bets!”
Engine Seizing.
Hearts Pounding.
Refueling.

Wheels Peeling.

. Breaths Of Anticipation.
. “That Was A Close

Shave.”

Cars Colliding
Backfires.

Engines Rewving

The Roar Of A Crowd.
Fiery Explosions.
Skidding Into The Pil.
Engine Problems.
Shrieks Of Excitement
Vrrrrroooooom.

“Low Fuel.

Jamming On The
Brakes.

Gears Shifting
Ambulance Siren.
Sighs Of Relief.,
Engines Restarling.
Traction Of Bald Tires.
Crowd Going Wild.
“Last Lapl”

Starting Gun Firing.
Hubcaps Flying Across
The Track.

Tires Blowing

“Hurry! Fill ‘Er Up!’
Engines Choking
Tires Being Changed.
Nuts And Bolts Flying

Gears Grinding.
Slamming On The
Breaks.

Turning Swifly.
Pile-Ups.

Tires Rolling Off.

Engines!”

. Engines Sputtering.
. Drop Of The Checkered

Flag.

. Head Gasket Exploding.
. Hitting The Wall On

Turn 3.

. Chanting A Winner's

MName.

Creaking Of The
Chassis.

Radio Slalic.

Loosing Your Hood.
Accelerating Past The
Finish Line.
Champagne Cork
Popping.
Congralulatory Slaps.

. Wizzing Past.



GAME“’S mGE l ADVENTURE GAME TIPS

ATEGY & TIPS

Scorpia’s Mail

You've Got Questions? Scorpia Has Answers

g cll, here we are in the mailioom again. Something’s Discworld II

| creeping around outside the door, and it’s spring, so Having a spot of bother getting into that Novelties Shop? You can't
we'll just keep the door shul. Not that spring is a bad do it until Act I (so if you're still at the start, leave it for now). And even
time of year, but if spring is here, can summer be far then you need a couple of things from the Holywood set to getin the
behind? And summer, as you all know, is always the Shop. Heavy, man! But maybe not heavy enough? Well, just stick to it,
warst time of year for game releases, and you'll come up a perfect 10. Really!

& 2o Of course, there hasn't been a whole lot of new stuff
around since Christmas, either. The post-Christmas season period has Wizard ry Nemesis

been a bit dull, and I'm hoping we'll see some good games show up You can spend a lot of time in the Nithera library wondering whats

hefore the mid-year doldrums sct in. Meanwhile, we'll have to make do going on. The answer: not much. There are some interesting books to

will what we've got, and what we've got is some mail to check. read, but the only thing of real interest here is an optional (read: not nec-
The Pandora Directive Fable

hﬂe not the toughest game around, this one does have its
Y mumems One of them is in the Engulfed Fortress. Before

ome gamers are having a little trouble finding a certain box in a s gad hitting the briny deep, you may want 1o save the game. You

_ certain sewer. Even with the handy tracking device, it isn't easy.  only meet the seahorses once, and after the conversation, one of

" The thing to keep in mind is that you want to check the walls, them should hand you an item. This object is crucial to success

and not merely at eye-level (hey, that would be too easy! Heh!). Also,  down here. If you don’t get it, you'll have to do the conversation over

take your time moving the cursor around, because what you're look- again until you do (which means, of course, restoring the game). So

ing for is small, and can be overlooked if you're not careful. take your chances and hope for the best.
Daggerfall essary for winning) weapon, lucked away behind a secret wall up above.
DAGGEREALL is still the most popular lopic on the il lisl. Keep an eye on the light if you want to find it. You also want to be care-
Considering the complexity of the game, that's not surprising. One cir- ful if you read any books, as
cumstance that gi\'cxi]x:(nplc tron |blz is when you become a vampire or there a cursed one that P RG?Ch SCOT[J'IE! at
werebeast. [irst, once you've made the change, there not much you can - shows up from time lo time AOL: Scorpia’s Lair (keyword: scorpia)
do except go on and wait for the werchunters to cateh up to you. They among the volumes. You Internet: scorpia@aol.com
will offer a quest to cure the condition. In the meantime, as a wereheastor — can, of course, skip the read- U.S. Mail: (enclose a self-addressed,
vampite, you do have to go hunting to keep up your strength. The game ing if vou prefer. stamped envelope if you live in the U.S.)
will let you know when thats necessary: You will need to be patient, as the Thats about it for this look Scorpia, PO. Box 338
werehunters will show up at a random moment sometime in the first year it the mailbag, So, until next Gracie Station
after you become afflicted; theres no telling when that might happen. time, happy adventuring! % New York, NY 10028
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Reasons

Your Multimedia PC

f:f ff:{cft Fid (.’h-ly
= CREATIVE

Introducing the new Sound Blaster” AWE64 Gold,
the uncompromised pursuit of perfect fidelity.

Incredibly smooth, expressive and realistic audio with 64 voices of advanced WavEffects™
and WaveGuide Synthesis.

Professional sound editing and sequencing software included.
20-bit S/PDIF digital output.
120dB dynamic range.
4MB onboard RAM for high quality SoundFonts™ and 3D Positional Audio.
Ultra high-performance, low-noise, CD-quality record and playback.
Definitive upgrade for your PC's multimedia audio system.
CREATIVE

WWW.SOUNDBDLASTER.COM

VaveS)
ons ire suby

CIRCLE READER SERVICE #078

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.

90dB signal-noise ratio
(analog).

. Not your grandmother's

sound card.

. 120dB signal-noise ratio

(digital).

. SoundFont technology.
. Yelling, shoving as over 30

million Sound Blaster users all
upgrade at once.

. E-mu® 3D Positional Audio.
. 4MB of RAM, upgradable to

28MB.

. Multipoint interpolation.
. New WaveGuide Technology.
. The best sounding Sound

Blaster ever.

. Creative WebPhone™ soflware,
. Supported by 99% applications.
. Easy plug-and-play installation.
. CD-quality, 16-bit audio fidelity.
. Genuine Sound Blaster.

. Integrated MID/Joystick port.

. B/16 bit stereo sampling from

SkHz 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 conneclors.

. Completely user customizable.

. Automatic dynamic filtering.

. Instant bass, treble, master
valume control.

. 2,3.5 and 4MB SoundFont

banks.

. Two CD audio-in connectors.
. Awesome audio.

. Powerful percussions.

. Superior strings.

. Microsoft® Internet Explorer

soltware.

. Microsoft® NetMeeting

software.

. Rockin’ guitar riffs.

. RealAudio™ Player software.
. Magic Carpet™ 2 software.

. Screams from Eradicator™

software.

. 128 general MIDI instruments.
. New Creative WaveSynth/WG™

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

acceleralion.

. 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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Multrplayer

(Internet-direct,
local network,
modem, r'rec!: link o

FEATURES:
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Strategy/Wargames

Macic THE GATHERING: BATTLEMAGE

Though many of you will opt for MicroProses
title over Acclaimy, some others might still be try-
ing to best this real-lime adaptation of the card
game. Here are more tips for winning in BArTiE-
MAGE, 50 you can move on o more MAGIC.
AVOID CARDS THAT HAVE
CONSTANT ACTIVATION COSTS

You can'l afford many high maintenance spells
that require constant re-activation. Spells like
Circle of Protection and Lifeforce are especially
bad because they must be used in reaction to
something, and the timing is very ticky. They will
distract vou when you should be using your fime
and mana lo cast new spells. Note that this
applies to pumpable creatures o, For example,
Killer Bees can be powerful in the card game but
are next lo worthless here, Keeping them at mod-
erate strength would take all your time every lum!
A Shivan Dragon is better since it is a stong crea-
ture without pumping, but [ still wouldn't spend

time pumping him unless [were pretty certain he

was nol going to be blocked. A Sengir Vampire,

which can grow without your assistance, is usually
better than the Dragon.

USE BIG CREATURES

"The wisdom you leamed playing the card
game must be rethought. Use more big mon-
sters and fewer little ones. Along with Vampires
and Dragons; Serra Angels, Mahamoti Djinns,
and Craw Wurms should be staples in your
deck. Nightmare and lorce of Nature are very
playable, but watch out for the Lord of the
Pit—it’ hard to keep enough creatures in play
to satisfy his appetitel

CCwW

Quake

is for wusses, then lollow us to the

"o enter the Nightmare slipgate, follow
the corridor to the Easy slipgate and then
make a right al the Easy doorway: Then,
continue left down the corridor. As the
corridor opens into a wom, you'll see a
railing on your left with stacks of crates

-

Mission Pack No. 1: Scourae oF ARMAGON

If, like us, you think Hard difficulty in
QUAKE
Nightmare difficulty level in Mission PACK
NO. I: SCOURGE OF ARMAGON,

A

behind it. Run up the riling and onto the
crates — but be careful not to drop off the
crates 1o the floor below.

Look to your left and you'll see a red
arrow pointing up inside a small room hid-
den to the left behind the crates (see the
screenshot). Run in, and an elevator will
take you up, Make two sharp rights and
you'll see the Nightmare slipgate. Good
luck and happy hunting.

1.

months issue) will challenge
your brain and your twitch
reflexes for many satistying
hours.
vou alive and munning.
{Scorpia will provide a com-
plete walkthrough of the game
in the nextissue,)

~ Adventure/RPG

ReaLms oF THE HAUNTING
Interplay’s REALMS OF THE
IAUNTING (see review in last

Here’s a few tips to keep

Be sure to look around in all diree-
tions (QUAKE fans should be used to
this.) You'll often find ammo or
other goodies hidden below (or
above) your direct line of vision.
Look out for enemies hiding above.
The shotgun is your friend. Itis a
rapid-fire weapon with plenty of
available ammo. Don't waste your

time with the slower, more power-

ful weapons when you're in deep
trouble. The lime you wait to
recharge may be your final

moments alive.

3. Whenin doubl —run, Sometimes
you can advance in the game with-
out killing everything in sight.

4. 'Three words: save, save, save.
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~ Simulation/Space
Aces over Europe

A few issues back, we listed some

new aircrafl and scenarios for ACES
OVER EUROPE, but at the time we

‘ were only able to locate lhe proper
patch files on the CompuServe
online service.

We've since discovered that AGes
fans can now access a wealth of
patches and new aircraft for Rep
BARON, AGES OF THE PACIFIC, and
Aces OVER EUropE on Timoleon
Ravazoulas' Aces Page.

“The current project in the works by

| Timoleon and his cohorts is the

| Fastern Front, 1943 scenario, featur-
ing new Russian and German aircraft.
This is a leam effort, so whether

' vou're interested in helping out or just

checking oul some of the new aircraft,

head aver to http:/Avww(.netor.

grfuser_pages/timoleon/aces.htm.

One way to take advantage of the
compuler opponent is lo attract its
attention while separated fromiitby a
large abstacle, such as a stone wall.
Once you have its attention, step back
at least 120 meters from the obstacle
and your enemy. Circle around behind
the Al, maintaining your distance. ‘The

Al will keep trying to reach your previ-
ous position, despite the obstacle
remaining in its path. Meanwhile, you
may pummel it at your leisure. Only
after its vehicle is destroyed will the Al
turn to attack you.

Links LS

LiNKs LS fans have a plethora of online
resources at their disposal, but one Web site thats
way above (or would that be below?) par is The
Hackers Corner at: www.emperor.comAvww/
gulley/lsflinks html.

