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12+ Games Including Final Fantasy VI,
Ultima Online, Might and Magic VI, _
Retum.to Krondor and Quest for Glory VI
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Kick Butt in MDK, History. of the
World, and Shadows Over Riva

$3.99 USA, $4.99 Canada
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REAL



See evil in a whole new light.

Gradient lighting means enemies move in and out of the darkness as smoothly
and realistically as predators of this or any other world. Bi-linear texturing means
they stay sharp, up close and personal. 24-bit color means the red of their blood

runs colder. And seamless junctures between network games on a universe

of servers means this is immersion you never have to leave.

Unreal. Alter your reality...forever.

m WINDOWS 95 ae Primed for Pentium ﬁgmum
RO,

gsnsl CD*ROM jicouns: Maximized for MMX"Technology  ww.natcom ww..cnm p———

. LDOK FOR THE NOVEL FROM POCKET BOUKS
Unreal™ €1997 Epic Megagames, Inc. All Rights Reserved, Created by Epic M Inc., in collabieration with Digital Ext Published and distributed by GT Interactive Soltware Corp. Micresuli® and Windows® are
istered trademarks of Microsolt G ion. MMX™ and the MMX Logo™ arn ks of Intel Corp All ather are the property ol their respective companies.
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~ BUILD YOUR EMPIRE
UPON THE BODIES
- OF OTHERS.

13 .,

g ! Raise magnificent citigs-.' gl o

Command mighty sea, air and land forces.

The Tarth will attack
you relentlessly.

-

Research devastating new technologies.
Discover mysterious ancient secrets.

Negotiate strategic treaties 'and alliances.

’

T

Wage merciless war on all who would oppose you.

Deadlock II. The last battle for the last planet.

SN\ WE T

5 [fsesx@aaoti |
Play 42 scenarios or use the m‘]ssfnn editor Battle online aga‘fnst real opponents with Command more than 40 units and test
to create unlimited scenarios and campaigns. Accolade’s new game matching service. new strategies as you seek to dominate

your enemies. .
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Battle:alone or chal
“Gplayers with one-click, free.access
* to BattlenetsEnhancettinteretfea g%e
mclude wnrld'}.ri _ﬂgqr_?an s,

hallenge:up .

IWUGHITES
;_umg IWOTI

(¢ -_'du' VeTiion
BRHAIaNSuW eat anorc™
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' .~ff s 3 Theaters of B |ea.-fJ
", A deadly mix of space combat, [i]% W ;
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Create full campaigns from austom
designed scenarios: Defing > .
m'-nwumay'eandmmnsw’eaﬂrdwmqes :
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PROP ECY

(i ,’7- All new, from the landing pad up, the
w. . fifth game in Origin’s popular space
fighter series is a visual knock-out. With a
powerful new 3D engine and a renewed

* | lit 'til spring.

% picks for the best RPGs of all l|mel <}

FEATURES

I Lo

Hnle-PIavmg Bnumlun'

[, After a long dry season.in
| ' quahty RPGs, role-playing is
pmsed on a bona fide revival. We're
staring down the dungeons of more
than a dozen .
titles, with
enough hack- -
‘n'-slash to
~keep your fires

+Als, see our _e_,__}. ¢ NJ

emphasis on game-
play, PROPHECY
looks to eclipse all
previous WING
CommanbERs and
hoth PRIVATEERS. SO
climb into the cock-
pit for your exclu-

1 issues -

| features,

sive first look at the future of space combhat.

30 Gr‘anhles [Ivemew

16 7 You've seen the hype,
L &£~ ‘now get the facts. Our -
own Mr. Wizard, Loyd Case, -helps
explain the

surround-
ing 3D -
cards,
their

and their
failings. Find out what you need - |
to know about the most important

new technology in gaming. :

— —




SNEAK PREVIEWS

EI Age of Empires P
BN Defiance
82 |
86 |

NetStorm
[il Broken Sword: The Smoking Mirro
EIN NFL Legends '98

HARDWARE

Intergraph TD-25 System

I7 Princeton Graphics AR 27 Monitor

K Yamaha System 25 Speakers

Terratec Base 1 Sound Card

K Logitech CyberMan 2 '

I Videologic Apocalypse 3Dx  [Reres- lﬂmm“” !

[0 Saitek X36 Joystick/Throttle  ff 4™ — }, }J ”J ;

EE Cambridge Soundworks' - 1l }”
PC Works Speakers

EEQ Panasonic 24X Atapi CD-ROM

fn

L MDK»
EE History of the World

Scorpia’s Tale:
Shadows Over Riva
EE CG Tips!

COLUMNS

KA Lloyd Case Building the PC for the Millennuim
Elliott Chin Trihute To a Great Game Designer
Dennis McCauley A Sports Fan's View of E3
Denny Atkin ~ Sky Wariors With Guest Columnist Robiin G. Kim
E™ Charles Ardai Why Games Should Not Try To Be Movies
ET Terry Coleman Hot Sirategy Games—from Microsoft?
EEX Martin Cirulis What's the Deal With...Ethics?

DEPARTMENTS

18 CG-Online (Gaming Goodness on the Weh
25 Johnny Wilson Fair Game for Game Critics
28 Letters Our Readers Speak Out
42 READ.ME News, Views, and the Latest Releases
350 Hall of Fame Greatest Games of All Time

351 Paiches Game Files to Kill Bugs Dead

352 Top 100 Readers Rate the Top Games

REVIEWS

ADVENTURE/ROLE-PLAYING
2021 DA Pursuit of Justice »

ACTION
2080 Meat Puppet

2100 Wipeout XL

212  Carmageddon
218  War Gods

SPORTS

Tony La Russa Baseball 4  SEETSEEESEE
FPS: Baseball Pro '98

Grand Slam

Kickoff 97

PGA Tour Pro

CLASSIC/PUZZLES
238 Stralajams

Su 27 Flanker 1A5
Mission Disk
6881 Hunter/Killer
iF-22

STRATEGY/WARGAMES

Warlords Ill

Dungeon Keeper
X-COM: Apocalypse
Decisive Battles of WWII:
The Ardennes Offensive
Enemy Nations

Steven Spielberg's
Director's Chair |
Hollywood Mogul

MOST INFLUENTIAL PEOPLE IN GAMING

OCTOBER 1997
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has ever unveiled

ered J"f_l' Video ]\’;-,,',’j{lr""" M’{',"_u.ral'ag}f. It a
psychological thriller that'll immerse y

in 360° of completely seamless, incredibh
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166 MHz TD-25

« Intel 166MHz Pentium* Processor with MMX

* 32MB (1-32MB) DIMM

* 512K Pipelined Burst Cache

* |ntense 30 100 w/4MB EDO RAM

* 17".27dp, 1280x1024 Monitor (16.0"viewable)
= 1.7GB 10ms EIDE Hord Disk

« Floppy 3.57, 1.44MB

» 7slots (3 PCI, 3 1SA, 1 Shored), 6 Drive Bays

= 7 USB Ports, 1 Porallel Port, 2 Serial Porls

« Dual EIDE chonnel/Ultra DMA 33/4 devices

$2,099

233 MHz TD-25

» Intel 233MHz Pentium* Processor with MMX

» 32MB (1-32MB) DIMM

* 512K Pipelined Burst Cache

« Intense 3D 100 w/4MB EDO RAM

» 17" .27dp, 1280x1024 Monitor (16.0"viewable)
© 3,568 10ms FIDE Hord Disk

* Floppy 3.57, 1.44MB

» 7slots (3 PCI, 3 ISA, 1 Shared), & Drive Bays

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

= Dyal EIDE channel/Ultra DMA 33/4 devices

$2,469

233 MHz TD-225

* |ntel 233MHz Pentium™ Il Processor

* (4MB (2-32MB) EDO SIMMs

» 512K Pipelined Burst Cache

* Intense 3D 100 w/4MB EDD RAM

* 17" 27dp, 1280x1024 Monitor (16.0"viewable)
« 1768 10ms EIDE Hord Disk

= Floppy 3.5", 1.44MB

« 7 slots (4 PCI, 2 1SA, 1 Shared), 6 Drive Bays

* 2 USB Porfs, 1 Paralle! Port, 2 Serial Ports

= Duol EIDE channel/4 devices

$2,809 "

Systems include: 30-day money-back guarantee, 3 year limited warranty, one year on site, Windows 95°w/30 Days Free Phone Support, Microsoff*

IntelliMouse’ Windows" 95 ready 104-key keyboard, *US Robotics 33.6 KBPS Fax/Data modem, tool-free mini fower case, and Ensoniq Wavetable
Card. Speakers & Mic v&“24X Variable CD-ROM



I-ive 'I'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.
e Buying Infergraph 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 of these prices! You get real 3D acceleration for
Direct3D" apps, mind-blowing 3D games and multimedia. It's a world of 3D realism with

. correct fextures, Gouraud shading

1 VK ’ i’ s s .‘ ’
. S environment mapping — ” Ml s, “'S\‘!here.
serious stuff. i i you're going.

- 3 Sound. Touly30. & PR S We'll take
Our Ensoniq™ 3D sound card, ) ¥ you fhere.

mic and speakers deliver stereo

surround, wrap-around effects and wavetable synthesis, plunging you info o realm of
3D sight and sound.

* Spectacular Video. 0f course! Intergraph PCs give you MPEG and AV
compafibility, full-screen, smooth-motion video af 30 frames per second af resolutions
up to 800 x 600. And you can scale, zoom and strefch in real time.

_This is it! The 3D PC you want. Got fo have.
'1 And the 3D is FREE! Don’t wait. Get it NOW.
| Get Intergraph.

INTERGRAPH

COMPUTER SYSTEMS

66 MHz TD-225

- I
Inel 266MHz Pentiom*|I Processor or er Dlred Now
64MB (2-32MB) EDO SIMMs &)
512K Pipelined Burst Cuche
Intense 30 Pro 1000 v/1 61 RAM
21" .25 dp, 1600x1200 Monitor (20.0° viewsble) I -800-692-8069

3.56B 10ms EIDE Hard Disk

Floppy 3.5%, 1.44M8 ®

7 lts (4 P, 2154, 1 Shored), 6 Dive Bays (1] g order on-hne

2 USB Ports, 1 Parallel Port, 2 Serial Porfs .

= Bkl WWW.II'I'I'erg ra pll com/ E€Xpress
®

5,279 Next-day shipment available.

*Strvien providad by lasesgech Corporstion, 01t ety iy e be ovallbl i cartzia ety b, 30-doy rocomy bk gl doms ot inclod erigial c o shipping o hasding chaser and begien boey dite ol

shipmant [er o templaty copy of cor s 0 coedions of e of Linted WonsSie, plocn weite Intergraph, Ot Moison nchnsrel Pork, M Step (080, Homtewil, AL 35654-0001. **Mooesedia {itmess 30 ovailobls

whily sppled st Prices oo spaciestionn orw vole for the U5, ool oad oo subfec  thasge whthout notion. Prices d st inchede shisping and hendling. Al puechens 5on subjoct o ovodolildy, Intorpraph ond the Idergrssh

oo et regisered boderncrks ond T & bodermark of btgraph Carporation. The el il Loga, Poesm Pra, Pt end MUK oo egisternd Sdbsmarks oflntel Corpomstion Wit b 7 rogteornd bedommcak of Meomalt
Corporstion, WCS70542 Intergraph Computer Systems 1-205-730-5441
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ON THE CG-ROM

CGW Squires have fetched
many a ademo for thee. ..

mixed bounty

awaits thee at

thy table

tonight. Feast
your eyes upon eight AVIs
that preview many of the
role-playing games featured
in this very issue. Those
who desire more than an
eyeful can play the 11
playable demos, in addition
to five of the greatest RPGS
ever made for the PC. 'Tis
a good time to be an RPG
fan, yea verily.

CURSE OF MONKEY ISLAND The much-anticipated
third chapter to LucasArts’ popular adventure game.

How to Use the Disc

et

The CD is Autoplay enabled and should LEGENDS OF KESMAI
begin when you load it into the CD-ROM drive.
Otherwise, select Run from the Program How to Access Patich Files
Manager in Windows 3.x, or Start Menu in Click on Patches under the CGW Features, and
Windows 95, and type D:\RUN-ME (where D is then read the lext window that has instructions on
the letter of your CD-ROM drive) to run it copying the files to your hard drive. You can also
slraight from the CD. You may type D:AINSTALL  access the palches from a DOS prompt by typing
to create a CGW program group on your D:APATCHES (where D: is the letter of your CD-ROM
Windows desktop for future fun. Many demos drive) and copying them directly to your hard drive.
require the disc to be in the CD ROM drive in We strongly recommend that you back up any previ-
order to run; therefore, we recommend ously saved games before installing a patch, as this
installing the demos from our disc. may overwrite your existing program. WIZARDRY VI: BANE OF THE COSMIC FORGE

ceow OCTOBER 1997
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NASCAR RACING 2 Two new tracks for the best rac-
ing-sim of "96 from Sierra On-Line.

CONSTRUCTOR SimCity with attitude from
Acclaim.

WIPEOUT XL Psyanosis brings the popular

PlayStation arcade-racer to the PC.

WING COMMANDER: PROPHECY Sit down, grab
your popcorn, and enjoy the trailer for Origin's next
space epic.

TITLE PLATFORM
BattleSpire Win
Belrayal at Krondor Win/DOS
Constructor Win/DOS
Curse of Monkey Island 95
Dynamic Gin 95
Exile Il Win/a5
Fallen Heroes DOS only
“Heavy Gear ' a5

- Lands of Lore: Guardians 95

_ Legends of Kesmai Win/95

Win/95
a5
Win/D0S
Win/95
Win/DOS
85
N/A
- Win/gs
Win/95

; Magix Music Maker

- NASCAR Pak :

OCTOBER 1937

ON THE CGC-ROM '

OCTOBER CG-ROM TITLES

Didn’t Get the CD-ROM?

Look for our CD-ROM version wherever you
buy Computer Gaming World.

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

If you have a problem receiving the CD ver-
sion, send an email with your name, address,
phone number, and subscriber number to
cagw@neodata.com. Neodala is a magazine
fulfillment house which is not owned or
operated by Ziff-Davis.

DIRECTORY EXECUTABLE
BATTLESP hattie3.avi
KRONDOR setup.exe
CONSTRUC install.exe
COMI curse.exe
SIC\D32GIN dgsetup.exe
EXIL3INS install.exe
SIC\FALLEN install.exe
HEAVYGEAR gearCD.avi
LANDSOF lol_hres.avi
LEGEND iku0GB.exe
MUMAS30 install.exe
M59 setup.exe
MM1\GAME install.hat
MMG mm6demao.avi
rool:N2FANTAS install.exe
SIC\PROBACK proback.exe
NI/A NIA
QUEST splash.him
TEMUJIN temujin.avi
ULTIMA% Install.bat
UPRISING uprising.avi
WL wl.exe
''[H prophecy.avi
WIPEOUT launcher.exe
wizul install.hat
“XFIRE xfire.avi
cow



Mugesiuyers ucmss dozens
of hellish levels.

SRS Déar h would be too easy.

Too little to repay a
rhow,and vear old JeEE

Too quick to salisfy the hunger of ofte vou
bet raved and left to the ravages of the. MBEE\
in another mullenmum e

Betore LORE Tl_LA\NE extracts

: his terrible price on your bodv and soul, voll are
1-nments !'IEUV ng w1th' bound to wander through five worlds of atrocity.
dmbolmul traps and mysteries.

Stoking vour powers. Solving infernal mysteries.
Gathering IT1EEBIC 41q arcane knowledge.

t ]
Yo
° @,.k{ ' Fighting vour wav through FEAR into MADNESS
Yty : ~ for one last, desperate struggle against Fyg] ) hinself.
BN Mooy Only then will he griomnf YOU with the last
“ sacrarients of vour torment.
y ;&_rﬁ*‘ B -3;
o 3'4,» A

g = L No, : o
i ij A ull*—pdﬁeﬁﬁ‘ll wh'“chegt of Death would be oo easy.

magical attacks like Chain L1ghtn1ng
and the Firewhip.

A malevolent
3D fantasy quest
from the creators of
HEXEN™ and HEXEN II

Windows® 95

R
o )‘,1
1 &

¥ . :
MhageSlayer 1097 Riven Software, nc. All Fughts Resceved. Publlished and distntiated by G Interactive Software
i

~~an-

modes of MuInSIUyer actlon

Corpr, G ks o ltdornank, ) B GT Loge® i o regislerod adomak of GT Interactive Soltwar Corp. Windoves
‘For up to 16 plﬂyers' = e s i&amjhlm'd tndenui of Miciisah Il:‘;p M‘.nlguunnmmlnm|ul:lru:m;eﬂvn;|l Ilmrltﬂm::ml:ummmu:;

Brigazes
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GameSpot

CGW'’s Home on the Web

iff-Davis has combined the expertise

of CGW and GameSpot to bring you

the best gaming resources on the

Web. Whether it’s the latest game

demos, breaking reviews, hot scoops,
or detailed strategies, you'll find everything you
need to stay on the cutting edge. In addition
watch for our groundbreaking new hardware
site, Upgrade!, with Loyd Case's top nicks for
peak performance.

http:llcgw.gamespot _com/october

As you read through your issue of CGW each month, watch for
the CG Online bug, which points to a related online article at
www.computergaming.com. If you're interested in taking part in

our discussions about gaming, check out the CGW Forums on
ZDNet at www.zdnet.com. CGW reviewer

W and columnist Dennis McCauley and CGW
ol Sysop Arlan Levitan host ongoing discus-
' sions on ZDNet's Community Cenler
If you're looking for the earliest news and reviews in gaming,
turn to the experts at GameSpol. Here's a brief overview of whal
you can expect on GameSpol over the next few weeks. To see
these articles and others, point your browser to the ultimate gam-
ing page al http://egw.gamespot.com/octoher.

Computer Gaming World

urn to CGW Online for news, reviews, strategy arlicles, and
Theh]nd-the-scenes features on hundreds of top computer

games. Because of our joint venture with GameSpol, you'll
also see some articles posted online before they're in print!

Highlights this month include an exclusive behind-the-scenes

look at Westwood Studios! You'll see the latesl on Westwood's
incredible new lineup, including BLape Runner, CommanD &
Conauer: SoLe Survivor, Lanps oF Lore Hll, Command & CoNOUER 2
and more. You'll also want to see Sir-Tech’s upcoming X-FiRe, one
of the hottest titles on display at E3. If you like your combal fast and
furious, this third-person action game will light your fire. Point your
browser to www.computergaming.com,

CGW OCTOBER 199/
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What’s On GameSpot?
STRATEGY GUIDES

1]
E=1a:3)

you're playing? GameSpat, of course. If you're looking for help with X-Wine

W here's the best place on the Web to find strategy guides for all the games

vs. TIE FigHTER, look no further. You'll find everything you need to become the

ace pilot of your dreams.

For those who prefer to hide out below ground, GameSpat's guide to Dunceon
Keepen will help you maximize your potential. With our help, neither pesky heroes nor
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“Like Rebel Assault™ with real gameplay.” %

“. .. sharp 3D engine that looks IEIEE it could st
toe to toe with Quakem™ . . .” i y
PC Gamer » A

/" GET IT YHIS FALL

® 3D acceleration for 3Dfx,

+ Rendition and others plus
Brilliant 640 x 480 Super
VGA resolution.

A ¢ Compelling story. Solve
« | baffling puzzles to
/' - _advance between levels.
4 * Smooth 3D combat with
“ " TruFlow™ technology.

» & 19 different horrific
'\‘\,{fz‘ﬁ tures attack you again
and again from above,
ielow and in your face!

= a%
SUDDENLY, THE WALLS fm; .
CRASHING DOWN AND S

N vigate 13 levels of
“intense action.

* Death Match battle for up
to 8 players over network
or modem.

tween 13 intense levels

and, if you ever get there,
/ an epic movie at the
shocking conclusion.

L] gE\mersiwe 3D cinematics

LASERLOK™ TARGETING SYSTEM
CAPTURES THE TARGET THEN THE
LONG ARM OF YOUR SPREADGUN
REACHES OUT FOR THE KILL.

IF IT'S BATTLE YOU WANT,
IT'S BATTLE YOU'LL GEY!

CIRCLE READER SERVICE #167

PRODUCTIONS

1997 Visceral Productions, Baltimore, MD

DIVISION OF AVALON HILL GAME COMPANY Visit our web site: www.avalonhill.com e
17 Harford Road, Baltimore, MD 21214-3192 1-800-999-3222 D ok

are trademarks of Viscaral Productions.



other dunaeon keepers will be any match for
you. And it doesn't stop there. Check out our
strateqy guides for Inrerstate ‘76, MDK, Magic:
THE GATHERING, DiagLo, and many more of the
hottest games.

GAMESPOT NEWS

f you've been watching GameSpol News over

the last few months, you'll know that we were

the first to bring you live coverage from Lhe
show floor of the Electronic Entertainment Expo
(E3) each day. You'll also remember that we had
exclusive screenshots of GT Interaclive's new
action-RPG YounaseLoan, and that Dave Perry
talked to us first about Messia, his new game for
Shiny Entertainment. The proof is in the pages.
For the very latest in computer and video game-
related news, GameSpot News is the place to be.

DESIGNER DIARIES

ameSpol's Designer Diaries provide ongoing
coverage of games in development, as told
by the developers themselves. Tom Hall of

Bamesron;

Conquest Earth
Designer Diary

Past Enfries

4

[ON Slorm, who reports weekly
on the progress of his new
game ANACHRONOX, recently dis-
cussed the process of making
design decisions for the perspec-
five and control system in the
game. "We're choosing a new way
of doing things, and | think it is the
best way...there aren't any clear-cul
choices nor any true examples of
what | want to do, so | have to trust e

EEar R &
my instincts. And my instincls el me f-’j:—[‘ﬂ slelElsls
is is qoi " \ s
this is going to rock! e e e T
Look oul, loo, for Designer Diaries il
from Activision, for both Dark Reicn and
Zork Granp Inauisimor, and from Sierra

Online for QuesT For GLoRY. DRAGON FiRE,

FEATURES
—I—he (GameSpol Features Depariment

\ .
covers a wide variety of stories that \,—.;;_._-
will appeal to both hard-core and

casual gamers alike. Examine the History of the

3D Shooter, as our feature follows the develop-

ment of one of the most popular genres in com-
puter gaming. From WoLrenstein 3D to

Quake...and beyond. It's all there.

We've asked adventure game designers to look
into their crystal balls and tell us what Lhey think
about the Future of the Adventure Game. Find out
their opinions on where this ailing genre might be
headed, and what each designer plans to do about il

Wondering where you can buy games online?
GameSpol's recent fealure, a Guide (o Buying
Games Online, not only shows you where  ——————e—

you can purchase your favorite games, but (=] " [&|[S[B[Z]2] 8]

also compares prices and avgtlabﬂﬂy, e e
ensure you get the best possible deal,

For all this and more, head over to gamedemo’s
GameSpol's Special Fealures section. (=S o e s
=
DEMOS

Hewe
Hew Manky_ 1ilagsl

ameSpaol has one of the most

extensive libraries of game demos,

patches, and utilities online. In fact,
you can try many of the games reviewed
in this month's issue of CGW by down-
loading the demos from GameSpol's site. o e
Look out for Mear Pueeer, Wiegour XL, Bl Tombide
CARMAGEDDON, FRONT PAGE SPORTS: BASEBALL S gy

b

Pro '98, Wartoros IIl, and X-Com: 4 S0 Dok b
Apocatypse. We upload new demos daily,
50 be sure to come back for more.
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The DS
are against you.

He's skinny. He wears a loincloth. He has no weapons.
(He's the guy that you play.)




Walk. Talk. Feel. Hide. Think. And take on the ugliest
bunch of carnivorous crustaceans this side of a baboon's
butt in a new kind of game and a brave new world of

interaction.

From slave-laborer at Ruplure Farms to Liberator of

the Mudokon, it can all be yours. That is, if you can make
it through the most inexplicably challenging gameplay in
the known universe.

Communicate with real characters. But, not in some
cardboard RPG, Blow away your enemies. But, not in some

don't get mad: get elum between a paramite and a hard place possession is 9/10ths of the law




Veet the Orls.

one-dimensional shooter. Solve wicked situations and you've ever seen and blends them into one seamless,
wicked enemies. But, not in some wallpaper puzzle game. surreal, sensory overload of pure gaming. So take your
ODDWORLD: ABE'S ODDYSEE takes every game genre loinclothed butt and claim your destiny. Savior. Or salami.

UDDWORLD: ABE'S ODDYSEE

GAMING GETS 00D THIS OCTOBER

\ 7 0DDWORLD (@ &)
ALLVE, Tl B NHABITANTS Sasbrs

\
Virtual Entertainment

GT Interactive
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From those wonderful people

who brought you vats of boiling oil:
Dearh by fire.

e .‘,i

kvt wha

Uhe wivards behind L ords of Vhe Realm U haee divined a totally new game of magic, swords
and sorcer)y and an arsenal of spelly including Blades of Tury, lightning. ice darts, and deadly fire.
So conjure up the free demo at wuw.sierra.com and prepare to torch thy neightor.

VA Saer e G D B 0 e O esggnate Dok o or Diensand ne Sieret G b T Bollovie, WA SZRO005 A nghs resinval,
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The Ciritic

As Busybody

Does Anyone Really Care Ahout Subject Mattenr?

ome people
don't think that
editors and
game reviewers
should ever
write about any-
thing except the
computer
games themselves. Others think
Ihat we should merely talk about
the way the game plays and never
comment on particular artistic
techniques, design decisions, or
technological innovations. Such
people either have tunnel vision or
live in a world of denial, insisting
that neither art, fiction, movies, nor
games affect the way we view our-
selves and view life.

Yet, art forms do affect the way
we view life. Just as Impressionists

- rejected “realistic” painting and
tried to show something new
about light and color, so can
games force us to see life in a new
light. They can be a catharsis, as
we reject what we don'l like about
life and exult in a Dionysian feast
of near-unlimited power and
resources; a cultural corrective, as
we view fictional actions from
another perspective and decide fo
reject the bogus perspective; or
they can be inspiring, as they raise
our consciousness about some-
thing that we have overlooked.
They may even cause us to do fur-
ther research. But, of course, they
can also be irrelevant.

As | write this editorial, Elliott
Chin has received virtual tons of
flaming emails because of his
stand on the racial slurs and slop-

py research contained in SHaDOW
Warrior and how those elements
impoverished the game experi-
ence. Most of his critics hit upon
his racial herilage as a cause of
bias, thereby proving his point.
Others claimed he had no sense
of humor. Yet, what they didn'l
hear was his poinl that the game
would have been befter without the
cultural denigration.

XL SHapow

Wanrrior and
DEATHLORDS
are just
games. But
they could
have heen
good
games! 7

This isn't the first time CGW
has castigated a game publisher
for tapping Oriental source materi-
al fo develop a cheap knock-off of
a successful game system.
Scorpia, who is not of Asian her-
itage, insisted (hal Electronic Arls’
DeaTHLORDS was a cheap rip-off of
ULtima, with only a thin veneer of
Orientalia to cover its tracks. She
insisted that the Easlern cultures
would have provided a richer gam-

ing experience if the _
designers had bothered lo
get it right. Racial slurs
aside, both Sxavow
WanRIOR and DEATHLORDS
could have educated, stimulated,
and entertained more effectively if
they had paid attention to (rue
Asian culture. Yes, they're just
games. Bul they could have been
good games! (See the Letters col-
umn for more on this controversy.)
| recently had a similar experi-
ence when | mentioned my pacifist
political leanings in the CG-ROM
Welcome Letter. | was told that |
was a hypocrite. | don’t think so. |
like to play wargames because
they are analylical history. They
teach lessons of geography, lead-
ership, resource management, and
strategy. | like to see what went

TOTALLY UNCOOL Eliiott Chin's editorial about racism in 3D Realms' Sxapow Warnior
(this coolie hat-wearing zombie is a good example) ruffied some feathers. But just
imagine if this zombie were an African-American with an Aunt Jemima bandana.

OCTOBER 1997

wrong or right and try to figure out
experientially why a given battle
came out the way it did.
Sometimes, my pacifist leanings
are affirmed as | realize the stupid-
ity of a particular move.
Sometimes, | shake my head in
wonder at the sacrifices paid for
the freedom | enjoy. Frankly, |
don't think it's wrong for me to
share my insights from time to
time, even if you don't agree with
them. Qur hobby would be a
meaningless place if we didn't
hold up the games to the real
world from time fo time and see
how they stack up.%

).I‘.-‘-
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v Pro Pilot. Never before has a

single flight simulator captured

this experience so completely. Here, you’ll find the

broad strokes and the fine touches. You’ll choose from

a hangar of five civilian aircraft, ranging from the introductory

Cessna 172 Skyhawk to the dual-throttled thrill of a Citation

‘ Jet. At the other end of the
runway are 29 cities and over

'E LIVE ON- I.INEMAFDISP '.; o fop e |l 3.000 airports, each rendered

MR TIAFFIC COﬂTlOl NN . . . ~
& {2t | in exacting detail. All major

TiTRS 3
Dynarnie



as a map. Within 25 nautical miles
of any city, the flying world is

rendered with lifelike realism. You’ll

Traffic Control and other pilots,

hear from Air

and learn to

navigate the sky with the close company of other
planes. Then, upon touchdown, debrief and compare
your performance to over 30 full-motion preparation
videos. This is Pro Pilot: The Complete Flight Simulator.

Both a statement of what a flight sim should be

today, and the promise of what one can be tomorrow. % S

© 1997 Sierra On-Line, Inc. All tighl! reserved. ® and ™ designale trademarks of, or licensed to Sierrn On-line, Ine.
CIRCLE READER SERVICE #359
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DEEP THOUGHTS
I've been one of those typical types who has been reading
your magazine since the mid-'80s. Many games and systems
~ have come and gone from my desk ever since, but I guess it’s just
now that ['ve got some “Food for thought” questions that have
been bugging me...

I. Do you notice how the majority of five-star raled games in
your magazine are either wargames or sims? | don't think even
those gems in the sand like DIaBLO and RED ALERT rated five
stars. Sure this is a generalization but...

2. Do younotice how you can tell a highly anticipated game
has missed its mark by the distinct silence by the masses
(PRIVATEER 2 and quite possibly, X-WING vs. TIE FIGHTER) in
contrast to the shield banging that preceded its release?

3. I'm sure some will start hammering Elliott Chin’s article on
SHADOW WARRIOR, but the man does have a paint. One of your
competilors, in response to a“Why are there no African-
‘American heros in PC games” pointed (quite seriously) to the
character of “Superfly Johnson” in ION Storm’s upcoming game
IDAIKATANA as some kind of consolation. Superfly Johnson? I had
to shake my head at that one...and yep, you guessed it, 'm an
African American (and a computer security specialist who’s
never been called “Superfly,” or “Shaft” for that matter. ...
Although I hear that Shaft is a bad mutha.)

These aren't necessarily critiques of your magazine, mind you,
just some pseudolntellectual musings from a dedicated reader.

Chris Marin
via the Internet

1. We rate only between 15-20 games with five-star ratings

- each year. Sometimes, sims and wargames get the edge because
there are real-world measurements by which to judge them. Also,
we factor difficulty levels into the ratings and may be more

.« lenient onithe graphics or interface of a more difficult game that
we know will appeal to the hard-core, even if it might not appeal
to the masses. For the record, DIABLO was given a 4 5-star rating,

* even though we eventually picked it as Game of the Year,

* because it was too short and the role-playing elements weren't
that deep. Since it was positioned as an RPG by its advertising,
we had to be tougher than we normally would. Also, we had to
«compare REDALERT with its award-winning predecessor. Did it
advance the state of the art? Some of the staff said “yes!” while
others said ‘nol” We settled for 4.5 stars.

2 That silence explains why it’s our policy to wail to review a

* game until we have a final copy. You can't know until you play
the code as itis tested and play-balanced. Anything else is merely
an educated guess—a guess that can be wrong,

3. With regard to Shaft, “Shut yo' mouth.” Well, you are talking
‘about Shaft. You're right. See the letters under “Shadow Horror”
“inJohnny Wilson's editorial this month.
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SHADOW HORROR
When I read Elliott Chins article | 3DRealms’
[August] on my favorite game, Folly
SHADOW WARRIOR, | was outraged ‘ i s :
and in disbelief; the first thing that m e
came to mind was hypocrisy!  love
this game. ILis the heir to DUkE3D ‘
and [ look at it as a game that hasa
cool sense of humor like DUKE did.