This elegantly designed site is a huge reposito-
ry of useful information and files, including the
latest patches, sound files, tournament utilities,

JUNE 1907

Puzzles/Classics

Poker GHALLENGE

Flayes: Garsperilis flim  Sasrsils 81,550 T TIT

The key in POKER CHALLENGE i to recog-
nize that as long as you make over your $112
anle, you are actually better off getting a mix of
hands. The difference hetween he final score
and your $112 ante (ininus your remaining
unplaved cards) is multiplied by cach type of
hand scored. So, il vou finished with a score of
123 (after remaining cards were deducted), and
vou had a Pair, Tvo Pair, Three of a Kind,
Straight, and Flush, the final score would be:
123 — 112 x5 [types of hands] = 11x5 = 55
or, 123 + 55 = 178.

I this sample game, its tempting to go for
the [ull House, but you're actually better going
for the lower-paying Flushes and Straights, We
barely managed to top S12 in this round, but

ended up with over $200 paid out, because we
had several types of hands.

Also, you should always strive to get your jok-
ers o the bottom of a row. Note in our sample
game here how much flexibility the joker at the
bottom of the row provides, allowing us lo gel
rid of any unwanted card. In fact, if it weren't
for the three jokers here, there’s no way we
could reach the S112 threshold.

and links to other LINKS sites. Best of all is a list-
ing of every course available for the game with a
description, numerical rating (based on
Championship player and tee settings), and
sereen shot of the course.

Ifyou're a serious LINKs-head, grab your bag
and spikes and cruise on over to the The Hackers
Comer clubhouse.




“save Time and Money
Ordering Games by Phone

cal Stores don't alyays i
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Here’s Your Chance tc

MRrGIC 40
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b s I ORION“ Lt S P GENERATIANS— { / ='|l"._f ]l
BATTLE AT ANTARES" ﬂPUBﬂ“PSE o

At MicroProse, we're taking entertainment software where no game company has gone before. And to do that. we're putting
the most advanced tools and hardware into the hands of the most capable people. With high-resolution, real-time 3-D
graphics. Live-action video, And bleeding-edge PC technology. The results? Our games are all over the best-seller lists, with
award-winning strategy. simulation and 3-D action games like Star Trek Generations:, Magic: The Gathering  Falcon. 4.0, Sid Meier’s
Civilization Il and lots more, Right now, we're on a worldwide talent search to beef up our studios in the United Kingdom,
Texas, Maryland, California and North Carolina. And we're looking for the following people at all levels:

Artists - Producers - Designers - Management - Software Engineers - Technical Engineers - Writers - Testers

If you're ready to push your creative juices to a whole new level (and be well-compensated for it), A0 PROSE
fax your resume to (510) 522-8416, Attention: Human Resources. Or check out our Web site at PlayrngWith The Future.
www.microprose.com. Or go the snail mail route by sending your resume to Human Resources STAR TOEK 3o ccd ks e
Department, MicroProse, 2490 Mariner Square Loop, Alameda, CA 94501. AGiETHE ﬁ”""‘

of the o, b M
:u.;—

Then, stop reading about the latest chart-topping, cutting-edge games. And start building them. .",",e""."" .“""““m’" ""’“f’" A
ANTARES I: {EY Jl

MicroProse is dedicated to providing employment opportunities to all applicants and employees.
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CHIPS &BITSinc

POB 234 DEPT 10891 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

On Ling Urden'ng

ps.
or call 19800-699 4263

Source Code 10891

COMPUTEH GF\MES STRATEGY

Tmi s Pras Tt Rrirast Tunig R
1830 RRABDr Baron NOW 534 Cang of Newe Wiid Dite. NOW Siﬁ Lords of the Reatm 2 HOW
Tih Legion KNOW $48  Conguest Earth HOW 544 1A Gathmni Battlemage NOW
fudzn Magic HOW 839 Conguest New Workd NOW §34 MAX HOW
Admiral Sea Batiles  NOW 841 Dark Earth Strigy Wa5 NOW  £45  Master of Magic NOW
Advancd Crlzation  NOW 839 Durk Reign Futwre Wr 0697 $48  Master of Orion Now
Afterite NOW S48 Darklight Coaflict  NOW 842 MasterofOrion 2 NOW
Age of Enipires KOW 548 Deadiock HOW 327 Mechcommamier 0897
Age of Wanders 0997 $47  Desting We5 HOW S45  Mighty Machines W5 NOW
Agents of Justice  O//97 S48 Dominion NOW 544 Mission Force NOW
Amphibius Assaull  OF/97 $48  Dune2 NOW 527 Morecrait Now
Ares Fsing 19 546 Dungeon Keeper 0687 546 New Horizons NOW
Armiy Men 0997 S46 Emperor of Fadng Sas NOW 538 Outpost 2 orar
Rattlecruser 3000 NOW 525 Empire 2 W35 HOW 524 Pax Impena 2 W9h  NOW
Battles of Desting ~ NOW  $12 Emplre Dix Matr Ed - NOW $19 Pirates Gold NOW
Birthright Wa5 NOW &48 Enemy Nations W95 NOW 544 Populous 3 n8a7
Blood & Magic HNOW 846  Evolution 0697 $40  Rairad Tycoan How
Huccanter 0007 346 Fallen Haven W95 NOW $47  Reachfor Stars 2 0&97
C & C RA Countr Strk NOW 521 Flight Comumander 2 NOW  $30 Rebelion Wa5 nasa7
C & CRed Alert W35 NOW 348 Fragie Allegiance  NOW S46  Return Fire W95 How
Caesar 2 HNOW S48 Galactic Mirage W35 0897 531 Risk W85 How
Capitalsm Pius NOW 546 Grandest Figet HOW 514 Ronunce 3 Kengitins 4 NOW
Cave Wars NOW 39 Heaes M & M2 Ex Pk NOW 525 Sentient HOW
Celtic Tales NOW 534 Heroes MAM WSS NOW 529 Sultlers 2 HOW
Chaos Dverdords W35 NOW 519 Heroes ot M& M2 NOW 535 Seltlers 2 Gold ROW
Chalization 2 NOW 541 Histary of World NOW 539 Seftlers 2 Mess) HOW
Civilization 2 Scen NOW 826 Imperialism 0997 534 Shadow of the E r HOW
Civilization Network  NOW  $25 Imperinm Galactiea  NOW  $34  Shattered Nations D8/
Civilization NOW %18 Into the Void HOW 844 SimCity 2000 W05 NOW
Colonization NOW 825 Jaggd Alinc Ddly Gma NOW 844 SimCity 2000 W95 N1 NOW
Comm Cong Covrt Op NOW 522 Jagoed Allance HOW 818 Simlsla HOwW
Commnd & Cnquer 2 11/97 $48 Jutland now s19 SimPark W53 How
Commed & Cagr W95 HOW  S40 KKND HOW 538 SimTower NOW
COMPUTER GAMES: WAR
Alrika Korps NOW 542 Battlegrnd Waterloo  NOW 832 Nam onar
Age of Iranclads U997 342 Blitdkeeg 06/87 838  Hapalcon in Russa 0797
Age of Dars War 542 Close Combal WO5S  NOW 338 Operation Crusader — NOW
Age of Sail NOW $42  East Front 06/97 542 Over the Reich HOW
Battia of Buige nNow  s42 Fifth Freet NOW 539 P02 How
aniegrnd Gettysburg NOW  $32  Fith Flt Scen Mod 1 NOW  S19  Pacilic General WA5  07/97
Aanlegrnd Antictam - NOW $41 Great Gamles Alecndr 06°97  $44 Panthers in Shadows HOW
Battleground Bulge  NOW  §28 Harpoon 2 Deluxe  NOW  $25 Panzer General HOW
Battleground Bull Run NOW  £42 Harpoan 97 Wa5s HNOW  S44 Panzer General 2 0997
dattlegrnd Mid East 0797 42 Last Blitrkrieg HOW $41 Panzerblitz HOW
tattleground Shiloh  NOW 830 Myth 0607 850 Petfect Gen 2 wiSeen  HOW

Pase

2
42
SR
541
s19
(22
4
g2
$48
§12
M
$48
S48
$19
S48
524
$48
852
$37
L3
3¢
533
39
$38
512
335
A6
s47
7
§35
534
$31

542
842
£30
$39
LxE}
35
2
$10
$42
$42
30

T T Rt
SimTown Huw
Simeity 3000 1787
Sale Servivor HOW

Spacewarnd Ho! 4 WS NOW

Star Gontrol 3 HNOW
Star General oW
Star Nations a7
Starcralt Was o787
Stuship Troopms 0897
Steel Legions 0&s7
Syndicate Wars How
Theme Hospial Now
Transpart Tycoon How
Uprising 10g7
Wages of War W95 HOW
War Gods Wa5 Now
Wareealt 2 How

Warcratt 2 70 Levels HOW
Warcralt 2 Agd On - NOW
Warcrall 3 w0e7
Warmralt Or/Humns - NOW
Warhrmme Shd Hm Rt HOW

Warlosds 2 How
Watlords 2 Dix oW
Warlonds 3 0897
Warwind Wa5 NOW

Waoden St fron Mn NOW
X-Com Apocalypse  NOW
X-Com Teet frm Decp NOW

X-Gom UFD Defense NOW
Fd NOwW
Jig-Zag NOW

1 E Lee GW Gen W95 NOW
Steal Panthors oW
Steel Prthes Gmpgn - HOW
Steel Pnthrs 2 HOW
TACOPS oW
Tank Resistance 2024 NOW
Third Reich Now
Tigers on the Prowl 2 NOW
W Victory Bundie HOW
Wargame C33 Rilles  NOW
Zulu War Row

MI

33
16
S4B
524
$28
L2k ]
£46
46
846
s42
36
542
5
S48
$29
s28
537
$19
520
87
120
828
i1
M
§42
M
$39
E2H)
s29
519
$43
$22

©
5

529

BOARD GAMES |

ASL Mod Jatkosota  NOW  $10 Blackbeard NOW $27  Fast Food Franchise  NOW
451 Solo Hules HOW 528 Brlanma NOW $19  Federation & Empire  NOW
Advanced Ciilization NOW 525 Caesar Gl Wars  NOW 838 Feudal HoW
dvanced Squad Lar NOW 538 Car Wars Deluxe HOW 321 Fietd Command NOW
\ge of Renzissance  NOW  S42  Circus Maximus NOW 511 Geronimo NOW
e Baron NOW  s27 Civil War NOW 519 Gettysburg nNow
damo NOW  S15 Chalization NOW  S29 Greal War at Sea 1 NOW
\ncient Empires NOW  $29  Colomial Diplomacy  NOW  $42 Hannibal KNOW
is & Allies NOW %33 Grisis Korea 1995 NOW  §29 Harpaon Box Set NOW
\uis & Allies Ctrl PersNOW 830 Grisls Sinal 1973 NOW $25  thstory of the World  NOW
Wwis & Alles Max Adv NOW 810 Damm the Torpedoes  NOW  S21 Hobhit Adventure NOW
wig & Allies Mid Est NOW 516 Damgplross KOW 845  Invasion Nonway NOW
wis & Ally WW2 NOW 8§38  Days of Decision2 NOW 8§42 fmnclags NOw
s & Ally WW2Z Exp NOW 514 Decision in France  NOW 815 Knightmare Choss — NOW
oot & Ally WW2 Exp 2NOW 521 Deluxe Diplomacy  NOW 842 Lt Bata de QuatreBras  NOW
s & Ally WW2 Dp INOW 537 it Hanse NOW 855 Lunich Money NowW
laties of Waterloa  NOW 533 Diplomacy NOW 519 Magic Realm NOW
intiespace NOw 519 Dusgean NOW S16 Nystical Cirche now
itletech 4th Fo NOW 8§13 Empire of Rising Sun NOW 5481 Hecromunda Kow
lack Wednesday — NOW  §32  Empires at War now SZ! Rats oW
HINT BOOKS
il of Dawn NOW $14  Cybera 2 NOW $16  Land Lore 2 0ee7
scendancy NOW S16  Daggetall Chronicles NOW  §19 Lords of Realm 2 HNOwW
rthright HOW 818 Dark Forees 2 0697 S16 MTG Balllemage NOW
lood & Magic HOW 816  Descent 2 NOW $18  Magic the Gathenng  NOW
&C Red Alert HOW $16 Dbl NOW S18  MasterofDrion2  NOW
ration 2 Strategy HOW 316 Drscworkd HNOW 8516 Myst Otficial Secrets NOW
ivllization Network  NOW 510 Dungeon Keeper 0697 $13 Pansbemunium oW
lannesting ROW 516 Dungeon Master 2 NOW S16  Pandora Directive  NOW
se Combat KOW $16  Fade 1o Black HOW $18  Phantasmagoria 2 NOW
ration NOW 818 Heroes ol MAM 2 KOW 516 Holeplaying Comp  NOW
rusader, No Regret NOW  $18  Kinps Field 2 Unoflel NOW 512 Skyrealms of Jorune  HOW
COMPUTER GAMES: ARCADE |

0 Ui Pol CrpMght NOW 536 Reloaded HOW 833 Bartie !'Img Ner [
0 Uitea Pinbal NOW $29  Hoad Rash W35 NOW 342 Bauleship Wa5 now
yher Glamiators W35 NOW  $45  Rocket Jockey ROW $47  Bridge Olympiad How
arthweorm Jim 142 NOW  $25  Royal Flush Pindll — NOW 519 CD Romix 2 Prime  HOW
allwem Jim W95 NOW 828 Sonic the Hedpehog  NOW 5300 Chessmstr 5000 W95 NOW
ull Tilt Pinball 2 NOW 824 Tempest 2000 NOW S Dragon Dice NOwW
yper 3D Pinball NOW 334 TigerShark HOW 840 Golden Nugge! W35  NOW
ode Runner Net WISNOW  $25  Toh Shin Den HOW $27  Hong Kong Manjong NOW
ooney Labyrith Poall HOW 529 Virua Fighler W95 NOW 842 Mapic: Gatharing WA5 NOW
10 Pinball NOW  $37 WWE-In Your House NOW 840 Monopoly How
(0 Pinball Timeshoek NOW  $28 Worms NOW 531 Monty Pythn Holy Gl HOW

1G0T CHEPS & BITS, INC

§29
538
s18
$30
$12
515
832
2
M
527
§29
S0
§32
$13
1]
515
523
$35
sS4
24

$16
§16
§16
316
$16
£16
10
16
816
518

S*J

Ev- ¥i
S0
S8

86
315
4
332
$25
87
£40
538

Rebels & Redeoats 1 NOW

Hisk NOW
Roha Ralky How
Shedock Holmes oW
Silenifaath Rulebook HOW
Space Chess 30 How
Space Hulk now
Souad Leader How
Star Fleet Battles HoW
Star Wars Monopoly  NOW
Stonewall m Valley  NOW
Stratega NOW
Texas Revolubion How
WH Fantasy Magic ~ NOW
Wajet NOW
Warhammes 40K NOw
Warnammer Famasy  NOW
Warhammer Quest  NOW
Workd War One Row
Workd in Flames Dl - ROW
Star Contral 3 HOW
Star Fleel Academy — NOW
Stonekeep NOW
Tomb Raider NOW
Wing Commander 3 NOW

Wing Commander 4 NOW

X:Com Tetror frm Deep NOW
X-Com UFO Defense  NOW
X-Wing Collectors

ROW

| COMPUTER GA GAMES mnmnuum

Pucnonry 099,
Serabhle now
Shnghali Grn Mm WISNOW
Winnal Paal W95 NOW
Wheel of Fortuna Pl BOW
Yoda Stones HOW
You Dont Jok Cst Pk NOW
You Don't Know Jck 2 NOW
You Dont Know Jack NOW
You Dn Knw Jek Sprt. NOW
You Dont Kaw Jek XL NOW

§25
s27
533
S0
§15
535
£50
£23
825
40
540
51
$18
535
350
$50
$50
50
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516
$16
$16
s
519
318
516
£16
£16
516
S

51
524
$26
40
L3
$19
£20
3
s
sh
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CIRCLE READER SERVICE #068

'FALLEN HAVEN' The planet New Haven was sup-
pose to be a paradise, idyllic, peaceful new home for
the colonists from Old Earth, But that was before
wars broko out, the provinces turmed against one
another and before the aliens arrived,

Interactive Magic

Release Dale:NOW PC CD $47

‘GREAT BATTLES OF ALEXANDER' The armies of
ancient Greece are massed agalnst you. You and
your forces stand against seemingly insurmount-
able odds. Defeat will drag you into obscurity, while
victory will herald the beginning of the most spec-
facular military campaign in history.

Interactive Magic

Release Date:NOW PC CD $44

'PANZER GENERAL I 5 played across four campaigns of
linked scenarios. The Battle Editor allows you to edit the
Included scenaros to reflect YOUR version of history, Blast
craters in the ground, destroy the temain, light the ground
on fire and more.

Release Dale:11/97 PC CD $42

‘X-WING VS. TIE FIGHTER. Join the heat of the
battie between the Rebel Aliance and the
Imperial Navy for the control of the galay. This
stand alone games features all new missions,
over a dozen new spacecralt and increditie in-
flight graphiics.

LucasArls

Release Date: NOW PC CD $52

'NEED FOR SPEED II' Canving swaths of pavement from
majestic Himalayan highvays to twisting Yucatan roads, you
ane diving the most coveted vehicles ever to incinerate &
radar gun.

Electronic Arls

Release Dale:NOW PC CD $46

'ARMORED FIST 2' Experience ground combat
as the Army's newest lanks tear across 30 Voxel
Space where the sense of realism and accuracy
will not be duplicated. Sit in on live action mis-
sion briefings and actual footage of armored
velicles

Novalogic

Release Date: NOW PC CD $49

& PANZER
GENERAL
i

‘THE THREE DAYS OF GETTYSBURG' This game gives a
totaily new look at the battle, a view thal brings players
even closer o the action, even more deeply into the
decisions of the most playable of all battle games
Avalon Hill

Release Date: NOW BG $49

‘ADVANCED SOUAD LEADER® comes ina 3 ting
binder which can be constantly upcdated by
removing obsalete pages and adding new ones,
just like to U.S. Army figld manuals, is filled with
full color diagrams and each chapter is color
coded, separated by two-fold dividers conlaining
pertinent charts.

Avalon Hill

Release Date: NOW BG $38

‘PERFECT WEAPON' You are Blake Hunter, Earth Defense
Force’s top agent. Finding yourself transported to a mysteri-
ous and hostile world, you must fight and explore 5 deadly
worlds to uncover the conspiracy that has selected you.
American Soflworks

Release Dale: NOW PC CD $40

‘BATTLEGROUND: BULL RUN' The 1s! battle
won Gen, Thomas J. Jackson the nickname
“Stonewall Jackson.” During following summer
of 1862, Gen. Rabert E Lee lured Gen. Pope's
Union troops into a trap on the same battlefield,
paving the way for the Confederate invasion of
the North.

TalonSolt

Release Date: NOW PC CD $42

‘STARCRAFT" Wastelul, short sighted and quarral-
some humans pillage world after world, Played in real
lime, you must gather your resources to accomplish
your goals, either freedom or galactic domination,
Blizzard

Release Date: 07/97 PC CD $46

Ty

Coweatm



‘DESCENT TO UNDERMOUNTAIN' With a visit from a
stranger from the fulure, many charclers are now devel-
oping in the cracks and under the rocks of ancient caves
Move: through an new world of 3D with 360 degree move-
men

Interplay
Release Date; NOW PC CD $46

'F/A-18 HORNET' There's 28 ditferent Persian Gulf

combat missions to test your skills, you can blow up

everything from am-munition depots using the ME1

Vulean cannon to MG fighters with an AIMS Side-
windar!

Graphic Simulations

Release Date: NOW PC CD $45

*SCREAMERS 2 Take a ride on the wild side. Howl llke a
bansheg down the all new twisting, turning tracks from
fey Scandinavian glacial death traps to {reacherous
mountain courses and blazing Egyptian desert spinouts.
Feel every Inch of the road, every ounce of centrigugal
force and every bug stupid enough to get in your \{:?y

rgin
Release Date: NOW PC CD $§24

‘CH PRODUCTS F-16 FIGHTER STICK' Features the
most realistic Falcon jet slick grip ever! When used
In conjunction wilh the Pro Throttle all 20 buttons
become programmable for a total of 40 functions, 3

year warranty!
CH Producls
Release Date: NOW PC $100

“JOYSWITCH' Now you can jump from joystick to joystick,
pame to game with the speed and ease of urming a Switch
No more reaching behind your compuler lo swap joystick
cahles an the game port. Joyswatch does it all.

Lead Pursuit
Release Date: NOW PC $39

‘THRUSTMASTER F-22 PRO' With a powder coated

metal base, glass filled ABS handie, metal gimbal

mechanism, and heavy gauge spring tension, the F-

22 PRO gives you the edge you need in advanced
tactical warfare,

Thrustmaster

Release Date: NOW PC $120

| ‘THRUSTMASTER PHAZER PAD' is the first

gamepad of its kind to ofler precise control and

i perfi il also completely user
programmabile with ils press and hold interface!

Thrustmaster

Release Date: NOW PC $47

=T

'GIRLFRIEND DONNA' With your new qirl-
friend game, you can et 1o talk to one of the

) i cutest women In the world IN PLAIN ENG-
Ef 2,‘_‘:2 LISH! Our game features and artificial intelli-
iy | gence breakihrough, Walch her respond like

bttt | 123 WWOMAN,

o Treasure Chest
gy Release Date: NOW PC CD $49

‘CRYSTAL FANTASY' Venlure through the cave of lust and
find the secret crystal. Interact with the sexiest young jewels ol
the MacDaddy harem. Take snapshols of the girls and play
with Ihem in your vwn private portfolio.

MacDaddy
Release Date: NOW PC CD $34

‘DIVA X:REBECCA" Do you know how to get o the
Avalon Agency?”, She asks in a sexy French
accent.You kindly offer her a rice fo her destination
Her eyes engage in slent comversation with yoirs.
From there - the adventure begins!