My friends and I laughed hysterical-

ly at how it was racist. No, I'lliott,
you missed the point; it is in a Jackic
Chan type of chop-socky humor. If this is racist, so is DUKE because he
is a wornanizer. But tha is okay because he is while,
How come vou don't complain about Lara Croft in Tomgs Ranir
being stereotyped, or REDNECK RAMPAGE. No, that isn't racist, | think
Lo Wang is a great character and | would love to be him. 1 think that 3D
Realms is doing their job because they thrive on contioversy. You started
to even knock PREY for having a Native American hero. I think it is great
that 3D Realms is even having a hero from this great culture! And I bet
you didn't see the screenshots or the story and how it is the most
advanced game ever. Well, Ellliott, better bite your tongue because the
full SHAROW WaRRIOR will have more fun and controversy:
James R Horming
via the Internet

Elliott Ching article blasted Stapow WARRIOR for what he fell was
aninaccurate portrayal of Asian culture, and for failing to adhere striclly
1o the historical fact of the ninja of Ancient Japan. Beyond that, the col-
umn positively damned 3D Realms for blatant insensitivity to the dam-
aging effects the racial stereotypes in the game might have upon its
audience. Mr. Chin expressed repeatedly the offense he took at 3D
Realms”ignorance and disregard for real Asian culture.” Mr. Chin
requests that SHADOW WARRIOR be the last 3D Realms game to obtain

friends and
| laughed
hysterically
at how
[Shadow
Warrior]
was

racist. 77

ol a minority.

1, on the other hand, would
prefer that Mr. Chins article be
the last in CGWio assume that
ils readers look to 3D action
shooters as a primary source of
cultural education. How can he
expect anyone with the intelli-
gence to install a recent compul-
er game lo sil down lo a session
of SHADOW WARRIOR with the
same degree of intellectual
involvement as one might devote
to, say, Ravia? Mre. Chins com-
ments fail to persuade on two
separate counts. Firstly, his
“ignorance and disregard” for my
own capacily for critical thought,
Secondly, because he has fallen




t's Not whether You Win Op LOse

it's “How Much You Paid To Kic As

-------------------

games online*

ENGAGE

I/ ¥ The most multiplayer games on the Internet
‘;M{r 3 ¥ 24 cents per hour less than AOL
Eard\!_.}:{atlf_b{gtuwk
Ajn{\ ¥ What more could you ask for?

How about Free Unlimited Internet Access*

The Arena is brought to you by EarthLink Network, Inc.
Need Internet access? Call us today and become
an EarthLink Network member at 1-800-94-EARTH. "offer qood to EarthLink members only. Check website for details,

CIRCLE READER SER\I'ICE #191
1997 EarthLink Network, Inc, Trademarks dare property of thor respective owners. All nghts reserved.



LETTERS

face first into the saddest trap of political
comectness—a complete lack of humor.

"The major eriticism made against
SHADOW WARRIOR is that, when
attempting to create an authentic ninja
adventure, 3D Realms merely caricatur-
ized the subject matter. It isa carica-
ture, as much as DUKE Nukesm 3D was
a caricature of action films,

Unfortunately, | cannot look upon Mr.
Chin’ comments as any sort of objective
review because, I'm sorry, he§ Asian.
Perhaps [ would have respected the article
more if he had come to the rescue of our
downtrodden Midwestemn brothers so
rudely affronted in REDNECK
RamPAGE. What was it
Voltaire said?“l may not
agree with what you say,
but | will defend to the
death your right to say
it” Just don’t say it about
me, ¢h Mr. Chin?

11 seek cultural educa-
tion, I'll see Farewell My
Concubineagain. If | wantto play
an ultraviolent computer game, [ will do so
without regard for any bruised egas on the
part of those who might associate them-
selves with the game’ subject matter. Such
an association is purely their own invention.
[f Mr. Chin wishes, he always has the right
to avoid ever playing that game or any
game ever again. (If he ever does exercise
that right, I'd like his job)

“The last thing | would expect from 3D
Realms is edutainment. The last thing |
would expect from a magazine that has
always championed complete freedom in
game dlesign —a magazine that adopted a
cavalier attitude toward the depiction of
women in DUKE 3D —is a diatribe on the
industrys confusion about the differences
between China and Japan. Perhaps Duk:
3D was even more offensive, but the new-
ness and innovation of the Build engine
made it all forgivable. Now that the engine
is showing some age, the tolerance for
questionable subject matter choices has
fallen. But such behavior is hypocrisy, and
if you as the media and we as the audience
begin to permit such behavior, we must
realize that it weakens our resistance lo the
likes of Senator Lieberman. If we insist

CGW

that anything and everything is fair game,
there is little such men can do to regulate
us, Once we start qualifying our own
freedom, we are in trouble,
Fred Snyder
via the Tntemet

I was about to write a letter to CCW
when the August issue armived in my mail-
box and | saw that [Zlliott Chin had already
spoken up for me.The first time [ saw the
SHADOW WARRIOR ad, | was extremely dis-
gusted. Not just by the violence, but by the
making fun of Asian culture. Worse of all

the yin-yang symbol has been
defaced with blood splat-
tering oul of one
“hole.” And nothing
spoiled my day
aven maone '}L’!“
seeing iton the
front page of my
favorite magazine. |
know that CGWin
the past has had certain
criteria for ads appearing in ils
magazine (first the X-rated, then the violent
kind of acls). Maybe this should be extend-
ed to racist ads as well?

Allin all, Stapow Warrior will not be
getting my (and this half of the worlds)
support. 3D Realms’ reputation has also
fallen in my regard as a sadistic company
that abuses others for laughs. And, ves, for-
tune cookies do not exist here; they were
probably created by Americans,

Rick Ong
Singapore

After reading Elliott Chins editorial
on the offensiveness of SHADOW
WARRIOR, | was curious lo hear what
peaple are saying on the Apogee forum
on AOL. Being Asian, | too was offend-
ed by the portrayals in SHADOW
Warrior. [ thought Mr. Chins com-
ments were right on the mark. Anyway; |
found a few comments on the Apogee
forum that pertained to the CGWedito-
rial. Mosl are just snide remarks about
Mr. Chin and blew off his comments,
However, | found a response by Mr
Ceorge Broussard of Apogee on the edi-
torial dated July 2, 1997. He wrote:
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Terracide is the new technological feast from EIDOS Interactive
that exploits the latest 3D acceleration technology.
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LETTERS

“This was not a game review, but just
an editorial by Elliott Chin on how
offensive he found SW. Personally |
think he needs to get out more ;) All of
his points are casily defeated. — George
Broussard, Pres., 3D Realins”

I'was rather taken aback by his
statement that Mr. Chin’s comments
are “easily defeated.”  wanted to know
what it is to “defeat” an Asian-
American gamer’s perception of
racisin and inaccuracies in SHADOW
WARRIOR. | then posted a message on
the Apogee forum with my comments
and invited Mr. Broussard to “defeat”
Mr. Chin’s points. | hoped for a reply
but | was surprised to see my post
removed from the board on the follow-
ing day! Is this the way Apogee and Mr.
Broussard respond to eriticisms from
Asian-American gamers?

Willis Huang
via the Internet

This controversy definitely affirms
our decision to print the editorial. The
hostile reactions suggest that many
gamers do not think of the larger con-
sequences and messages of the games
they play. Elliott Chin responds:

Tunderstand that the point of
SHADOW WARRIOR is to have and make
fun with Asian stereotypes, but it’s only
furmy for those non-Asians who don’t
care to pul themselves in an Asian
American’s shoes.

3D Realms says it created all the
stereotypes on purpose, choosing to cre-
ate an oulrageous parody of old “chop-
socky” movies. But using coolies and for-
tune cookies goes loo far. Coolies were
actually slaves, captured and coerced
into servitude; you wouldint create a
game with black slaves, so coolies should
likewise be of-limits.

Yes, Lara Croft's proportions do
smack of sexism, but as for REDNECK
Raaeace, that's a little difterent. Ifyou
are the Asian community and have zero
visibility in the media, you can hardly
afford to have your only expostire he one
ofridicule and stereolypes. Caucasians,

on the other hand, have the most
expastre of any group in America. The
heroes in nearly all computer games, not
to mention movies and TV shows, are
white. Believe me, if there were more
Hiro Mivamotos and Asian heroes in
games, [ wouldn't cormplain so vocifer-
ously about Stisnow Warkior Also,
decades of Asian stereotypes and diserim-
ination in the media simply make
Stapow WARRIOR's stercolypes seem
gratuitous and insensitive, as opposed lo
REDNECKs humorous caricatures of
whites, who have never suffered any form
of discrimination in this country.

Rednecks were never taken from
their homes and forced into concen-
tration camps for no reason other than
the color of their skin, as Japanese-
Americans were. Nor have they ever
had their homes and properly confis-
caled. Unlike Chinese-Americans,
Rednecks were never pressed into ser-
vice to build the more treacherous
western half of the American
Iranscontinental railroad. Rednecks
were never denied education, job
opporlunities, or homes because of
their skin color, as all Asian-Americans
were before a few decades ago. And
Redneeks were never eonsidered
second-class citizens by law, as all
Asian-Americans used to be.

Iwould like to thank everyone who
responded, because you showed me
that I was correct in writing a column
on SHADOW WARRIOR'S stereolypes.
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. class. Going where no simulator has gone before,
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starships, from a cloaking Klingon Bird of Prey
o the Romulan heavy cruiser. All the while,
& Captain Kirk (William Shatner), Commander
¥ Chekov (Walter Koenig) and George Takei in
a spac:u| appearance as Captain Sulu, are there
to provide instruction as well as inspiration.
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trademarks of Apgie Compiter, Inc., used under license. All other copyrights and trademarks are the property.of thelr respective owners.
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POOLQ@

The ultimate pool simulation just
got better. Guaranteed.

== Moot Ovar 2 million pool players have taken a break with Virtual Pool the

#1 pool game in the world. Now, after 8,000 man hours of
enhancements, new 3D look and 50 new game features like
called shots and the ability to jump balls, the ultimate pool
simulation is better than ever. And it's still the only pool game
guaranteed to improve your real pool playing. Virtual Pool 2
includes 5 new games, 3 modes of play(Amateur, Pro and
Championship), all new 3D-rendered graphics and 3 texture-
mapped pool halls. Plus, unlimited camera angles, adjustable
table characteristics, an all. new physics model and a multi-
player tournament mode with up to 64 computer opponents.
There is even a new pool tutorial with lessons on specialty
shots and pool strategy.

So, get Virtual Pool 2 today. It’s all new and it’s still the only game with the

balls to offer a money back guarantee. Have you had your break today?

WINDOWS®95 PC CD-ROM T
@Celeris

Deignad tor (=% 10 4L

e

The Ultimate Gaming Tutor & Simulator

Prepure yourself for the #1 casino gaming experience!
Featuring vividly detailed graphics and superior
sound, Beat The House will
make you feel like you are
~part oFthe action. Not only
~ will you experience the thrill
¥ of casino gaming but you'll
also learn the skills and
techniques of the experts.

WINDOWS®95 PC CD-ROM

TALEs A

hia
MICTOSOIL | v s s

BY GAMERS, FOR GAMERS.™

tiong, All rights reserved, Exclusively licensed and distributed by Interplay Productions. Beal The House © 1997 Park Place Productions. Beal The House is 2
marks of Sory Computer Entertainment, Inc. All rights resarved. Microgoft, Windows and the Windows logo are registersd trademiarks of Microsoft Corporation.
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Redneck Rampa J
first=person 3D shooter set in the ‘ Sy
fcional townof Hckston, s Vieckk O 1 Fayvide

Arkansas. Armed with up to _ Gamespot ‘-NTELL‘GEN CE
ten impractical weapons, =

“The, Funniest Game, \We ' ve,

players blast their way = | Flaye
through country bars, trailer | & thfs\'fZec\r Sall’
parks, and chicken processing I d = tappy 1-@,‘, i
plants in search of their aii »L -f'-:-k"“f ke o\:\‘

missing pig who's been
abducted by evil aliens, But they =
ain't gonna make it without \
enough fuel (pork rinds and
whiskey) to fend off good ol' boys
with sawed-off shotguns who
aim to blow
away their
bony behinds,
PC CD-ROM
A

tntertalnment

” SOpen For -
OfficialRecneck A2

8 CAOMER, Wl
By Redheche Fer Redneclis

©1997 Xatrix Entertainment Inc. All rights reserved. Redneck Rampage Is a of Interplay P sons. All rights reserved. Interplay ks a registered irademark of Interplry Productions. Al rights reservedd. Intarplay is the ol publisher and distributor, ANl other tradzmarks and copyrights
arg property of their respective owners. ©1597 and ™ Hudson Soft Co., Ltd. Bomberman Is a registered trademark of Hudson Soft Co., Ltd. All fights reserved. interplay is the trademark of interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions.

Windows and the Windows 95 logo are of Microsoh G on. All rinhts reserved, All other trademarks and copyrights are the property of theit respective owners.




CARMAGEDDE

THE RACING GAME FOR THE CHEMICALLY IMBALANCED, &

THE CARMIAGEDDON XV5. .
520 HORSES UNDER THE HOOD. ﬁ,ﬁg
EVEN VIORE PEDESTRIANS ONITOP. e &

Some race far glory. Some fop'8
money. Then there are those
who drive for the sheer gc
crunching bones against
bumper. Introducing Carmagedd
the pacing game that separates th ;
men from the grease spots on'tn i e o W L% s
Pit your wits and wheels against: il .l b ot * o y :
drivers over 36 formidable race cireu g G

become The King of Carnage:and Thes
Prince of Rile-up.  PC CD-ROM

I 0 This Time,

You're Going All
THE |HF|N|TE HBVES

The Way Down
Descent II Tlle Infinite Rbyss, includes the award-winning 2
Descent |l with an optional 30 accelerated version and
the all new Vertigo Series. With 50 levels,
40 enemy robots, easy to use utilities like the
Mission Builder, Level Convarter and the
Robot Texbure Editor your Descent
experience is infinite. RC.CD-ROM

Parallax

Soltware

Since 1989 Bomberman has been 1€ BLAST is Back & more

defined by gamers as the ultimate CHADTIC than Euer!
multi-player game. Now “the man” is

available in an enhanced multi-player package
complete with 30 rendered graphics, new character
animations, and a vast repertoire of spiteful canned
and custom taunts. Keeping true to the original
addictive gameplay. you better think fast as you vie
for deadly power-ups, race against the clagk and
blow your opponents to smithereens.
WINDOWS®95 CD-ROM

o.‘.\n." K53 1) Ll

4o HUDSON @ Tl'}

tive action/arcade game, where you race ag‘é’fﬁ th
to blow your opponents to smll;hereens.

Descent € 1936 Parallax Software. All rights reserved. Mission Builder © 1996 Interplay Productions. All rights reserved, Dessent, 360° lagd, and Interplay are trademarks of Interplay Productions. AN rights reserved. Portions of Mission Bullder © 1996 Bryan Aamat. All rights reserved.
Windows ™95 i3 a trademark of Microsoit Corporation. Al rights reserved. © 57 and trademark 501 (Sakes Curve Interactive) Lid. SCI 15 a trademark of SCI (Sabes Curve Interactive) Lid. All rights reserved, Interpiay is the trademark: of interplay Productions. Al rights reserved. Extlusively
published and distributed by Interplay Productions.
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in the Beginning and eted by the Seven

e lies a place wher {i d

[he center for all 1

rce between goo
faeal point for all energ

has kept the consummg natu

until now.

dstence, it is the
man and spirit.
ne element that

One by one, the Seals of pretection have b J:
Step by step, Darkness repares for its fina

. Andasthea aws near, only one'fo
ﬂi_ ,\stop the shag ﬁvﬂ from eternal reign...you.

o
" absorbing fantasy-horror
game experiences available.”

*dwkdr CGW

I 7 Gremiin Interactive, J\[I rinhts rese| i il ‘nterplay are trademarks ol Interplay Productions. Al rights rese

n I , Ltk DESCENT TO UNDERMOUR I rights reserved. DESCENT @1897 Parallax Softwa
N D!CE‘“amI @‘IES? TSA. Inc. Uised lavnilllsr m Produ 3. ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTE M3 and the TSR logo an r:.l_fl..!e.mi frademarks owned fy
L'OF RADIANCE. CURSE OF THE:AZURE NDS, LLSF.‘\H d : POOLS OF DARKNESS, EYE OF THE BEHOLDER, EYE OF . EYE UF THE BEHOLDER 11, DUNGEON HACK,

ay is the sole publisher and distributor. Licansed from
ENT TO lII\.mHM[)IINTﬁI
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ADVENTURE

The AD&D® game’s most famous world, the EOR(
is now powered by the award-winnin

. ESCENT 10 UNDERMOUNTAIN™ is the most fﬂnl_uﬁonary-gqv _
LT DAD&D" FORGOTTEN REALMS® computer game ever. Based onan i - §
enhanced, SVGA version of the award-winning Descent" engine,

I8 you are challenged to build an authentic AD&D? character and plunge deep
léf into Undermountain — a twisting, monster- SN

8l filled dungeon labyrinth located beneath the W

H -] e

) mm 3 city of Waterdeep, /J

cn @ il ;

S b ComING SooN oN PC CD-ROM 5y oauens. FoR aaMiRs

Survival comes down to two ﬂ1ing_s: w
The role of strategy. And the roll of the die.

ntroducing the new CD-ROM version of TSR’s
I blockbuster dice strategy hit, DRAGON DICE.

Players are challenged to build and command
dice armies from an assortment of races and
creatures that struggle for territorial dominance.
Multi-player features, animated tutorial and
special collectible Dragon Master die make DRAGON
DICE a must buy for strategy enthusiasts.

S

LCAME

AVAILABLE Now
on PC CD-ROM

BY GAMERS, FOR GAMERS.™

All the Legendary Games.
All the Magnificent Stories.

+ PODL OF RADIANCE™
he FORGOTTEN REALMS® « CURSEQF THEAZURE BONDS™
Archives — the ultimate <SECRET OF THESIIVER BIADES™
ADVANCED DUNGEONS & * POOLS OF DARKNESS™
DRAGONS® PC game collection. =HILISFAR™ |
Twelve of the greatest role-playing * EYEQFTHE BEHOLDER™
= EYEOFTHE BEHOLDERII™

fantasy adventures ever created are
gathered together in one incredible
boxed set.

GATEWAY TO THE SAVAGE FHONTIER, TREAS
undet license. 551 and Inc. are

URES OF THE SAVAGE FRONTIER, and MENZOBERRANZAN ar
a ic Simuk Inc,, 3 Mindses:

* EYEOF THEBEHOLDERIIT™ |

- GATEWAY'TO THESAVAGE

53 1) e FRONTIER™
gﬂf\\ *TREASURES OF THESAVAGE -
)—J m()mnl
'S A B +«MENZOBERRANZAN™

d

Stratogic Skmulations, (e, Usad unider subli
. iraenirkds of Micrasoft G

]
Interpliy ks 3 tradt of Inlerpky Producti
tion. All l[ﬂk?ﬂs reserved, All other trademarks and co

Al tights reserved. Windows and the
pyrights are the proparty. of their respective o
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“Fallout has everything necessary to be the best
roleplaymg gume of all time”

= Next Generation

A NEW BREED OF RPG

In the recent wave of fantasy RPG-lites, FALLOUT’s post apocalyptic
vision sets a new standard for today’s role-players.

Cutting edge technology with 3D-rendered personalities
adds a whole new level of dynamic sophistication to
character interaction.

With unusual characters, hidden surprises, unique locales, and
multiple death sequences, FALLOUT packs a replay value few
games can match.

« If you agitate someone with your comments, they'll look and act agitated
and remember that encounter. Depending on the player's choice of
conversation topics, characters will look happy, normal, and/or angry:

- Over 50 mini-quests with multiple solufions take you through
devastated wastelands such as Rad Scerpion dens, Junktown, and
the Brotherhood of Steel.

« Meticulous turn-based combat system lets you target
specific body parts to wound, cripple, or kill as you see fit

» Make your own character or start with one of three
pre-generated types: Diplomatic, Deceptive, or Combative

« Victims don't just perish-they get cut in half, melt into a
pile of goo, and explode like a blood sausage into

 chunks of flesh.

« Improve your character's skills through play and
receive perks failored toyour character’s abilities.

. Available on WIN95/DOS and Mac CD-ROM.

7. Fallout is a post-nuclear ro!e playing game with over 50 mini- quests
where you can target specific body parts to:

9



Interplay Presents An

To receive your rebate & be automatically To enter the sweepstakes only:

entered in the sweepstakes drawing: 1. Complete the puzzle and
1. Complete the puzzle mail this form to:
2. Complete rebate portion Avalanche of Excitement

i thi : Sweepstakes
Sl IS o 1 P.O Box 19641, Irvine, CA 92623

Avalanche of Excitement Rebate
P.O. Box 19129, Irvine, CA 92623

¥ ACT ADT i
DlAMo"D L =

MU LTI MDA MAX THE EXPERIENCE

Ly s et
« tany Pase-TheeT

Carmageddon™

Circuit City » Best Buy * CompUSA * Egghead # Electronics Boutique * Computer City » Media Play
Babbage's Etc. » Hastings * CompuCenter  CompuSmart » Future Shop * Business Depot * London Drugs

-
| Take circled letters from puzzles on the previous pages & decode message: __ __  __ __ . . _ __ _ _ __ _ _ _ _ _
| 17 F I TR TR e e ] 5105 17 N Ww N %
[ {El'llllg“;h""l';:;plﬂy Titles: SHDE e BUY: Any combination of Interplay games and accessories listed below between 10/1/97 & 12/31/97,
eck a you purchase .
4 P N I MAIL: 1. Proof of purchase (original UPC) from each product package purchased. 2, Original cash regist; ipt wist Interplay invoice, titl
| gaincs 6 wlth. ettt b purchased,gu dal&toi .;?Jr(.haie circled (re(eiplsunngl be ;’etlrmed'i. . This u:'liglin:ll comy iﬁg&e&:ﬁﬁgﬂw RIE M LIRS 0N ERS
L in a stamped envelope to: Interplay Avalanche of Excitement Offer PO. Box 19129, Irvine, CA 92623,
| [___: starfleet Acadenmy™ RECEIVE: Up to $100 cash back {via rebate check), Allow 8-10 weeks for processing, 1
| [ virtual Pool™ 2 PRODUCTS PURCHASED |
| Fallout™ [] $30-1 featured Interplay game and 1 DI o Multimedia A 30 Accelerator Card
| J = 1
| [ "] Beat the House™ Win 95/in $30 - 1 teatured Interplay game and 1 ACT LABS EagleMAX Joystick BY GAMERS. FOR GAMERS.™ 1
| [ ] Realms of the Haunting™ L. 510-1Interplay game i 1
[] DESCENT TO UNDERMOUNTAIN™ [_] 520-21nterplay games Hang Birthdate___/__/
| | DRAGON DICE™ '_] $30 - 3 Interplay games A_ddress = 1
|| The FORGOTTEN REALMS® Archives | $40- 4 Interplay games City E Sate Zip, I
| [] Redneck Raisaga™ TOTAL REBATE: § {uP TO $100) e-mail Address 1
- = ; The e b juathasend aeed preeipt dated e o brtomeen 16197 and 1213197, T recuest mast b ] g 1131798, Allow B-15 weeka for procesting, T original camficase must accompany 1
| Atomic Bomberman™ your yequest snd may ffer rat valid weth sy oeher aifer. Only the odginal retad stone receipt or interplay invoice will Be actepted. Receits will Aot be retumed. Materials from noncermeliant of
dephicate reg ba rerumed. Vo Line,mincinedied, i o Elegibie regotsti Offer good i d Canad - restricted
[] oescent 1™: The infinite Abyss - . - - - - - - |
~ Products available at participating U.S & Canadian retailers including: |
|
1
1
I
1

1, HOW TO ENTER: No putthate nicesasy. Swrepitshiey VT, Dioconse the Interplary umble pursie and mal the antoer on tha form of & 35 cad hand prsed weth o rieme, malng addvess, 2o code 1. PO, Bax 15541, Inre CA 92623, Entres must be recenved by 13198, Sporsor zisurmes no
srignababty for ko, late, modeected, mutiated, Segbic, pontag-cut mad 2 D005 OF WIRNENG: depend on rimts of entnes stcened, 1ol crouaton of enlry loem sppramatily 1,000, 3. WIRNERS: well e ranclormiy sefected onor from af enfnes trut comety decode
e pursle fare mobnd dunng the promotanal penod PRUES 01 PRIZE A 1538 Jeepw Wiangler SE. ARV $15,000.00. Tax, boorie, regetration, itk and ary ot fevs vl be the nespor-brbty of Hae wirner, One bun {1007 eyt Prazes: An interplay Borary of twelve {12) ttles. (AR §468.00) Price
fickiage A e 8 e . Swoepstates open 10 a8 conbrental U5, and Canadun (et Quebec) rovdmits, ages 16 or o, MW? of Interplay Prosiuctors, WA, In, thee aitiates, subdares. advensng and promason and the
mmedate . beibe for I @ e, the parentguandin] agrees 19 alow the we of panicpant's name andior § 3ncior vorr in publhoty CONCETING Ehe Dromaton WiNOUT COMpensaton, unes prohbied 6, Inermly
Px ot be recponible (or any damages, compen . GRcL Inoderval, comeguentisl o Othenwae, with IESONCT 5D, OF IN &1y ey 450 T1om th sweertiie. Grand Prise winrer will be regusred 1 s affckavits of elghity

b2 e Tescent virven, wil be g 10 J quistan. 7. The sweepitaked s bing conductid by HWE, inc_ and iy it ko) BrACHIton, whene decrion i 8 mathen shal te fral B DHer v

] ved by e © Subpert . o o0l \xs SN PEUATTES. 3 For the names of the Mol winnért, send 2 sl -addreved samand erveinos 1 Aalanche Wincer's Lnt PO B 17179, Inne, CA 52677 Requests for winnen it muit be recesved by 3158
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Edited by Charlotte Panther (CPanther@zd.com)

Feel The Force

LucasArts Adas Another Star Wars Title to Its Fall Lineup

or the past year we've been waiting lo Empire Strikes Back and Refurn of the Jedi, is set One important note, though: You will need a 3D
play a Jedi or an Emperor in LucasArts' to arrive this fall. Though the release dales for accelerator to play this game. SHaoows had amaz-
Jepi KnigHT or ReBELLION, respectively, but  LucasArts games have always been tenuous, ing graphics on the Nintendo 64, and in order to
it looks like the next Star Wars game to hit ~ SHapows PC could come oul on schedule maintain that same level of visual quality, a 3D
the PC desktop won't be either of them. SHaDows ~ because of one important fact: The game’s been card will be required for PC Play.
of THe EmPiRe PC, @ dane for a year. Skanows PC is the story of a mercenary

game that unfolds SHapows PC is actually a port of the successful  named Dash Rendar, who stumbles headlong
between The  SHapows OF THE EmPIRE game that LucasArts into a turf war between the Emperor's two main

developed for Nintendo's N64 launch. The game  pit bulls—Darth Vadar and Prince Xizor (Xizor is
received mixed reviews, but was a commercial the leader of the Empire’s most powerful crime
success. Now that Nintendo’s one-year exclusive  syndicate, Black Sun). As Dash, you help the
on the title has expired, LucasArts is ready to Rebels fight against the Empire, play bodyguard
v release SHapows for PC fans to Luke Skywalker, and assume a key role in
% A who just can't get ==t ) the penultimate batle between Vadar, Xizor, and

the Rebel Alliance.
Gameplay in SHapows is incredibly varied. In
the first level (which is possibly the most
' fun) you pilota W Continued on pg 46
K snowspeeder on
the arctic planet

enough of
the Force.

P .

i Short takes on games and hardware released just prior to press time.

=

=

rd JANE'S COMBAT STICK has been its use of chorded butions fo get exira func:
,_:, An updated version of the F-16 2= tions—multiple buttons couldn't be read simultane:
g Combat Stick, this flight controller ously. The Jane's stick, however, adds a switch that
E sporis some mechanical fine-tun- ‘ allows any combination of simultaneous button press:
(== ingas wellas a bundled copy of the es when attached to a CH Pro Throtile. The stick isn't

full DOS version of Jane's ATF With two four-way view.  programmable by itself, but is when used in combina-
hats, six buttons, X- and Y-axis trim adjustments, and tion with the Pro Throttle. —Denny Atkin

an analog throttle, Jane's CH Products, (800) 624-5804

Combat Stick by ilself pro: PC Flight Controller

vides all the options many Reader Service #: 301

gamers need.

The stick features alarg:
er base than its F-16 prede-
cesson One limitation of
the Combat Stick series

FORMULA 1 r
If you liked Wireour, you'll probably

like FormuL 1. Psygnosis' latest racing

game fealures great graphics, an excellent soundtrack,

CCwW OCTOBER 1837



Poe Will Join Bruce Willis
on Apocalyptic Journey

old-selling
G recording
arlist Poe

recently signed an
agreement with
Activision to take part
in the company's
upcoming fitle,
Apocayese. The alter-
native songstress,
whose hils include
“Hello” and (my per-
sonal favorite) "Angry
Johnny,” will find her-
self doing baitle with
Dig Hard actor Bruce
Willis, who signed on
for a key role in the
project earlier this
year. The game takes
place in a dark, futur-
istic world where the
dominant cultural
forces—religion and science—preach their respective forms of salvation.
Poe plays rock diva and pop cullure queen Mary Magdelene, who has been
transformed into the evil Plague, one of the Horsemen of the Apocalypse.
With the help of Willis, your virtual wingman and sidekick, you'll seek out
and destroy Plague and the other Horsemen of the Apocalypse, thus saving
the world.—Charlolte Panther

Poe

and all of the classic tracks. Yet, it doesn't have the
amazing driver Al of Grano Prix II, nor the incredi-
ble physics model of Microsoft's upcoming CART
Precision Racing. Instead, what you get is fast:mov-
ing action, the names (but not even the artificlal
personality) of famous drivers, the basic character-
istics of the various cars (but without the depth of
the models in competing products), and a full cir-

Win 95 CD-ROM
Reader Service #: 302

EVE

Psygnosis, (800) 438-7794

Part arl project, parl game,
Peter Gabriel's Eve doesn't have
enough of either to succeed.

READ.ME

/> - MNewsFlash
#rrSierra On-Line recently announced that it has dropped the price point
on its Screamin’ 3D Accelerator Card from $199.95 to $149.95. This $50
reduction comes just in time to help strengthen Sierra’s position in the
competitive 3D-card market during the holiday season. The Screamin’ 3D
Accelerator uses the Rendilion Verite V100 graphics processor with 4MB of
EDO DRAM, and supports DirectDraw and Direct 3D.

P»» Sierra’s Parent corporation, CUC, has announced a new distribution
deal with CyberElix, Inc. CUC will distribute CyberFlix's adventure
game, TiTaniG; ADVENTURE Out oF TIME. The deal follows the announce-
ment thal TANIG'S previous distributor, GTE Entertainment, will
discontinue operations.

¥ 881 (Strategic Simulations, Inc.) and Headland Digital Media, Inc.
announced thatthey areworking together on an online gaming,venture. The
two companigs will form Club SSI, an online community for wargame and
strategy gamers. Glub SSI will provide a place for game enthusiasts to meet
and match up with other players online. The launch of Club SSI is sched-
uled to coincide'with the release of Panzer General Il in October. At press
time, a pricing plan for Club SSI had not yet been determined.