Pixis
Release Date: NOW PC CD $38

‘ROMSOFT 6 PACK' Double
Down, Doors of Passion 2,
Sensuous Girls in 30, Massive
Melons, Touch Me, Feel Me and
Private Screenings arg what
you'll get in this sexy 6 pack!
Romsoft
Release Dale: NOW PC 6-CD $32
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COMPUTER GAMES: SIMULATION
T Riuease Proct Tine Minnane Pt Time Riviasi Puce
1943 Euro At War 0697 S44 F1G Fightng Falcon 0897 S48 M viriot Merennies NOW S48
BB Hunter Killer 0697 S5 FA 18 Hornet 3 W35 NOW 545 Muctosolt FS6WS5 NOW 553
ATF Gold NOW  $46 Faleon 4.0 0897 552 Mg Alley 1197 S46
A0 Tank Killr 2 Wa5 NOW 548 Fighter Dusel 2 Wa5 0897 539 Monsir Trek Mdnss  ROW - 540
AGS Navy Fighirs Gld NOW. $34  Fighter Duel Pro Mot NOW  $38 Muztla Velocity NOW 548
AHB4AD Longhow Gld NOW  $46  Fight Unlimited 2 0897 S$44  Mwardor 2 Bamiepk  NOW 548
AMB4 Flash Pri Korea NOW 825 Flying Corp NOW &1 Nasear Racing 2 NOW 843
Alr Warrior 2 Wa5  NOW 846 Flying Nightmares 2 0647 842 Necr Feng W Trck Pck NOW 847
Archimedean Dynsty NOW 840 Flying Saucer 0797 8§46 Noed Speed Gold W35 NOW 845
Armored Fi 2 NOW 349 Formiulia 1 Post Sson NOW  $44 Nuad for Speed 2 NOW S48
Ay Air Corps 42 1107 $48 G-Noma NOW 537 Power F1 NOW  s42
Battie of the lronclads  NOW 546 Great Naval Battles & NOW 534 Rally Championship NOW 542
Burming Road NOwW 344 Harner 2020 (5T Hed Baron 2 W53 Dam7 S48
Comanche 3 NOoW 549 Heavy Gear a7 849 Sabrhce NOW %48
Darklight NOW  $46  Hind Helicoptar NOW 544 Sail 95 NOW 436
Desen 2ininte Atyyss NOW 548 Indy Car Reng 2 W95 NOW S48 Sand Warrines HOW 846
Deeadranght W95 09097 8§42 Jet Fighter 3 NOW 849 Sereamer 2 NOW 524
EanhSiege 2W95  NOW &40 M1A2 Ahrams W5 NOW 846 Ship of the Line W95 0997 £44
Eannsiege 3 1m7 448 Menwinor 2 Ad-On HOW 829 Sierma Pro Pilot WA5s 07/87 845
F-22 Lighining 2 NOW £49  MechWarrior 2W05 NOW 847 Silent Hunter NOW £39
COMPUTER GAMES: 3D ACTION
Area 51 WE5 NOW  §39 Duke Nukem 30 HNOW %33 Marathon 2 NOW 44
Blood NOW 546 Dke Nukm 30 Atomic NOW  S46 Master Levels Doom 2 NOW 525
Chasm NOW 544 Dk Nxem 30 Pt P HOW $25 Mayhem HNOW 846
Colliderz W35 KOW  $40  Eradicator NOW 436 Mortificator W35 NOW 844
Crysater No Remarse NOW  $26  Final Doom HOW 846 Normandy 97 0947 £36
GrusaderNo Regret NOW $34  Gun Metal NOW 844 Perfoct Weapon WA5 NOW 842
Dark Forees HOW $30  Heretic Shad Serp Rdr NOW 337 Powerslave now  §39
Dark Frees 2 Jedi NOW 853 Hexen Wa5 NOW §21 Prey 0697 550
Dark Vengeance NOW 845 League of Pain HOW 325 Quake HOW  $53
Donm 2 Was NOW 828 MDK NOW 544 Ouake Masion Px 1-2 NOW 529
COMPUTER GAMES: SPORTS
30 Unea Mini Gotl~ NOW  $42  Gone Fishen HUW $25  Mleague Foolbll 3 ~ NOW $34
APBA Pro Boring NOW 538 Grand Slam "S7 We5 NOW  $43 NBA Hang Time W35 ROW  S46
Aaronvs Ruth W95 NOW 539 Hardball & 07mi $42  NBA Live 97 NOW 545
Ahidas Power Soccer 07797 32 Hooves Thunder W35 NOW  $35  NCAA Bball Final 4 97 NOW 544
British Open Gatt NOW 544 HyparBiae HOW &40 HCAA Ghamp Bskthll NOW 838
Extreme Street Hockey NOW 42 Jack Nicklaus Goif 97 NOW  £42  NFL 0B Club 98 0087 846
FIFA Snecer 97 NOW S45  Legends FBGT WB5 NOW %43 NHL Hockey 97 NOW 546
Frank Tnos Basehall NOW 539 Links LS NOW S4B Opon lee NOW 546
Frnt Pyge Spris Sking 1997 848 Lwks Pro 16Vl Halla NOW  $19 PBA Bowling 2 NOW 535
Fint Pge Spts Gif Bad HOW S48 Links Pro 386 NOW S19 PGA Tour 96 Swyrass NOW 519
Fuon Poe Fial 7 NOW S48 Madden Foolbal 97_NOW 45 __PGA Ir 9 Spnsh Bay NOW_$19
COMPUTER GAMES: HARDWARE
a0 Magic Accelerator NOW $126  GH Pro Pedals NOW 880  Joyswitch NOW 539
an Spax HOW 479 CH Pro Throtlle HOW 5102 Labte LCS 2612 Spkrs NOW $112
Bell 0ff Gho 336 Vor NOW $110 CH Vutual Pilot Pro - NOW S75  Lodch Wingha Wrrior NOW 585
CH F16 Combatstick NOW 360 Garne View oW 583 Master Filgt oW §52
CHF16 Fighterstick  NOW 5100 Gravis GrIP Controllr NOW 585 Mawx Control Yoke  NOW  $23
CH Flught Stick NOW 530 Gravis Gril* Pad 2 Pak NDW 524 Maoft Sidwndr Pro Pd NOW 538
CH Flight 5tick Pro NOW  §50 Gravis PC Gome Pad NOW  $19 Sound Blastor 16 Val NOW 5985
CH Faree FX NOW S169 Gravis PG Gmepd Pro HOW  $27 Sound Blaster 32 PNPNOW $152
CH Game Card 3 Auto NOW  $26  Graws Thunaernird  NOW 843 Sound Blaster 64 AWE HOW $179
CH Mach 3 Joystick NOW $25  Jnystick Ewtend Cable NOW %3 Space Orb 360 ROW §75
GH PG Gamepad NOW &19 Joystick ¥-Cable NOwW 88 TM Duiving Conteed T2 NOW 3108
COMPUTER GAMES: ADULT
INTERAGTIVE INTERACTIVE MOTION
2069 Otiental S2x OdysNOW 850 Nightwatch Int 2 HOW 838 10 Sex Posiions 2 NOW 524
Alleyeas NOW &30 twatch It 3 NOW 546 Amorous Asia Gid2  NOW 315
Asians in Wonderland NOW 846 Outpost 69 HOW $40  Asa X HOW 529
Buster Gherry HOW 845 Passion Pokor HOW 528 Asan Paradise HOwW 539
Grystal Fantasy HOW 834 Panetration NOW S16 Asan Silk NOW 516
Gyber Photographer  HOW 839 Pleasure Zones oW 523 Bacchus S Pack NOW 845
CybesPeep Int NOwW §12 Porn Mania NOW  s29 Bad Girls 2 NOW S12
CyburStrip Black Jack NOW  $36  Prvate Investgator  NOW  $49  Bangkok Nights nowW 519
CyberStrip Poker NOwW 536 Private Pler Park 2 NOW 549 Bedlam NOW 516
Cyber¥perience HOw %29 Privata Prison HOW  S44 Best of Vivid HOW  §24
Diva X Anana nNOow 538 Rodney Aubher Show NOW 839 Black Book HOW  §34
Diva X Reseera HOw £33 Samural Pervert 2 HOW S84 Blond Justice 3 NOW $I16
Dioli Hiuse HOW £33 Scisors N Stones  NOW $19 Blondage oW s24
Dream Machine 2~ NOW 848 Sex Castle HOW 529 Boamg and Clyde NOW %12
Dream Maching NOW $36  SexTVZ NOW §25  Borderine nOW  $19
Duke Screw'em NOW $46  Sex With Jena ROW $49  Calilorne Girds nNOW 56
Fantascones HOW 534 Sex:The Game oW $49 Casting Call 2 NOW 836
Fantase NOW %39 Shock The Game NOW 549 Cnnsty Inthe Wid  HOW 514
Fun House NOW %39 Space Sirens 2 NOW 529 Callege Girls HOW S§16
Girlfriend Donna NOW  S49 Sarip Fighter NOW $40  Curse of Catwoman  NOW 8§24
Girlirionid Teti NOW $39  Toxas Table Dance  NOW 824 Cyberotica NOW  $25
Girltriend Tracy NOW 838 Time Warp NOW 845  Desp Throat Gids 5 NOW 525
Heldi's House oW £36 Ul Slots HOW 528 Decp Thit Gris APk NOW  $52
Hot Leather 2 now $25  Ulta Visen NOw %49 Demon Schos! HNOow  $22
Hot Slots oW 537 VCA G-Pack NOW  $39 Dirty Debutnt 6 Pk NOW 544
Hurmp Towers NOwW  §39 Venus Playhotss HOW  §29 Flami NOW 823
Interact Seymaore BL2 NOW  $40 Vinl Las Viegas Nite 2 HOW 529 From Asia With Love NOW  §15
Interact Seymore ButsNOW  $39  Vinual Sex 2 HOW $39  Geisha's Secrels HOW §12
Innmate Journey  NOW §24 Viroal Sex Shoot  NOW 844 Glls Dwin' Gils 2~ NOW 519
Inimate Secrots HOW  $25  Virtual Valesie 2 NOW 836  Glamor Girls 3 HOW $19
Japan Interactive NOW $46  Virlwal Vaeronica NOW 548 Guoing Down HOW 516
Latex NOW  $44 Virtual Victor NOW 542 Hawail NOW  §516
Mot Erotigue NOwW 529 Virtually Yours 2 HNOW %39 Heidi's Ginls Exposed NOW 519

Tt Runnass
Sdent Hunter Patt 1-2 NOW
Supet EF 2000 W35 NOW
Super Motocrss W35 0627
TEX EF2000 NOW
TEY: X-22 NOW
THN Mior Spis Hdere NOW
Team Apache oear
Test Drive: O Road  NOW
Th Darkening how
Tharsidet Truck Rally  0R/97
Tia Fightr Coll NOW
Troy lass 2 NOW
Wing Commander4  NOW
Wing Commander 5 0847
Warkd Ralty Fover NOW
%-Car Exprmnil Ren NOW

%-Fighters 0aa7
X-Wing Coliector NOW
X-Wng V Tie Foltr -~ NOW
iF-22 0787
Muins Now
Shadow Wartiar GRAaT
SkyNET NOW
Star Trek Gennns— 0G/97
The Fatlen NOW
Tomb Raid HowW
Tomb Raider 2 07
Unieal 087
X5 NOowW
Zombieville NOW

PGA Tour 96 Wntwnn NOW
PGA Tour Gt 96 W35 HOW

PGA Tour Golf Gold -~ NOW
Phoenx Soccr Arcd NOW
Pro Goil 09/97
SimGoll NOW
Solid lee HOW
Ten Pin Alley W95 NOW
Tnppla Play 98 osAa¢
VR Basehatl 97 oW