P»»Hollywood developer Chronic
Entertainment is currently Working on Mgt
I Back, a third-person agtion-adventure
game based on the hil mevie starring Will
Smith and Tommy Lee/dones. The title will
feature hand-drawn palygonal animations of
Smith and Jones, algng with a vast array of
weapons from the movie and, of course, the
aliens. The game is scheduled for a fall -~
release, and wil be published by The Design League,

(most of it of
the pixel-
hunting vari-
ely), there’s
just not
enough to
Eve to war-
rant gamers' lime.—Robert Coffey

!
[

cuit of Formula 1 races. Still, the 3D looks great

- and the aclion
is non:stop.
Only serious
simulation
buffs will have
quibbles.
—Johnny L.
Wilson

Gameplay focuses on exploring various symbolic
worlds and uncovering musical loops. Gabriel's
music is the real highlight here, but there isn't
enough of it to draw the disparate art projects, by
a Selection of visual artists, logether. Unlike simi-
lar products from true performance artists like
Laurie Anderson and The Residents, EVE just
doesn’t add up to a compelling, unique whole.
With only the most rudimentary of gameplay

OCTOBER 199/

lgnite/Real World Mullimedia, Inc., (310) 312-5705
Win 95 CD-ROM
Reader Service #: 303

SHANGHAI DOUBLE

PACK r
Watching Activision trot out

another SHanGHal pack is a lot like

buying a ticket for Guitar Legends of the '70s at

CowW
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Look here ace, you've got just 90 feet of runway before you earn your wings
the hard way. Face it. Your fixed-wing rules do not apply here. What you need is

a helicopter. And now you've got one in Microsoft” Flight Simulator 98, the most .

pe

significant upgrade of this product ever. With it you'll soar over painstakingly detailed
landscapes that include 3000 airports (10 times more than the previous version) and

more than 45 cities around the world. Flight Simulator 98 supports multiplayer and

force feedback technology so you can achieve all new levels of flight realism. Take
control of the widest range of aircraft, including this Bell 206B JetRanger 1l
helicopter, a machine that's guaranteed to make you feel like a rookie all over again.

pelive oS, : Your coordinates for take-olT are www.microsolL.com/games/Isim
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Feei The Force

MWrContinued from py 42

Target Release Date: Fall 1997
Publisher: LucasArts

SHADOWS OF THE EMPIRE is the PC
port of the successful Nintendo

1. Diablo (Blizzard) 1 8 Hoth during the infamous invasion of the 5 o fiacs
i : Rebel base. You can play either from a first B e R O
2. Civilization II (MicroProse, 2 17 3 ;
o e .I-) o s o third-person view, as you blast Imperial of dtlfferent types of action-
3., Duke Nukem 3D {SD calms) b 3 : 18 drones and ATST walkers. You can also gaming seF between The
4. Quake (d Sofvre) 5 10 bring down Imperial AFATs with your har- A RL U
5. Heroes I1 (New World Compuing) ; 7 poon cable (as Wedge did in The Empire. Qi
6. Magic: The Gathenng (MlcroProse} s 10' 9 Slrikes Back). There's also a Quakelike level
B : « where you guide Dash through the corri- swoop (similar to a speeder bike) thraugh
6. Red Alert (VestioodVirg) ; 4 7 dors of the Hoth base, a 3D asteroids level ~ Mos Eisley while blasting enemies and
8. Tomh Raider (Fidos) 0 5 © where you direct your ship's cannons at  dodging pedestrians.
9, Steel Panthers II (SS]) 17 swarming TIE fighters while the ship is on We played the N64 version of SHapows,
10. Steel Panthers ) ; 16 autopilot, and one level where you ride a and not only did it look gorgeous, but it
: Pg as fun as well. Some levels were much
10. Heroes I: Price OF Loyalty (e Word Compuing - : & . Rl el

better than others, but overall, the game
was a very satisfying look at the interim
between Empire and Jedi. As long as the
porting goes smoothly and 3D card sup-
port is seamless and optimized, LucasArls

'omemrmm H#mfamwra mmm subilers eich month fmmﬂs
ol Bliying Lalyindate mmmmmwmmmaw&mmr
overal Wm *fnite Too 100 %

PC Data Best-Sellers”

L) i i / may hawe a PC fitto miror s Nintendo
2. Diablo thzard} _ el P success.—Fliott Chin

3. X-Wing vs TIE Fighter {LucasAns} i

4. Red Alert (WestwoodNirgi) _ I 4#‘ X

5, Monopoly Multimedia (Hasbro Inferactive) i

6. Microsoft Flight Simulator '(Mic-fcs'ﬂﬂ'] 6

7. NASCAR Racing II (Sierra) 10 SEY

8. C&C: Counterstrike [WeslmudN rgm) ; B_

9. Need For Speed II (Electionic Ats) 5

===l 10, Police Quest V: SWAT (Sierra) s
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LineUp, in which players must place five-block
pieces onto a grid to form complete fines (vertical-
ly or horizontally). Other puzzles are completely
off the wall—Rat Foker has you trapping and
releasing different colored rals to create winning
poker hands. Once you start playing these highly

on to a friend. Maybe the next version of this clas:
sic will include Internet play.—Terry Coleman
Activision, (800) 477-3650
PC/Mac CD-ROM
Reader Service #: 304

MICROSOFT addictive puzzles, it's hard to tear yourself away.
ENTERTAINMENT PACK: You have been warned.—Charfolte Panther
13 your local nightclub. You probably already have all  THIE PUZZLE .z e
s the hit CDs, and the players certainly don't lockas COLLECTIOMN
good as they did in their prime. There are The MICROSOFT ENTERTAINMENT ‘

moments, however, when Lhis set of games does PAcks are perfect when you desper-

hit the high notes. The computer opponents are
decent, and Dracon's EYE is still'a riot when
played by two evenly:malched human opponents.
Best of all, the package includes separate disks
for Mac and PC versions, S0 you can pass atile

ately need a five minute distraction. The latest
addition to the series, THE PuzzLe COLLECTION,
includes 10 allnew puzzles, several of which were
crealed by Teris designer Alexey Pajitnay. The
Temis influence is noticeable in puzzles like




‘Undercover Gaming

PalmPilot’'s Stealthy Games Let You Goof Off Without Getting Caughr

ductivity device. It allows you to keep track of your
schedule, phone numbers, and “to do” lists. You
can use it fo take notes in meelings, track expenses, read

The US Robotics PalmPilot is quite the personal pro-

but did you know it might also save your sanity?

Say, for example, you are stuck in a three-hour meeling
or a class that just won't end. Perhaps you are attending a
Wouldn't you rather be...

West of House

books, and even to fune your guitar. You may know all that,

lecture and the speaker seems 1o have a Ph.D. in rambling.

Commanp, Brocks (a Tetris clong), Pong, LiFe, BLack-
JACK, and SOLITAIRE.

If any of you are thinking “Big deal. I'd rather play Quake
or WaRCRAFT or DaGGERFALL," consider this: There are
times when pulling out a nolebook computer and launch-
ing DieLo will get you in trouble. Try it in a meeling at
work some time if you think I'm kidding. The next lime
you're silling there, bored to tears with no conceivable
escape route, you'll wish you had a Pilot loaded with that
Zorx |1l game you never finished.

For more information about the things you can do with
your Pilot (including shareware and freeware game down-

You are standing in an open
field west of a white
house, with a hoarded
front door.

loads), check out www.pilotgear.com
and http://198.70.114.128
Istinger/stingersoft.cfm.
Before | go, let me say something to
Tim and Michael, my managers. CGW

GAMER’S DELIGHT:
With a little help from
the PalmPilot, a
tedious meeting
becomes a gaming-
fest.

There is a mailbox here.

That's right. While everyone
else assumes that you're laking
copious notes, you can actually be
playing ZorK, PLANETFALL, OF any
of the text-based Infocom games
that have been ported over to the
Pilot. You can also play classics
like CHess, Sus Hunt, MissiLe

b

forced me to concoct this story. | really
have no idea what I'm talking about.
Games on the Pilot? That's news to
me. I've never heard of such a thing.
The whole idea is just preposler-
ous. I's the most ridiculous thing
I've ever heard in my life. Just
please don't ask me to show you
my notes from last Tuesday's
meeling....—Greg Fortune

Microsoft, (206) 882-8080
PC CD-ROM
Reader Service #: 305

PRO PINBALL:
TIMESHOCK [

While some pinball games ‘
maintain the sense of table size
by scrolling, Empire Interactive has decided to
cram the
entire lable -
into one
screen.
While the
sites and
sounds of
the game are

well dane, the fact that the entire table is packed  overhead o
into whatever size monitor you have makes it dif-  smashes and [,
ficult to follow the ball at times. The game is pret-  low volleys.

ty tweakable, and requires a lot of pinball savvy The French

to actually finish, so hard-core pinballers will love of tennis
want fo check il out. The rest of us will need to comes out in
brush up on our skills, or else just admire the the variety of
pretty (but busy) table.—Thierry Nguyen shot selec-

Empire Interactive, (307) 916-9302
TENNIS ELBOW
Most tennis games on the

PC CD-ROM
computer or console are little ‘

Reader Service #: 306
more than PonG on steroids. To ils credit, Tennis
Etsow tries hard to be real tennis, complete with

OCTOBER 1997

tions, as the game even differentiates between a
defensive lob and lob d'altague. The world circuit,
featuring more than 50 events and rankings for
250 simulated players, is robust as well. Still,
much of this we've seen before—most notably in
the Amiga version of Pro Tennis Tour (1991, Ubi
Soft)—and it's a real shame that the controls for
tennis simulations don't seem fo have advanced
much in the past half-decade. —Terry Coleman

cowW




w hen you're ready for skull-crushing,
hard-hitting, tournament style
action ... you're ready for Drachen Zor™
Not just another fighting game, Drachen
Zor takes you on a no-holds-barred batde
through the nine blood pits of Drakkor — a
mystical fantasy world where 16 high-
definition, fully-mobile, 3D warriors all
fight to become Warlord of the Dragon Gate.
Fight one character at a time, or up to
three others with its multiplayer networking
mode — either way, you'll encounter combat-
ants of all shapes and sizes attacking from all
angles. And with more than 54,000 different
playing combinations, you could play this

game forever.

Assuming you don't meet thy maker first.

SOUTHPEAK"

INTERACTIVE

www.southpeak.con

Dervloped by: =R '3
Gove, [ -

Orachea Zor, SoothPeak nad the SoathPeak logo are trademarks of SauthPeak lateractive LLC. Call 1:800:711:3172 for Game Haling inlarmation,
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esearching this edition of the Works took me to
Seattle for Microsoft's big DirectX Love-In, known
as Meltdown. This bi-annual evenl is a chance for
hardware guys and software guys to get together
and see if they can all just gel along. As a new ver-
sion of DirectX nears rev. 1.0, hardware guys bring
their wares, while they're still working on drivers, and software
quys bring their DirectX titles under development and try run-
ning them on the different hardware platforms. The idea is to
kill bugs dead before games or
drivers hit store shelves. The
hardware guys consist mostly of
system and graphics chip
and board makers, so nalurally it
is a primo opportunity to do
some snooping around and see
what's shakin'

Among the graphics guys, the
usual suspects were holding forth
on the chip side: 3Dfx,
Rendition, Matrox, 53, ATI,
Number 9, et al. But the chip
thal seemed to be the conference
darling was NVIDIA's Riva 128, a
newcomer to the scene whose 2D
and 3D performance will make it a
very tough compelitor this fall,
The Riva 128 is featured on
boards from both Diamond and

STB, and

4MB boards

will maost likely hit

the streets for under
$200. We'll be looking
at both boards in

next month's 3D graph-
ics roundup.

Rendition was testing their V2200 part and, just for grins,
waited until developers noliced how much
faster their games ran o tell them it was the
V2200, nol the first-generation V1000, We'll be
pulting a V2200 reference board through its
paces next month as well.

But the real shocker had to be Matrox’s
decision to do a PowerVR-based board,
which should be shipping soon after you
read this. Check out our review this issug of
VideoLogic's Apocalypse 3Dx which also
uses PowerVR. It looks like Matrox's parl
will be 3D-only, though coupling it with
Matrox’s Mystique would make for a pretly
dynamic duo.

For more on 3D iron this issue, check out
our 3D graphics feature, where we'll show you
which features do what, bring you up to
speed on the latest 3D jargon, and give you
the latesl dish on the Direct3D vs. OpenGL
skirmish.—Dave Salvaior

GOTO Software, (011-33) 3-20-66-5500 of those early '80s classics. Series creator

PC CD-ROM
Reader Service #: 307

BABYLON 5
ARCADE SERIES
ENTERTAINMENT
UTILITY: SHADOW
WARS r
Despite the “Arcade” in
this package's name, and ‘
the general quality of any product
assaciated with Babylon 5, do not

buy this package for the game. The

SHADow WARS arcade gameis a
substandard GALAXIANS/GALAGA

knackoff, but without the gameplay

CcCowW

Joe Scraczynski must have been taking a day

off when this turkey got the stamp of approval.

If you're the kind of Babylon 5 fan who knows
one Zathrus from another, though, you'll
appreciate this package for its BS screen-
savers, wallpaper, icons, and audio and
video clips. But please, don't buy it for
the game.
—Denny. Atkin
Sound Source
Interactive, (818)
878:0505
Windows
CD-ROM
Reader
Service #: 308

nonnonEg
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DRAGON DICE

Based on the popular TSR [
dice game, Dragon DICE is strate: ‘
gy gaming at its simplest. Gamers
vie to control “terrains” across the mythical land
of Esfah, marshaling armies of elves, dwarves, and
goblins that are represented by—Yyou guessed it—
dice. Offering single scenario, campaign, and
tournament play, Dracon Dice allows players o
customize
[heir poly:
hedral
forces
before G
squaring off BEE
against the
computer
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KINGDOM TO COME

Interactive Magic's Real-time Strategy Game Tries To Climb Above the Crowd

s we've seen in Microsoft's Ace oF
AEupmss (see the sneak preview in this
issue), developers are taking realtime
games in a more intelligent direction. One of
the games that exemplifies this is Interactive
Magic's new game, Seven Kingooms.
You play as one of seven ancient civiliza-
fions (Greek, Chinese, Mayan, and the like),

Thor), who bestows benefits upon their
troops and is a controllable megaunit.

The game will also emphasize multicul-
lural cooperaion, as in order to ulilize each
god, you have to have members of that
god's race in your nation. Thus, the best
players will welcome all the cultures into

one homogenous civilization, and summon
all the gods to smite their foes.

Another great feature of the game is the
espionage madel and spy unit, which we'll
reveal more of in next month’s Real-Time
Strateqy Roundup, as well as in an upcom-
ing preview.—Elliott Chin

building an infrastructure, much as you do in
other realtime strategy games. You also have
to harvest resources and maintain a sizable
army for defense and, if you choose, offense.
What we parlicularly like in this game is
the use of each civilization's mythos to
flesh out the culture’s repertoire of units.
Each civilization can summon one godlike
creature from its pantheon (the Chinese
summon a dragon, the Norse summon

Summaon powerful creatures such as this
Chinese dragon to assist your troops.

What, No Guake?

CGW recently attended the 1997
Shareware Industry Conference (SIC), in
Providence, Rhode Island. While the con-

ference’s round lables always resull in live-

ly discussion about the shareware indus-
ry, the highlight of the event is the annual
SIC Awards Ceremony. CGW presented
the awards to the winners in each catego-
ry. The resulls are as follows:
Best Shareware Game:
Quake, by id Software

Best Action Game:

Quake, by id Software

Best Strategy/Logic
Game: FaiLen Heroes, by ARB
Entertainment

Best Card/Casino Game: Dynavic
Gind2, by SyberSyn

Best Boardgame: Pro BackeAmmon, by

WinGames, Inc.
For more
information
about the win-
ners, check out
our accompany-
ing CD-ROM booklet (if you get the CD
version of the mag). You'll find playable
versions of all of these games
on the CG-ROM...except for
one. Despite the fact that
Quake was clearly the star
of the SIC awards, id
Software absolutely
refused 1o lel us include the
game on the CD. “It will inter-
fere with the OEM sales,” said id CEQ,
Todd Hollenshead.
You call that shareware?—Thierry Nguyen

or up fo three friends. Though it's short on real | kid you not, DOGDAY

depth and saddled with dorky graphics, Dragon “Wangry 4 I've never had a particular "

Dice is surprisingly engaging. Its quick and easy Wobots,” just like = desire to interact with a painting ‘

gameplay might be enough fo satisfy gamers hun- ~ you did'in the j : of poker-playing dogs.

ary for strategy but short on time.—Robert Coffay early '80s with ": Unfortunately, that's what playing DoaDay feels like.
Interplay Productions, (714) 553-6678 our hunary yel- It's about your life as a dog under a totalitarian
Win 895 CD-ROM low friend. The regime. At least, | think so. It's hard fo tell, since the

Reader Service #: 309

GUBBLE
Rememberallthefun %

you used to have with your ‘

old pal Pac Man? Now you

can virtually relive the experience with GussLe. As

the cutey-pie alien, Gubble D. Gleep, you must

navigate through 150 mazes while outrunning,

twist? Pretty DirectX graphics and a power-tool
theme. Yes, instead of munching pellels, Gubble's
mission s to remove a variety of hardware fasten
ers using name-brand power tools. These innova-
lions help provide an interesting take on a classic
theme. Maze addicts should feel right at home.
—Mallhew Schaefer

RandomSoft, (800) 788-8815

Win 95 CD-ROM

Readler Service #: 310

OCTORBER 1537

dialogue consists entirely of barking, and there isn't
a subtitiing feature. Slated as an adventure game,
DoaDay is more a collection of annoying puzzes. If
you're looking for a way to spend an afternoon,
don't make it a DocDay.—Kale “Pinky” Simonton
Impact, Australia,
(00 11) 612- 96747399 §

Win 95 /} '

CD-ROM
Reader Service #: 311 4/
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EA SPORTS, the EA SPORTS logo, and *If it's in the game, it's in the game.” are or regi ol E Arts in the LS, and/or
within this advertisement are the property of the NHL and the respective teams and may not be reproduced without tha prior written consent of NHL Entery
A fation. Al other are the property of their respective owners. Find the twine.




CANUCKS ARENA |
|32 2P

o
You Can BUNK.

pETWEEN PERICDS,

www.easports.com

Stayin' razor sharp for 60-plus is only half the game.
If youd've packin’ the other half find out how to prove it.

ntries. Al rights reserved. National Hockey League, NHL and the NHL shield are registered trademarks of the Nationa! Hockey League and are used under license by Electronic Arts. All NHL 1ogos and marks and team logos and marks depicted
1997 NHL. NHLPA, National Hockey League Players’ Association and the logo of the NHLPA are trademarks of the NHLPA and are used under license by Electronic Aris. Officially Licensed Product of the National Hockey League Players”
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2 HE MEDIEVAL CATHEDRAL OFTEN
SERVED AS A CENTER FOR LEARNING.
a ~THIS IS GO]NG T. BE A VERY
-1 PagINFUL BESSON. o BT & €
e " *“The Four Horscmcn oftﬁc !Q])oczlypsc lurk in thc shad—
ows bcforc you. And they arc nﬁt alonc -Eidolon, the last-known
Scrpcnt Rldcr. fives. All of humamty has fallen to the m.hﬁend and
his Hell-spawned hordcs As the Necromanccr ‘the Assassm. thc |
¢ Crusader, or the Paladin, you must put an end to tlns ravenous
onslaught But first, you must. defeat the Da:k Generals. Each of
theth awuts your arrival s:pmtcly in onc of four demon-infested
worlds ch wﬂ!know them when you see them. Theywill be Death,

Pestrlence, F:_anunc andWa‘x_'. Will Yqu be the teacher? Or the student? * &/

a

. .
o
.

{4 VRN
~ Pdssess d:snnct spclls. powm znd wnpnm el of
: ';:: = With cxpcncucc gain levels; mcm:

: hn points and certain ahllm:s that apply to your
sp:n::ﬁc characfer class, suchas
inc.:rcaj'cd' speed, firc power lnd_gump distance. -

pit il
:i [ ] ‘_.v_a\b

fs Losc yo‘:;ruélfln‘llgﬁtniug
storms, blowing 1::1'#:3. earthquakes, spnylng

founums lnd -PUIJHIIB rain.

.Bludgeon your way through four demon-infested
: worlds — Medicval, Egyptian;
- Mesoamerican and Roman. Smash stained gliss
wmdowa cn]hpse structoral
bclms pul\rcnzc ggcs and shuic: cgus
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The Most Influential People
in Gomputer Gaming

cGW and GameSpot recently decided we felt had had the greatest influence over during 1996. To find out more about these

to hold an internal ballot to find oul computer gaming since ils nascence. Then, pioneers and their contributions to gaming,
just who the most influential people in -~ we voted on those people who we felt had point your browser to http:/icgw.
this industry are. First we voled for the people  accomplished the most for the industry gamespot.com/october.

The 15 Most Influential People of All Time

1. Sid Meier for game design 10. Roberta Williams for

(CiviLization, CoLoNIZATION)
2. John Carmack for technolo-

ay (Quake, Doom, Doom 1)
3. Richard Garriott for design &

(Uttnva series) i
4. Alexey Pajitnov for TETRIS
5. Nolan Bushnell for

Atari and Pong

6. Brett Sperry for
game design
(Conmanp &
Conauer, Dune 1)

7. John Romero for
game design (Quake, Doom,
Doowm 1)

8. Miyamoto for game design (DoNKEY
Kong and Mario)

9. Trip Hawkins for inception of cur-

ated labels, and the like

rent software distribution model, affili-

adventure game design
(King's Quesr)

11. Peter Molyneux for game
design (Magic CARPET,
SYNDICATE)

12. Will Crowther and Don
Woods for creating The
Original Adventure games

13. Alex St. John for MS-
Windows for gaming

14. Scott Miller for originating
the shareware model

15. Ron Gilbert for inventing the
SCUMM engine for adventure
gaming

The 5 Most Influential
People of 1996

. John Carmack for 3D
lechnology, Quake, and
QuareWonrLp Internet Play

2. Gary Tavali for architecture (and
hyping) of the 3Dix chip

3. Brett Sperry for game design
(Rep Avet)

4, Erich Shaefer and David Brevik
for game design (DinsL0)

5. Andy Hollis for game design
(LongBow)
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of Quake 2, you're sure to have noliced
a foxy, red-headed, long-legged honey
strutting (and jiggling) her stuff across
id's Web site. But if you think you're
going lo run into this leather-clad, BFG-wielding
bombshell when you play Quake 2, think again.
The character currently up on the Web site is
Quage 2 artist Paul Steed's homage to the all-
female Quaxe clan, CrackWhore. Steed is quick to
state that he created this highly-characlerized car-
toon-like vixen just for fun, and she will not be the
female-player character in Quake 2. However, one
of the monsters will be a Borg-like version of
CrackWhore. Instead of that glorious mane of red
hair, she'll have cables running through her body
and protruding out of her scalp.
Although the real Q2-babe is in the early stages

of development right now, Steed has a clear idea of

f you've been following the development

whal he wants her to look like. For one thing, she
won't be running around half naked. Steed wanls
this character to be taken seriously, and despite
whal other developers seem fo think, a female
wearing three strategically-placed triangles as her
only battle-armor is hardly realistic. Steed's femme
fatale will be based on Privale Vasquez, the super-
tough marine from the movie Aliens, and will be

dressed in similar altire—a sleeveless vest and full-

length pants. That's not o say she won't be femi:
nine. This tough-girl will definitely boast womanly
curves, but according lo Steed, we can expect her
proportions to be more realistic than those of the
women we've seen in games so far. "She'll be
very cool—aliractive, yel tough,” Sleed says.
Steed stresses that Quake 2 will be a far more
visual experience than it's predecessor. As you
approach a character in a DeathMatch, for exam-
ple, you'll clearly be able to distinguish if they're

S 5f

2) Dinsro’s Rogue

1) Tome Raer 2's Lara Croft

3) Mear Pupper’s Lotos Abstraction

OCTOBER 1937
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male or female (the
female character may
even have a pony-tail
to make iden-
lification eas-
ier). You'll
also be able
to tell which
weapon
they're carry-
ing, and if
they're wear-
ing armor.
And how
does Steed
think his wondrous creation would fair if pitted
against some of the other bimbettes out there?
“She could shoot Lara Croft o bits,” he proudly
proclaims.—Charlotte Panther

Quake 2's female character
will be based on Aliens’
ultra-tough marine, Vasquez

2OmBTizKs

re’s a look at some of the female characters we've seen

- and some we can expect to see over the next few

onths. Finally, more designers are realizing Ihat a
woman doesn't have to be naked to be sexy. If the DearHTrap

o Durceon women are anything to go by, it seems that Eidos

still has a lot to learn. Nonetheless, we did hear that Lara
Croft will be wrapping up in a jacket during certain

parts of Toms Rainer 2, and we'll also see her don-

e

ning a wet-suit (see picture). Nikki and Amy from
SegaSoft's VieiLance appear to be pretty tough
cookies (despite the bare midriff factor). But if
we had fo choose one character to play, it would
be DiasLo's Rogue. This babe gets tougher and

. lougher as the game progresses, and inslead of tak-

ing her clothes off, she piles the armor on. Now
thal's refreshing. —Charlotte Panther

4) ViciLance's Nikki and Amy
5) Anacnonox's Stiletto



Tllc AD&)’D dames most fam()us “’()I’l(l tll(.. FOIQ(JOTTEN IQEAL‘(\/IS@

setting, is now powered l)y the awar(l -winning Descent engine.

INTRODUCING DESCENT TO UNDERMOUNTAIN, THE MOST
REVOLUTIONARY NEW ADED FORGOTTEN REALMS
COMPUTER GAME BEVER. BASED ON AN ENHANCED, SVGA
VERSION OF THE AWARD-WINNING DESCENT ENGINE, YOU
ARE CHALLENGED TO BUILD AN AUTHENTIC AD&TD) CHARACTER

AND PLUNGE DEEP INTOQ UNDERMOUNTAIN — A TWISTING

DUNGEON LABYRINTII LOCATED BENEATH THE CITY OF

WATERDEER. HERE YOU WILL ENCOUNTER AN INCREDIBLE
360° WORLD FILLED WITH SHADOWY HALLS, ANCIENT
CRYPTS AND ABANDONED TEMPLES — NOT TO MENTION A
TERRIFYING ASSORTMENT OF CREATURES WHO CALL
UNDERMOUNTAIN THEIR HOME. SOLVE THE RIDDLE OF

UUNDERMOUNTAIN AND YOU WILL CERTAINLY AMASS A PILE OF

GOLD. FAIL AND YOU WILL BECOME A MERE PILE OF BONES.

BESCENT T@®~




F.xperienm.- more than 25 dilferent levels that come
alive in full 3D 360° detail, from a dwarven temple

to an ancient Egyptian crypt.

e Build vour character using true ADED r]u—pln_\'ing
elements — 6 different races and :'iu;lc or multi-classed
options. Your chaice of character class leads to unigue
abilities and will also alfect the way the game p[a‘\'-s —_

I{ }’('}U CI]I){)."L‘ da Eiliur L']I.'ll'.iL'lL.'l' vou can L']i[l!!) L\'.'I":i.l

9 Battle more than 50 diflferent 3D monsters —

sI:qutmls. mummies, giant insects and more...

Seck out and utilize more then 160 mngica] items and
40 different 5I1u1|_=. incfu:]ing the pm\'ur[u] magic mi:-:ii]u
that homes in on its targets and the firehall tl!ai cn‘:u“.f

its targel in a shroud of flames!

Pz i

BY GAMERS, FOR GAMERS.”
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Going Postal

Ripcord Productions To Unleash a Bloody Flurry of Action on the Gaming World

ipcord is the name of the startup game-publishing arm of Panasonic ~ You'll start to wonder who's really going mad: Is it the whole world or you? But
Entertainment. Now, that's the last you'll hear of Ripcord's connec: before you find out, you'll have to blow everyone away.
tion to Panasonic in these pages, because Ripcord is definitely trying The game should come wilh a robust editor that will allow players to make
to deliver gamers’ games lo the public. The first will be Postat, an levels as well-done as the designers’ Look out for PostaL sometime in
intense action shooter from developer Running With Scissors. September.—Efliolt Chin
In PostaL, you play a gun-toling psycho who is on a rampage lo destroy all —_———
the wackos and evildoers of a town gone mad. The look is similar to CRUSADER,
with lots of objecls to destroy and wreck, and plenty of special effects, such as
blood tracks in the snow, adding
to the grisly atmosphere. Running &
With Scissors promises plenty of
nasty weaponry, including rockel
launchers and flame throwers, as
well as crafty level design and
swarms of enemies,
You'll also discover, as you
play through the game, that the
initial premise is questionable.

e-parcel Provides a

Dilbert’s Desktop Distractions Smart Solution o Your

Download Nightmares

You hear there’s a new add-on pack avail-
able on the Internet for a game you're playing,
but you're reluctant lo download it because
you know it will tie up your computer for
hours. Sound familiar? Well, e-parcel, an
Internet delivery service, has developed
SmartLoad, a product that will securely deliver
electronic parcels of any type or size to your
desktop without slowing down the other run-

Feeling overworked, under-apprecialed, and
severely underpaid? Spend some time with
Dilbert, the world's most put-upon employee,
and you'll learn a few important lessons about
survival in the work place. Rule number one?
Do as little work as possible while giving off
the impression that you do more than anyone
else in the office. To help you fulfill your goal,
DreamWorks Interactive has created DiLBerT'S

Deskrop Games, a collection of 10 games and e ! . §": i ning desktop appli- ; .
activities specifically designed to decrease | - I : cations. The soft- e = El
prnducl:w{y 23 WO oA 1. . Daily Grind: Dilbert's daunting task is ta pick e alsr:-l UpTS E

Games include fechno Raiders, a platform- 0y a¢ many donuts as possible. crash-resistant capa-
style game in which Dilbert must collect donuts bilities, so that if a disconnection occurs while
and gadgets on his way up the corporate eleva- company from lhe ground downloading, SmartLoad will recommence
tor...er...ladder. There's Project Pass-0ff, a foos- up, nurturing it and pravid- and complete the transmission at the point of
ball-type game, in which Dilbert and Zimbu the ing it with the same sort of interruplion, instead of having lo starl over.

Monkey Iry to snare good projects as they fall onto  care and attention that one
the conference table, and pass the bad ones off o would give a pel dog.

Once a file has been deposited on the user's
desktop, it can be viewed simply by clicking

each other. Relieve frustration with the Can-0- Diteert's DeskToP GAMES the SmartLoad icon. SmarlLoad is currently
Matic 2, a machine that allows you to shoot fellow  will begin its destruction of available for Windows 95 and NT 4.0. For
employees at targets. And then there's CEQ the workplace in October more infarmation, check out www.
Simulator, a chance for players to build their own —Charlolte Panther | e-parcel.com. —Charlolle Panther

CGwW OCTOBER 1397




The best just got better. Introducing Flight Unlimited II from
Looking Glass. The most realistic flight experience ever in a PC simulation.

FLY THROUGH A SKY FILLED WITH COMMERCIAL, CIVILIAN AND EXPERIENCE 25 HEART-POUNDING ADVENTURES, INCLUDING AT THE CONTROLS OF THIS DEHAvILLAND BEAVER SEAPLANE,
MILITARY AIRCRAFT, REAL-TIME COMMUNICATION BETWEEN DODGING TWO F-165 WITH THE LICENSE TO KILL WHEN YOU YOU CAN TRY SOMETHING TOTALLY NEW IN A FUGHT SIM-—
YOU AND AIR TRAFFIC CONTROL GETS YOU THROUGH THE JAM. VIOLATE RESTRICTED AIRSPACE. LAND ON WATER.

Throw everything you know about flight sims right out the window.
Because Flight Unlimited II takes the realism and thrill of simulated
P ., flying to a higher plane. Over 11,000 square miles of
The Real Deal” ;- o fible Bay Area terrain accurately modeled for the
C/Net's GameCenter . . . o .
most precise detail ever in a flight sim. The most

advanced weather effects—rain, lightning, cross wind and more, Visual

and instrument navigation. Six of the coolest civilian aircraft, including the

legendary P-51D Mustang. Whether you're

a high-flyin' veteran or just getting off the “The richest, most
ground, check out the sim that sets the detailed EFF’,’Q:,?.""?E“.‘ yet
standard once again. Flight Unlimited II selzn mta G 19 vt,s:‘T "
omputer Gamin 0 .
from Looking Glass...coming this summer. p ' Now You're Really Flyﬂ'lg

Take the "Unlimited Challenge” and win really cool prizes. E I DOS
. CIRCLE READER SERVICE #069 ! N T E R A G T | V E
LOOKING GLASS

TEC LOGIES. o1 Looking Glass Technologies, Inc., Cambridge, MA, Flight Unlimited Il and Locking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved.




WOWUTVE LOCOIKELD

Even your high school yearbook
picture was more becoming than this.
But as an alien, glamour is not high
on your agenda. So, bust out of the
traditional strategy game mold, morph
into @ human and make enemies with
your friends. Conquest Earth is a world

you'll want to step into very carefully.

““THE VIiSUAL
EFFECTS ARE
SPECTACULAR™

COMPUTER GAMES
STRATEGY PLUS

“STUNNING
ViSUALS AND
INTENSE
GAMEPLAY "™

PC GAMER

CONQGilI=sSsT1T=dadRTH

W HERE STRATEGTY
TAKES ORN

A MNEW FoOoRM



You can play either side in this intergalactic strategy
game. Instantly morph into @ weapon or battle tank—
even a human being.

When playing the alien side, you'll experience o
unique interface with different rules and capabilities.
You'll empley neverbefore-seen tactics and strategies
1o feil your human counterparts.

Vary your strategy to keep your opponents guessing.
Keep track by monitoring them through your interface
portals. With over 65,000 colors, the action will come
to life like never before.

S e

Playing the human side, you'll need to manage your
resources wisely. Thwart the aliens’ altempt to mine
oxygen from the atmosphere. Only one race will
remain standing after this war. Make sure its yours.

elDOS
WWW. CONQUESTEARTH.COM I WT EMAG T VE

Connuest Earth and Eidos Interactive are trademarks of EIDOS, PLC, © 19897 Eidos You've been warned.
CIRCLE READER SERVICE #2785




Flying Nightmares 2 isn’t
just the next great flight sim.

It’s a new kind of flight sim.
One where you’ll need a lot more than quick reflexes to survive.