Vel Cup Gif Dar Beh 1

TM F16 TOS HOW $10E
TM F22 Pro HOW $128
TM FLC F16 System  HOW $106
TM Flight Contr Pro. BOW 595
TM Gama Card NOW 528
TM Rudder Contr Sys NOW 298
TM Weapon Cont Sys NOW 368
TM Phacer Pd NOW 347
T™ GP1 NOW 574
TH Top Gun Joystick NOW 532
Verbal Commander  NOW  $55
MOTION
Hidden Agenda HOW  §22
Hidden Obsessions  HOW  §25
Hist OF Blye Mowie  HOW 515
House Steep Deautios HOW 512
It Looks Could Theill  NOW  $24
Immartal Desise HOW £13
In Defense of SavanahNOW 516
Insatiabile NOW 823
darde Palace ROW  $1%
Kama Sutra HOwW 524
La Bl Girl 4 NOW 522
La Blue Grl Som Sur NOW 525
Menage A Trois NOW  S26
Mystiqua Orient 2 NOW 524
Hew Machine & Pk 2 NOW 544
Hew Maching 6 Pk NOW 842
Orlental X-Press HOW 822
Pheonix S1E
Platinum Six Pack  NOW 54
Private Collection NOW  S4E
Racquel Released '
Racquelle in Wild
FAomsol Six Pack
Rom: e P 2 HOW
Savannah Superstar - NOW
Sow in Public Plages  NOW
Seny Six Pack NOwW
ustir oW
tars of Porn  HOW 522
Takya Nymghs NOW  $1E
Twnn Angels 2 NOW  $2E
Uitimate Tokyo NOW  S2¢
Venus 5 HOW  §2r
1k *5 A RITS, I
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Ting Frcease Procy Tin Rrutase Prict Tine Firurass Paicr Tinie Arirass
7ih Guest 2 W35 067 54 Delitium HOW 846 552 Sar Teek Judg ArCell HOW 538
Abe's Odysee 1087 S48 £50  Star Trek Voyager  10/97 S48
43 oW 837 £40  Star Tk SurFnAcad NOW 855
e 6 §35 [ 544 O $48  Stars HNOW %38
Albuan NOW 839 HNOow 347 Fa $50  Sureeal W95 0897 842
Amber Jourrys Beynd  NOW  S44 HOW 545 Pandora Dirgctoer NOW 346 The Last Express NOW 848
Ark ol Time NOW 528 Fighting Fantasy HOW 540 Phantasmagona 2 NOW 554 The Trial 0697 S04
Athanor 07197 840 Fotk in the Tale HOW  $45 Plague 0797 42 Third Millenssm W83 NOW  $44
Beavis Bu'rnﬂ Vin& NOW 531 NOW  $40 athall W45 HOW 344 Time Warnbrs 0697 526
o6a7 54 5 Ouest 5 SWAT NOW  §47 fimeLapse A vl NOW 546
10787 S48 O ar Gi 1297 S48 Titanic Jrny Qut Time HOW S48
0697 $46  Joumeyman Puojct 3 1097 Rama NOW S48 DrBrain NOW  $33
L ng Cistm Saln 0G/G7T 542 Kings Quest § 107 Redneck Rampage 08497 348 Toonstruck NOW 548
o Adventure  OB/O7 545 Leisure Suil Lany 7 HOW Retum o Kenndne— NOW - $45  Trespasst Jissic Park 10097 S48
Curse of Monkey Isle 07/97 548 Light and Darkness HOW 844 ol Dawn 541 Twinsen's w0897 S46
C 32 HNOW 548 Ligh 58 HOW 548 L2 L] on - NOW 518
1h Was oW %46 Lst Fis Sheik Hims 2 NOW 542 7 0787 843
HOW S34  Magic of Xanth NOW  $42 842 NowW §42
wnof Darkness  HOW  $4. Kummy NOW 342 Sign of the Sun 0787 834 Woll Hurt Be Hunten HOW 812
Deah Trap Dungeon 06097 $44  Myst NOW 341 Solar Crusade 07787 M Zork: Growd lnuisitor 1087 850

COMPUTER: ROLE HIJLE PLAYING

£29 Dungean Master 2 NOW 595 H Star Trk THG Frd Unity NOW $46
£19 Elef £56 [ oW $24
Arena Delure Now 547 FR Dsont bo Umdrin 0697 S46 2 5m Plb[‘ HOW 0347 8§42
Hetrayal i Antara oW 548 Falfout NOW 353 s ol Haunting  HOW now 19
Cobra Mission HOW 529 Keuphts Xentr PGIZ  NOW 534 Riltwar Legacy how Uil 7 2 HOW  §15
Cytlones ROW 524 Lands Lre Grdns Dest 0B/97 S48 Rims Atk Shadw Riva NOW Witima 8 Pagan HOW §15
1197 549 S of Lore oW 525 Sacred Pool HOowW Uttima 9 1187 552
NOW 519 5 HOwW %19 Serpent’s K oAy Ultima Dee7 342
[Diablo NOW $37 Migh 197 S48 Skyrealms of Jorune  NOW Uima Undredd 182 NOW 515
Die By ma Sword  NOW 548 OF Light & Darkness  NOW S48 Star Trall HOowW Wizardry Gold W95 NOW 532

ROLE PLAYING GAMES

AD&D Core Rules
AD&ED Ciobt & Ta
ADED

ADED Monstr Manual NOW 520
ADED Players Handbl NOW 520
ADED Skills & Powers NOW  $17
ADAD Spelis & Magic NOW 519
oW 516
NOW  §25
HOW 525
ADAD Planescape NOW 825
ADAD Ravenioh NOW 525
Albedo NOW 818
HOW £26
oW §23
Bubblequm l,n. 5 NOW 520
Cali gt NOW 518
Cinythu Live HNOW 513
Champions 4th Lo, NOW S22
Ghangeting NOW §21
HOW $20
Cyberpunk 2020 NOW 817

CDLLECTIBLE CARD GAMES

Battieiech Booster — Now
Batfletech Starter o
Dixie: Bull Run 1861 Noww
Dixie Now
Dr Who B How
Dr Who Stante HNow
Great Daimuti Now
lilurminati BF How
Muminat 50 Now
MTG 5th Ed Booster  How

Banlestations now
Blp Bass Wild Champ HOW
Clayfighter 3 How
Descent 2 How
Fina! Fantasy VIl 0337

Lethal Enforcrs 18 2 NOW
Lost World 06m7
MDK HOW

Magic the Gatheeing  NOW
Marvet Super Heroes 06797
L]y
Haw
nster Truok Rally  NOW
Notal Kambat Trilogy  HOW
MAMCO Museumn 4 06/97
NAMCD Museum 5 07797
NBAIn The Zone 2 NOW
NBA Shoatout 97 nNow
NCAA Final Four 2 NOW

COMPUTER GAMES: ADVENTURE
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9 Suns HOW
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gt 1| HOW
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Mage 2nd Ed
M
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MTG Mimge Booster - How
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MTG Visinns How
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MTG Fal
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HOwW
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Baku Baku Now S36

Battle Monsters
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K+Files Starter Howe
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'STAR THEK FLEET ACADEMY" Bafare Captain Kirk, Commander
Chekov ant Captain Sulu were legends, they were cadets at the
most celebrated school in the universa, the Star Feet Academy.
Test your ingenudty, leadership and courage and deltermine if you
have what it takes to graduate 1st in your class,
Interplay

Release Dale:NOW PC CD $55

‘REALMS OF ARKANIA II' Something sinister
is happening in the seaside town of Arkania
Hrave, honored warriors reluse to fight, while
an evil mind preys upen their minds and souls.
Can your band of heroes defeat it in lime?
Sir Tech

Release Date: NOW PC CD $45

'DARK REIGN' In the 27th century, the Imperium with con-
Irol of precious vater resources commands the fate of a |
1,000 worlds. The Freedom Guard attempls to break the ﬂ
Imperium’s grip on the gataxy and the water supply.
Activision

Release Date: NOW PC CD $48

‘LANDS OF LORE II" You are Luther, cursed son of the
Sorceress of Darkness, exploring treacherous lands in
search of ancient magic, a super power that will release
o from your vilg birthright.

Virgin

Release Date: NOW PC CD $48

‘X-COM APOCALYPSE' You command the elite
X-COM troaps as they investigate and repel an
alien invasion of Earth. You research and manu-
facture veeapons. armor and vehicles. Destroy
the alians before it is too late,

Microprose

Release Dale: NOW PC CD $45

'SHIVERS II' Harvest of Souls. This timea you find
yoursedf stuck in Gyclone, the most bizame town
south of the 48th paraliel. You try not to worry to
much about that feeling of paranoi. but somebody
actually is stalking you,

Sierra

Release Date: NOW PC CD $48

'BETRAYAL IN ANTARA' An empire  over time has fallen
piy fo cormuption and decay. Today a well ing Emperor
faces a crumbling infrastructure where bribery, intrigue,
nepotism, deceit and assassination run rampant,

Sierra
Release Date: NOW PC CD $48

'CONSPIRACY X' In a world of dark secrets, the
only certainty is nothing is what it seems. The
president may not be human. The sign carrying
paranold on the street ranting mind control satel-
lites may be right.

New Millenium

Release Date: NOW RPG $20

'MAGIC THE GATHERING BDOSTER PAK' The majestic
civilization within boast magical lraditions dating back
countless eons. B th the b g sun, what power
can you draw from the potent forces.
Wizards of Coast

Release Date: NOW CG $8

'MECHWARRIOR 2' The year is 3057. A struggle
lor power fuels a society of warring clans. War is
constant. Victory is temporary. Cease-fire nonaxis-
tent. For a Mechwarrior, war is life and death the
only frue peace,

Activision

Release Date: NOW PSX $49 SAT $49

'NBA LIVE 97" mirrors the style of the NBa, capturing 3D
animation from real players, so they look and move natu-
rally at both ends of the court. Choose players from all
NBA teams, over 300 players. Create, trade and dralt
players and more.

lectronic Arts
Release Date: NOW SAT $49 PSX $49
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Sports Game All-Stars
We Pick the Best in
Football, Basketball,
Baseball & H

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!

What's \'uur Pick for Garne uf me \‘ear" See Our Winners Inside...
o _f_.: U Mniny ”
= - Q'(

A:M
RASCAR Racieg a—r
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1 1. Fill wn your name and address and check oft 2. Circle the numbers on the card that conespond o 3. The hiterature will be mailed to you from
IT'S AS EASY AS 1,2,3 your answers lo the seven research questions. the ads or articles you'd like more information about the advertiser free of charge.

CIRCLE FOR FREE INFORMATION Void after September 30, 1997

001 002 003 004 005 006 007 008 009 010 011 012 013 014 015 016 017 018 019 020 021 022 023 024 025
026 027 028 029 030 031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
051 052 053 054 055 056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
076 077 078 079 080 081 082 083 084 085 086 087 083 089 090 091 092 093 094 095 096 097 098 099 100
101 102 103 104 105 106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
126 127 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
151 152 153 154 155 156 157 158 159 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175
176 177 178 179 180 181 182 183 184 185 186 187 188 1B9 190 191 192 193 194 195 196 197 198 199 200
201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
251 252 253 254 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275
276 277 278 279 280 281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
376 377 378 379 380 381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400

1. Whal is the highest level of education that 5, How often do you usually buy computer games? Name CGW 6/87-4

you camgleted? (Check ane anly) (Check one anly)
01. L] Some high school or less 01. (] Once a week | _ . |
02. (1 Graduated High School 02. C] Once every two to thiee weeks ) | ! |
03. [ Some College or Technical schoal 03. 1 Once a month Title Telephone
04. () Graduated College 04_ ] Once every two to threg months
05. 1 Post Graduate schoal 05, (7] Once every four to six months

Y ; 06. 0 Once @ year | | | | [

2. Compuler curremlli owned is: T m

(Check all that apply) 6. Where are you mast likely to purchase gamas? ampany Name
01.C118M compatible (Intel standard) {Check all thal apply)
02. [0 Macintosh 01, T Indepandent computer stare 04. [ Computer store chain | |
03. [ Amiga (2. 1] Consumer electronic store 0. | 1 Direct from vendar
04. ] Dedicated game maching 03. 0] Mass merchandising store 06, O Mail order Address
0=:El et 7. What is your (and others in household) favorite type
3.1l Imtet, what level? {Check one only) of game? (Check one in each calumn) | | ] ]
01. [ Power PG Yourselt  Other1  Other2 G S Zi
02. (] Pentium (586) 01. Strategy iy tate | Zip
03.0486 2. WarfMilitary
04.] 386 03. Role Playing | I
05.01286 04, Brain Teasars
10 i AT b i & o 05, Card 4. [0 Please send me a one-year (12-issue) subscription to Computer Gaming World tor $27.94