And with so much air and ground action, you may need help. Lots of help.
So we designed the most extensive multi-player capabilities ever seen
in a flight sim. Up to 16 players over a LAN or internet connection.

So don’t get left in the blast. Reserve a copy of FN2 now.

) 3
/ Full strategy war game /A 65,000 color, high-resolution graphics
/}‘ Supports up to 16 players /’* Fly both Harriers and Cobras




“FN2 will dazzle you ...

an intriguing mix of
simulation and strategy ...

with the potential to
redefine the two genres.”

Computer Gaming World
RED TEAM READY ROOM RED TEAM READY ROOM (@ o
ew L BAHG-§ ROSTER | (NS [+ 0 =1 ' 1 FILE § SETUR § ViEW | RADIO ¥ ROSTER § Uits | + § — § START GAME |
- 7 i 5 e . S 2 1)

305 =
o S

(0.8, |
| | T |
I | T
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Top: The Second
Coming, sloted for
this foll. Bottom:
Preparing for her
relurn. Opp page:
Committed for life.




4 A.M., TALLAHASSEE, FL -~

TWO DRUNKS BATTLE IT OUT DOW.N THE

HALL. THE 38 EXPRESS SQUEALS TO A

HALT EVERY HALF HOUR ON THE STREET

BELOW. SLEEP DOESN’T COME EASY IN

ROOM 23. BUT FOR 19-YEAR-OLD RAY

COOPER, IT HAS NOTHING TO DO WITH THE

NOISE. AS HE SAYS, “IT'S BECAUSE SHE’S

ALL | SEE EVERY TIME | CLOSE MY EYES.”

Eidos Interactive, Tomb Raider, Lara Croft and her likeness are trademarks of Eidos, Plc, ©@1997 Eidos.
CIRCLE READER SERVICE #278



1[Ith Planet Belnesda
Aces: X-Fighters Sierra

Anachronox lon Storm
Asheron’s Call Turbine/Microsoft
Baldur's Gate Bioware/interplay
Banshee 3DiX

Black Dahlia Take 2

Blade Runner Weslwood
Challenge # 2 Smart Games
Close Combat Il Microsoft
Confirmed Kill Eidos

Curse of Monkey Island Lucasirls
Daikatana lon Storm

Deep Six Virgin

Earthsiege 3 Siena

East Front TalonSoft

197
Xmas 97
AH-64D Longhow 2.0 Jang's Comhat Sims Winter 87

late 98
early 98
Winter 97
Fall 97
10197
197
10/97
A7

Fall 97
Fall 97
11497
Spring 98
11197

Fall 87

Epic Warhammer 40K: Redemption SSI Xmas 97

European Air War MicroProse
F-22 Raptor NovaLogic

Falcon 4.0 MicroProse

Fighter Squadron Activision
Final Fantasy VIF Squarasoft
Flight Unlimited I Looking Glass
FPS Faothall 98 Sigrra

Xmas 97
Xmas 97
Easly 98
11197
Early 98
Fall 97
a7

Guardians: Agents of Justice MicroProse 11/87

Guardians of Destiny Weslwood
Half-Life SierralValve

Heavy Gear Aclivision

iA-10 Warthog Interactive Magic
Intel740 30 Chip Intel

Interstate "77 Aclivision

Jack Nicklaus Online Accolade
Jane's F-15 EALlane's

Joint Strike Fighter Eidos

King's Quest: Mask of Eternity Sierra
Longhow 2.0 EAlJane's

M-1 Tank Platoon Il MicroProsa
Madden NFL 98 EA Sporls
MechWarrior Il MicroProse/FASA
MiG Alley Empire

Might & Magic VI New World/i3D0
Myth Eungie

NHL 98 EA Sports

Panzer General Il 55!

Populous 11l EA/Bulllrag

Prey Apogee/3D Realins

Quake I idiActivision

Quest For Glory V Siera
Redguard Belhesda

Return to Krondor 7ih Level
Screamin’ Demons Activision
Skies SegaSoft

Siege Sir-Tech

SimCity 3000 Maxis

Sin Aclivision

SODA Dff-Road Racing Papyrus
StarCraft Blizzard

Starship Titanic Simon & Schuster
Su-27 Flanker 2.0 S51

Tomb Raider Il Eidos

Trespasser: Jurassic Park DreamViorks
Unreal GT Inleractive

WarCraft Adventures Blizzard
Warhammer |l: Dark Omen 551
Wing Commander: Prophecy EA/Origin
Wizardry VI Sir-Tech

You Don't Know Jack TV Berkeley Syst
Zork: Grand Inguisitor Aclivision

Fall 97
187
Fallg7
Early 98
Xmas 97
Fall 97
Fall 97
Early 98
10197
1297
Fall 97
Mid 88
Early 98
Mid 98
10097
Winler 97
Winter 97
197
97

Fall 97
Spring 98
a7
1197
Late 97
Early 98
1197
Mid 98
Winter 97
Xmas 97
Farly 98
Fall 97
10097
10/97
Winter 87
1197
Winter 97
Fall 97
12197
Winter 97
Fall 97
Mid 88
1087

Fall 97

ne advantage fo
o licensing a pen and
paper game universe,

as opposed to crealing one from
whole cloth, is that the pen and
paper game has thousands of
hours of free playtesting (actual
gaming done by satisfied cus-
tomers) behind it. When you
implement those rules, along
with the inevitable clarifications
thal occur as gamers identify
potential problems in the rule
sets, you have confidence that
the game will be well play-bal-
anced. You also know whal the aficionados of the
game universe like and don't like.

Faced with recrealing the Heavy GEAR universe,
Activision quickly recognized thal a new computer
game would not have the elegance of the Heavy
Gear rules if it did not feature full constructability.
MecHWarrior 2 had some of this with the Mech lab,
but it was not nearly as robust and full-featured as it
would need fo be to reflect Heavy GEAR'S universe.
Why? Because Heavy Gear is supposed lo reflect
Gear lechnology that is constantly being designed,
built, and refined by the denizens of its universe. The
BallleTech universe, on the other hand, is made
from lostech-scavenged technology thal is imitated
and evolves much more slowly.

As a result, everything about the gears in Heavy
Gear is supposed to be customizable. The Activision
team's goal is to allow you lo change powerplants,
weaponry, and armor almost transparently by using
the click and drag technology of the construction
module. Instead of merely retrofitting new weaponry

nravy
AT U T

ALY AREED:
AOTUATGE
= R

Activision's Heavy Gean Allows you to Cnnstruct the nnhnl nt
Your Dreams

and armor onto the same
ald hulks, you'll now have a
chance to create your dream
killing machine by keeping

in mind the trade-offs
between speed and power.
Anything you can build
according fo the pen and
paper rules, you should be
able 1o build in the Activision
game.—Johnny Wilson

FOR A MOVIE PRE-
VIEW-STYLE LODK AT
HEAVY GEAR, WATCH
THE .AVI ON THIS
MONTH'S CG-ROM.
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If you can see it, you can
be it — when you're an ATl
XPERTC@Play™

* Unequaled 3D features and powerful
acceleration for immersive 3D that
blows away game consoles
* High performance 3D, 2D, MPEG-2/
DVD ready video with big screen
TV-out display in one card
* Brute force 3D horsepower with
setup engine texture cache,
edge anti-aliasing, texture with
decompression and more:
-1.2 million triangles/second
-15 million textured pixels/second
* Optimized for MMX processors
for full screen, full motion
MPEG-2 playback
* Balanced performance for the
. bestin Direct 3D, DirectDraw
: _and DOS gaming
g= .« = «lpto8MB of high performance
U « SGRAM for 1280 x 1024 fully
~ textured 3D resolution
s XPERT@Play supports the
§Ward-winninq ATI-TV add on
ard - the best TV tuner and

LEST TINE LAP TING / : y/ |
U2 1199.5 . /) ure card

FEATURE

JPERTERlay  Creative 3
(RAGEPRO).  (Yerite
Triangle Sem Engins » 0
ARB Terture Cache
Finear Triiceat Fitermg
Special Efecte

Texture Coppoting,

L]

.

.

?mk_r Highlghts, .
dae Lati-gtaung L]
L]

*

(]

L]

L]

D Blaster Dismand Homster 30
1000) (30f)

Teimare Decompresen

gy BerdngfFog
10 Aurelerasion

Ready for DYD Playback
True Cefour Yadeo m any Hode

KILLER 3D PERFORMANCE'

i

il

aCide - FREE
DUt Www.atitech.com
05) 882-2600 \i'

N

! | L . -
m:w'i;m 1997, ATl Technologies BT, XPERTEPay, ATI-TV, and 3D RAGE PRO are trademarks and/or registered trademarks of ATl Technologies e
Al other company and/or product names are rademarks and/for registered rrademarks of their respective manufacturers. Features, perlormance, and
spacilications may vary by operating environment and are sublect 1o change without notice. Products may not be as exactly shown. |30 Wnbench 97,
oma Pl 266 Mha, 512K cacke, JHB SDRAM, POl bus at 40x480x16bpp@T5He. 2 Screen shot examples from FORMULA L FORMULA | is the <reation of
FAYGNOSIS. Terracide is a registered trademark of Eidos Interactive. CIRCLE READER SERVICE #1086
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Now you can go hand-to-hand with the enemy on a smoothly 7 _ 4
rolling 3D landscape the way you've always imagined. The environment )
of Myth: The Fallen Lords is so real that every bloody limb, every scattered

sword, every unexploded charqe tossed by a ground-rippling explosion v

.

remains a live element ready to be seized and used by or against you. Not
limited to a simple overhead view, you'll rotate around the heads of your
_/'mﬁ . troops, follow the arc of a burning arrow and zoom in on the slaughter.
BUNG I E Get an eyeful of stunning detail: reflections in the water, lightning frying the enemy

to cinders, smoking craters ringed with the heads of the inept and every ounce of blood remaining on the scarred battlefield.




o But don't stare too long. Learn the art of war and the importance of
-G physics as you move fast to seize the high ground where the archers have
| y B greaterrange and pyromaniac dwarves can shower targets with explosives.
q Multiplayer games include classic scenarios like King of the Hill and
g (apture the Flag, and uniquely challenging variants like Assassin and
'  Steal the Bacon, even in teams! Play over the Internet for free using
bungie.net or turn your local network into your own personal war zone,
So call 800-295-0060 or surf to www.bungie.com for the only

strateqy game where “uphill battle” is more than a fiqure of speech.
CIRCLE READER SERVICE #264
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AGE OF EMPIRES

Target Release Date: November 1997
Developer: Ensemble
Publisher: Microsoft

It's About Time

Realtime Takes a Leap Forward With M/crosof s Clv-style Sfrafegy Game

by Elliott Chin

ritics often charge
that real-time stralegy |
games have no
depth; that victory in
an RIS comes down
to who clicks fastest.
I've always thought it
comes down to who thinks fastest, a
fruth that probably hurls for all those
who fail in real-time wargaming.
However, when it comes to the depth
of current real-time games, there is
some truth to the notion that what
we've been playing so far isn't as rich
or complex as turn-based legends like Master
oF Magic and CiviLization (even my favorile real-

time game, WARCRAFT II, though incredibly com-

plex, lacks the depth of Civ). Well, no less than
the cocreator of CiviLizanion, Bruce Shelley, wil
soon be faking a step toward changing that sit-
uation. With his next game, Ace oF EMPIRES, he
and his codesigners at Ensemble Studios are

SMART GAMES Age oF EmPires has an intelligence and com-

plexity that's been missing from real-time games thus far. You
do things that make sense for a growing civilization, like

researching, farming, and hunting.

- T e

taking real-time games to a new level of sophis-
lication and complexity.

BEST OF BOTH WORLDS

Al its most basic level, AGe oF EMPIRES can
be considered a cross between CiviLization
and WarCrarT Il You can play as one of lwelve
ancient civilizations as you vie for supremacy,
battling it out in frantic
WarCrar-like ferocily or advanc:
ing through economy and pro-
duction, as in CivILIZATION.

The game has an isomelric
look to it and gorgeously ren-
dered graphics that are similar lo
Civ II's, though sharper and more
colorful. However, the unils in AGe
mave with uncanny realism; the
animation for the villagers, traops,
and even wildlife in the game are
fluid and precise. You'll see wood-
cutters heft their heavy axes over
their heads with mighty effort as
they fell large Irees, and hunters
return to town weighed down by
heavy game cradled in their arms.

The controls are very much like those for
WanCnarT II, as AGE uses a right-click interface
for issuing commands. However, like many of
the real-lime games under development, it
offers more flexible user commands, such as
saving groups (like in Commanp & CONQUER),
having hot keys for buildings and commands,
and issuing way points for unit movement.

AGE OF DISCOVERY

| liken Ack to CiviLizanion because of its
emphasis on discovery and research. Unlike
many real-lime games, AGE OF EMPIRES
requires you to advance your civilization
through various ages of discovery. You begin
in the Stone Age, but can move on to the
Tool, the Branze, and, finally, the Iron Age.
Each age offers a new collection of structures
to build, weapons and instruments to acquire,
technologies lo research, and units to train.
To advance to a succeeding age, your civiliza-
tion needs to be well established in your cur-
renl age, with a surplus of food and an econo-
my to support the transition to a new era of
growth. In game terms, this means you have
to build a certain number of structures and

OCTOBER 1997




accumulate lots of resources before you can
“research” the next age.

As in WerCrarT 11, the gameplay in Ace
hinges on a single support unit. In WarCrart
II, it is the peonfpeasant. In AGe, it is the vil-
lager, whom you use for hunting and foraging
food, mining gold and stone, and chopping
wood. He is also used fo build structures, as
well as to provide reconnaissance in the early
parts of the game.

BY ANY MEANS NECESSARY

Warfare is indeed a significant part of this
game, but Ace is distinguished from the real-
time crowd in that victory and survival are not
ensured by military might alone. Many of the
upgrades you can research, and many of the
technologies you can acquire through your sci-
ence, are of economic and industrial value. For
instance, you can learn and build a market in
the Tool Age, which gives you the ability to learn
woodworking, domestication, and stone and
gold mining, all of which are economic benefits
that increase resource gathering. You can
research the wheel to increase travel speed for
troops and villagers, build merchant ships in
order to trade with your neighbors, and train
priests to convert enemy troops to your side.

My worry when | first played Ace oF EMPIRES
was that the campaign would be open-ended,
as was the case with CiviLizarion and Deap-
Lock. With CiviLizanion, that open-endedness
works, because there is so much to do that
the game doesn't end too quickly. But with
DeapLock, ending too quickly is exactly what
happens, and gamers complained that the
game was simply too limited. Thankfully,
Ensemble Studios recognizes that there isn't
enough to do in an open-ended game of AGe

» THE GREAT MARCH In addition to ideal multiplay,
Ace will have a good single-player component as
- well, including four well-done campaigns.

to make it enough of a single-player challenge.
So, they will include four campaigns in the
game. As in WARCRAFT Il the scenarios in the
campaigns will slowly introduce you lo the
game, with increasingly difficult scenario vic-
tory conditions. Once you've graduated from
the beginner campaign, you can play the
other three campaigns, which provide differ-
ent sets of challenges. Age oF EmpIres will
also have many historical and hypothetical
one-shot scenarios.

MANY HUMAN EMPIRES

Clearly, the designers put much thought
into multiplayer gaming, and AGE oF EMPIRES
shows greal polential as a multiplayer producl.
There is a good balance between what you
can and can'l do; for example, there isn't so
much that games will take forever (as is the
case with MO02), but there is still enough to
do that you feel as if you are getting the same
intelligence and complexily of gameplay as in
CiviLization, except in realtime.

You can achieve victory in multiplay simply
by conquering your enemies, but you can also
win games through religion, exploration,
research, or production. Peppered about the
gaming map will be Slonehenge-like religious
sites. The first civilization to claim all of them on
the map, and hold them for a certain amount of
lime, wins. There are also arlifacls in the game
that bestow victory upon the first civilization that
gains and holds all of them. You can also win
by researching all of your technology before

everyone else exhausts their research lree, or by f. 5%

being the first to build a Wonder and sustain it

for 2,000 years (roughly 2,000 seconds).
As | played Ace oF EmpIRes, | got a good

overview of the gameplay and the direction in
which Ensemble Studios is heading. | wasn't
able to play against final Al so | can't com-
ment on how intelligent your troops or the
enemy civilization will be In the final version.
Ensemble says, though, that your own units
will be intelligent enough to look for food and
wood on their own if you leave them alone. If
the Al is smarter than the usual paliry fare we
get in typical real-ime games, and if the
Internet play is seamless and smooth over

Microsoft's Internet Gaming Zone, then Agk oF

EmpiRes could secure a coveted spot on both
the traditional stralegy gamer’s and real-time
fanatic's must-play list. &

! G OF Enpires, likeymost real-time
strategy games, has.several

The Resource Game

Tesources foryou to harvest. The
great thing about Ace, unlike the rest of the
real-fime pack; is that these resources
make absolute sense. You're not looking for
a ficlional ore or waler or energy source.
This Is the dawn, of civilization, and the
resources you have to gather are the same
ones that early man had to acquire; food,
wood, stong, and gold.

In the first age, you hunt and forage, but
if you advance to an age beyond stone, you
will gain the ability fo build farms, which
are a self-replenishing food supply. |
thought this dynamic (of hunting and forag-
ing, then learning self-sufficiency) was bril-
liant, because it
crealed the
sense that you
were following
in the footsteps
of early man.

The food is,
LABOR FORCE The logically, used
villager is your for “bullding”
civilization's backbone, new units.
whether he's hunting or The ather

farming for food...

resources are
wood, which
you need to
harvest in
abundance for
buildings in the
Stone and Tool

Age; sfong,
which has a like
use in the Tool
and Bronze
Age; and gold,
which is a
necessity in the
Iron Age, since
by then man's
gconomy
thrives on
money and not
such barbaric
currencies as
meat and
wood.
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Moe levels tan & Tokyo skystaper Tanks, Iullidozess, boals, fuklilts: Diive b kil Hani tn fare comhat mode: Kick butt karale-slyle

LIHD LIRNATS
SOME LIANG?

Shadow Warring is here. Lo Wan.
#1 Rssassin. #1 Yakuza ahuoser.
1 Freak friagoee #1 Motant mutifator,
#l reason to be scaved of the dark.
#1 Son-of-a-Hitch. 50 53y Sayonara to
all the Ninja wannabes that have qune
before and put an your mmbat sandals...
In Iliang is oming fo the Land of the
Rising 5un to turm out the
lights. Shadow Warrior.

The Zen is going to hit the fan.

“There's na doubt Hhat Shadnw Warrior

rremates the rampefition.”
Lameblice eekly

Fog, multi-rolored lighting, transparent WMot hi-jinks, Lo-Wany speak, and u-Plager Wanybany (deathmaleh), Dn-Hp and Team
wiater...infal immersinnn, Intal interaction than Nuke Mukem 30 May modes wilh all-new Handicapping option.



Thinwing stars, Wads, w-HBaoel shatguis and more Susimm, climb, diive, go anyiwhere, do anything! Rulating 30 gun turels o mow down enemies

Lo Ilang-is

Shaduw Warrivr

tisvitloped Ly

Rds G

www.ien. nel www.3diealms.com www.gtinleractive.com

Shadow Warrio ™ © 1997 30 Realms Entertaimmenl, Inc. Lo Wang and his likeness are lademarks of 30 Realms Ententainment, Ing.
; 4 All rights reserved. Published and distribuled by GT Interactive Software Corp. TEN™ and the TEN™ logo are Irademarks of the TE.
aml destoging your awe envimnments Network, Inc. All other bademarks are the property of their mspective companies.
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Defiant Departure

Avalon Hill's Next Game Will Surprise Longtime Fans

by Thierry Nguyen

valon Hill has a long back-
ground in making both
boardgames and hard-core
wargames. Mentioning the
company's name conjures
up titles like Woooen Skips
& Iron MEN, ACHTUNG:
SpiTFiRE, OveR THE Reich, and CaveWars. So
what will gamers think when they hear the
name Deriance? Is it a hard-core strategy
game that entails playing a rebellious state or
power? Well, die-hard stralegy gamers will be
surprised to know that Deriance is not the litle
of Avalon Hill's next stralegy game, it's the
title of their next action game. Action fans,
lake notice.

PLOT? WHERE?

Deriance is the first game from the new
action division of Avalon Hill: Visceral
Productions. It's an attempt to merge the action
of Descent with the storyline of Wing
Commanoes. The game starts with you being
called to a secret military research center. On
arrival, you are told to test a new type of craft

DEFIANCE

that will revelution-
ize the way combal
is carried out. Sure
enough, you're
having fun blowing
away drones in
your LAV-6 Saber
gunship, when the
base suddenly
comes under
attack. As you bat-
tle hostile biome-
chanical crealures,
you realize that you
are probably the
only survivor on
the base.

Now, the plot could easily end there. Go
play with the new toy, kill the aliens, win the
game. But Visceral wants to meld the action
with a good storyline. So, through various
voice-overs and cul-scenes, you learn about a
scientist who was working on biomechanical
weapons and suffered a funding cut. Is this
tale of a scientist-gone-postal the cause of the
massive attack? Or is there more?

DESCENT INTO DEFIANCE

In terms of aclual gameplay,
Deriance is a lot like Descent. You'll
pilot a ship around 3D levels and
blast all sorts of enemies. Unlike
Descenr, your ship doesn’t naturally
defy gravity, so you will have to use
your lifts and maneuvering jets in
order to access areas higher than
you. The version | played had only

Target Release Date: October 1997
Developer: Visceral Productions
Publisher: Avalon Hill Game Company

MOON SHOT These biomechanical
creatures will be your main enemies
in DEFIANCE,

least 13 large levels fealuring areas such as
canyons and cilies.

The graphics of the game look decent, but
Visceral says the engine is still in development,
and that they plan to have MMX and 3D card
support. Whether they go for Direct3D or card-
specific support is still up in the air, but as It
stands, the beta | played looked only slightly
better than Descen Il. Hopefully the art for the
other levels and the added supporl will make
the game look more contemporary.

So, did Avalon Hill's sudden shift in game
development help? That can't be judged until
the game ships, but for now, it looks to be a
good first entry. If they manage to pull off
adding a good story to go along with the
decent action, they could have a solid game on

LEVEL-HEADED It's hoped that Visceral will include their Ly
four guns, four types of missiles,

and one level, but Visceral promises
a grealer variely of weapons and at

their hands, And maybe Avalon Hill will be
known for both turn-based hex-filled patience
and real-time 30 frenzies. &

level editor when Derance is released, as exlensibility

would dramatically enhance the game's replay value

CowW
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X-COM: APOCALYPSE

the most addictive [and still good for youl
~beat the crap out of aliens: strategy game

www.microprose.com &5 )
CIRCLE READER SERVICE #071
Available on PC CO-ROM. Visit your local retailer ar call: 1-8AR-52S—-LHIME day or night [ns and  canaor)
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Battling Clouds

Activision’s Online Game of Sky Warfare Could Be a Real-time Sleeper

by Martin E. Cirulis

ell, Activision must be
listening to somebody
out there. Their newest
offering to the online
communily is squarely
aimed at giving the
wires back to hard-
core strategy types—without making them go
through the social gymnastics required to keep
eight people logether through games Lhal last for
20 hours. NetSrorn may not blow the socks off
the action crowd, but it does contain many fea-
tures that have been a long time coming.

WAR WEATHER

This game lakes 4 few risks in order lo be
original. The premise is not the usual fantasy
fare. Instead of another firefight between Tolkien
rejects, NS offers us a chaotic realm withoul
solid land, where most of our preconceptions
are turned upside down and magical priesls
battle each other using floaling islands as their
operational bases.

MAIN MAN The point of NeTStorm is to capture rival priests and take
their knowledge by sacrificing them to the gods in a grisly ceremony.

NETSTORM

The only island-maneuvering one does is in
choosing your opponents online, a process
that uses a unique graphic interface, doing
away with that endless chat-room jockeying we
have been plagued with so far. Once you get
down to the ugly business of war, you discover
that things are quite different. In typical real
time gaming, base building is @ means lo unit
production. In NerStonw, though, building is
an end in itself, and there are very few mov-
able units in the game at all. Oddly enough,
those of you with experience in those old pipe-
puzzle games will have lhe greatest initial
advantage in NS, as you must build bridges
using puzzle pieces o cross the gaps between
islands and power sources.
These pieces are also used lo sel up a sup-
port web to place the keys to any successful
battle: the 30-odd structures that do everything
from collect power to blast your enemies from
the skies. Instead of producing units per se,
these structures function automatically in both
offensive and defensive mode and have to be
deployed across the skies
in almost chesslike fash-
ion in order to engage
and destroy your oppo-
nents. The object of the

" game is fo protect your
own island while laying
siege to enemy islands
and blasting opposing
high priests senseless.
Once you have a high
priest paralyzed, one of
your transport units, the
only class of directable
mobile units in the game,
can be ordered fo drag
the prisoner back to your
island for the grisly victo-

Target Release Date: October 1997

Developer: Tsunani

Pubhsher' Activision

ry ceremony. In perhaps the darkest abstrac-
tion of research | have seen in a long lime, the
only way to gain new knowledge, and thus
more structures lo build, is to sacrifice cap-
tured priests to the Storm Furies.

A NEW DAWN

NeTStorm will have a wide variety of innova-
tive online options, including the built-in ability
to flag other players as “friends,” so you can
find them quickly and easily when you link to
the server. A sense of attachment will also be
included in the game, as your islands will
grow along with you in an aimost RPG-like
way. Lastly, NerStorm will offer a full single-
player campaign for sharpening your skills.

DUELING ISLANDS Rather than requir-
ing micromanagement of units, most of
the game’s combat involves strategically
placing stationary weapons platforms.

While gamers used to fluid games where
everything is in motion may have a few initial
problems adjusting to the pace of NeTStoam,
those with the patience to recognize a deep
tactical game when they see one will be glad
they put the time into it. It remains to be seen
whether NETSTORM can be a truly satisfying
single-player game, but it is already easy to
see that online gamers may never look at a
storm-cloud the same way again. %
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Sound Blaster® AWEG4 Value
The latest Sound Blaster technology is ready to invade your multimedia PC.

At an out of this world price, $99.99 (estimared street price), Sound Blaster

AWEG4 Value is your logical upgrade to high-fidelity audio. Hear every eerie

sound with frightening clarity with up to 64 simultaneous voices of Advanced
WavEffects" & WaveGuide Synthesis. 512K onboard RAM for SoundFont®

samples and high performance, lets you add your own alien sounds. Also

included, the hottest Internet software. To learn more about the Sound Blaster AWEG4 Value, contact us at:

CREATIVE

WWW.SOUNDBLASTER.COM
CIRCLE READER SERVICE #078

www.soundblaster.com/sound/AWE,
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. Area 51 Guard: “No
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64.
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“We Come In Peace."
Blasting Ray Guns.
People Screaming.
“You Must Believe Me!”
Exploding Buildings.
Whirring Space Ships.
Brains Being Sucked.
Bones Crunching.
Aliens Phoning Home.

. Metallic Scraping.

. Cars Crashing.

. Kidneys Bursting.

. Inserlion of Probes.
. Heads Exploding.

. “Run for Cover!"
16.
17.
. Pods Halching.
19.
. Buildings Imploding.

. Spaceships Docking.

. Boiling Flesh.

. “Mayday, Mayday!"

. Exploding Spaceship.

. People Running.

. “l saw a UFO!"

. Planes Taking Ofi.

. "We're at DefCon 4."

. Aliens Communicating.
. Children Crying.

. Slurp.

. Clinking of Aulopsy

“Warning.”
Aliens Melting.

Destroying the Monster.

Instruments.

. Laser Swords Crashing.
. "Hyperspace!”
. Flesh Being Torn Off

Bones.

“They're Coming.”
Wailing Sirens.
“You Must Die."
“Beam Me Up.”
Zapl!l

Air Locks Closing.
“Oh, My God!"

. Lasers Charging Up.
44,

“We Need More Power!”
Ray Guns Blasting.
Calling the Mothership.
Horns Blaring.

“We Won!"

“Lock an Target!"
Crystals Charging.

Admittance.”

. Zap-Zap!
53.
54,
55,
56.
LTH
58.
59.
B80.
61.
62.
63.

Warning Alarms.

Air Locks Opening.
“Set 1o Stun!"

“Red Alert!"

Shields Up.

Warp Speed.

"Blast 'em!"

Eyeballs Squishing.
Spaceships Cloaking.
Radar Ping.

“Fire at Willl"

“Take Me lo Your Leader.”
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AN AWESOME ARRAY OF SPELLS AND
INVENTORY ITEMS FEATURED IN I5
CHALLENGING AND ENCHANTING REALMS
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by Thierry Nguyen

irgin was one of the few compa:
nies in recent memory o release
a lraditional graphic adventure in
a market dominated by Mysr
alikes and full-motion-video filler
Revolution’s CircLE oF Buoop
(known as Broken Sworn:
SHapow OF THE TEMPLARS in the UK) not only had
gorgeous animation and background art, but it
also possessed a tight and intriguing story that
was filled with irony and historical/mythological
accuracy. Broken Swonn; THE SMokinG MIRroR, the
nex! episode in the series, promises an equally
compelling story underneath a refined interface.

NOT JUST A SEQUEL

Project Direclor Charles Cecil insists that the
game isn't a mere sequel that just rehashes lhe
old engine and characters but, rather, a new
episode that retains certain characters while
improving numerous design elements. The inter:
face has been tweaked (many of the icons are
now consolidated into one universal icon, similar
fo what LucasArts did in Tre Dig) and the overall
graphic quality of the game is improved. While the
new graphic effects such as translucency, shad-
ows, and lighting will need a fast machine with the
[atest DirectX drivers, the engine will scale itself
appropriately in play, so you can still play the
game using DirectX 2.0 with 8MB of RAM.

In this episode, familiar characters such as
George, Nico, and various supporting cast mem-
bers (such as André Lobineau and the gendarme
in the café in Montfaugon) return, and you'll find
the same attention to historical detail and mythic
lore. The focus of the first game was the Knighls
Templar; this time it's the Mayan Indian culture.
The plot has George and Nico running around
locales like Paris, Marseilles, Quaramonte (a fic-
tional South American city), and the Caribbean in
order to find artifacts that will prevent the return of

BROKEN SWORD: THE SMOKING MIRROR

Tezcallipoca, a vengeful Mayan god who will bring
about the apocalypse predicted in Mayan folklore.

MEANWHILE...

Many elements of the game have been fine-
luned. Graphic backgrounds are mullilayered, giv-
ing scenes more visual depth. The amount of dia:
logue has been halved (while still maintaining the
strong story), addressing the criticism that the
previous game was enlirely loo “lalkalive.”

Mica is much more involved in this game. The
previous game cast her in a filler role, in which
she provided some information, but didn't do
much else. Here, nol only do you need her help in
some of the puzzles, but you actually get to play
her character. Al certain points in the game, you'll
switch between playing George and playing Nico.
What's interesting is that Nico ends up embarking
on the more dangerous quest, while George looks
for pirates in the Caribbean, a nice change from
the tired “guy does macho, danger-filled quest
while girl does thinking quest” motif.

Target Release Date: Fall 1997
Developer: Revolittion Software Ltd.
Publisher: Virgin Interactive

Smoke and Mirrors

Revolution’s New Adventure Has Some Tricks up Its Slegve

Look for more danger and less mindless click-
ing when solving puzzles in this game. Cecil
explained that the team grew tried of the “try every
inventory object on every item” lype of puzzle, and
while puzzles like that exist still, they aren't the
focus of the game. Some puzzles are dangerous,
in that they require quick thinking in a limited time
span, which can result in either victory or death.

Virgin's next foray into graphic adventure looks
quite promising. CircLE oF Bloon was already an
excellent game, and BROKEN SWORD: THE SMOKING
MirRoR looks as if it will be one of the better tradi-
tional adventure games this year. &

JE SUIS UN WIMP Characters such as ex-
boyfriend André Lobineau (at far right) retum
for a second go at adventure.

| FULL MOON TONIGHT The background art this time is even more stunning than in CircLE oF BLoop,
with multiple layers that give a better sense of depth and space.
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o1 0f 1 Legent

HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A PERILOUS

ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN. FROM THE DEPTHS OF°
THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND OF
ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE.

CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR
FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE.

_ ENG_AGE IN HUNDREDS OF ENTERTAINING MINI- EXPERIENCE BREATHTAKING 16-BIT, 65,000-COLOR
 QUESTS THAT BRANCH OFF FROM THE MAIN SAGA. GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES
: ENVIRONMENT.