"':‘? EHE'}; }E}.E&"nﬁ'e ,_]un{-‘:'n gt g? iglnf::n!ﬁrwde (U.S. price); all other countries add $16.00 for additional postage.
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R&G GAMES Sy + Software Source %
£D) FON 2008 G‘“E*l;'"- ':’WI‘;?M G S 5 3003 South 83rd Street . Omaha, NE 68124 %‘ﬁfﬁu
We Buy & Sell New & Use ames Phone 402-398-0223 Fax 402-398-0928

Call fax or email request for prices before sending games eceive Cash In 24 Hours For Used Games

Cal 1-800-525-GAME canada 630-080-9395 Fax 630-980-0995, 2 CREDIT CARD ORDERS CALL NO“{}NW
et eamesmwm mgmncﬂwk i o) N .c&% 402-398-0223 > 3;5?
7" Guest CD §19 Sienl Thunder GO 52 Rt Receive 15% More In Credit Now o
11" Hour CD §26 Sient Hunter CD $20 W i
:&ﬂmgn ?zg b - % tliLe  wWe SELLUSEDWE BUY TITLE | WE SELL USED/WE BUY
Cacsar 2CD $22 Star Control 3CD §26 7n Guoat 1500/500  Moch 2 CIam 22.00/10.00
Civization 2 CD $28 Strife CD s24 y v of Hillos %: gg}g .gg et 3 29 %%go
Command4Conquer CD $29 Tonin's Passage CD k77] 5200000 h 15.w5.uo
Crusader No Regret €D §27 Undera KiingMocn GO §18 aumfemw 1975600  NASCAR 19.95/6.00
Crusader Mo Remorso CD  $20 VR Soccer 98 CD 0 ax‘ Antara 24.85/12.00 mscm 2 . ggg‘ﬂ}%%
Dig CD §22 Wagos of War CD §2 Bacet Wi 159250 Nosd4Spacd SE 230060
Diablo CD 520 Waseral 26D 7 0801 2 16090600  NHO97 24.95/10.00
Daggerfal CD $30 Warwind CD 532 Civilization 2 27.00112.00 :andarn Directivo 24.75/10.00
Dask Forces CD 522 Wing Commander 4CD_ $28 Solomzaion o Alot J400T000 Phantegodn2  2975/1300
Deadiock CD $25 Woodnf & Schnbblo CD  §20 Smhla 9 ?glgé:&m Piates Gol é::’:?gﬁ?&
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ulind,  Brama B s Bweeie - HGw Sl  ZHME
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Heroos Might & Magic CD $22 Diablo CD $39 Z i 2;@&&& Star Taksttui fggf%sogn
L ot Reckn 2D g Wﬁ“ﬁf&m 200 8% FuR.Thes T’w""’q ieoieco 5 g'ﬁ", Flnhior le7sm00.
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www.ogr.com
Online Gaming Review:
For all the hottest
computer gaming news &
best reviews, demos,
previews & more, visit
wWww.ogr.com.

Check it out today!

S et

45108

X-Can Exeemimenat
Racine

by Bethesda

A new standard for
driving simulators with
Bethesda's visually
stunning ¥nGine 3D

technalogy.
‘45

Thgworks 2.5

by Citadel

Wish your computer
was as easy fo use o8
a fabbed nateback?
Now you can grrange
everylhing on your
hard drive!

56253

Iamimaush DeLuxe

by lonos
A shrategy/fonlasy
business simulator for

- cll oges, with incredi-

ble grophics ond
sounds.

ITE AT
. CHECK OUT OUR _HQIWEBS

I\IITEI] CDROM

=G0

aF" :

CALL US NOW
FOR A FREE cataLOG!

18008648334

CReDIT CORRECT: Gives the consumer oll the tools needed o
print ol of the necessary forms o help cortec! your credit,
Master Tect '97: The complete interactive tutorial to
building your own Pentivm Computer plus Windows 95

Q & A inferactive book, Setup Adviser 2.0 & more,

HOUSE OF GAMES: Packed with over 50 of the best spors,
board, trivia, casino, adventure & educalional games
ovailable, for hours of fun.

TP

Credit Correct

58622

Master Tech
58619

Games
58420

REMSEFT

SHRALirr

O T

BHRA‘ml OF ANTARA: A skill bosed gome where players can improve one to five skill gqgérm

ol a fime, with new tacticol combat and new combat aplions.

SHIVERS 2: A perancrmal force has abducted the inhabitants of Cyclone, Arizona

ond left cryptic cluas and messoges for you in the form of mysterious music videos,
3D Utrea Mini Gotr: Mini ol just the weoy you remember it
only much cooler. Vintage holes you love, plus o whole bunch of
new ones, jem-packed with gadgets, gizmos, crectures and
crazy sounds.

Strip Poker 11

by Arlworx

With four gorgeous
apponanis who ore
w;”lng & able to bet it
all for the chance 1o
“beat the pants off
you.”

51086 . -

Pieei LoncstockinGs
by Her Interactive
Fippi is brought o fife
| through animated sto.
figs, inferactive rooms
full of surprises &
amusing games for
hours o? enfertainment,

58881 52' |

US Tax ‘96

by Total Peripheral
You can do your faxes
in minutes! Toke the
inlerview & yaur
answers are hransferred
direcily to the proper

- REMEMBER
A
/'.*

forms.

“ANIGHTTO

Shivers 2 s

58254

Mini Galf
58752

Irou & Broon
by Acclaim

‘, In the mystical world of

Ravenloft, you fight
onecnone of choose o
team of combatants &
campaign for uliimate

. power.

53082

Worto Boox 97

by 1BM

Whitien to be concurrent
with schocl curricula &
designed fo be easily
undersood, itis the

- reference of choice for

sludents glud( 5412

NighT 10 Rmmm
by Voyager
Coptures the night of
horror & hercism with
meliculous eccuracy &
temains the definifive
film rendifion of the
Titanic story.

53251

$39!.-

OVER

10,000
TITLES IN
STOCK DAILY!

FREE SOFTWARE

WITH EVERY PURCHASE!™

SAamEe Day
SHIPPING!*%\

| A complefe reference
otk in Family,

Law. 100's of legal
8 forms including
detailed instructions

44956

Evectromics |

5 CD-ROM set |
includes over 200§
comprehensive §

hutarials in: {6

Electronic Circuits, §

Discrete Devices, |
Digital Devices, & !
Integrated Circuis. §

SI Baseatt ‘97

by Microleague
With over 10,000 stats
per ployer, including
hitting, fielding &
running, it really puts
you in the gome,

s3

The Hersavist

by Hopkins
Tgchnopfngy
Information on basic
principles of Herbalism,
human systems, actions
of herbs & medical |
details on 100 herbs,

Sdﬂlé

" Scuumm 2

by Virgin

Rip into sheer speed
road recing [Eu}ur:ng
rechifa ferrain, road &
wealher condifions, 4
player network & feam

- play & accurgte physics. |

529"

* While supplies lost. Shipping chorges cpply to free offers,
**Ovders received o5 lote 05 9:30 pm (C5T) for 2nd dey air.
Call for other deadling times
Spetiol offers, item ovoilability ond prites moy vory
| okcording lo format and wie subjedt to thunue without nofice.
Ml prices in U.S, dollars. ot responsible for inodvertent

errory, A|,|_
A

 copE woe mm

58719 ' 55719 .S.:BBU

‘18
Business Hours: Mon-Fri 8am-10pm; Sat 8am-Spm; Sun 12pm-5pm. |
Mail Orders to: 800 United CD ROM Drive, Urbang, IL 61802
ConNTACT US!

CompuServe: 76043,1605 hitp://www.unitedcdrom.com
America On-Line: UNITEDCD Fax back 1-217-352-8123
Int'l orders 1-217-337-8532 Fux orders l -217-337-8531

= 53592

SPORTSTER 56K Mooews
B, by US Robotics |
“ Moximum speed for
- minimum effort! 1F you §
are ready for speeds |
* almost double the current
standard, the 58K is the right chaice,

'-"__; rghtrowl 57372 Extemol $220
i [FRobotics 77, ... 200}




HALL OF FAME

Welcnme to the Cooperstown of Computer Games. Here
you’ll find, raised upon pedestals, the games that broke

LEMMINGS
PSYGNOSIS, 1991
he romanticized image of lemimings
migrating blindly to their watery
demise has become a well-worn
metaphor for the mindless followers
of any leader. In its initial release some six years - w200
ago, Lemmings placed gamers in the role of such a leader, bul
added an intriguing twisl. Instead of leading the cute little creatures to their
demise, the gamer was expected to save them from their peregrinating
selves. While much of the game's appeal is due to the endemic culeness of
these diminutive furry creatures, it is also apparent that Lemmines is a “god
game,” al least in a broad sense. Cast in the role of the Lemmings” savior,
you must remove barriers, yank the lovable Lillipulians from dangerous
precipices, and save them from all sorts of aquatic, fiery, and olherwise
calamitous ends—primarily by assigning various lemmings to certain tasks.
Much like Tetris, this game gave a new twist to the puzzle game genre.
The game was successful on many levels. LemvinGs transcended the gen-
der barrier and appealed to women as much as it appealed to men. For
most of us, the bollom line is that there always seemed lo be time for just
one more fevel of this insidiously addicting game. Now that Lemmmes has
migrated o the hard drives of every major platform, we'll probably never
know how many hours have been and are being spenl walching LemninGs

shinny up cliffs, bash through mountains, or float to sa(ety with umbrellas.

Judging from the success Lemtings'
sequels have enjoyed, though, it was
“non-produclive lime" well-spent.

ALONE IN THE DARK

the records, established the benchmarks, and held gamers in
delighted trances for hours untold.

LINKS 386

ACCESS SOFTWARE,
hile the original Links was a fine
game in its own right, Links 386
was a revelalion for PC owners.
The photo-realistic SVGA-graphics
vistas of famous courses could entice even the mos! Lasuai nl e
armchair golfers—and for a lot less money than playing at the real Pebble
Beach or Firestone. The physics modeling was improved, so Ihat the game
played more like true golf than its predecessor, and the putting—too easy in
Links—was made tough enough lo be challenging, even for veteran golfers.

It's fair to say that the game’s wide appeal, combined with the high
demands the program placed on hardware, caused several users to upgrade
lo a 486. Even five years alter the release of Links 386, the animation of the
club swing, the quiel ripples of the lakes, even the sound of an errant iron
shot crashing through tree branches all capture the essence of golf on a
compuler screen in a manner surpassed only by the latest Access
endeavor, Links LS. In fact, the only major flaw of the game, a lack of com-
puter opponents, was addressed by Links LS, as it allowed you to play with,
or againsl, a compuler simulation of golf legend Arnold Palmer.

With the recent deal between rivals Accolade and Electronic Arts, it's likely that
the dominance of the Links line will be challenged by Jack Nickaus Gotr 4 and
others. Still, the Access folks have read the markeling greens of computer goll
betler than anyone else, so we're nol betting against Bruce Carver and crew.

Masten oF Orion

1992

’Inductees Prior To 1989

Barrie Cress (Interplay Productions, 1988)
Cressmaster (The Software Toolworks, 1986)
Dunceon Master (FTL Sortware, 1987)

EanL Wenver BasesaLt (Electronic Arts, 1986)
EmpIREe (Interstel, 1978)

F-19 Stearh Fichten (MicroProse, 1988)
GerTyseure: THE TurNing Poit (SSI, 1986)
Kampesruppe (Strategic Simulations, 1985)
Mech Brigaoe (Strategic Simulations, 1985)
‘MichT & Magic (New World Gomputing, 1986)
‘M.U.L.E. (Electronic Arts, 1983)

SimCiTy (Maxis, 1987)

‘Smrrughr (Electronic Arts, 1986)

_'-Tas Bano’s TALE (Electronic Arts, 1985)

N RUSSIA (Stratag!c Simulalmns 1984)
o (Interplay Productions, 1986)
W _I:_m(SirTech Software, 1981)

Zunx (In!ncum 1981)

"_c._.';’.. Lo

cGwW

(I-Motion, 1992)

BetravaL At KRONDOR
(Dynamix, 1993)

Day oF THE TENTACLE
(LucasArts, 1993)

Doom

(id Software, 1993)

Faicon 3.0

(Spectrum HoloByte, 1991)
Front Pace Sports FoorealL Pro
{Dynamix, 1993)

GunsHip
(MicroProse, 1989)

Hanroon
(Three-Sixty Pacific, 1989)

King’s Quest V
(Sierra On-Line, 1990)

LEmMmINGS

(Psygnosis, 1991)
Links 386 Pro

(Access Software, 1992)

M-1 Tank Praroon
(MicroProse, 1989)

Masten oF Macic
(MicroProse, 1994)

JUNE 1457

(MicroProse, 1993)

RalLroAD TYCOON
(MicroProse, 1990)

Rep Barow
(Dynamix, 1990)

Sip Meier's Civiuizarion
(MicroProse, 1991)

Tre Secrer oF Monkey Istanp
(LucasArts, 1990)

THer Finest Houn
(LucasArts, 1989)

Tie FiGHTER
(LucasArts, 1994)

Utrimn Vi
(Origin Systems, 1990)

Urima UNDERWORLD
(Origin Systems, 1992)

Wing Commanpen I, I, & 1l
(Origin Systemns, 1990-91)

WoLrensTein 3-D
{id Software, 1992)

X-Com
(MicroProse, 1994)



#»0mputer game programs have grown so massive and the
‘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 memaory require-
ments allow would-be Vanderbilts to
run the program with a mere 4MB
of RAM. Several new toggles
enhance gameplay.

A-10 Cuba!: Latest upgrade allows
you to reverse the rudder setlings,
press Enter or ESC without prob-
lems, and even center your joystick.
What's more, the original A-10
Cugal serial numbers now work.

Advanced Civilization V1.01:
You'll find that installing this patch
limits natural disasters to the ones
intended by the game design,
amang other fixes.

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 reconnoiter the
exhaustive READ.ME file.

Age of Sail V1.02: A hosl of
improvements for Talonsoft's real-
lime wargame. This patch should
nol overwrite your saved games.

Battleship V1.1: Hasbro’s ship
finally sails as it should have, with
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 the problem when
the Brigand is attacked after the
game is saved. Modem and Direct
Link performance is improved.

Capitalism For Mac V1.1: Boih
Mac and Power PC users will find
the road to capitalistic riches a
smoother ride with this archive.

Cave Wars V1.11: Godmode bugs
are banished, and you may now
select the number of levels to
play—a boon for shorter games.

Daggerfall V1.06.200:
Installing a patch for Bethesda's
acclaimed, but bugay, RPG is an

adventure in itself, bul this patch
does correct many of the game’s
most significant flaws.

Flying Corps V1.00a: The
acclaimed WWI flight sim becomes
even more viscerally beautiful with
these adjustments {o padlock and
other views.

Harpoon Classic 97 V1.62c:
From clearer Caribbean-blue water
fo database additions, this patch
fights hard to make a complex
game more accessible.

JetFighter I1I Update 1: New
wings for Mission Studios’ flight
sim, including better throltle/rud
derfjoystick calibration, supporl for
sound in Windows 95, sound board
autadetect, programmable joystick
buttons, and more.

MechWarrior 2 For Mac: Mac
"Mech-meisters now enjoy support
for 603e and 604e processors and
additional joysticks.

MechWarrior Mercenaries
V1.06: Regardless of clan affilia-
tion, all will benefit from this lalest
upgrade, which repairs more
'mech deficiencies.

MOO II V 1.3: This latest in
galactic technology offers even
more fixes.

Over the Reich V1.01:
Gameplay hits a higher ceiling with
several adjustments to bomber
defensive fire, frequency of rein-
forcements, angle of interceptions,
high-G maneuvers, and banking.

Phantasmagoria 2: Il you insist
on finishing the game—and avoid-
ing video lockups and other crash-
es—you'll need this patch. Be
warned, however: This fix is only
for DOS versions.

Risk: Finally...playable holseal!

Star General V1.01: Palches for
both DOS and Win 95 are out, fea-
turing a number of multiplayer and
Al fixes.

PATCHES

Software fixes, or “patches,” for huggy programs have hecome
a necessary evil until we reach the golden age of standardized
platforms and bug-free programs. New patches are in red.

Steel Panthers II V1.1: Many
clarifications, modifications, and bug
fixes for SSI's popular modern war-
fare game. Make sure fo type

SP2V101.EXE -D -0 or your game P Chieck for
will not update properly. If you install :g"‘;hgamg
the Campaign Disc after the patch, disc.

you will need o reinstall the update.

Third ReichV1.37: New orders
from the front have repaired inaccu-
racies introduced in VV1.36, such as
France refusing to fall.

Tomb Raider: The 3DiX support
patch is now final, and shows off
Lara Croft's atlributes in stunning
high-resolution, complete with mip-
mapping and more hotkeys.

Patches can usually be down:
loaded from onling networks (such

as CompuServe and ZDNet), from
CGW's Web site (www.
computergaming.com), or from
the individual software publisher's
Web site (see listing below).

Wages of War 1.28: Several minor
fixes for New World's mercenary
slrategy game.

War Wind V1.2: KALI-compati-
ble, LAN and Internet-enhanced
version of SSI's strategy game.

e L L ——

Publisher Web Sites

Many patches are available from the publishers at the following sites:

Accolade: wwwaccolade.com

Activision: www.activision.com

Apogee/3d Realms: www.apogeel.com

Avalon Hill: www.avalonhill.com

i | Bethesda: www.bethsoft.com

i | Big Time Software: www.bigtimesoftware.com
Blizzard: www.blizzard.com

* Eidos: www.eidos.com

' EA: www.ea.com
Epic MegaGames: www.epicgames.com
id Software: www.idsoftware.com
Interactive Magic: www.imagicgames.com
Interplay: wwwinterplay.com
Jane's Combat Simulations; www,janes.ea.com

. LucasArts: www/lucasarts.com

i | MicroProse/Spectrum HoloByte: www.microprose.com

- Microsoft: Www.microsof.com

- New World Computing: Www.nweomputing.com
Origin: Www.origin.ea.com

. Papyrus: Wwwi.slerra.com/papyrus

 Sierra On-Line: www.sierra.com

- SSL: wwwssionline.com:

Talonsoft: wwalonsofl.com

 Virgin: wwwvie.com

i
i
1
1
1
i
i
i
|
1
1
Il
|
1
i
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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 o rate 100 computer games. The resulls of thal poll are combined with the resulls 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 that other
gamers and game publishers can benefit from your experience.

TOP ACTION GAMES

i,
Somumoswn i

Tomb Raider Eidos
Duke Nukem 3D 3DRealms
Crusader: No Remorse EA/Origin
The Need For Speed SE EA

Quake id Software
Crusader: No Regret EA/Origin
The Need For Speed EA
Syndicate Wars EA/Bullfrog
Descent Il Interplay
Pro Pinball Empire

8.50
8.21
8.10
8.05
7.93
7.60
7.37
7.33
7.32

= i Tl
DWwm-muTs W

Gabriel Knight 2
Pandora Directive
The Neverhood

Rama

Leisure Suit Larry 7
Circle Of Blood
Spycraft

Lighthouse

Full Throttle

Under A Killing Moon

TOP ADVENTURE GAMES

COMPAKY.
Sierra
Access
Dreamworks
Slerma
Sierra
Virgin
Activision
Sierra
LucasArts
Access

8.37
8.28
7.98
7.93
7.83
7.7
7.66
7.56
7.54
7.30

S @@ N -

i I.HE

You Don’t Know Jack Berkeley Systems
Incredible Toons Sierra

Incredible Machine 2 Sierra

Monopoly Virgin/Westwood
Mind Grind Microforum
Baku Baku Sega

Clue Hasbro

~ TOP CLASSIC/PUZZLE GAMES

COMPANY

7.08
6.89
6.88
6.10
5.96

GAME

OP SIMULATION/SPACE COMBAT GAMES

COMPANY

SCORE

— o
(=T R T, SRR

TOP SPORTS GAMES

GCOMPANY.
Links LS Access
NASCAR 2 Sierra
NHL Hockey '97 EA Sporls
Grand Prix 2 MicroProse
FPS Football Pro '97 Sierra
NASCAR Racing Sierra
FIFA 97 EA Sports
FPS Football Pro '96 Sierra
Triple Play '97 EA Sporis
NHL Hockey *96 EA Sports

S o ~Nmu AW SR

—

: QAME

WarCraft Il Expansion Disk
Red Alert

WarCraft Il

Heroes 11

Civilization Il

C&C: Covert Operations
Command & Conguer
Civilization |l Scenarios
Heroes Of Might & Magic

COMPANY
Blizard
Virgin/Westwood
Blizzard

New World Computing
MicroProse
Virgin/Westwood
Virgin/Westwood
MicroProse

New World Computing

Jagged Alliance: Deadly Games Sir-Tech

1 Wing Commander IV EA/Origin 8.47
2 MechWarrior 2 Activision 8.27
3  AH-64 Longhow EA/Origin 8.14
4 Privateer 2 EA/Qrigin 8.02
5 Silent Hunter S8l 7.92
6  U.S. Marine Fighters EA 7.90
7  EF2000 Ocean 7.85
8 LS. Navy Fighters EA 7.62
9  F-22 Lightning Novalogic 7.60
10 Advanced Tactical Fighters EA 7.59
- TOP STRATEGY GAMES

Swo-oOdRLR =

—

Diablo Blizzard

Daggerfall Bethesda

Anvil 0f Dawn New World Gomputing
Stonekeep Interplay

Albion Blue Byte

TOP ROLE-PLAYING GAMES

COMPANY

8.82
7.54
7.31
6.90
6.13

SOE oW
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Steel Panthers!Ii

Steel Panthers

Panzer General
Battleground: Shiloh
Battleground: Antietam
Tigers On The Prowl 2.0
Battleground: Waterloo
Battleground: Gettyshurg

TOP WARGAMES

Steel Panthers Campaign Disk

sl

58I

Ssl

SSl
TalonSoft
TalonSoft
HPS
TalonSoft
TalonSoft

Robert E. Lee: Civil War General Sierra

8.73
8,69
8.47
8.29
8.12
an
7.83
7.70
7.49
7.47




TOP 100 GAMES

GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE

70 1 WarCraft I Expansion Disk Blizzard §T 9m |51 Spycraft Activision AD 766
2 Red Alert Virgin/Weastwood ST 891 52  FPS Foolball Pro *96 Sierra SP 7.65

3 WarCraft I Blizzard ST 890 53  U.S. Navy Fighters EA Sl 7.62

4 Heroes New World Computing ST 8.85 54  Triple Play '97 EA Sports SP 7.61

}5{ 5  Diablo Blizzard RP  8.82 556  NHL Hockey '96 EA Sports 5P 780
6 Civilization Il MicroProse ST B8O i NBA Live '96 EA Sports SP 760

)h_'- 7 Steel Falnthers Campaign Disk  SSI WG 873 F-22 Lightning NovaLogic Sl 7.60
Yo 8 Linksls Access sP 871 58 The Need For Speed EA AC  7.60
9 Steel Panthers Il ssl WG B89 59  Advanced Tactical Fighters EA Sl 7.59