WWW.3DO.COM 800-251-9563

: World Computing logo, and Might and Magic are and'or req of The 300 Company. 0 1997 The 300 Company. All rights reserved.
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A Legend in
the Making

Accolade Brings Gridiron Heroes (o Life

by Terry Coleman

ince Lombardi's Green Bay
Packers are used lo dealing
with adversity, from holdouts
in training camp to injuries
involving key players. But
nothing has prepared them
for this difficult season.
Bewildered by the 49ers’ West Coast offense,
the Pack suffers three Young-to-Rice TD pass-
es in the first half and loses on opening day
at 3Com Park (all the while, Lombardi mullers,
“| thought we were playing al Candlestick”).
Aiter winning a squeaker against Joe
Namath's Jels, Green Bay falls to the leather
helmet-clad Chicago Bears, as Red Grange
scores 24 points. But this week will be differ-
ent, says star halfback Paul Hornung, because
the cheeseheads will be out in force at the
frozen tundra of Lambeau Field for the home-
coming game against their most hated rival,
the 1950 Cleveland Browns.

A PIGSKIN DREAM COME TRUE

Who says fantasy has to be restricted lo
overly muscled guys with swords; fairies; and
women with improbable cleavage? Sporls
fans have always argued whether Man o' War
could have passed Secretariat down the
stretch at Churchill Downs, or whether
Muhammad Ali would last 15 rounds with
Rocky Marciano. For football fans, the wide
variety of rules and equipment changes over
several decades have made it difficult to com-
pare greal teams from different eras.

Now, NFL Lecenns '98 changes all that, as it
lets you play the greatest teams of all time in

NFL LEGENDS '98

! Target Release Date: September 1997
Developer: Accolade
Publisher: EA

gl EXHIBITION PLA

=

ALL-TIME MATCHUPS Call me cynical, but!
suspect that the Buffalo Bills™ Super Bowl woes
will continue, even when they're playing the

o Canton Bulldogs:
an action-oriented, but still very realislic, sel-

ting. The game focuses on teams from four
crilical years of professional football:

In 1928, there are no facemasks, and
leather helmets are all the rage.

In 1950, the NFL still uses a larger foolball
than that of today, bul the ball is now moved in
from the sidelines to the interior hash marks.

In 1968, both the AFL and NFL have
opened up the passing game, although
“bump-and-run” coverage is still allowed.

In 1997, 2-point conversions and kickolis
from the 30-yard line change the game
gven more.

NFL Leaenns "98 may be a fantasy, but it's
rooted in solid research, which makes it feel
far more realistic than other aclion-oriented
games such as HaroeaLL or NBA Live.
Football, you see, is
won and lost in the
trenches, and
LegenDs has the
best dynamics of
offensive-versus-
defensive line play
yel seen on the
computer. A 300-
pound guard like
the Cowboys' Larry
Allen will blow
smaller players from
the 1930s off the
ball in the first quar-

ter just as you'd lmms OF GREEN From the timewom grass of Soldier Field to the Astroturf

expect. Bul since of Texas Stadium, LEcenps gives you a monopoly on historic football fields.
the players from yes- '

teryear were accustomed to playing nearly
every snap on both offense and defense, their
adjusted fatigue levels allow them to run cir-
cles around madern athletes as the game
clock winds down.

The potential player matchups are mind-
boggling. Who can resisl sending Bronko
Naqurski into the heart of the 1997 Pittsburgh

CCwW
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TAC NLY APPL FOR THL FUTURL -
LIES 3,700 YEARS IN THE PASI.

THEJRURNEYMAN

PRIILCT 3
Your mission: Embark on a journey of discovery paramount to earth’s survival. LEG ACY

Your destination: The lost worlds of Shangri-La, El Dorado and Atlantis. or TlMt
Your vehicle: Legacy of Time, a new CD-ROM adventure coming in December.

www.JourneymanProject3. com

The Journeyman Project and Presto Studios are regh il ks of P'resto Studios, Inc. Legacy of Time and
Redl Orb Entertainment are trademarks of Bmdvrlmnﬂ Software, Inc.
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Famous Teams Featured in
NFL Legenns ‘98

1968 Green Bay Packers

Mere months
removed from their
second consecutive
Super Bowl win, the
mighty Packers are a
team at a crossroads, The nucleus of the
team, including Hall-of-Famers Bart Starr,
Carroll Dale, and Paul Hornung, is past
its prime. Can you find the right mix of
veterans and rookies to do what even
coach Vince Lombardi couldn’t—win a
third consecutive Super Bowl?

1968 Miami Dolphins

This young, talented group would
become the only
undefeated team in
NFL history in 1972.
The quintessential
ball-control team, led
by Bob Griese’s passing and the run-
ning of Mercury Morris and Larry
Csonka, the Dolphins scored the most
and gave up the fewest points in the
league two years running. Think you
can beat Don Shula’s timetable for an
AFC dynasty by four years? Better work
on that No-name Defense.

1950 Los Angeles Rams

Formerly the Cleveland Rams (what is
it with teams leaving that locality?), this
team found tremen-

&

NFL LEGENDS '98

Steelers' defense? Can Troy Aikman's confi-
dence hold up after being intercepted by Dick
“Night Train" Lane? Will Barry Sanders frustrate
defenders from the fifties just as he does those
of the modern era? How well will Bob Griese's
famed “computer brain" be able to decipher
modern defenses with their cornucopia of zone
blitzes? Just imagine the numbers that Otto
Graham could put up passing from the Run-
and-Shoot offense....

When you match up teams from different
eras, a key consideration is deciding in which
era to play. A pampered quarterback from the
"90s, for example, won't do you much good on
a '30s roster, since you are allowed only 20
players on your entire team and playing both
sides of the ball is mandatory. Still, certain
modern players, such as the Bills’ lightning-
quick defensive end Bruce Smith, are so talent-
ed that they would likely thrive even in the days
of Knute Rockne. Whomever you decide to
coach, the main limil is your imagination; il's
as if you have the entire Pro Football Hall of
Fame on your desklop.

BLITZ WITH A BUTTON

The interface is tailor-made for a gamepad. If
you are using & Gravis pad, your receivers are
color-coded according to whether they are the
primary, secondary, or tertiary receiver in the
pass pattern—an elegant way to simulate the
quarterback “checking off” each receiver.
Accolade plans to supporl Direct Input and
daisy-chaining for Microsoft gamepads as well.

this system lacks the infinite versatility of ABC
Monpay NiGHT FooreaLL, it works well in practice:
How many different audibles are you going to
call from a given formation, anyway?

Finally, taking a cue from Sierra's venerable
Front Page Seorrs line, NFL Leceups ‘98 sup-
ports multiple camera angles. You can spin or
rotate the camera, adjust the zoom levels and
gven the tilt—all with a handful of hot keys.

THAT CHAMPIONSHIP SEASON

Right now, the season-long simulation aspects
of Lecenos are at least equal to its competitors.
The preseason draft, for example, is tailored to the
era in which you are playing. In a big departure
from earlier football games, you can rade players
for future draft picks, which makes mulliseason
leagues really compelilive. Because the slatistical
base is really integrated into the game design,
season-ending slats have the right feel: In
Lecenps, you don't have superhuman scoring, as
opposed to say, NBA Live, where even poor leams
routinely score 120 points in a regulation game.

It's hard to imagine who wouldn't enjoy NFL
Lecenos '98, Both console and PC gamers alike
will enjoy the blend of fast action and gritty grid-
iron feel. Those who wish to play Lesenps just for
its realistic aspects will appreciate the coach-only
modg, already a cut above recent editions of FPS:
FoorsaLL. In addition to robust solo play, you can
suit up your players for gridiron wars against
another human coach via modem, serial connec:
tion, LAN, or TCP/IP. Fresh and fulfilling, Lecenps
is one of those rare game designs that tran-

scends its genre. This promises to be not just
one of the best sports games of the year, but one
of the best games of the year overall. %

Calling audibles at the line of scrimmage is
similarly easy, as you can designate up to four
different offensive and defensive plays. While

dous success on the
West Coast, with
attendance figures of |
more than 80,000
per game. Here you have not one, but
two Hall-of-Fame quarterbacks, Bob
Waterfield and Norm van Brockin,
throwing to Crazy Legs Hirsch and Tom
Fears. This is one of the great aerial
attacks in football history.

1968 Kansas City Chiefs

After having the
best record'in the AFL
during the regular sea- @
son, the Chiefs lost in [RS8
the '68 playoffs, only
to win the Super. Bowl the following year
From QB Len Dawson and linebacker

Willie Lanier to long-range kicker Jan Stenrud,
this was not just the best of the old AFL
teams, but one of the best ever in pro football.
1932 Chicago Bears
This team s to pro football what Babe
Ruth's Yankees were to baseball, with almost
too many stars to count: Red Grange, Bronko:
Nagurski, Beattie Feathers (the :
first documented 1 ,000yard
rushar]—-the list goes on: and
on. What's really scary is that
these guys performed at such a
superlative level while playing both offense and _'_'

defense. Can you Imagina Dan Ma '0 o
A Emrmﬂ Smlth domg that tuday? :
195_0 New York G_Ia_nis.

For the entire decade of the fifties, New
York had only one- !osmg sgason and played
in: three champlonship games. One of the all-
 time great running teams, lead by all-purpose
back Frank Gifford, the Glants rnatch up bet- £
 ter versus modem teams '
* than youi mrght think. And.
thelr uniforms haven't’
_ changed much in ' -han- .
century slther U
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The Fifth Game in the Wing
Conimanper Series Warps
Back to Its Action Roots

ING COMMANDER iS
the most successful
space sim series—
both commercially
and critically—yet
created for the PC.
Each Wina
Cowmmanper game in turn has pushed the available
technology to the point that it nearly snapped, and
later games in the series form the only “interactive
movies" worthy of the name. Al least through Wing
Convmanoen I, the increasingly multimillion-dollar bud-
gels translated directly into enhanced gameplay. And
with the advent of DVD, even Wing Conmanper [V
(sometimes called Wing Convmanper 3 112 by gamers
disappainted at its use of the same game engine as
WC Il) has received a new lease on life (see the side-
bar on DVD).

Now comes the turning point. Series founder
Chris Roberts has gone o form his own company,
Digital Anvil. And while Roberts' excesses (especial-
ly monetary ones) were often pointed out by his
detractors, it's a fair question to ask whether Wing




Commanper will be the same without him. Like
most questions in the real world, the answer is
both yes and no. Wing CoMMANDER: PROPHECY iS
not merely the fifth in the long-running series. It
is a game that turns the Wing CoMMANDER uni-

verse on its Arcturian ear, and in the process,

completely reinvents the space simulator genre.

Big Bang Redux

Lead designer Billy Cain, like the rest of the
Proprecy team, was respectful of Chris Roberts'
accomplishments, but felt it was time for a fresh
start. "My background is in action games,” Cain
says. “I cul my teeth on consoles. Wing
Commanper was the first game that | really
thought just rocked on the computer. When | look
back at Wing Commanen Il, for instance, there
was this really cool plotline—a cinematic feel even
with the limited technology they had back then—
but all the missions were great in and of them-
selves. What we wanted to do was o take the
ideals of WinG Commanoer | and Il and combine
that with the cinematics and technology from
WinG Il and IV."

So, the design team
took “Gameplay is number
one” as their mantra and
designed all of the space-
flight missions first. They
then sat down with the
director and producer to
hammer out a script to be
filmed thal would reflect the
gameplay—almost the
exact opposite of how Wing
IV was designed. And,
mindful that they have left
some gamers behind the
technology curve in earlier
Wing CoMMANDERS,
PropHeCY's design team is trying hard to offer a
rich gaming experience on several levels. 3D accel-
erators are supported through Microsoft's Direct3D
API and also have native support for 3DIX (and
possibly other cards as well). Those without a 3D
card will find that Origin’s software engine provides
a surprisingly high frame rate, even with more than
65,000 colors and a more than adequate range of

OCTOBER 1897

NOT JUST SPACE DUST Asteroids are back with a vengeance in Prophecy
and they look even more threatening when viewed with 3D acceleralor cards.

shading and textures. Of course, if you have the lat:
est Pentium 233, PropHeCY has plenty of bells and
whistles to give you maximum bang for the buck:
rofating pods on larger ships, tiny particles in
explosions, even vapor trails that stop just short of
being over-the-top. It's tough io be all things to all
gamers, but PropHeCy looks to bridge the hardware
gap better than most.




“By losing the multiple-choice responses
and going to a specific cinematic where

what you see is based on how well you
perform in the game, we've achieved a
certain clarity.”

—Adam Foshko, Movie Director

Villains, Knock Off All That Evil!

Wing Commanoen IV suffered from, among other things, a lack of good vil-
lains. Thus, the time would seem ripe for a comeback by those bad kilties we

OCTOBER 199/

INSIDE THE INNER SANCTUM Director Adam Foshko (left) and Lead
Designer Billy Cain work in the Proptecy War Room.

all love to hate, the Kilrathi. And indeed, it appears that they are poised fo
return with a vengeance. The Confederation has issued warnings of a fully
decked-oul Kilrathi ballle armada, ready to sail. But on your arrival you discov-
er that the Kilrathi were brutally declawed; the fleet has been destroyed, and all
you find are lifeless hulks drifting in space.

Obviously, whatever took out a fully primed Kilrathi invasion fleet—leav-
ing no casualties of its own—is something that seriously compromises
Confederation security. The game thus begins to unfold in the manner of a
taut mystery, as you gather intelligence aboul your alien foe. What you find
(without giving away too many secrets) is a race so terrible that it makes
the Kilrathi look like household pels.

The design team went fo a lot of trouble making the aliens look fotally dif-
ferent from any race yet portrayed in the Wing
Commanpen universe, even eliciting the aid of Syd
Mead (of Blade Runner fame) as a consultant. The
end resull is a rich, organic look for the alien ships—
sort of @ Babylon 5-meets-Space MARINES motif,

The design involves more than eye candy, however.
Owing to their organic design, the alien vessels have
special capabilities. Imagine the surprise of a
Confederation pilot when the three small alien vessels
approaching his squadron suddenly combine into
one crait—especially when the newly formed vessel
has mare firepower than its three constituent parts!

If that isn't enough, try piloting over one of the
alien capital ships. These behemaths require that you
take out a ship's systems one at a time—no more
launching a single point-blank torpedo and flying back for
the medal ceremony. As a result, you might be required to
fly multiple missions to take out one capital ship. The
sheer volume of these vessels—some over three kilome-

MORE LIGHTS, MORE SOUND, MORE ACTION Even in this
early state, Prorrecy shows a lot of improvements over
Wing IV. Check out the pivating engines on the
Confederation Vampire (top), the opening octopus arms on
the secret Alien vessel (center), and the clean “no cockpit”
HUD and multicolored explosion (bottom). And with the
Dalby Pro Logic Surround sound, in space they can hear
you scream-from any angle.




fers long—has to be seen fo be
believed. It takes a long time just to fly
past one of these monsters. In com-
parison, the Star Wars Death Star
would look like a PT boat in the wake
of a ballleship.

The Minimalist
Approach

Certain WinG CommanpEr tactics
have been changed for PROPHECY.
You won't have to jump back to the
rear and side turrets on your torpedo
bomber, because the Al takes care of
all that now. A lot of your choice as
to which fighter to fly has been taken
away. This is a step backward, bul
according to Billy Cain, it's a step
back to better gameplay: “It's the
Wing | paradigm. If we know what
ship you (and your wingman) are in,
we can design the mission fo take
advantage of that. Our goal is fo
make every mission unique, as alive
and vibrant as we can.”

Likewise, your ability to choose your
wingmen has been curiailed. If you
chose fo always fly with Maniac, for
example, and you had a pivotal scene
with another character, you wouldn't
have any investment in that character
(simply because you would never have
gotten around 1o flying with him). The
result would be a flat scene, some-
thing the Proprecy team is determined
to avoid. They have a point: If you

the defining momenls of

\IMANDERS have generally

accurred when losing a companion,
such as when Spirit sacrificed herself
in Wing II. It's also justifiable from a
gameplay standpoint; since you no
longer portray Colonel Blair, you
wouldn't have the authority to make
personnel decisions.

So, in this new chapler of Wing

Commanoer, you become Casey, the
latest hotshot Confed pilot; it's
almost like starting back at Wine |.
Any lingering feeling of deja vu is
limited, however, by the fact that

Ay, ¢

hris Roberts’ dream was to recreate
the scintillating combal scenes from
movies like Star Wars on the comput-
er screen. When those plans fell
through, Roberts came up with The War Against the
Kilrathi, a grand struggle truly worthy of an epic trilo-
gy. The Winc CommANDER series began with

bitmapped vessels that look creaky indeed when
matched up against the sleek vessels of later space-
flight games. Even so, gamers braved the MCGA-
graphics galaxies in their jaggedly polygonal craft to
take on increasingly ferocious feline foes, simply
because there wasn't any game remotely like WC.
And just as the Confederation scientists added new
technological marvels in the game, so did Origin
continue to push the hot hardware of the day. The
series hyperjumped to trug VGA graphics, then
SVGA graphics, and simply by putting wingman
voiceovers in the cockpit, made Sound Blaster into
the default technology for “subspace communica-
tions” in the gaming universe.

Yet Chris Roberts’ greatest legacy wasn't an array
of technical achievements. The secret of WinG
ComMANDER'S success is that it was the first action-
oriented PC game to involve us with the characters.
From the “hot washup” scenes in the bar of the
Tiger's Claw during Wing Commanoe, to the elabo-
rately staged film clips of Wing Commanoer IV, the
cut-scenes were truly cinematic (and a welcome
break from wrist-wracking action). The designers
made sure that we knew why Vagabond was
obsessed with playing cards, or how honor was
more than a word to Spirit. As a result, your wing-
men felt like characters in an RPG, rather than just
another few lines of Al code.
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A Wine Commanper Retrospective

With each new chapter in the WinG CovmanDeR
saga, the story became more important. The writers,
led by science-fiction author Ellen Guon, explored such
themes as the firie line between heroes and traitors,
the effects of a long, drawn-out war, and how the win-
ners always write the final history. By the time of WinG
Commanper Il: Heasr oF THE Ticer, these universal
themes were given a big budget, and filmed as though
they were a full-length motion picture. Three years
later; Wing Il is starting to show its age: The Kilrathi
often look like angry Muppets, and a few of the big-
name actors were visibly uneasy with the interactive
format. Even so, WinG Il is more than a museum
piece, because it was the first—and still is the best—
example of that strange hybrid, the interactive movie.

WinG Commanper IV: THE PRICE OF FREEDOM is a cin-
ematic extension of Wing Ill. It's essentially a galac-
tic docudrama, featuring seven CDs packed with full-
motion video. The acting is much more assured
than that of Wing Ill, featuring fine performances by
Tom Wilson (Maniac) and Mark Hamill (Blair) among
others. But while the story itself is quite engaging—
particularly when exploring the dynamic relationship
between war hero Colonel Blair and his mentor,
Admiral Tolwyn—Freenom lacks the visceral punch of
Roberts' earlier work, as the gameplay takes a defi-
nite backseat to the film.

When you consider that a very good game such as
Wing IV is considered a setback, however minar, it
shows just how high expectations are for the next
installment. Our bet is that WinG ComMANDER: PROPHECY
does such a good job of blending gameplay and cine-
malics that it will shine as one of the brightest in the
WinG COMMANDER canon.
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“The most fun I've had with Wine CoMMANDER
was bringing my CGW acting award [for WiNnG
IIT] to rehearsal for WinG IV. At first, Mark

Hamill thought I made it up—then he asked

why he didn't win one.”

—Tom “Maniac” Wilson

Colonel Blair (once again played by Mark Hamill) is still around. If you can
get over the fact that in a previous existence, you were Col. Blair, you'll have
fun being virtually young again—aithough you do have lo show the proper
hero worship to Blair.

Some of the rest of the old gang are slill around as well, most notably Tom
Wilson, who never gets enaugh lines as Maniac. (While Origin/EA has no offi-
cial comment, it's obvious that everyone concerned would love to do the long:
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rumored “Maniac Missions" for Wing Commanpeg. I1's mainly a matler of time
and money.) Ginger Lynn Allen reprises her role as Rachael, after a hiatus dur-
ing Wi IV. In & nice touch, she gets lo actually act this time, instead of just
raising the blood pressure of every male pilot on the carrier.

I'll lel you decide whelher PropHECY is more or less dramatically effective
Ihan its predecessors. But | will say that | was parlicularly impressed with
lhe performances director Adam Foshko elicited from his actors, especially
since most of them had never even played a computer game before. We'll
see how well those performances translate into the final product.

The Best Elements of Each

The missions themselves are a cornucopia of classic Wins ComvanDeR
themes, except that there will be special multiplayer missions for Internet play.
The ever-present branching tree is more dynamic than before. Missions now
have degrees of success or failure, which give more variety for both the in-
flight and movie sequences. In addition fo the torpedo runs on larger craf,
you have both small and medium dogfights, which may occur anywhere: The

00ZING ALIEN HORDES Three alien ships move to
combine into a larger vessel for attack (top left). Above,
a damaged alien seems lo almost bleed blue into a
nearby planet's atmosphere, From the asymmetric
spines of the Porcupine to the sleek and deadly

Manta (left), each alien ship displays a unique and

eerie organic quality.




designers of PropHecy are big fans of Wing Il, in
which you often had lo scramble to protect the
carrier from surprise attacks, so expect to see
those kinds of elements in PropHeCY as Well. Then
there are escort missions, which are designed fo
be difficult, as in the Secrer Missions disks, plus a
few covert operations that we can't fell you about
just yet. Finally, it is possible that asteroids—a sta-
ple of Wing | and ll—will make it back into the line-
up for PropHEGY.

What you won't find during the missions are
the same old audio and video cues, such as
Maniac's annoyingly repetitive dialogue every
time you told him to attack in Wing IV. The new
engine allows for Dolby Pro Logic sound,
which, if you have the right audio equipment,
provides dynamic sounds for every object in
the environment. Thus, if you are in a battle
and an enemy vessel is slightly to the left and
behind you, that's where you'll hear it. The
constant buzz of radio chatter, zooming ships,
and explosions adds tremendously to your per-
ception of the battlefield.

Another big change is in the cinematic
sequences. Generally, these happen between
missions, but without the interactive “multiple
choice” responses of Wing Ill or IV. What now
happens is very much as in Wing I, where the
movie clip you see is dependent on what you do
in the flight combat sequences. Director Adam
Foshko feels that this approach gives the linear
portions of the game more punch, since you
aren'l playing “20 questions” in every scene.

In the end, what's most impressive about
PropHECY is not just the technology, even though
the 3D engine beats anything on the market
(even without an accelerator card). Neither is it
{hat the movies are more tightly focused, or that
the missions are better designed. It's that the
team took chances rather than repeat a best-
selling formula. They completely dissected what
has made Wine Commanoen the best gaming
series to date, kept the best parts, and discarded
the rest. The fact that PropHecy will cost much
less than Wing [V will doubtless make EA very
happy. The fact that this could be the best Wing
Commanper ever in terms of gameplay will
doubtless make a lot of gamers very happy as
well. As for myself, | can't wait to make multiple
torpedo runs on one of those mile-long alien
capital ships. %

Wing GCommanper Goes DVD

or a Hollywood type, WinG
CommanDER PROPHECY'S producer,
Mark Day, is an odd sort, and not
merely because of his Three
Muskeleers-vintage beard. You see, Day has
a deep, dark secret: He is also (hold on to
your joystick) a serious gamer. Born of
two worlds, yet belonging entirely
{0 neither, Day spends his time
in Mr Spock-like fashion,
striving to create the killer
app that will forever bridge
the gap between FMV and
traditional games. Small
wonder, then, that he has
found a home at Origin,
where he is currently finish-
ing the DVD version of WinG
Commangen IV: THE PRICE OF
FREepoM. This DVD epic will fea-
ture he same gameplay as lhe origi-
nal, but the movies will lose
their compression artifacts,
finally becoming truly cinemat-
ic in scope.

In addilion to rhapsodizing aboul the DVD
version of Wing Commannen |V, Day had plenty
to say on the subject of FMV games in gener-
al. "To me, an FMV game is any that benefits
from video, whether it's a postage stamp
movie (as in CiviLizarion 1I) or a full-screen
treatment. For example, you can click right
past the video sequences in CommanD &
Conauer, but why? They really enhance the
experience. | can hardly wait for the day when
3D-shooters like Quake incorporate video in a
similar fashion to draw you even further into
the experience.”

MARK DAY, PropHECY
PRODUCER (LEFT) WITH TOM
WILSON (MANIAC)

The conversion of Win IV to DVD was obvi-
ous, according to Day. “You had something
with the highest production qualities of any
game ever produced. What you see with the
DVD version was that all the lime and money

spent shooting Wing Commanper IV
on 35mm film was well spent.
There's a huge difference
belween the MPEG-2
capability of DVD
versus the com-

pression routines
used for earlier
versions.”
Wine Com-
MANDER IV will be
aggressively bun-
dled with DVD units,
making it a great
*look at what my hot-rod
computer can do” conver-
sation piece. If you
haven’t yet played Wing

IV, and you're tempted to

get a DVD player anyway,
this gives you a good excuse. If, on the other
hand, you are waiting for that one killer appli-
cation before taking the plunge, don't worry—
WinG CoMMANDER: PROPHECY has already been
slated for DVD.

Day describes DVD as "a
technology in search of a
home, much like GD-ROM
when it first appeared. At first
CDs were seen as a way to
avoid putling your game on 12
floppies; now, of course, they're i
much more. | expect the same
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for DVD, once designers learn
how to best make use of the

new technology.” DVD version.
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All the maney spent on Wine IV is a little more justified in the
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ullets riddle your plane, shattering wood and shredding canvas. The sky screams
with red tracers, smoke and explosions. And as the Red Baron himself blasts out
of the sun’s glare... as your palms start to sweat and your pulse races... as you
hear the ominous groan of stressed wings the instant before they shatter... you
realize that this is much more than just a game. This is a taste of history. And your next move
will determine whether you become a legend... or another kill in the Baron’s bhook.

Eight years ago we set the standard for flight simulation with a product so timeless and
revolutionary that it has remained unchallenged... until now.

The Baron is Back.
Visit our website and download the original Red Baron™ for free! www.sierra.com/RB2

a8 I E Kk R A Ry A
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ﬁﬁ ver three years in the making, Red
Baron Il is an epic achievement.
Erom gamer directed features to
state-of-the art technology, it is the ultimate
recreation of the men, machines and AL
experience that marked the birth of aerial A '
combat.

sfe The Dynamix Mission Builder™ allows plaivc:
to completely customize their missions

i Dynamix's revolutionary new AC I A\l
system recreates the skills, tactics il
personalities of historical and nov-hiero |
pilots with unbelievable realisn.

Dynamix's revolutionary new 3Space 2.0™
engine takes a giant leap ahead of the
competition with unmatched realism in
terrain modelling.

i User-delinable dilliculty levels for players of
all skill levels.

i« Multiplayer dogfighting action featuring
internet, network and head-to-head modem

support.
s« The Plane Paintshop™ allows players 1o
s« Fly single missions [or quick action or select customize the colors, insignias and look of il
Campaign play for a full our of duty. planes, using either provided paticrns o
importing artwork ol their own lrom i
s« Over 40 unique aircralt with 22 flyable planes. standard paint program.
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T, &
imes have
been tough I ——
lately for

computer
role-playing games.
Once the proudest of
warriors in all of com-
puter gaming, RPGs
came sputtering into

the mid-"90s like a
group of gasping,

. = he answer, we're now happy to report, is a resounding
WheeZlng Old men no—nol by a longshot! You see, a funny thing happened
. e on the way lo the old-age home: The RPG managed,

”dd led Wlth dated somehow, to inject itself with a fresh dose of health and

N mana, and it's beginning to radiate with life again. Now,
Gﬂgl nes, hHC kl’] eyed as we approach the end of 1997, role-playing games are

y . poised to make a triumphant return to the center of gaming.

S'tO ries, an Cl 'ﬂ aQeccl d What accounts for this great reversal of fortune? We credit three things.

First, the genre is finally catching up with gaming's technological

F 88 mepl ay_ \X/h i IG we advances of the past few years. RPGs have notoriously long development
times, and only now are we beginning to see RPGs featuring things like fast

watoh e C] -th e rest O‘F 3D engines, high-resolution color, multiplay, and stereophonic sound.
Second, now that gamers have feasted upon such graphically stunning
games as Quake, they're hungering for something a little meatier. You see it
happening in the action genre itself, where a number of upcoming titles are
Lo l tl . beefing themselves up with RPG-slyle characters and story elements. Instead
mé}gle NESs SUCh as TNIS being a pariah, the RPG has suddenly become something to emulate.
Third, there’s the little matter of a game called DiasLo. Yes, Blizzard's
one and 88 mers megahit boiled the RPG down to its most basic element—dungeon hack-and-
’ slashing—but it did it with such style and addictive gameplay that its value

everywhe re bega n ‘t() as entertainment was impossible to ignore. (Even the grande dame of role-
playing herself, our own Scorpia, recently admitted to the editors how much

openly wonder: Is the s ad it b
We can argue endlessly—as the Usenet threads will verify—over whether

RPG Sen re -Fi na”y on DikgLo vias a “real” RPG, but why bother? Just be glad that it made RPGs
cool again for gamers. Thanks to this one game, you suddenly have

. 5 thousands of new gamers who are familiar with concepts such as armor

ItS IQS't 1688 & and weapon class, and experience points—and,_w.hq-gr_e now ready for

’ L
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something deeper. Be glad, too, that the game inspired a
number of RPG designers to angrily declare, “That’s not an

| Game Ind
3 Game r] eX RPG. I'll show you a real RPG!" Good. Thank you. We've been

M|ght and Magic VI waiting. DiaBLo proved to be the kick in the pants that the genre

desperately needed.
Return to Krondor i
i Treasure Chest
Final Fantasy Vil The payoff for RPG fans is a bounty of new games—the richest in
Anachronox years. Over the next 20 pages, we'll focus on the highlights of what
i to expect in the coming year. Along with previews of major releases
Baﬂlesplre from the Grand Triumverate of RPGs—ULriva, Wizarory, and MiGHT
Forsaken: Thrall of Chaos . . . 128 mio Magic—we also look at a number of long-delayed projects, as
DBED Six well as at the first PC version of the extraordinary FinaL Fanmasy con-
sole series from Japan. We'll point you in the direction of some of
Forgotten Realms: the more high-profile online multiplayer games, and focus on two of
Baldur’s GBIB the more promising shareware RPGs.
But enough talk. Let's adjust our armar, light our torches, and
Lands of Lore 2: head forth upon our quest. It's time to get medievall

Guardians of Destiny. . . . 137

Quest for Glory V
Dark Earth Legen d

Shareware RPGs Single Player O Action

‘ Multiplayer ...... @ Traditional
Onllne RPGS ! Online ovovvvne. @ Adventure . ...... @
Best RPGs of All Time Cat

OCTOBER {337



our long years have passed
since DARKSIDE OF XFen, Mew
World Computing's previous
entry in its landmark MIGHT AND
Magic role-playing series, and
for those of us who love the
series, it has seemed like an
eternity. For New World Computing, though,
those years were anything but quiet, as the
company shifted its focus to create two of the
greatest strategy games of the past decade—
HEROES OF MIGHT AND Macic | and II. And given
the phenomenal success of those games, it's
hard to argue with the company's plan.
MNow series creator and New World presi-
dent Jon Van Caneghem is turning his atten-
tion back to role-playing with a new game

due this November—MigHT anp Magic VI: THE
Manpate oF Heaven. Those familiar with the
previous games, however, should not expect
more of the same. Van Caneghem and his
team are pushing the series forward techno-
logically to create a MigHT Anp Maaic unlike
anything you've seen yet,

Paging Roland
MiGHT AND MAGIC VI: THE MANDATE OF HEAVEN
fakes place in the same universe as the previous

games, but instead of placing us back into the
lang-running storyline of the struggle between
Shelthem and Corak, this game moves to anoth-
er world seeded by the Ancients long ago. This
new world happens to be Enroth, the setting—
hardly a coincidence—of the two HERoES oF
MiGHT AND Magic stralegy games.

As M&M VI opens, you discover that King
Roland has mysteriously disappeared, and
Enroth has been plunged into chaos. Floods,
earthquakes, and an invasion of hellish flying
demons are destroying the land, and the peaple
are beginning o wonder if the lrouble is a sign
that the Ironfist Dynasty has lost the Mandate of
Heaven, the divine right to rule. Your main quest
is lo discover what lies behind the chaos in
Enroth and to try to return the fand to order,

Smoatlscrofling, ree
gargel Release Dale: Winter ‘9&;3!5;'3
Pem:iupg;: New World Compyting
ublishier: 3pg ;

; Ww.nwcuuﬂng.gdm

i
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Misht and Magic VI:
"The Mandate of Heaven

# New World Computing’s Fabled Franchise Returns for More RPG Magic 3

'HAIL MARY. M&M VI provides you with an endless siege of mon:
sters o slay. Unless you've got the proper might and:magic lo
defeat this minolaur, however, you might want to say;your prayers:

Along the way, you'll par- &
ticipate in dozens of nonlin-
ear sidequests and learn
more about the Ancients’
struggle—the uberstory
behind the whole MiGHT AnD.
Maaic series. What's more,
New World tells us you'll be
preparing yourself for
HEROES OF MIGHT AND MaGIC
IIl, which the company says
will weave into the M&M VI
storyline. (Heroes Il is as yet
unannounced—so calm
down for now.)

Face Lift
New World has completely

revamped the character cre- s

ation and spell systems for
M&M V1. Instead of randomly. 5%
rolling stats, as in the previous
games, you can customize your
characters with the new allocat:
ed point system. You'll be able to choose the
class and initial secondary skills of each mem-
ber of your party (composed of four characters,
down from the previous games’ six) and then
increase the stats for each character from a
pool of points. As Van Caneghem puts it, “You
can make [for example] a really strong but real-
ly dumb fighter, if you like, or create a very well
balanced thief."

For the new spell system, New World has
eliminated the need to collect gems for spell-
casting, and has gone instead with a straight
spell-point system. The new spell system com-
prises nine categories of magic, ranging from
elemental to spiritual magic. Different character
classes will be able to use different kinds of
magic. Spells will averlap somewhat, so that if a
quest requires a specific spell, gamers will have
access to it no matter what character types




TRAIN IN VAIN You'll be able to gel

buff at the game’s various training
grounds, as long as you have the experi-
ence points to pay.

Jon Van Caneghem: The Hero of MiGHT AND MAG

) 8]
Tj‘ on Van Caneghem has headed the Mgt avo Magic
E-] Iranchise ever since Mictr o Magic | in 1986 (his
f.i lirst compuler game), which he designed and pro-
/' grammed almost enlirely by himsell. Van Caneghem
was gracious enough lo lake a break from [he heclic
schedule of the new game fo answer a few queslions.
CGW: As someone who has been developing compul-
er RPGs for more than a decade, you've seen the
genre’s popularity ebb and flow. For the past few years,
everybody has been saying lhal lhe genre was near-
dead, but now it seems Lo be on the rise again. Any
Iheories as lo why it's making a comeback?
Van Caneghem: Rumors of the death of CRPGS have
been greally exaggerated! The product development

HELLO DOWN THERE M&M VI features a
smooth-scrolling 3D engine thal will lel
you move in all directions, including, at
limes, slraight.up into the'air

Graphically, M&M VI represents a quantum
leap over the previous games, with a brand-
new 3D engine that will provide smooth-
scrolling (as opposed to tile-based scrolling),
360-degree movement throughout the
fantasy world. The world itself is a vivid
hi-res, 30 environment (though New World
promises that a 3D accelerator won't be
needed to play the game).

cycles of CRPGs are lypically much longer than that of
the standard run-'n'-gun games that have been so popu:
lar in recent years. With the hardware advancing at such
a slaggering rate, it just didn't make sense—linancially—
[or mosl companies Lo invest resources into the genre.
However, the gaming audience is looking for producls
wilh more “meat” in them now, a hunger that 3D shool-
ers and pseudo-RPGs can't salisfy.

CGW: Have you played any of the newer RPGs, like
Duin and Daseerrtt? 1 so, whal do you think of them?
Van Ganeghem: Yes, | have. Bolh give a pretly good
gaming experience for what they are. However, Diagto is
an action game disguised as an RPG, and DAGGERFALL iS
a fine RPG saddled with 1994 tlechnology.
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The biggest news, for some fans, will be the

addition of real-lime combat—which will cogxist: =&

with the game's traditional turn-based model.
Why did New World go this way? According to
Van Caneghem, i’s because of the new
engine’s capability for smooth-scrolling move-
ment. “It didn't make sense to force turn-based
mavement, hence turn-based combat, on the
player," he says. “We're giving gamers the
oplion to play in either mode, whichever besl
suits their style of play."

In keeping with the realtime model, New
World stresses that M&M VI will be a living,
changing world as you play. Events won'l always
be triggered by your actions, and the game’s
dozens of NPCs will often follow their own agen-
das through the world. In addition, locations will
not remain static as you continue to play. For
example, if you hack and slash a group of mon-
sters in a forest and then move on, you might
come back later to find it reinhabited by another
group of monsters.

Red Cye

Fans of New World's MigHT anp Magic
games (both the strategy and RPG titles) know
that the company always manages lo infuse
the series with that mysterious X factor—that
addictive ingredient that makes you play the
game night after night until your eyes hurt.
Based on what we've seen so far of MiGHT AND
Magic VI, you may want [o slart catching up
on your sleep now. They just may have done
it again. —Jell Green

CGW: Whal other games are you into (hese days?

Van Caneghem: Lately I've been fiddling with
Dunceon Kerrer and Betravae i Antara, bul my lime is
really dedicated to Micxt ano Magic VI development.
G&W: In the beginning, you did all the work yoursell.
How much of Miyr Anp Macic VI are you directly
involved in?

Van Ganeghem: I'm slill involved in virtually all
aspects of game development. There's everything from
designing the interface, maps, and quesls lo oversee-
ing and directing the artwork, storyline, and overall
look and feel of the game. The buck stops here.

CGW: Do you still enjoy gelling your hands dirly with
tevelopment, design, and coding?

Van Caneghem: Yes! That's where the fun of

this job is.




Best Hardware.

Dominate the 3D universe with Voodoo acceleration. 3Dfx Interactive
delivers the fastest-amazingly fluid 3D ever. The eye-searing graphics and
killer special effects in your game arsenal will now run at blazing speed.

“Reigning Champion” - boot/July 1997

Voodoo Boards — Canopus Pure 3D, Diamond Monster 3D, Guillemot Gamer 3D,
Hercules Stingray 128/3D, Intergraph Intense 3D Voodoo, Jazz Multimedia Adrenaline
Rush 3D, Orchid Righteous 3D, RealVision Flash 3D, Techworks Power3D and more.

Hardware Achievement of the Year — Computer Gaming World
1997 Premier Awards "For overall no-holds-barred blistering 3D
performance...— Diamond’s Monster 3D and Orchid’s Righteous 3D."

Best Software.

Combining exceptional software development with
awesome Voodoo acceleration for an unmatchable,
jaw-dropping experience:

Electronic Arts, Activision, Sierra On Line, Interplay Productions,
GT Interactive, Eidos Interactive, Psygnosis, Acclaim Entertainmen:
Lucas Arts, Microsoft Games, Virgin Interactive Entertainment,
Microprose, Sega Entertainment, SegaSoft, Interactive Magic,
Westwood Studios, Playmates Interactive Entertainment, Hasbro
Interactive, MGM Interactive, Midway Games, Atari Games, UbiSof
Gremlin Interactive, Bethesda Softworks, Criterion Studios, Mindscag
Accolade, Crystal Dynamics, Fox Interactive, Red Storm and more.

Look for the 3Dfx Interactive logo and see for yourself.

Gopyright © 1997 301« Interactive, Inc. The 3DMx Interactive logo and Voodoo Graphics are trademarks of 3D1x Interactive, Inc. Images courtesy of Eidos, Activision, and id software, Lucas Arts, Interplay Productions, Epic
software. Starfleet Academy images are trademarks of Interplay Productions © 1997 Interplay Productions, MotoRacer and Longbow 2 images are trademarks of Electronic Arts © 1997 Electronic Arts. G-Police images are
Interactive. Turok images are trademarks of Acclaim Entertainment © 1997 Acclaim Ententainment. Heavy Gear™ @ 1997 Dream Pod 9, Inc. and Targel Games, AB. Based on the Heavy Gear™ Universe created and owned by



MepaGames, Psygnosis, Electronic Arts, Fox Interact
trademarks of Psygnosis © 1997 Psygnosis. Jedi Knight: Dark Forces images are irademarks of Lucas Arts Enlertainment € 1997 Lucas Arts Entertainment. Croc images are tradamarks of Fox Interact

Dream Pod 9, Inc. Activision is a registered trademark of Activision Ine. © 1897 Activision. All rights reserved. All other trademarks and trade names are the properties of thair respective owners. w
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Conseguence of Action - Ii's nor just if you win or lose, or even
how you play the gane. Everyrhing you do dererwines how the ane is
even played ar all,
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Roshanbo Combar Strateqy - Space combar with a nwist. Your
ship is A rock. Avorher is paper. Anothien is scissors. You can’t bear
them All & they can'r all bear you. Plax your anacks accordingly.
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A Thickening Plor - Witk ax usparalleled depth of play, st against out-of-
this-world SGI Grapliics, figure our A coxstatly changing sory as you waveu-
ver & wasten four fighrers, while dealing witl three different aliex maces.
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] FETRY 10 Kiowoon js e longawaited
RONDOR, (he

WWW.7thlevel.com

n 1993, Sierra On-Line released BETRAYAL
AT KronpoR, the first RPG based on
Raymond E. Feist's Riftwar saga. It subse-
quently went on to win both CGW's
Premier Award for CRPG of the Year and
a place in the Hall of Fame, mainly due to
the fact that Feist actually helped in the
writing and design of the game.

Subsequently, though, there was a fallout
between Feist and Sierra On-line, and Feist
moved his services over to 7th Level, while
Sierra continued work with their own RPG
based on the Kronpor engine, the recently
released BETRAYAL IN ANTARA. Now, after a couple
years of work, Feist and 7th Level are preparing
to release Retunn 10 KronDoR, the frue sequel to
BETRAYAL AT KRONDOR.

D is It

ReTuan To Kronpor takes place about a year
after BeTravaL AT KronnoR. Prince Arutha still
rules over the cily of Krondor, Pug is still the
master Magician at Stardock, and James,
though now a Seigneur, is still up to his roguish
activities. This time though, the game doesn'’l
start with a mere “escort service" plot setup, as
in BeTRAYAL AT KRonpoR. Instead, we begin with a
treasure hunt.

Sequel to Berpawy a1 K
;;.“*_W RPG Set in authoy
SUS fantasy worid of Migkeg
Target Release Date: Fist 1
: Firs
Developer: 7th Leye)
Publisher: 7th Level

{ Quarter 1998 |

* Raymond Feist Makes a Triumphant Return in the Long-Awaited seque/'*; |

%

.

DA BIG BEAR This ugly. mug belongs to Bear; arch-némesis and leader of the mgr* -
cenary pirates hired by Sidi to-capture the:Tear of the Gods s

A priceless artifacl, the Tear of the Gods, is
lost at sea. It was being transported by members
of the Temple of Ishap (the prime god in
Midkemia) when they were allacked by pirates
working for a mad sorcerer named Sidi who, for
reasons unknown, wants the relic. Unfortunately,
the ship containing the Tear accidentally sunk,
leaving the Tear at the bottom of the sea. The ini-
tial, overall quest is to simply find a way to recov-
er the Tear from the ocean floor. But in the
process of recovering the Tear, the player charac-
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ters are drawn into a massive, three-way conflict
for the Tear, and end up fighting an evil that may
even be older than the gods of Midkemia (the
Valheru perhaps?).

This time, you'll be playing five characters, of
whom only one was from the previous game. Of
the characters we've seen in the books, you'll be
portraying James (one of the more popular char-
aclers in Riftwar), and William, the Knight-
Marshal of Krondor and son of Pug the
agician: The three other player characters will

-.i




e new ones made for the game: Jazhara, the
iKeshian sorceress (from an exotic, Middle
‘Bastern-style empire); Solon, warrior-priest broth-
. erof the Temple of Ishap; and Kendaric, a reluc-
tanu.ﬂldkemlan wizard.

».-The game is separated into 10 chapters with

_ .an overall goal. As in the previous game, each

iehapter has one main “quest” you must fulfill

‘In order to mave the story along, but you are

'!ree to do just about anything you want until

ou finish that main quest. Within these chap-
8rs, while different party members come and
g0, none will leave permanently, unlike in

'BETRAYAL AT KRONDOR.

| f-\ Whole New World

b

Since Sierra retains the rights to the original
BeTRAvAL AT KRonDOR engine, 7th Level went
ahead and created a new one for its game.
Rather than go with the first-person perspective
in the first game, they went completely third-
person. And if their ideas for this engine actual-
ly come through, it will be immensely better
than its predecessor.

When fraveling large distances around the
game world, the overview map is used, but when
the player reaches a specific place of interest, il

e switches to the third-person view where you navi-

e

gate the area with the cursor.

Combat is still turn-based, and is seamlessly
integrated into the game's action. Instead of
walking down a street and seeing the words
“you encounter a gang of thieves," you'll actual-
ly see the thieves approach you on the street,
faunt you, and then draw their weapons as
combat begins.

Combat uses the same rules as the original
Midkemia role-playing pencil-and-paper game
(on which the books are based). While fight-
ing, a wide variety of activities are possible.
Characters can fiddle with their inventory,
defend one another, cast spells, and even
interact with the environment. One example
would be a prison break in which the charac-
lers can attack the guards, pick the locks, and
equip themselves from their fallen enemy, all
during combat.

Perhaps the coolest feature in RETURN TO
Kronnor is the use of animated 3D maodels for
characters. 7th Level is hard at work creating
well-animated models that will be placed on
lop of beaulifully rendered background art.
The use of these models allows for minute
details that enhance the overall atmosphere.
During dialogue, for example, characters will
scratch their heads in puzzlement, shake
their fists in anger, or helpfully point you in
the right direction; while during combat,
wizards will make the necessary hand motions
when casting spells.

Reruan 1o Kronoon also includes such fea-
tures as an Alchemy Lab, where you crafl your
own potions, and lock picking, which involves
solving an aclual lock-oriented puzzle (as
opposed lo the simple “use lockpicking skill”
found in most RPGs). Features like true line-of-
sight, shadows, and lighting round out the game.

With Raymond Feist adding his writing savvy
and being even more involved with the design
than in BETRavaL AT KnonpoR, RETURN T0 KRoNDOR
looks like it could be one of the best RPGs in
years. — Thierry Nguyen

FIRE ON THE PORT BOW If 7th Level can use their 3D models in both cut-scenes and actual
gameplay, ReTuRN 10 Kmm will defi nflely be one af me best fooking RPGs.
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Riftwar

Reading Rainbow

ile not absolutely necessary, it
would be a good idea 1o read
Feist’s Riffwar novels belore

playing RETURN T0 KRONDOR.
Here's a recap of the important
dletails of the Riftwar saga.
Magician: The ubernovel of A
the saga, this novel was subse- Ej_ 5
quently split into two separate
ones (Apprentice and Master)
due lo ls sheer size. This intro-  [§#:
duced the master magician Pug, )’ """
and gave many details on the b !
Midkemian universe, such as the Tsurani, the
Valheru, and magic in gnnsral
thorr: This book intro-
duced he villain
S Murmandamus, as he sels a
 #%3 N plot to assassinate Prince
e (] Arutha, Here, Arutha’s bride-to-
be, Anita, took an arrow meant for him—an
arrow fipped wilh the rare poisan
Silverthorn. Arutha then sets out to find a
cure and gain mare information about
Murmandamus. This novel developed the
character of boy-thief Jimmy the Hand, one
nf the reasons lhe bauk Was SO popular.
irh 1: The final
chapler in the Riftwar, this o
brings back all of the main nngu"‘; I
characters of the Riftwar k)
together as Murmandamus
marches to Sethanon in order

L

'_ﬁ-“i'-_:,ﬁ_[

to kill Prince Arutha and free the Valheru

from the Lifestone.
Yuu should also play the first game based
- | on the series:

RONDOR: In the prequel
h) Lhe new game, the flag
of Murmandamus is

| raised again, and Gorath,

a moredhel clan-leader, goes to warn

Arutha. But, things get twisted and the true

enemy is found and thwarted before disturb-

ing lhe Lifestone again.




, 1 cnnﬂl-:;l' and trlumph The celestial cicadel known
plrc has been ravaged by a black—hcartcd Dacdl a Lord If thlb
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HPG Fans Can Prepare for an Invasion From the East

he console world's equiva:
lents of MigHT Anp Maaic and
ULiima are the role-playing
series Dracon WARRIOR
(Dragon Quest in the U.S)
and FinaL Fanasy. Both com-
mand huge followings and
have spawned television shows and lop-selling
music CDs in Japan. When a game from either
series debuts in Japan, it is an event tantamount
to a big-budget movie's premiere. For years, PC
gamers have wondered and (admit it) scoffed at
the success of these two console RPGS. How
could a game made for a medium as limited as
an 8- or 16-bil cartridge inspire such a follow-
ing? The answer; It's the storytelling and the
characters. But don't take our word for it. You'll
be able to see for yourselves when FinaL FAnTasy
VIl comes to the PC in early 1998.

Your First Fantasy

The FinaL Fantasy series resembles MIGHT AND
Magic in that the characters and, occasionally,
even the worlds, are different in each game. Only
the game engine and a few recurring creatures
and themes remain the same, and thus allow the

name to carry over. So, you can enjoy FFVII wilh-

out having played the earlier FinaL Fanmasy

Targel Release Dafe E

arly 19
Developer: Squaresoft i
Publisher: Tp
www -Squaresoft.com

HP

379/ 440
282/ 315
338 397

B LIMIT :

47 E:::]E]

81/ [ ] [—]
L — |

SCREAM The most powerful' magic in FinaL Fanmsy VIl is call magic, with which you can summaon
areat beasts [ike this Leviathan to-destroy your enemies.

games. Of the six previous games in the series,
only three have made it to the United Stales;
FFVIlis already out in Japan and should arrive
here for the PlayStation on September 7 before
making its way to the PC next year.

The story deals with a world crushed under the
iron rule of a couniry-corporalion called Shinra.
Shinra controls the world's resources and is
responsible for siphoning off Makou, the planet's
life enerqgy, making all that lies outside of Shinra's
domed city lifeless and barren. The freedom-fight-
ing group Avalanche wants to halt Shinra's para-
sitic reign. To that end, Avalanche wages a guerril-
la war against the establishment, and the charac-
ters you play get involved with both groups, creat-
ing a plot of betrayal and intrigue.

The three main characters are Cloud Strife, a
defector from the Shinra who has joined
Avalanche for money; Barret Wallace, the leader
of Avalanche, who is on a personal quest to
avenge Lhe death of his wife; and Agrith
Gainsbourg, a civilian unintentionally drawn inio

the conflict. Several other characters appear dur-

ing your ongoing quest, including a foul:

216
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mouthed pilot, a naive female ninja, a beautiful
street fighter, and a lost soul who has been cru-
elly biomechanically altered by the Shinra. As it's
a Japanese RPG, FinaL FanTasy VI also features
a few weird and funny player characters that nor-
mally wouldn't be seen in American games,
including a talking, red tigerlike creature and a
strange character duo of an intelligent cat and
the yeti-like Moogle (a furry, white, magical crea-
fure that is a FinaL FanTasy staple).

Love and War

Fach of the characters has a distinct personali-
ty and his own storyline. Some characters have
sitle stories that only peripherally deal with the
game's main plot, while others are inextricably
tied to it. FinaL Fanmasy games traditionally have
extensive stories for each of their characters, and
part of the FinaL Fantasy magic is that these sto-
ries sometimes have nothing to do with the game,
but are simply there to flesh out the character.

Many of the stories merge with the side-
quests, which, again, aren't integral to the gam
sense that you are roaming a world

o

W




@l is real and alive with its own
erns and personalities. In pre-
VIOUS FINAL FANTASY games and in
Squdresoft’s other major U.S.-
wtleased RPG, CHRONO TRIGGER,
_some characters get married,
S0me mope with unrequited love
-get involved in love triangles,
jothers travel back in time to save a

font a parent who abandoned

| The series has always fea-

orylines with very interest-

#% ing.twists; and'a game wouldn't be

= woithy of the name FINAL Fanasy if

" the plot didn’t contain at least one

betrayal. Brothers turn on brathers,
and kings betray their loyal ser-
vants. Don't be surprised if friends
lurn out to be foes in FFVII.

Swords and Sorcery
Through six iterations,
Squaresoft has refined the FiNaL
FanTasy combat engine into an
ﬂ«’ elegant system. Combat isn’t real-

g time, but is played in phased
aﬂns. Every character has a differ-

“ent altack speed, which is mea-
sured by a time meter. When the
time meter is at full, the character
can attack. Once the attack is
completed, the meter resets to
zero, and the character must wait
before he can attack again. Your
enemies also have speed meters,
and if they are faster, they can
attack you while you wait for your

meter to fill. This creates an exciting dynamic
that is missing from traditional turn-based com-
bat, but still allows for different strategies of
* attack that aren't possible in real-time games,
Each character has a normal attack, but some
have special powers or spellcasting abilities,
% and all can defend or use items during battle.
Magic has always been a large part of FinaL

FanTASY, and FFVIIis no exception. Most of the

*_ previous games have had various schools of

magic. Tradltionally, the three types of magic

re Black, White, and Calling Maaic, which

uld be categcnzed respechvely as alfack; heal:

':" one from an accident or con

or callers, and would have the ability to use
these types of magic.

In FinaL Fanmasy VI, these spell conventions
are maintained and two new types are added:

individuals in the game would be magic-users,

>

KNOCK, KNOCK In FRVII, story and character interaction is the most
vital part of the game, so you'll go searching for people to talk to
and places to visit.

EN GARDE Here is the timed-tum combat of FiNAL FanTasY, which
allows you to strategize your attack, but also conveys a real sense of
excitement and urgency.

Blue Magic, which is magic you learn from your

enemies; and Mysteria Orbs, magic artifacts
that draw on Makou and can be used by all

characters. The Mysleria Orbs can be attached
to weapons to add attack and defense bonuses,

worn by characters (o boost attributes and

defense, and used to cast spells that are nor-
maliy reserved for a specific character class.
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magic system and can be bought,
laken from enemies, or found in your
travels. Calling Magic, which has been
with FinaL Fanmasy since the early
games, is perhaps the most impressive
of all the game’s magic, as it allows
you o summon awesome magical
creatures—dragons, gods, and litans—
to altack your enemies.

Finally, We Wait

As of this writing, it's not known if
Squaresoft has begun the porting
process for the PC version. The only
real obstacle in the port is the transla-
tion of Japanese text, a task that s
already under way for the American
PlayStation version. Squaresoft will
bring the game to the Windows 95 plat-
form, and currently it is holding to a late
first-quarter 1998 release date. All indi-
cations are that the game will be identi-
cal o the PlayStation version, though a
3D card might be recommended or
required to maintain the same level of
delail and graphics. However, since the
PC version seems to be taking a back-
seat to the PlayStation version in

know more until the PlayStation port has
been completed. By then, Squaresoft
might be ready to talk more extensively
to the PC gaming press, and we'll be
able to bring you more up-lo-date infor-
mation on what could well be the role-
playing event of 1998. —Elliolf Chin

MIDGAR This is the initial setting for the PC
port of the Squaresoft RPG FiliaL FAnTasy. VI,
which pits the freedom fighters of Avalanche
against the ruling Shinra.

(=

Squaresoft's U.S. offices, we won't really

!
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There arve 28 dilTerent ways (o disembowel
ers, bies and d Fud themall
in a terrilyingly graphic 5-D environment.

! Solve puzzles, lind clues, explore
L 19th-century London as Nadia, a sword-wielding
femme latale, or Ignatius, a noble monk.

Twenty-one bloodihirsty beasts of desiraction
are wailing to rip out your little human heat suuld
l send you o bed in the feal position.
——— R

A bloody good time in
Jolly old London.

COMING SOON FOR WINDOWS" Y.
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om Hall, one of the leg-
endary founders of id soft-
ware, has some distin-
guished action games to his
credit, but what he has
always wanted to create is a
role-playing game. Now, as a
member of ION Storm, he is fulfilling his wish,
crafting a role-playing game inspired by both
his years-long desire and the Squaresoft con-
sole RPGs he has grown fo love.

The game is called AnacHronoX, and while
it's still early in the game's development cycle
(the game won't ship until late 1998), Hall was
gracious enough lo falk to us about the project.

“Anactronox is @ 3D role-playing game
using the Quake engine. The player controls
up to three characters at a time, from an eventu-
al cast of seven, exploring the galaxy and three
different dimensions. Gameplay is exploralion of
the galaxy, melee with various galactic foes, and
discovery of unique weapons and items that aid
you in your quest. You can choose different
characters and ways of doing things, leading you
to a variety of evenls and areas in the game.”

Sender One

AnscHronox takes place in the future, when the
galaxy has been connected by huge planetary
wormholes called Senders, artifacts left by a dead

nachronox

" Jom Hall Explains His Role-Playing Vision

RAJI'IN Hall. won't comment.on the exact types
of enemies you'll face, but there will be recurring
villains among the 180-strong rogues’ gallery,

including this baddie.

alien race and which are now the hubs of trading
and civilization. One particular Sender gives the
game its name. ‘Al the center of lhe universe lies
Sender One," says Hall, “and in a time bubble
inside the titanic Sender floats the city of
Anachronox. Theory has it that Anachronox was
once home to millions of quarantined aliens who
slowly died of some horrible plague (the name lit:
erally means “poison from a previous time"), leav-

ing the city fo fall to ruins, only to be taken over by

the refuse of the galaxy to become the center of
their nefarious dealings.”

ILis here thal your adventure slarls, as you
assume control of the main character, Sylvester
“Sly" Boots, and his partner, Stiletto Anyway. You
soon discover that the galaxy is collapsing upon
itself and embark on a grand quest to stop this
alarming phenomenon.

Elementary Characters
Like Fina Fanmasy, Squaresoft's premier role:
playing franchise, Anacxronox will be very char-
acter-driven. “Each of the characters has a
[story] arc, some of which are solved by Lhe end
of the game.” Hall says. “There's a reason eve

TR
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ong is doing whal they are.
doing, and their agendas aré’f'
important to the story and o™
what actions they choose
and how they go about _
them.” Hall wasn't prepared:
to reveal all the characters, &
but he did describe a third:
“Grumpos is an old wise -

man with ridiculously long

hair who studies the

Elementor discipline of

MysTech [Mysterium
Technology]—he is able to
actually make new weapons

by combining modules

called Elements.”

This system of combining modules to create

unique weapons is one of the more exciting fea-

lures of Anactironox. “The Elemenltor weapons

system is a whole new way for the average user to
explore the game and create things,” says Hall. .
“Without any programming knowledge, they can
combine Elements to make new weapons and
make them part of the game.” Hall also plans to
introduce an Element-maker program so that
gamers can incorporate custom-made Elements
into the game world for experimentation.

Hall's design calls for the game's scope to
be truly epic, so you'll be traveling to three
dimensions and numerous worlds, and lhrough
time, facing hundreds of enemies. Hall feels it's
loo early lo reveal the worlds you'll see and the
enemies you'll fight, but we promise to loosen
his lips and bring you more information in the
months to come.

Other vital information Hall could confirm was
that the game will be played in third-person,
using the Quake Il engine. Combat will be real-
lime, and it will be a single-player game.

Hall's ION Storm team is already busy into
development, but with myriad worlds and
events to craft, Hall is very careful nol to under-
estimate the duration of this grand project: He
anticipates a late 1998 release. Look for CGW
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magine that you've been selected for rain-
ing as a member of an elite commanco unit,
but discover upon reporting that the “best of
the best of the best" have been slaughtered
by a more powerful enemy. Such is the
setup for An ELDER SCROLLS LEGEND:
Barmespine, Bethesda's next installment in
the land of the Elder Scrolls.

This isn't a sequel to Tre ELper ScroLLs:
DaGGERFALL; you can expect THE ELDER SCROLLS:
Morrowinp to assume that mantle of epic, free-
wheeling role-playing in 1998. Rather,
BarTLespire portends a series of Elder Scrolls
Legends—focused games with an emphasis on
combat and action in a story framework in
which you have the apportunily to finish the
game without the massive lime commitment
required by DAGGERFALL.

Barnespire has the advantage of drawing from
the richly defined cullures and world designed for
the larger games withoul being tied to the style of
play and the sometimes disorienting freedom of the
massive quesls. You already know what
Battlemages are because you've encountered them
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Legeno: Battlesp

Bethesda Unveils a New Focus in Battlemage Tale

in various cas-
ties around
Tamiel. You'll
slill be able to
customize your
characters and
build your
spells in much
the same way
you did in
DAGGERFALL.
You'll already
know some-
thing about the
demonic spawn
known as the
Daedra
because you'll
have studied
the lore and language of these diabolical monsters
in order to fight and/or use them in previous
games. Yel, BarrLeseire will infuse the familiar trap-
pings of Tamriel with better graphics (particularly
the new special effects for magic spells), a new
combat system (real-time wilh new weapons and
spells), and multiplayer modes (cooperative play,
leam play, and deathmaiches for LAN, point-to-
point, and Internet play).

Within the background story, lhe eponymous
Baltlespire Is a dimension created by the :
Emperor's Elite Guard, the Baillemages, as the ulli:
mate testing and training ground for the elite
corps. The dimension consists of a variety of bal:
llefields: dungeons, which allow the designers to
exploit their lighting effects and plant nasty traps in
the shadows; and castles, which allow the level
architects to exploit the 3D engine's ability to han-
dle height and physics. As a new recruit, you arrive
at the training facility only to discover that the elite
corps has been slaughtered. Being the heroic
type, you opt not to do the sensible thing and run
away as fast as possible. The challenge you face is

LIGHT MOTIF You'll find the lighting effects in BATTLESPIRE to be
much:more impressive than those in earlier ELDER ScRoLLS games.

MEET GRINDER BArmLESPiRE features diabolical
traps that serve as nasty physical logic puzzies.

to get to the bottom of the mystery and right the
wrong dong lo the empire you call home, Since
you'll face a literal prince of darkness—a Daedra
noble named Prince Mechrunes Dagon—it will
lake you a while to get to the heart of the situation.
You'll need to build up your strength, skill, and sor-
cery in order o be able to wipe out the Daedra
minions and, finally, the ultimate bad quy,

b —e
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nce DiasLo proved to be a
megahit, it didn't take an
archmage to predict that,
as with the real-ime strat-
eqy blitz, other compa-
nies would jump on the
bandwagon in an attempt
to duplicate Blizzard's massive success. One of
1he first “DiagLo clones” out of the gates will be a
fantasy RPG from Eidos, called Forsaken: THRALL
OF CHaos. Actually, you should take the game's
lille with a grain of salt, because Eidos, in a fine
example of marketing wizardry, has changed the
name four times in the week we were preparing
this article: from Forsaken to ExILED: THE
Fonsaken Saga, to Exopus, to, as we go lo press,
Forsaken: THRALL OF CHAos. Who knows what it
will be called by the time you read this.

The Devil Made Them Do It
Developed by Cinematix Studios, makers of the
action game ToraL MayHem, Forsaxen is a third-per-
son, isometric, action RPG, which the designers
acknowledge has been consciously inspired by

s HIAL 7 TARTHOUARE o

23
STONES

\ Fidos Takes On the Devil in a New Isometric Action RPG

Duagto. They hope to improve on Diablo, though,
by focusing on that game's biggest weakness: the
lack of a truly immersive storyline.

Forsaken takes place on the island of Ahkuilon,
which is ruled by three brutal Warlords. You play
the role of Locke (an homage to FinaL FanTasy
117), @ member of a race of warrior mages who
have long been disbanded and exiled from the
rest of society. One of the warlords hires you to
lake revenge upon a cult group on the island that
has slain his daughter in a ritual sacrifice. But as
you might expect in an RPG, this is just the
beginning of the story—and Locke soon discovers
that the siluation on Ahkuilon is far different than
he first realized.

At present, Forsaken's most compelling fea-
lure is its incredible artwork. Canadian arlist Den
Beauvais, well known for his cover drawings for
Dragon magazine, is hand-painting all of the
game’s prerendered backgrounds. Beauvais's
early results show a game with a remarkably
rich color palette—with lush greens and blues—
an interesting change of pace from the dark look
of most recent RPGs.

BRIGHT LIGHTS Forsaken's dynamic colored fighting effects help create a creepy.

mood for. late-night battles.
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Target Release Date: First Quarter Aonr.
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Unlike DiasLo's 20 sprites, Forsaken will use 3D
polygonal characters with motion-captured anima-
tions (3D acceleration will probably be supported, s
but not required). These characters (also being :
designed by Beauvais) will appear on lop of the
prerendered 2D backgrounds, with 3D collision
detection underneath. The game also ulilizes real-
time lighting effects, including colored lights and
changes from day to night—when we saw this
running in the beta, it was truly beautiful.

=

Fantasy Island

Although the entire game takes place on an
island, Eidos says there will be some 10 o 12 dis-
finct locations, including cities, forests, under-
ground caverns, and (wo caslles. Conversation with
NPCs will be a big part of the game, but there will,
of course, be plenty of action. Each character wil
have spellcasting abililies and five weapon types
with three attack styles. The best weapon in your
arsenal won't always be the same for every player, &
but will depend upon how you have developed your
character throughout the game. Character
advancement will be skill-based, not level-based.