J 10 Tomh Raider Eidos AC 854 60 Lighthouse Slerra AD  7.56
11 Duke Nukem 3D 3DRealms AC 850 61 Fantasy General S8l ST 7.54

12 NASCAR 2 Slerra SP 849 Full Throttle LucasArts AD 754

13 Steel Panthers S8l W6 847 Daggerfall Bethesda RP:  7.54
x Wing Commander IV EA/Origin Sl 8.47 64  CivNet MicroProse ST 7.50
15  C&C: Covert Operations Virgin/Westwood ST 843 65  Battleground: Gettysburg TalonSoft WG 7.49

16 NHL '97 EA Sports SP 8.39 66  NBA Live 95 EA Sports SP 7.48
FT17  Gabriel Knight 2 Sierra AD 837 67  Robert E. Lee: Civil War General Sierra WG 747
18 Command & Conquer Virgin/Westwood ST 8.36 68  PGA Tour Golf 486 EA Sports SP 745

19 Panzer General S8l Wa 8.29 69  Tony LaRussa 3 '96 Stormfront Studios SP 7.40

20 Pandora Directive Access AD 828 70  Syndicate Wars EA/Bullfrog AC 7.37

21 MechWarrior 2 Activision Sl B.27 M.AX. Interplay ST 7.37

22 Grand Prix 2 MicroProse SP 826 72 FPS Foothall '35 Slerra 8P 7.3

23 Civilization 1I: Scenarios Mi Si §.22 73 Descent Il Interplay AC 7.33

24  Crusader: No Remorse EA/Origin AC 821 74 Pro Pinball Empira AC 7.32
25  You Don't Know Jack Berkeley Systems cP 820 75  SimCity CD-ROM Maxis Sl 3
26 AH-64 Longbow EA/Origin Sl 8.14 Anvil Of Dawn Mew World Computing RP  7.31

27  Battleground: Shiloh TalonSoft WG  8.12 77  Stars! Empire ST 730

28  Battleground: Antietam TalonSoft WG 811 Under A Killing Moon Access AD  7.30

29  The Need For Speed SE EA AC 8.10 JetFighter Il Mission Studios Sl 7.30

30 Quake id Software AC 8.05 80 MissionForce Cyberstorm Sierra ST 7.28

kil Privateer 2 EA/Qrigin Sl 8.02 81 Zork Nemesis Activision AD 7.27

32  The Neverhood Dreamworks AD 7.98 82  Virtual Pool Interplay SP 7.24

33  Heroes Of Might & Magic New World Computing ST 7.97 83  Incredible Toons Sierra CP 7.23

34  Crusader: No Regret EA/Origin AC 7.93 84  Age Of Sail TalonSoft WG 718
Rama Slerra AD 7.93 Hexen Raven/id AC 7.18

36 Jagged Alliance: Deadly Games Sir-Tech ST 7.92 86 Magic Carpet 2 EA/Bullfrog AC 717
Silent Hunter S5l Sl 7.92 87 Relentless EA AD 7.16

38  U.S. Marine Fighters EA sl 7.90 88  Legends Of Kyrandia 3 Virgin/Westwood AD 714

39  EF2000 Ocean Sl 7.85 Terra Nova: Strike Force Looking Glass AC 7.4

40 Tigers On The Prowl 2.0 HPS WG 7.83 Phantasmagoria 2 Sierra AD 7.4
Leisure Suit Larry 7 Sierra AD 7.83 91 Phantasmagoria Sierra AD 7.13

42 Lords Of The Realm Il Sierra ST 7.82 92  Titanic GTE Entertainment AD 712

43 FPS Foothall Pro '97 Sierra sp 776 Flight Unlimited Looking Glass Sl 7.12

44  WarCraft Blizzard ST 7.74 94  System Shock EA/Origin AC 7.1

45 Warlords Il Deluxe SS6. ST 7.7 95 Road Rash EA AC 7.10
Circle Of Blood Virgin AD 7.71 96  NHL Powerplay Virgin SP 7.08

47  Battleground: Waterloo TalonSoft We 7.7 97  Hyper 3D Pinball Virgin A 7.07

48  NASCAR Racing Sierra SP 769 98  Over The Reich Avalon Hill WG 7.06

49  Jagged Alliance Sir-Tech ST 7.68 Incredible Machine 2 Sierra CP 7.06
FIFA '87 EA Sport: SP 7.68 100  Harpoon 97 Interactive Maoic WG 7.05

Games on unnumbered lines are tied with game on line above. jﬁ(= Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat,
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.

e
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MARTIN CIRULIS

ats the
Deal with...

Psycho-Geeks?

3‘8*1 =i"

Part Duh!

ast month, |
identified the
new species of
psycho-geek that
has emerged to
prey upon online
gamers. These
new game-
wreckers come in three stullifyingly
dysfunctional flavors: Crashers,
Cheats, and Killers. This month I'd like
to cover their effects on Internet gam-
ing, and see what should be done
aboul them. While the initial, elemen-
tary school logic is just o ignore
them and they will go away—unfortu-
nalely, | am a realist. And so, even
while | detest the thought, | am forced
to acknowledge them, as you would a
backed-up toilet: unpleasant, but
something somebody has to look at
and do something about.

The Crasher is very hard for incli-
vidual gamers lo combat. We can
only heap uller abuse on these wee:
nie hacker-wannabes and make them
pariahs for their anti-social behavior.
Some of them will go so far as to
gloal aboul being able to send play-
ers viruses along with game-lurn
files, which is about as funny as
telling the stewardess thal your laplop
has twa kilos of plastique inside it. By
their nature, online services have to
remain accessible, and thus vulnera:
ble, but game server companies
should lry and have more folks

watching the cantrols at any given
moment. Thal way, even il there is no
way of stopping all of these goofs,
every once in a while one of them
would have his scrawny ass nailed [o

» “ EV E:‘

Braw
9t|(l.‘ '

”Jﬂ\]

the wall. Any gamers out there who
have sworn to baltle injustice wilh
their hacker abilities should keep an
eye out for these idiots, and deliver
unto them the silicon Armageddon
they so richly deserve.

Handling the Cheaters, on the
olher hand, should be almost com-
pletely in the hands of the gaming
community, and | really wish design-
ers would stop worrying about it.
Your code shouldn’t be hanging out
all over the place if you're thinking of
the online arena—but neither should
you be obsessing about frying to

oulwit every geek with a cheating
hack. If even an hour of coding that
could have been beller spent on
gameplay or debugging goes into
securily routines, then a victory has
been handed to the forces of weeni-
ness...and game companies’ loyal
customers suffer needlessly.

While | am thrilled with the various
competition "ladders” to be found for
most Net-capable games, | don't
think we should be taking this so
seriously that we demand that com-
panies wasle resources designing
iron-clad games. If designers want to
help, they can give Net games the
ability to flag IP addresses and inform
the player if they are about to get info
it with a computer on the cheater list.
Let's make social pressure do the
work for us, and exclude people
whose behavior is unacceplable.

The mast serious threat 1o the
graphic multi-user dungeon games,
which are trying 1o catch on as viable
social and economic entilies, are the
Killer types, or PKer's (Player Killers),
as they have come to be known. | am
sure the suits al Studio 300 and
BattleNet think it's great that players
are spending money hunting each
other; unfortunately, for every hour
spent at the game by the sociopathic
murderer, or those who let them-
selves get caught up in useless
revenqe, 10 hours are lost to the
game from newhies who sign on, are

pointlessly butchered, and depart—
never again to return.

Fven experienced gamers can
grow tired of having to keep an eye
out for virtual serial killers instead of
actually getting into the game world.
Utmia Onuine Director Starr Long
promises lhere will be dire conse:
quences in his game for killing other
players, and that the online staff wil
frown on the practice. But | wondler if
this will change anything, unless
someone in charge is prepared to
lose the patronage of a few losers for
the sake of a more viable community?

To all you MUDers out there who
defend PKing as “part of the game,”
why don't you haul your passive-
aggressive little butts over to a game
where killing other players /s the
point, like Quake, NETMECH, or
AirWarrior, and face players who
actually expect you to come al them?
Is that too much like a fair fight?

When it comes down fo it, the only
real way for online gaming to defend
itsell against these pathetic new ver-
min is lo add a little responsibility to
all the anonymous pawer that the Net
provides. Game servers should start
looking inlo setfing player's names/
personas info stone, so that some
sort of record of your behavior can
follow you around in a game. After all,
a place "where everyone knows your
name” can be a real delerrent to
being a psycho-geek. %
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and all other countries add $16.00 for surface mail. Postmaster: Send address changes to Computer Gaming Workd, PO, Box 57167, Boulder, CO 80322-T167. Canadian GST registration number is 83371 0442 HI
Canaida Post Intermational Pub’s Mail Product (Canada Distribution) Sales Agreement No, 1058649, Perioricals postage paic al Mew York, NY 10016 and additional mailing offices. Permit #672-910. Printed in the U.5.A.
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& ﬁﬁhe;;‘Coum Designer
gwﬁﬁ-___a'-landmark!”
I Liam McDonald
._*«T';PC Gamer
~ “L.gives Links LS a

é—&"._ run for its money.”

" Strategy Plus

~ “Atruly revolutionary

~ product, Links finall 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 improvemen
virtually no redraw wait”= "

Computer and
Net Player

“..promises to be
among the greates
achievements yet on'®
the electronic links. ™8

PC Games

“..impressive...”
GOLFWEEK

" The Course D

‘This is the Course Designer that created all
‘5 Nicklaus-designed courses in the game!

Challenge golfing legend Jack Nicklaus —
Use the Designer to re-create your favorite The Golfer of the Century — on one of his
. course!l Import, modify, and play courses own signature coursesl!
from previous Nicklaus games!

Play with friends across the room or
around the world via serial, modem, LAN,
and the Internet!

READER CIRCLE SERVICE #290



Input the basic details
of a course from a real
scorecard-the "Wizard"
automatically routes
each hole.

_ 'Cﬁyﬁos'é from over 100 different types of
~ trees, bushes, rocks, and other objects!




From Iee to Green The Approach Shot

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,

Pop-up
displays are
optional-
leave them
off for the
purest
golfing
experience.

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!

The fastest
screen
redraw times
on the PC
allow the
camera to
automatically
switch to the
landing in
full-screen,
from varying
viewpoints!

Multiplayer play is fully
supported, including
recorded rounds, shared
keyboard, serial, modem,
LAN and Internet play.

Weather can
change in the
middle of the
round, and
natural wind
variations and
every possible
turf condition

add to the
challenge!
Our new
approach
makes putting
more r‘ealisﬁc. CaH 1-800-245-7744
Mowlines on to order direct

the green help
you read the

Separate contour.
chipping
and putting
e Look for the Jack Nicklaus 4
maximize 3
control playable demos in select
bt magazines, online at

: http://www.accolade.com

or at your local retailer.

- For hints and tips on Accolade products,

A call Accolade Direct 1-900-454-HINT.

‘For enhanced gameplay, this optional  $0.99/minute. If you are under 18,
‘grid floats down and drapes itself please get your parents’ permission

over the green, clearly showing all before making this call.
/A

high and low spots.
PLUS \Vialal Il Y 5
G ML

Jack Nicklaus 4, Accolade, and the Solo Plus logos are trademarks of Accolade, Inc. ©1996 Accolade, Inc. All rights reserved. All other trademarks are of their
respective owners. Screenshots from pre-Alpha version of the game. Actual screen shots may vary.
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ORIGIN

We craaln worlds. ™
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CIRCLE READER SERVICE #230
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