Whether Eidos's first-generation RPG will
have the mettle to compete with big franchises;
like MiGHT AND Magic and ULtima remains to b
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%ur empire is flourishing.
Granaries are full. Technology is adirancing.'

People are prosperous.

What more could you possibly want?




At this point, an army might be useful.

e To build a Stone Age tribe into a thriving nation in 10,000 years of real-time evolution. Which
ﬁ -L'.; empire, you can rest easy knowing that youcan  gives you just enough time to decide whether you want
never rest casy. Because what takes thousands of yearsto  to conquer everyone else. explore the four corners of the
build can be destroyed in seconds if you don't plan wisely. " globe, or accumulate great wealth to achieve
In Age of Empires. your challenge is to take one i victory. And with a 100-node technology tree,
of 12 ancient civilizations (including Egyptian, Yamato, you can choose your advancements accordingly. For
and Greek) from grass hut beginnings to world domi- instance, you can research gold mining or commerce

31997 Microsolt Cmpomion. All righis reserved. Micrasoft and Where doyou wani to go today? are registered trademarks, and Age of Empires is a 1rad k ol Mi [t Corp



Microsoft

Where do you want to go today?"

to amass great riches, or ballistics and naval warfare to war clephant, and the pressure to win ’*%' ”%af,g

e N

' M%% strike fear into the hearts of others. becomes downright intcnse. sS4y ‘-'-
N4
V"‘ Multi-player capabilities, 40 pre-set But before you think you've got what it takes to

scenarios, lavish campaigns, randomly generated maps, and ~ win, make sure you've got the empire to back it up.

[

an expansive scenario editor make it a new challenge each

time you play. Add in the rich 3-D graphics where you'll

see every flaming arrow, marching phalanx, and charging

Choose your favorite form of world domination.

www.microsoft.com/games/empires

All other company nimes mentioned herein are either registered trademarks or trademarks of their respective companics.
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irgin has never been known
for its role-playing games,
bul next year, thal’s likely lo
change. For its first RPG,
tentatively titled Deep Six,
Virgin has at the helm none
other than D. W. Bradley, the
acclaimed RPG designer, whose most recent work
includes Wizarory V, VI, and VIl for Sirtech.
Althaugh the project is still far off (the release is
projected for next spring) and Virgin wishes to
keep it moslly under wraps for now, we were able
to chat with Bradley long enough to get a sense
of the game.

Sel'in a medieval fantasy world, Deep Six will
be a party-based, traditional RPG, in which a
group of adventurers sets out on a quest fo
retrieve an enchanted sword and soon finds
itselfl on a larger mission to help defeat an ulti-
mate evil: the Lord of Death. The game world
will be completely 3D and will incorporate mul-
liple settings, including forests, castles, dun-
geons, and an ancient temple that has sunk
deep beneath the sea.

Bradley and his company, Heuristic Park, are
designing the game engine from the ground up to
incorporate both single- and multiplay (over LANS
and modems). In Deep Six, unlike in Diagto, you'll

: Tms !an!as Rp{,‘
bolh sing !ey A Will incorporate

mullip/ay, |
real-lime and lun-haseq goﬁb‘;fﬂ 5

Target Release )
ale: Spr
eveloper: Heuristic Papkmg 1%
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i Deep Six

Low Bradley, the Wizard of Wizarory, Returns With a Brand-New RPG" 4

DEMON SEED This little terror fmfn below is only one of the' many monsters you'll face on your
joumeys in Deep S,

be able to build your character in single-player
mode and bring him or her into a multiplayer
game—and vice versa—in the hopes that you'll
develop a character you really care about.

Most intriguing so far is the designer’s take
on the old turn-based versus real-time dilemma
for the game's combat system. “I've talked to a
lol of RPGers over the years,” Bradley says, "and
one of the biggest complaints from some was
that they lost a lot of strategic decision-making
in real-time combat, and felt like a mechanical
monkey clicking the mouse. On the other hand,
realtime gamers want a continuous world,
where things are constantly changing. |
needed a new approach that would eliminate
the dichotomy between real-time and turn:
based, and would lef every user play the way
he or she wanls 1o play.”

Bradley's solution is to offer the gamer a
choice, available at any time—even during
combal—between the two modes. Thus, you
can move through the game in realtime, but if
you encounter a parlicularly tough enemy, you
can slow the pace lo give yourself some time

Y ——
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{o plan out your moves. Bradley says that the -
game will be balanced so that neither system has
an advantage over the other and so that all
gamers, regardless of preference, can get the
same essential experience.

Trying to please everyone can be a tricky busi-
ness, bul Bradley says that he and his Heuristic
Park team are “making the game that we, as role-
playing fans, want to see ourselves.” Given the
designer’s track record, we're going to want fo see
it too. Look for an in-depth sneak preview of Deep
Sixin an upcoming issue of CGW.—Jeff Green

YOU BE THE JUDGE Gamers will have a choice
between real-time and tum-based gameplay.
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‘Welcome to Paradise... Axizona. =
( \(‘) They're out to get you...or are they? | 4

Conspiracy or Insanity? It doesn't
matter, you don't have time to thinl,
only time to kill, GO POSTAL!

Blast, maim and fire-bomb youx way
through 17 unsuspecting locales.

But don't get too crazy out heve-
strategy is Ieey so talke advantage of the
thivd-person “"premeditated”
pewspeetive that lets you see exactly
who's cold and who's still able to

pull a trigger.

Baural shootex/strategy combo
('1[[‘11(.']13"05 ‘}'Ou 1o ](QCJ:I one C.)'C o1
youx taxget and the othex looling
over your shoulder at oll tunes,

= Real-time 3D chavactexs wage
against beautifully hand-painted
Ieilling ficlds. 7
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« So frealoin’ veal, your: vietims will
actually beg tou mency and scream
for their lives!

« Multi-player network play over
modem, LAN, or the Tnternet - 50 you :
can go Postal with up to 15 othex
Death Row candidates.

+ Mass muxder opportuiities: spra
ARk Py
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Complete Gune Editor included: no
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The Game Every Gamer Wanted
And No One Else Dared To Make

The Postal CD-ROM 1s available for PC and Mac.
Get them tivse at your loeal vetailer, wwwigopostal.com, ox by calling
1-888-797-5867 and give thein the code: "Solitary Confincment.”
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or years, Dungeons and Dragons
fans could turn to their compulers
for role-playing excursions cour-
lesy of SSI. As the years went by,
though, SSI's games lost their
magic, and TSR went shopping
for a new partner in computer
role-playing. It's been several years, but TSR has
at last found a new partner, and the first RPG
game to come of this liaison could be one of the
best in a long while.

Your Adventure Begins

From Bioware, the designer of SHATTERED
SteeL, will come the first Forgotten Realms CRPG
in several years, to be called ForcorTEN REALMS:
BaLoug's Gate. The game, which Interplay will
publish, lakes place on the Sword Coasl of
Faerun, after the Avatar crisis of the Forgotten
Realms, and chronicles your amnesiac charac-
ter’s quest to discover his or her origin. This per-
sonal quest, though, will intersect with a larger
quest to halt a dark plan to resurrect a fallen evil
that predates the Avatar crisis.

Bioware's employees are big Advanced
Dungeons and Dragons fans and hope to
make BALDUR'S GaTE very story-driven.
Sidequests will abound, and the game’s mys-
terious plat will unravel as you visit key loca-
tions and talk to NPCs.

The game features a third-person isometric
view and will doublless beg comparison (o
Blizzard's Diasto. Like many of the RPGs in this
roundup, BALDUR'S GaTe will boast impressive
graphics, such as dynamic lighting and 16-bit
color. There will also be special effects like fog
and falling snow,

The combal, surprisingly, is real-time,
despite the fact that the AD&D combal system
is turn-based. Aside from that, say the design-
ers at Bioware, all the AD&D convenlions,
including Thac0 and die rolls, will be incorpo:

§otten Realms:
rs (Gate

Dungeons & Dragons Fans To Enjoy Relief From the AD&D RPG Droughz‘ -

DARK TIMES AHEAD BaLour's GaTe starts out with you

getting to the bottom of trade disputes on the Sword
Coast but mushrooms into a darker tale of evil,

rated into the combat, although many of them
will be invisible to the gamer. What you will
see is a fifth-level fighter hitting more frequent-
ly than a first-level fighter. For the very serious-
ly reflex-impaired, Bioware plans a pause fea-
ture so that you can stop combat, issue
orders, and then resume the game.

Duném ns and
D as{om Returns

Since Bawour's Gate is an AD&D game, you'll
be able to choose from among the many familiar
character classes and races fo create your
ONnscreen persona. You can play only one char-
acter, but his or her makeup can be customized.
You can be an ell, dwarf, halfling, fighter, or
mage. You can also be a multi- or dual-class
character. As a low- to mid-level adventure,
BaLour's Gare will allow character progression to
a maximum of sixth level. Sequels will let you
import your character and advance to higher
levels.

Don't worry about going solo in your quest,
though. NPCs will join you and form a parly.
You'll be able to control them in batlle, but they
will also have their own interests and goals. In fa

e
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some members of your party may
fight amongst themselves depending
on your and their alignment. 4
In BaLour's Gate, unlike in previ-
ous AD&D CRPGs, alignment will
malter. Rather than being forced to
adhere to your chosen alignment,
you'll be able to have an impact on
your alignment through your
actions. That alignment will also
affect your meetings with NPCs
and monsters.

Like any good RPG, BALDUR'S GATE
will fealure lols of spells, magic ilems,
and monsters, and Bioware will have the
advanltage of being able to draw from
the rich AD&D rule books for those things.

Let's hope that the abundant background of
the Forgolien Realms universe and the passion
of the Bioware team can create an AD&D role-
playing game thal will rival—or even surpass—
the old gold-box adventures of years past.
—Elliott Chin
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_ eligion in most RPGs follows
5 either the Christian standard of
“one Supreme Holy One asks
you to fight one Supreme Evil
Lurking Down Below" or the
polythgistic slant of “there are
many gods around the world,
and you help a few of them." Well, the newest
RPG from Westwood Studios has taken a differ-
ent slant on things, which is just one thing in its
suite of features and improvements.

i
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The Newest TLA: GoD
When you read the basic plotline for Lanps of
Lore 11, you'll wonder if the initials for ils subtitle,

“Guardians of Destiny,” are a coincidence or not.

* For this sequel, Westwood managed to paint a
very humorous lreatise on gods and creation.
Here, we have a story about gods (Ancients)

who take a “prime directive” when it comes to cre-
aling worlds—that is, they have a pact of non-inter-

rence with the worlds they create; allowing them
nly lo observe. One of these Ancients, Bellal
ecides fo nddle Aith our:world, mak

his favorite and caus-
ing massive wars with
lopsided fighting (his
race will always win
with his help). The
other Ancients have
him executed, but
before he dies, he cre-
ates a Mother Beast
that will use the ener-
gy of the Ancienls lo
resurrect him.
Unforlunately, all the
Ancienls leave, and
the Mother Beast is
dormant for several
thousand years.

This is where the
original Lanps or Lore, released back in 1994,
stepped in. To recap, Scotia was a sorceress who
wanted an arlifact called “The Nether Mask" that
would allow her to change shape and assassinate
King Richard of Graystone. Liltle did we know that
she had a son, Luther. And when you thwarted her
in that earlier game, she fried to magically send the
Nether Mask to Luther. What he got instead was the
Nether Mask's ability to shapeshift, but no means of
controlling it. Add to that the fact that the Nether
Mask was an artifact of the Ancients, meaning its
power was enough to resurrect Belial. Now that he
has the power of the Nether Mask within him,
Luther is caught between Belial's forces (who want
to use it to resurrect him) and Gladstone's forces
{who want to defeal Belial on their own lerms).

New and Impt'ow-:d

Similar to the first game, you navigate the
game world in first-person perspeclive, and com:
bat in real-lime. The main differences between
the two games is that Lanps oF Lore Il looks
slightly better, and apparently you only portray

OI'!B person. Rather than have a party like in the

_ you re on your own in this adventure.
s
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vardians of Destmy

Westwood s Long-in-Development Sequel Has a Bit of a GoD Complex

LANDS OF LOUVRE While a bit dated by today's standards, Lanps of Logg ||
still has some nice graphics.

Differing itself from traditional role-playing games,
Lanns o Lore Il is more plot-driven, which means it
plays out a bit like an adventure game. You'll be talk-
ing o a lot of NPCs in order to make sense of your
predicament and further the plot along.

The coolest part of the game is the curse placed
upon you: uncentrollable shapeshifting. Throughout
the game, you will have to learn fo live with this
curse and control it. But until you do, you're
doomed to randomly change into either the Beast
or the Lizard, and wait for a while until you change
back to human. The Beast is mightier but can't use
weapons or spells, while the Lizard is more agile
and magic-prone, but can't use weapons either.
Morphing is random and can create some interest:
ing situations,

LanDs oF Lore Il is shaping up to be one of
the more interesting RPGs to premiere this year.
While the graphics are a bil daled (it is a year
late), and it doesn't have earth-shattering new
features, the familiarity of the game-world to
fans of the previous game and its unique story-
line make it one of the more promising fitles fo
help the RPG genre get back into the game.

—Thierry Nguyen
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I Quest for Glory 5;
t Dragon Fire

¥ Sierra Returns to Glory With One of Gaming’s Oldest RPG Franchises

he original QuesT FoR GLORY
was an immensely popular
role-playing game. It had stats
and spells, but it also com-
bined classic Sierra
adventure-game elements with
intense combal. After the suc-
cess of the first title, the series grew to encom-
pass lhree more games, sel in various fantasy
locales based on the Middle East, Africa, and
Transylvania. While the quests, monsters, and
environments changed from game to game, the
main character and a few nonplayer characters
did not. Moreover, an overarching plot was
weaved into each game, meaning that a continu-
ity was achieved that compelled you lo play each
successive fitle. It's been a long four years, but,
at last, the final game in the series is about to \ '/
debut; Quest FoRr Guory 5: Dragon FiRe.

IN HONOR OF THIEVES There aren’t levels in Dracon Fise, but, rather, skills that you advance
through with frequent use. As a thief, you could practice pickpocketing on this dummy:

A Mediterranean Holiday

You reprise your role as the hero (always The kingdom has just lost its ruler to assassi-
nameless), and have ventured to the land of nation, and monsters prowl the land whilst a -
Silmaria, a Mediterranean-lype environment. greal black dragon looms over the horizon. Lori SAUESTTOR Gl opy - ) ) ®

Cole, the designer of all previous
QuesT games, is hinting that this ! j ; |
could be the finale of lhe series, so i . !
the story will tie up all loose ends,
and gamers will finish the game with
a feeling of completion.

Many of the previous games'
NPCs will return for this encore,
including Rakeesh the liontaur from
Quests 2 and 3, Katrina the vampire
from Quesr 4, and Erasmus, the wiz-
% ard who taught you spells in Quest

1. However, as a new game, Quest 5
EN GARDE Combat. now: occurs in the game world, will thrust you into @ whole new envi-

rather-than on a separate screen, Before, combat was a ronment with its own share of brand-
little jarring, but now It Is seamlessly integrated.

new faces. As with other QUEsT FoR

CGW OCTOBER 1397

2




* GLory games, Cole promises lo deliver charac-
seeters with personality, as well as plenty of humor
“Sand even romance in the story.

B Skats and Skills
~ ¢ Like previous Quest games, you'll be able to
4 I(_:hoose from three classes: wizard, warrior, and
thief. You will be able to import your characters
* from previous games. DRacon FiRe isn't level:
- based, but skill-based. You have standard attri-
. butes, such as strenglh and intelligence, as in
other games, and a variety of skills. You'll have a
W different set of skills depending on your class,
" suich as pickpocketing for thieves, spelcasting for
‘-?“-wizards, and defense for warriors. You can
~  Increase your skills through normal use or prac-
lice. For example, in the Thieves Guild, you can
practice pickpocketing on the dummy and
advance your skill level. If you fight constantly, your
weapon skill will automatically increase. Continual
spelicasting will also improve your spell skills.
The game does change depending on your
class, as you'll have to defeat major enemies
according fo your skill set (through trickery,
spells, or combat). As far as spells, there are

SPLASH The Queen of Atlantis is only one of
the various creatures you'll meet.

LIGHTS OUT As in previous games, time will pass, so you can adventure during both day and
night.. Some actions, especially. thievery, can be performed only at night.

quite a few, including fireball, levitation, lightning
ball, open doors, protection, and flight.

To be King

In the tradition of the series, there will be sev-
eral subplots to play through before the final
showdown wilh evil. After the king has been
assassinated, you and two other heroes come
forward to compete for the right to take the
crown in the Rites of Rulership. These Rites will
lake you through the game's various quests and
subplots. You'll have to stem Lhe invasion of a
neighboring kingdom, battle the monsters in the
beleaguered kingdom, thwart an army of
undead from the dark realm of Hades, defeat a
monstrous Hydra, and discover the sunken cily
of Atlantis. Ultimately, though, the dark hand
that has guided all these evil forces will throw its
last menace at you: the black dragon, Fire,

The biggest change in the series, apart from
the much updated graphics and beautiful pre-
rendered environments, is the combat. It is no
longer played in a separale screen hal draws

you out of the game world, Now, combat occurs
in the adventuring environment in realtime.

The other big change is the inclusion of mul-
tiplayer support. You can actually play through
the whole game with up to two other characlers.
Presumably, each of you will play as one of the
three contestants in the Rites of Rulership.
There will be support for modem or LAN play.

Quesr 5 still needs to be polished; game speed
is fairly slow now, but Sierra does plan to optimize
the game. Also, while we've played a little of the
game, we slill haven't seen the full quests, Riles,
and NPCs. However, if Sierra can implement these
elements as well as they did in previous Quest
games, all the while polishing the game's speed
and look, Dragon Fire should nat disappoint. As
the probable last entry in the QuesT For GLoRY line,
you'll meet old friends and finally make your way
fo the promised land of Silmaria. With an
improved, integrated combat engine; a variety of
locales to visit; and numerous quests and mon-
sters to surmount, QUEST FOR GLORY 5 could prove
to be the best of the series. —Ellioft Chin




Multiple Missions pir Scud agalnst a bizarre
collection of villains and enemy Scuds.

@©  ATTENTION!

SCUD DISPOSABLE ROBOT ASSASSIN:
HEART BREAKER SERIES 1373

~ THIS UNIT WILL SELF-DESTRUCT
o .- UPON TERMINATION OF TARGET

Obliterate up to 16 opponents
over LAN or HEAT.NET.

www.scud.com

Top down view and easy to master
controls keep action fast and furious.
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> ENROLL IN SPELL-CASTING 101
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P ou see it the first time
F you move from ong
room fo another. The
colorful room with its
stylized Jules Verne
architecture and the pri-
mary character in his
brightly adorned uniform are both swal-
lowed by darkness. Dark EARTH is a study
in contrasts: light/darkness, good/evil,
freedomfear, initialive/ritual,
humanity/monstrosity, and life/death. Just
as Francis Ford Coppola used sharply
etched shadow to suggest the fearful
majesly of the Godfather's hidden power,
DArk EarTH uses the backdrop of an all-
consuming darkness and its correspond-
ing images to shape its universe.

Dark EARTH takes place in a postapoca-
lyptic world in which mankind has experi-
enced near-obliteration. So much debris
fills the air after this cataclysm that perpet-
ual darkness shrouds the world; poison-
ous clouds drift overhead, and photosyn-
thesis has stopped. Only a few pockets of
light remain. Into these pockets have flown
the uncontaminated remnants of humanity.

: Dargk Eaprry

e ;

- FENCE OF DARKNESS You'll see Impressive
close-ups of the action as youfence, fight,

slash, and smash your way 1o success in DARK

Eari’s combat sequences.

First, they build temples to Ra, the Sun God.
Then, entire cities (called Stallites) rise up
around these temples. Entire social structures
evolve out of the need to maintain light, heat,
and genetic purity.

Two elite groups rule this light-oriented soci-
ely: the priestly Sunseers and the military
Guardians of Fire. In the best of all possible
setups, your character is a Guardian of Fire
named Arkhan, a policeman trained for immedi-
ate aclion and the son of a Sunseer named
Rylsedaar—you are sensitized to the history,

myth, and dynamics of your cullure. In the worst

of all possible situations, you are soon thrust
into a situation where the bulk of this cultural
structure stands against you.

OCTOBER 1997

Dancin' in the Dark

For the most part, the game is extremely easy
to navigate. You use arrow keys to move around,
{he space bar o use objects or initiate conversa-
tion, and the C key to enter combat mode.
Combal is in reallime and can be set for easy or
tough battles. Once in combat mode, you press
Cirl and hit the arrow keys for your various moves.

Al of the characters are 3D, and the game
contains numerous attractive 3D objects.
However, rooms are nol connected for pure 3D
scrolling, and there are times when objects such
as slaircases are not fully implemented as 3D,
leading to some awkward animated sequences
in which the characters do not mesh perfectly
with the environment.

Of course, you might wonder why Kalisto opted
for 3D figures and objects if you aren't viewing
the action in first-person and you can't scroll
smoothly from one room to the next. The beauty
of the 3D art s that whenever you enter combal,




| DARK AEGIS Monuments from an earfier era
¢ | guide you through the eultural background of
& the Dark Earm universe and provide vital clues

W for the endgame.

you get fast action, smooth animation, and plenty
of camera angles. At first, this might seem disori-
enting, but as you play the game, you realize that
the close-ups, pans, and over-the-shoulder views
add lo the excitement of each encounter. Easy
mode will prove to be too much of a cakewalk for
aclion gamers, but its inclusion means that even
those who don't care for action sequences can
gel through the game without dying.

Gameplay consists of combat and conversa-
tion separated by the occasional puzzle (of the
find-the-right-object or -information variety).
Successful combat sequences, appropriale con-
versations, and the mere zen of being in the right
place at the right time lead to cinematic cut-
scenes wilh intriguing camera angles, impres-
sive graphics, and visceral levels of violence. The
downside of the design is that your
.~ conversalional options are predetermined by the
allitude you adapt in an out-of-interface setup
screen, The conversalions play more clnarnall

this is the old FMV problem (read: lack of con-
trol) all over again.

Stallite 19

DaRk EARTH has an exiremely well-conceived
storyline. You start with a clear-cut concept of
light versus darkness and good versus evil. Your
first combat pits you against murdering querril-
las who have invaded the sacred confines of the
Temple of Ra and do not hesitate to slaughter
the Sunseers. Unfortunately, when you defeat
the first foe, you find yourself caught in a vain
altempt to rescue Lory, the greatest of the
Sunseers, only to end up being contaminated by
a black, porous, ice-cold parasilic voze called
Shankr Archessence.

This substance, you soon discover, causes
you lo slowly transform into one of the mutant
creatures of darkness from which you have
always protected society—and now, your fel-
low Guardians of Fire are out to gel you. You
learn that you must locate your father and get
him to show you a hidden crypt wherein lies
the secret to your healing. Your own Stallite
becomes a prison to you as you try to
free yourself—and the world around you—
from the danger.

As events unfold around and upon you, you
learn the wisdom of a statement propounded by
an old priest: “Night is an ordeal feared only by :
the impure.” You discover that a perfectly '
ordered society may not be quite as perfect as
you once thought. ,

0Of course, this penetration into deeper and ‘
deeper shades of gray is exaclly what design dirge- =
tor Guillaume Le Pennec is striving for: an attempt
to portray prejudice and fear in (pardon the pun)an =
enlirely new light. Kalisto adds just the right touch
of moral ambiqguity to Daak EAgTH lo stimulate the
imagination and compel you to keep playing.

In terms of story, game world, and arlistic
touches, Dark EARTH is an objet d'arf. As a game,
it Is even having some success as a pen-and-
paper role-playing game in France. (Casus Bell,
the marvelous French role-playing magazine,
gave the pen-and-paper game a positive review
and Is currently publishing additional scenarios.)
Whether the combat and puzzles are enough to
carry it as a computer game remains to be seen.
The puzzles are lighter than the typical adventure
game, and the combat doesn't have quite the
subtlety of a pure action game. Il's a nice bal-
ance for some, but may seem too lightweight for
others —Johnny L. Wilson

DARK SECRETS You manipulate weapons and objects in DARK EARTH via an inventory screen

that Is strictly. click; drag, and drop.

OCTOBER 1097




arsenal development and !n C
research are just a few of the dyn

A nonlinear mission structure creates
a strategic edge over other combat-
strategy games.

The most lethal ali
universe are on a manhunt ahd

your star system is their next

21 adrenaline-pumping missions, each stop. Expeplence rleal-tlme
with their own terrain and objectives,
plus a mission editor included as a
free bonus.

combat strategy

‘in Final Conﬂicf, !

the ultimate inter-

galactic battle.

Vivid super VGA draphics paired with
a sizzling soundtrack put you in the

Alliange Commander’s chair to unify 2
or wage war against alien races. .

Final Conflict T\ & © 1997 Rhode Island Soft Systems. All Rights Reserved. Distributed by Sound Source Interactive.



. -

e A S s o e L T

'Hide The Welcome Mat.

.....

......

"

They’ve Blown Away Entire Galaxies.
Now They Knaw Where You Live.

-l ".."37' v S ‘;.'

Available Now for PC CD-ROM
Download the Demo at: www.solndsourceinteractive.com
For Additional information, call: (818) 878-0505

. SOUND :
SOURCE| RLSOFTSYSTEMS  \win 95 cD-ROM

INTERACTIVE. Seltware Engineered lo Be the Besl

CIRCLE READER SERVICE #374




his game from Spiderweb
Solftware—appearing on our
CG-ROM this month and avail-
able as a download from
Spiderweb’s Web sile—has
heen a big hit among role-play-
ers for months, almost entirely
because of word-of-mouth on Net newsgroups.
ExLe Ill is the third game in Spiderweb's epic
tale of the struggle between the Empire and the
Exiles. In this game, after years of a stalemate, the
Exiles have found a way to reach the surface, and
you and your party are sent to explore.
At first, the game looks exactly like what it
is—a shareware game with primitive graphics.
But if you keep playing, you'll discover a

(Grimoire

. Exile 11I: Ruined World

* Questing the Old-Fashioned (and Inexpensive) Way

remarkably deep, traditional RPG far more com-
plex than ils appearance would indicate.

Character crealion is very flexible—you can
even assign disadvantages such as “magically
inepl” or “bad back," which will affect how
much experience you need to advance levels.
Combat is turn-based, the spell system—divid-
ed into lwo classes—is deep, and the ample
dialogue with NPCs is well wrilten and witty
throughout. Rounding oul the game are elegant
touches such as an automap and a journal that
automalically keeps lrack of your quests.

Jeff Vogel—ExiLe's designer and program-
mer—has created an RPG “like they used
to make." And it cosls only $25 to play.

—Jeff Green

A Classic Computer Role-Playing Game From the Net

~ JM(_HP-T-

wo classic compuler game ref-
erences popped immediately to
mind when | first booted the
alpha version of GRIMOIRE, @
CRPG available only via the
Internet. The first was MiGHT AND
Magic. In GRIMOIRE, you con-
stantly explore the world via a 3D firsl:person win:
dow-—just as you did in the original MIGHT AND
Magic (and Wizarory before it). The second was
Zork. Rermember that maze of look-alike passages?
You're always in a maze in GamoRe—al least in the
parls we've seen.

i you like the characler classes of classic role-
playing, you'll immediately find yourself comfort-
able with the Adepls, Clansmen (humanoid player
characters evolved from other biological strains),
Conjurors, Guardsmen, Pickpockets, and Traders

e
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to be found in Grivoire. You'll feel comfortable
wilh the skill sets and the career paths that are
available. Most gamers will enjoy the many combal
oplions al their disposal: Hide, run, shield, fight,
cast (spell), use (artifact), or surrender.

Also in the classic vein is the background story
for GrmoIRE. You outiit a party to quest in search of
the “Metronome Mysterium,” the so-called Clock of
Fate that winds down into anomie and portends the
end of the world. Instead of trying to "Kill Foozle,"
it's the party’s lask to find the cosmic pendulum
and rewind the clock that ticks off the world's fate.

Grimoire has solid potential and may be
just the unguent necessary for long-time role-
players who want more than real-time, first-
person dungeon crawls, It may also prove the
worlh of online distribution for independent
designers and publishers. —Johnny L. Wilso




hile the online revo-
lution may not have
happened yet, it is
getting more inter-
esting out there for
gamers—and for

: role-players in partic-
“ilar. Here are a few of the more promising

.. upcoming online RPGs.

Ultima Online

Of course, no RPG guide would be complele
without mentioning the ultrahigh-profile ULtima
Onwine, the online RPG with the potential to

Uinmp ¢ INLINE

gither soar into gaming greatness or take a Wile
E. Coyote nosedive. Given the publicity surround-
ing the game, it has turned into a real event—
and if Richard Garriott and the folks at Origin can
pull it off, it will be a stunning achievement. As
of this writing, Phase 2 of the public befa test
was taking place, and we had hoped to have a
play report here. Bul in a week of trying, we were
unable to log on. Typical bela problem or a sign
of difficulties to come? Wil the game finally be
up and running when you read this, or will Origin
fill be kicking all the bats and chipmunks out of

its servers? There's no reasan to be pessimistic,
but, after wriling about this game for more ihan
a year, we're going to stop saying “It'll be out
soon.” Now we'll just say we hape il's out soon.
Lord British, your greatness, your subjects are
ready to play.—Jeff Green

Meridian 59: Revelation

Merinian 59 may not get the same atlention
that Utima Onuine is receiving, but 300's
Internet-based RPG has boasting rights for one
huge reason: It aclually celebrales its one-year
anniversary this October. In that year, the game's
thousands of fans have created a living, breath-
ing allernate universe, and the developers have
continued to tweak the game with upgrades and
expansion packs.

Now, 3D0 is readying the biggest upgrade vet,
called Merinian 59: ReveLaion, which is essentially
an entirely new version of the game. Due this fall,
ReveLation promises (o improve or expand virtually
every aspect of the game. On the aesthetic front,
the developers have completely redesigned the
interface and upgraded the firsl-person graphic
engine to keep up with the times. Player and mon-
ster graphics have also been improved, and
they've tweaked the monster Al so that monsters
can now ally with each other in combal—or be
famed by you to fight on your side.

300 has added tons of new quests and side-
quests, and promises lo make the experience
more “game like" for those seeking more than
just @ MUD-like social hangout. The team has
created an entirely new island city complete with
a race of beings with their own culture and lan-
guage. The overall quest in ReveLation involves
traveling fo this island city and uncovering the
mysteries therein. But it won't be something that
any random newbie jusl logging on can join.
Newcomers will need to explore the existing
world of Merioian 59, garnering strength, experi-
ence, and magic, belore they're slrong enough
to deal with the new land. This will keep the
game friendly enough for new users, while giv-
ing longlime gamers a brand-new challenge for
their already batlle-toughened characlers.

= ;_;_‘,f‘f’:-—-:-i-"%_ ——
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A hosl of new weapons and more than 100

new spells to master round out the changes to ‘
this already hugely popular online RPG. Whether
new players will discover the game amid all the

T s

An enlirely new version of
Player BPG, mwmﬁaﬁﬂ;ﬁmm
an sland clly and discovering a iy raee
Target Release Dale: Fall 1997
Developer:300
Publisher: 800"
- www.3do.com

noise being generated by Utriva ONUNE remains
to be seen, but Merioian 59—as of this writing,

anyway—has one irrefutable competitive advan-
tage: It's up, live and running.—Jeff Green

s the sudden resurgence of com:

puter RPGs attributable to their

popularity online? Stephen Poole

examines this question for

GameSpot saying, “Many devel-

opers believe it's the Internet's
ahility to allow gamers to role-play
together that's moving the genre back
into the limelight.” Get the whole story,
and take a look at 15 upcoming online
RPGs on GameSpot's Guide to Online
RPGs.

www.gamespot.com/features/onlinerpg/
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The next generation of War Gaming'
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Fast paced WWII platoon-level combat on the steppes of Russia 1941-1945!

Lead a lightning Blitzkrieg through the Red Army, or defend Mother Russia from the German invaders!

Set in a new, unique campaign format, EAST FRONT puts you in charge as company commander, in either

the Wehrmacht or the Red Army. Replacement shortages, mud, snow, endless river crossings and all those

fun things from the Russian Front are just a mouse click away! EAST FRONT features a totally new _
engine, a full-blown scenario/map editor and many preset scenarios, such as Kursk and Stalingrad! mmu nH

Available Fall 97 at Software Retailers World Wide! Reserve your copy today.
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Asheron’s Call

A surface glance at AsHeron's CALL will give
you a sense of déja vu. The first pages you
see look a lot like an updated Wizarony with

e Attributes

|
|
|

1“‘-

WHAT A CHARACTER: You'll build' your own custom “char-
acter classes” from the wide assortment of skills and her-

itage groups avallable In AsHERON'S CALL.

more character skills. A second look shows
you that the view in the familiar window offers
real first-person in 3D and an option for going
full-screen with the action window. A deeper
look reveals that the game does nol restricl

you to the traditional “character classes” of
earlier role-playing games (bards, wizards,
fighters, thieves, druids, and the like), but
allows you to tailor a skill set at will. So, if you
want to build a dreamthief
characler drawn from Michael
Moorcock's Fortress of the

able facsimile based on skill
selection, even if he/she
doesn't have exactly the same
skills as in the book.
Experienced RPG players will
love the flexibility.

Peer even more deeply
and you discover a sensitivi-
ly that's often missing from
RPG worlds. Most games
use the idea of race lo creale
distinguishing characteristics
and attributes in both player
and nonplayer characters. Yet
the very use of race in lhis way can be divisive.
Rather than serve as the underpinning for sto-
ries that help us understand and improve the
situation (Utrima VI is a sterling exception fo
this rule), such fantasy-based racism can sug-

CATTLEPULT ANYONE? An early screenshot promoting AstEron's CALL portrays benign cows

on the screen as though they were monsters.

Pearl, you can creale a reason-

8 tonin
& e

~Navt Aried

; Amw'scummmﬁve iyeri
a c_qum»c, tnanic sﬂmm.
ﬂaﬁfrmamasmfanmswmbat :
Targel Release Datg: First Quarter 1908 |
Devcloper. Tirbing Entertainment
Publisher: Microsoft :
- Www.microsoft.copm

gest that some races are subhuman. Much as
we may protest that these are anly games (see
this month's editorial), the idea of innate superi-
oritylinferiority can subtly lead us into real-life
discrimination, AsHeron's CALL, instead, very
sensitively labels the variety of cultural back-
grounds found in the game as “heritage ™
groups.” Such a designation offers a nonhomo: = '
geneous population for the game world without »
emphasizing racial stereotypes (whether drawn
from realily or fantasy).

As you continue to view the game, you realize
that this is an RPG with true beauty and original-
ity. Social interaction in AsHeron's CALL is "alle-
giance-based." This means that your actions and
social standing, as well as the overarching social
dynamics in the world, are based on the groups
to which you belong, and their agendas. The
agendas are, in turn, established and evolved by
the player characters themselves. The design
team will occasionally plant seeds for a given
agenda, bul the players can apt to go with the
seeds or not. The social design of ASHERON'S
CatL may well be the most intricate ever in an
online role-playing experience.

A final inspection shows that AsHERON'S CALL
has been designed for the Internet from the
ground up. The design structure itself reduces
data handling and, hence, the effect of latency.
We were amazed at how smoothly the game
worked using a remote server. Of course, we

't el fried this massively multiplayer gam
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5*_‘ and items will be added as the game

‘_ ith thousands of simultangous
= gamers. We just hope the theories

.~ game in which you can pay by the

will hold up.
Unlike many online RPGs,
Asteron's CaLL will be a premium

day or by the month. Additional lands

needs it—and as the gaming public
is willing to pay.—Johnny L. Wilson

Skies

Imagine a fantasy world of cloud
castles and floaling islands. That's
the setting for Skies, Segasoit's per-
sistent role-playing game of winged
creatures, set to debut in mid-1998.
You'll choose from among angels,
demons, dragons, and other winged
creatures to play, but they won't be
the images you know from popular
fantasy culture. Dragons might not necessarily
breath fire, and an angel won't always be
good. Gamers will have the opportunity fo cus-
tomize their characters in unique ways so that
each player character will be very different
from the next.

Characters in Skies will be skill-based, as in
ULrima ONLINE, not level-based. As you develop,

i ] o

ANGEL EYES The fantasy creatures in this worid won't necessar-
ity follow the attitudes set by Tolkien. Expect sumprises.

e i =
OCTOBER 1597

your appearance Will also change, meaning
that players will be able to tell al a glance
how powerful you are. The game world

will comprise various localions above and
below ground and in the sky. Segasoft

also says that these locations will change
dynamically according to your and other
players’ aclions.

Segasolt is pushing its
transactor lechnology as a
prominent feature of Skies.
Though we have yet to see it

in action, transactors are digi-

fal objects that are serialized

and attached to specific char-

aclers. These transactors can
be abilities or objects, and
players will be able to cus-
tomize their powers using
these transactors. Your own
character will be a transaclor,
called a LEDO (Limited
Edition Digital Object), which
you can {rade with others.
The transactor technology
enables an open-market
economy in which LEDOs
and fransactors can be
bought, sold, and lraded
according to the demands:

SKIES THE LIMIT Segasoft hopes to lure you into its persistent-world, online RPG with the chance to
roam among the clouds of a fantasy worid.

and scarcity of objects in the Skies gaming pop:
ulation. Segasoft hopes that the dynamic will be
similar to the card game Magic (he Gathering,
with transactors being the cards that build your
LEDO, or hand.

The game is played in third-person, and the
graphics should be good. Segasoft has
employed the talents of Michael Turner, cocreato
of the comlc heroine Witchblade, to develop the
in SKIES. —Eﬂ:or.f Chin
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slaying a dragon, commanding
magic with a word, or being a
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Two weeks!
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a vividly described world filled
with puzzles, magic, adventure,
excitement and even romance.
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f you had to name the five greatest com
puter role-playing games of all time, you
would probably pick the ones we've
selected (or other entries in the same
series). We've provided the complete
games for these five RPGs on this
month's CG-ROM. Play them for yourself
and see if you don't agree with our reasons.

ULtiva IV
When Richard Garriott decided to put virtue in

Utma IV, he wasn't satisfied with preaching a
static morality. He wanted, from character-cre-
ation onward, lo confront the gamer with moral
dilemmas, challenging choices, and a powerful
story. With the concept of avatarhood, Garriolt
succeeded in doing what many other role-play-

geeing games had failed to do: Cause gamers to
+ think about real life in new and different ways.

WASTELAND

With a story by Mike Stackpole (of BattleTech
and X-Wing novel fame) and maps by Liz
Danforth, Ken St. Andre, and others, WASTELAND
emerged as an epic game of postapocalyplic
combat, mystery, and puzzles. For the first time,

il

An earty screen nut from Nunnm VI, which

Sir-Tech is promising for a lale '98 release.

gamers found that they couldn’t necessarily
count on nonplayer characters to share ammuni-
tion, take the point, or perform dangerous deeds
in order to save the rest of the party. Other nice
touches included Daniorlh's infamous “rabid
dog” scenario, in which you were forced to pay
the consequences of your deed.

BETRAYAL AT KRONDOR

This game wasn't special just because it
brought Raymond E. Feist's Midkemia to life on
the computer screen, although that might have
been enough. It was the first adventure game to
{ry to give you a 3D first-person feel (even
though some of the characters look like paper
dolls pasted onto the environment). It also
offered a very fresh and new magical interface
that worked wonderfully and fit the Midkemian
milieu perfectly. All in all, a great game with solid
balance and lots of surprises.

MIGHT AND MAGIC

The first game in a hugely successiul series,
MigHT Anp Magic redefined the term epic. It had
the largest map of any fantasy RPG up lo that time
and featured the most upscale documentation for

its era. Most of all, it had great pacing as you
maneuvered through intricate mazes in breathless
suspense, a tremendous amount of hack-'n"slash
combat, a wide sampling of magical spells, and a
simple, yel charming story. The graphics have
improved over the years and its progeny, MigHT
Anp Magic VI, promises lo offer another fresh per-
spective with its 3D graphics and architectural
styles, but there's something special aboul the
original. It's tough, but worth it.

WizARDRY VI

To many gamers, the Wizarory Series as a
whole could fill any list of the Top Five RPGs of
All Time. It was the first maze-view dungeon
crawl and offered deep and challenging role-play
at a time when many computer games were
merely stickman versions of Hack, a mainframe
hack-'n"-slash game. Wizarory VI stands high as
the first game in the series to blend fantasy and
sci-fi into its realms and the first Wizarory game
to offer full-screen color. Some gamers would
argue that Wizarory IV is the best, given its dia-
bolical puzzles and the opportunity you have to
play the villain, but we chose Wizarory VI as the
most accessible Wizarpay yel available. &

Crystal Ball

promising titles on the horizon. We predict that about the time you

G azing further into the future, your RPG soothsayer sees a number of

read this, you'll be hearing an announcement about DiagLo 2—
though Blizzard won't confirm this as we go to press.
Last month’s E3 roundup reported that Sir-Tech was working on Wizarory
VIII. While this is still true, we have since learned that it will be a fall 1998

release—at best.

Finally, rumors abound about Uttima IX. Lord British and his minions at Origin
all promise that this is still going to happen, but the immense difficully of devel-
oping Urima OnLINE has pushed the single-player game back to the point where

no one is falking dates at all.
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HARDWARE

ame

The New Generation of 3D Chips Comes of AQE by Loy case
n the Computer-gaming business, there’s @  onto the box and sell a ot of cards despite unde-

whelming 3D performance. Matrox proved there was a

hOt neW tOplC every yea[ 1996 was SUp‘ market for 2D/3D accelerators that left out certain main-

i ' y  stream 3D image-quality features.
pOSBd tU be The Yeal’ Of SD ACCG|8I’atIOﬂ. The hardware was Ihere. It was the software that came
up missing. For months, the only accelerated software titles
U hh Uh . SU re- out there came bundled in the same box with their graph-
Don't get me wrong, there were some interesting point products. ics cards. A few tilles shipped that offered support for a specific chip, but
Boards using the 3Dfx Voodoo chipset slole the show with their stellar — because Microsoft shipped Direct3D late, and because Direct3D proved
performance and image quality. Rendition proved you could have solid  somewhal difficult to use, lilles have only just begun fo hit store shelves.
3D performance alongside reasonable 2D- and SVGA-graphics perfor- Despile this dearth, a lot of 3D cards were sold. One reason was
mance. Cards using the S3 VIRGE chip proved you could slap “3D" the huge consumer education effort undertaken by many 3D vendors.

CGwW OCTOBER 1587




Another reason was the huge e R b BILINEAR FILTERING Makes a lexture map appear more realistic by averaging the
success of the 30-accelerated ' color values of adjacent pixels. This blurs the pixels, reducing the blockiness when

versions of Quake—first, Rendition-accelerated VQuake proved that viewing the texture up close. If a board doesn't support this feature, you'll get point-
you could have significantly enhanced image quality and a good sampling (on the left).

frame rate, then GL Quaxe arrived on the scene with ils
superb lighting and transparency effects.

Another showcase title was Tows RaIDER from
Eidos, with its beautiful, motion-captured virtual-
aclion diva, Lara Croft.

FOG EFFECTS Blending
objects in the distance with a
flixed color yields a haze or
foggy appearance. I a chip
doesn't support fog, it'll be
pretty obvious. But looking at
the image on the right, you
see Ihat fog can add tremen-
dously to the overall effect in
a game scene.

Enter the Hardware Onslaught
oon we'll have a host of hot 30 iron, as well as
Ssome seriously accelerated 30 fitles. If last year
was the beginning, 1997 is the arrival. With
any luck, 1998 will move along at warp speed. If
you read our July 1996 issue, some of the 3D
techno-speak covered here is probably old hat by
now, though we'll also lell you about some new
developments of interesl. Bul if you're just begin-
ning to get versed in 3D, then this will be a good
place to get started.

Evolution of the
Revolution

n the summer of 1996, 3D accelerators began to arrive in quick
|succassi0n, Last year, we tested quite a few 3D cards, and a year

aqo a lot of these cards looked pretty good. There were no reli-
able benchmarks on the market, DOS games were still king, and
the handful of Direct3D games out were not very good at measur-
ing performance.

The landscape was divided up inlo the mainstream players,
the upstarts, and the dedicated 3D chips. The mainstream play-
ers—ATI, 53, and Matrox—delivered fast 2D cards, but had
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PERSPECTIVE CORRECTION Perspective correction
makes texture maps correctly converge at a given dis-
tance, giving them a more realistic appearance when
viewed from different angles. You can see in the shot
on the lefi that without this feature, things can get just
a hit skewed

mixed 3D performance. The upstarts included
Rendition and NVIDIA. NVIDIA'S NV1 chip hil the
market first, in Diamond's Edge 3D, and attempt-
ed much—lrying to deliver sound and joystick
support as well as graphics—but delivered too lit-
tle. The Rendition V1000 series had some limita-
tions, but proved that a combination 2D/3D accel-
erator could pack a solid 3D punch wilhout giv-
ing up much 20 performance. 3Dfx and
VideoLogic took radically different approaches in
bringing dedicated 3D accelerators to market. The 3Dfx Voodoo chipset
delivered stunning performance and image qualily using a more tradi-
tional rendering pipeline. The PowerVR chip took a more radical
approach that eliminated the need for frame-buffer memory, but suffered
Direct3D feething problems (see this month's review).

All of these players are poised to deliver new chips that promise sig-
nificant increases in rendering performance. After wandering in the
wilderness, NVIDIA has stormed back with the RIVA 128, a chip focused
on just three things: hot-rod 3D graphics, superb 2D graphics, and digi-
tal video acceleration. Rendition is set to deliver the V2200, which will
offer a 3X performance increase in 3D and serious 20 and video fea-
tures—all the while maintaining compatibility with the ¥1000.

VideoLogic is bringing the second-generation PowerVR chip, the
PCX2, to the forefront, while 3DIx has given users a real Rush—
Voodoo Rush, that is. Even mainstream stalwart ATl is poised to bring
a potentially hot performer in the form of the Rage Pro—its third
generalion of 3D accelerators and probably the most innovative
architecture it has done yet.

Then there's software. While the controversy over the Direct3D versus
OpenGL issue looks like a Tyson-Holyfield bite...er...bout (see sidebar),
scores of Direct3D fitles are set to be delivered this fall. OpenGL isn't left

CCwW OCTOBER 1937

oul, though, since games based on the Quake engine will all support
OpenGL, and some of them promise to be blockbusters.

It's the Experience, Stupid

{'s easy to overlook the fact that 3D graphics isn't an end in itself but,

rather, a means to deliver an immersive experience. Recently, we booted

up the Direct3D version of MecHWaRRIOR MERCENARIES on @ Monster-3D
card and were sharply reminded that it's the experience that counts.
Mercenaries is almost a different game using Direct 3D, with night battles
laking on an eerie feel as laser bolts and missiles light up the darkness.
Aiming seems much easier, and the ground loaks a lol more real when you
fall over after one of your mech’s legs gets blown off.

Several factors contribute to an immersive experience. Certainly, frame
rate is critical. The prelliest image guality is pointless if the game looks
like a slide-show. On the other hand, if you can average a solid 25-30
frames per second with the kind of image quality that 3Dfx delivers,
40fps of blocky, pixelated scenery suddenly loses its appeal. So you
need to weigh both issues: Look at the claimed image quality delivered
by the 3D hardware and the frame rate actually delivered by a variety of
games. Benchmarks like 3D WinBench help, but it’s really the games
that tell the story.




Next month, we'll take a look at a variety of 3D accelerators and test
them with several game titles, as well as 30 WinBench.

Most accelerators support a variety of 3D features. The minimum set
you need Lo look for is perspective-corrected lexture mapping and point
sampling. However, we believe quite strongly that bilinear filtering adds a
lot lo the mix, and MIP-mapping (see glossary) improves image qualily,
particularly in games with lots of movement across distance. Good
transparency effects are rapidly becoming a must (think of the water
effects in GL Quaxe). And fog efiects can add that last litile bit of
verisimilitude—climbing to the top of a faggy hill in Mercenaries really
keeps you on your toes.

Finally, don't discount the performance of the CPU. There's a myth
going around that a fast 30 card will make up for a slow CPU, but as our
CPU testing last month indicated, that's not the case. Yes, a 3D accelerator
will help an older system keep up with some games, but there's slill a lot
of geomelry being calculated by the processor in order to give the acceler-
ator something lo render.

TRANSPARENCY METHODS These blend texture
maps so that parts appear transparent. The two
primary techniques are color key (a single color
is defined as transparent) and alpha blending (in
which transparency values can vary according to
the alpha value—usually 256 transparency lev-
els). If implemented incorrectly, transparency will
sometimes be drawn black, preventing you from
seeing through the supposedly transparent
object. Not a pratty sight.

Things to Come
Next month’s graphics card roundup will consist exclusively of 3D-
capable hardware. We have a number of very cool cards on the way,
including your first look al several new AGP boards. Here's just a taste of
what's in slore;
* Boards from Diamond and STB, using NVIDIA's new Riva 128 chip
o ATI's new Xpert@Play, using ATI's new Rage Pro
* Two boards using 3Dfx's Yoodoo Rush chipset from Hercules
and Intergraph
o Hercules' and ELSA's new Permedia 2-based boards
= VideoLogic's Apocalypse 3DX and 50X, using NEC/VideoLogic's
PowerVR chip
= Matrox's new Mystique 220, plus a new 3D surprise they've got
in the works
= Number Nine Revolution 3D
We'll also give you an early look at 30 iron still in development, including
Rendition's V2200, Tritech's Pyramid3D, and Oak Technology's Warp 5 chip.
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enemies and 21 demented spells — each with a unique
bloody graphic.

Gory Combat Action: Brimming with 170 horrifying

Epie Production: A staggering 100,000-plus screens
and 120 hours of blood-spraying adventure enhanced
with 25 grisly minutes of full-motion, 3-D animation,



Vampire Bloodfest: Drink the blood of your victims,
then morph into one of four sinister forms to escape
— vampire, wolf, bat or mist.

au Ly
almost
fuste it.

You were once an innocent man. But having been
brutally slain and banished to Hell has put a bad
taste in your mouth... You are Kain — damned to
the savage existence of a vampire for all cternity.
Revenge consumes you as you journey through the
depraved lands of Nosgoth in scarch of your
murderers. Quench your desire for vengeance with
the blood of innocents in real-time. Morph into
Wolf, Bat, Vampire or Mist to slaughter those who

stand between you and those who wronged you.

Revenge...nothing is sweeter than the

blood of your enemies.

BLOOD OMEIN

L]:(S'ACY

KAIN
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Epic RPG for the PC. Coming this Fall.
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Direct3D versus OpenGlL:
The Dehate Rages On

by Dave Salvator

two years ago: To build a global 3D graphics

Application Programming Interface (API)
that high-performance games could use and 3D
chips could accelerate. Dubbed Direct3D, this
APl would let game developers write their game
code once and have it run on anyone's hardware,
and hardware guys could write one set of drivers,
meaning that most game titles would then run
on their hardware. A great idea. A needed idea.
So why has there been so much flak about this
API? And what's all this about OpenGL being a
viable API alternative for 3D game development?

Before its current incarnation, Direct3D was

Reality Lab, a software-based (CPU-only) 3D
API. Since Microsoft bought RenderMorphics'
API and rechristened it Direct3D, it has under-
gone the growing pains of leaming how to talk
to 3D accelerators—something it wasn't accus-
tomed to doing. Most graphics vendors had
been focusing their efforts on fast 20 per-
formance and had to quickly come up
to speed on 3D. To allow them
some breathing room, Direct3D
implemented a feature known to
programmers as ‘capabilities
bits." Using caps bits, program-
mers could ping a 3D accelera-

Micmscﬂ undertook a major initiative about

vendors along with the lack of compelling
Direct3D fitles, and you have a situalion where
no one is happy. Enter OpenGL.

A Knight in Shining Armor?

OpenGL is a road-tested, feature-complete API
that some game developers are considering as
an allernative 1o Direct3D. SGI, a maker of high-
end graphics workstations, has taken up the
cause of making OpenGL a viable alternative for
developers who don't want to use Direct3D. Id
guru John Garmack used OpenGL to create GL
Quaxe, which has greatly fueled this ongoing
debate because it showed that compelling games
could be written using OpenGL. But Microsoft
quickly countered by running GL Quake—with
some cade tinkering—on Direct3D.

A consortium of game developers, led by
Chris Hecker, asked Microsoft to incorporate
OpenGL as the “guts” of Direct3D, and adopt it

as the 3D API for games development.
Microsoft balked, stating thal its focus

will be to make Direct3D its premier
games API. Microsoft asserts that
OpenGL isn't the ideal platform for
action games in which frame-rate
takes priority over accuracy, but
the developer consortium con-

tor's driver to see which 3D
acceleration features it supports,
use the ones it does, and disable

tends that they want a choice as
to which API they'll use to create
games. SGI has stepped into the

the ones it doesn't. This allowed
graphics vendors to more gradually
implement their 3D acceleration features,
rather than implement everything at once.

So why the ruckus? One inherent problem
with “universal”" APls is what's called API over-
head, which tends to cause something of a least-
common-denominatar effect. The result tends to
be more detrimental to stronger performers,
meaning that the not-so-hot chips can come to
the party too. Another issue was the sheer diffi-
culty involved in using Direct3D, which Microsoft
has recently tried to address in DirectX5.

Combine these factors and the fact that sever-
al graphics companies are effeclively markeling
their own “straight to the iron” APIs to game

CCwW

breach and announced that it will sup-
ply a hardware interface kit with which
hardware makers will be able to implement
OpenGL acceleration in their parts.

It Comes Back to Content
Where is this all headed? It bails down to
which platform will have the most top-shelf
games. Microsoft has a head start, and despite
the early shortage of killer titles, the picture will
be much rosier for the holidays, with Jeo! Knighr,
Sagre Ace, and Unreal all nearing completion.
OpenGL has one feather in its cap: Quake; plus
all titles written using the Quaxke engine. Many
developers are looking at OpenGL; and SU-27
Fanker and WarBians 2.0 will support il. %
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3D Glossary

There's a whole new jargon that comes with 3D
graphics cards. Here's a brief rundown of the
most important features.

CLUT COLOR LOOKUP TABLE A method of cre-
ating texture pallets, which is a form of texture
compression (by reducing the amount of mem-
ory they need). Sometimes used in the absence
of bilinear filtering.

EDGE ANTI-ALIASING Gets rid of “jaggies”
along the sides of polygons and smoothes the
appearance of diagonal lines in a scene.

HAL, OR HARDWARE ABSTRACTION
LAYER Another name for the hardware driver
software portion of Direct3D or any API that
talks lo the registers of a specific chip.

MIP-MAPPING MIP maps are multiple textures
of varying resolutions that represent the texture
when viewed from varying distances, and are
swapped onto the texture as the viewpoint
moves closer to the object.

POINT SAMPLING The simplest method of tex-
ture mapping, where a single pixel of a texture
map is drawn as a single texel with no filtering.

SPECULAR HIGHLIGHTING An effect applied to
a texture to make it appear to be lit.

TEXTURE MAPPING Applying a bitmap to a
polygon to make it appear more realistic.

TEXEL A pixel from a texture map that has
been applied to a polygon.

TRILINEAR MIP-MAPPING A more elaborate fil-
tering technique whereby the four neighboring
pixels from the current MIP map and the four
neighboring pixels from the nearest MIP map
are averaged. This can produce a smoother
effect than bilinear filtering.

Z-BUFFERING A technigue for managing which:
surfaces are visible along the distance axis (z-
axis) by storing depth values before calculating -
hidden surfaces. It is more CPU- and memory-
intensive than the less-accurate z-sort method.
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Trapped between good and evil,
youll find vourqelf at... |

™ B
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".one of the most anticipated RPG titles for the PC"
- - Next Geueratlon Online

I

The A.dventure Begms this October.

S Y

 BY GAMERS, FOR GAMERS,"
www.interplay.com
LTI PR Devigned for 1
2is BR 5
& s ER 2 "-
"l Aad ] T Microsoflr® i
i Windoas 95 :

F READER SERVICE #0786

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN Rl REALMS and the TSR logo are registered trademarks owned by TSR, Inc. BALDUR'S GATE is a a y
trademark owned by TSR, Inc. Trademarks are used under license from TSR, Inc. lnttlglw a Il;"ademm of Interplay Productions. All rights reserved. All other trademarks ars tha,
property respective owners.



THE CARMAGEDDON XV5.

‘7m{)/zzct Car of

the Year.”
Car & Pedestrian Magazine

“Best road—{%z'l[
compacter in

its class.”
J.D. Cower & Associates

“It slices, it dices,

it wipes clean in
e »

a jify.

Consumer Contorts

0 -
GRAPHICS ENGINE Ty
FEATURES USER-

DEFINABLE CAMERA

ANGLES, INSTANT

REPLAY AND SVGA

OPTIONS

25 DIFFERENT
VEHICLES, EACH
FEATURING ACCURATE
DRIVING PHYSICS AND
REALISTIC COLLISION

DAMAGE Some race for glory. Some for money. Then there are
36 BACE TRACKS those who drive for the sheer ecstasy of crunching bones

BT el 2gainst their bumper. .
ENVIRONMENTS FEATURE Introducing Carmageddon.

MILCAREES R The racing game that separates e

WUNENENT the men from the grease
_ NETWOBRK PLAY spots on the road.
INCLUDES 7 MODES

AND 3 UNIGUE TRACKS Drive whatever you want,
wherever you want, over

S EEEINER (W hoever you want. You make SHEEEE
the rules. .

Available now at CompUSA, Electronics 38

X Boutique, Best Buy, Egghead, Babbage’s
Fry’s, Circuit City, Hastings, Musicland,
/Z and other participating retail outlets.

Available on PC CD-ROM CRASH, CRUMPLE, BURN, SKID, AND
'JUMP IN GLORIOUS 3D!

STOMACH-CHURNING REALISM . . .

BY GAMERS. FOR GAMERS." Test drive the demo at www.interplay.com




520 HORSES UNDER THE HOOD.
EVEN VIORE PEDESTRIANS ON TOP.

I

SHIFT-ON-THEFLY
4-WHEEL DRIVE MEANS YOU'LL
NEVER MISS THE BIG BEACH
PARTY AGAIN.

.

POWER-ASSISTED 4-WHEEL DISC BRAKES,
FOR MANEUVERING THROUGH PILE-UPS . . .
OR CAUSING THEM.

CARMAGEDDAN

THE RACING GAME FOR THE CHEMICALLY IMBALANCED.

ma HIGH-TENSILE-STRENGTH STEEL
BODY PANELS PROVIDE THE
DURABILITY YOU NEED,
IMPACT AFTER IMPACT.




TURN HITLER’S DREAM

THE WORLD’S MOST POWERFUL WEAPONS.

The menace of the past has gotten his hands on the
technology of the future. It's up to you to make sure
his plans blow up in his face.

@ Pilot the Apache attack helicopter over land and
sea to complete specific objectives and ensure
the Allies’ success.

@ Real time gameplay requires swift action in
order to mirror actual time line of the Normandy
invasion.

@ Unlcad Seal Team members to retrieve informa-
tion and destroy enemy installations.

@ Modified weaponry includes 1942 era planes with
vertical takeoff and landing capability, tanks with
laser sighting and nuclear-equipped zeppelins.

@ Simple controls allow for fast-paced arcade action
in first or third person.

http://www.playmatestoys.com
CIRCLE READER SERVICE #135
D-Day" rkd;?nad‘md developed by New Wavo Entertainment, Inc.

n @ Playmates Interactive Entertainment Inc.
oyl S PIE™ is a reg "J?r-ﬂ alee Interactive Entortak Inc. Al rights reserved.




LOYD CASE o

~ TECHNOLOGY

ThisIs No
Your Father’s P

New Appenaages Coming to a Rig Near You

or the last
four or
five years,
changes
we I'C
have been

int

somewhat
evolution-
arv. The

last really

significant
change was the addition of the PCI bus,
Other than that, its been ineremental
improvements — faster pracessors, dif-
ferent memory formats, ATX form factor
for motherboards, and so on. Fven
Windows 95 was an evolutionary
improvement, although DirectX may
eventually revolutionize the program-
ming of PC games.

In the next vear, though, several inno-
vations promise to ulterly aller the face of
the PC —and the result will be pretty
alien compared with what we have today.

TODAY'S BEIGE BOX

All computers on the market today are
basically similar to one another. Inside
they have a motherboard with some PCI
slots and some ISA slots. 'There are also
memory slols—72-pin SIMMs are still
prevalent, though the shift to DIMMs is
accelerating (DIMMs allow you to
upgrade your memory by adding a sin-
gle module at a time, rather than in
pairs). All systems now have two built-in
EIDE connectors for disk drives, a flop-
pv disk drive connector, serial ports, and
parallel ports, There are also keyboard
connectors and, usually, a dedicated

|’Sa".’—s!_\'[u mounse connector [;Ihhnngh

there may just be pins on the mother-
board —in this case you have to supply
the mini-DIN connector).

Disk drives, CD-ROM drives, and
floppies are mounted in bays, Some of
the more clever designs use trays that
snap out easily, but attaching the actu-
al ribbon cable is often a chare, even
for an extremely dexterous person with
very small hands. Although some sys-
tems come with built-in graphies and
audio, for the most part expansion
cards inserted in slots handle the
graphics and audio chores.

As I've built more and more sys-

tems, I've become increasingly

comfortable with this paradigm. As
paradigms go, though, its very “high
priest.” In other words, vou've gotta be
well versed in the appropriate reli-
gious...cr...| mean. .. technical
dogma to make it all work.

I've never been much for dogma,
though. While it’s fun knowing all this
stulf, I've always believed that a PC
should be at least as easy to rin as a
car—and maybe even as easy as your
home entertainment center. (Those of
vou who will erack wise aboul setting
the clock on VCRs haven't kept up.
VCRs can now set their own clocks.)

As for me, I no longer get cheap thrills

P Taking a Gander
at the Ins and Ouls
If you're about to install a new piece
of hardware and want to see what
resources are available—let's face it,

Computer Properlies

Viaw Resouicas | Fasarve Resources |

© Input/gutput (1/0}

C Ritect memory access (DMA)
© Memory

Plug-and-Play doesn't get it right all
the lime—you can get a listing by
IRQ, DMA, and Base 1/0 address
Right-click on the My Computer
icon, and select Properties; then
0o to the Device Manager tab
dialog, and double-click on the
Computer icon.

Bsmnq] Hardware using the satting
Systam tlimar

Communications Port (COM2)
Communications Pont (COM1)
IRQ Holder for PCI Steering

=506  Swandard Floppy Disk Contral

01 PC/AT Enhancad Kayboard (101/102-Kay)
Frogrammahble intarupt contraller

B106  3Com Fast Ethedink 10/100Mb Bus-Master PCl Ethame! Adaptar

R =

-

C=]

concel |

“ In the

next year, sev-
eral innova-
tions promise
to utterly alter
the face of

the PC. Iy




LOYD CASE

by slicing my fingers trying lo inserl
another $&%@1 interface card. | want

arevolution, dammit.

THE PC IS DEAD. LONG LIVE THE PC.
The boys in Redmond (Microsoft),
Intel, and a number of systems and
peripherals vendors have gotten togeth-
er lo redefine the personal computer.
The main idea is to make everything
easier to set up and easier to use. They
even plan to make unattended sctup
mare feasible. A whole host of tech-
nologices is being brought to the table.
What follows is a laundry list of some
of the items, If you want to take a look
yourself, download the preliminary
PC-98 spec from Microsoft at
www.microsoft.com/hwdev/pc98.htm.
There won't be a single PC standard.
There will be a basic PC-98 standard,

08." The version we're most interested
in is the entertainment PC 98.

LIGHT MY FIREWIRE

One of the most important features
is high-speed connectivity, The PC-98
spec calls for IEEE 1394 as a primary
high-speed interface. IEEE 1394 began
life as Firewire, a serial link for high-
speed peripherals (ironically, it was
invented by Apple). Peripherals can be
daisy-chained together, and Microsoft
is calling for a minimum data rate of
600Mbits/sec, or roughly 75MBlsec.
"This is some serious bandwidth, folks;
its suitable for hard-drives, which are
one of the connection options. In fact,
embedded deep in the document arc
words like “EIDE drives should be con-
nected via [EEE 1394.” This will cer-
tainly make it much easier to connect

be included is video capture. Yes, you'll
be able to take your camcorder or VCR
and capture video to your hard disk for
editing. DVD drives will also likely be
attached by [EEE 1394, as will printers
and scanners.

UNIVERSAL ACCEPTANCE

The other main conneclivily source
will be the Universal Serial Bus (USB),
which may prove more significant than
Firewire from a day-to-day usage per-
spective. In the future, you'll connect
your keyboard, mouse, multiple joy-
sticks/controllers, modem, and other
serial devices by USB. The cool thing
is that USB is “hot-swappable.” You
plug the device in, the system auto-
configures for it (no reboots, folks), and
off you go. You may have to install a
driver the first time you connect it, but

high-speed peripherals. that will just mean popping ina CD

IEEE 1394 is also good for anything

which all the others have to begin with,

but they'll diverge from there. There'll and walking away — the PC-98 spec

be a“consumer PC 98,” an“entertain-  that requires a big pipe for data. One o talks often about installation without

ment PC 98, and a “workstation PC the other interesting features that will user intervention.

"“A DOUBLE MUST-HAVE.
Anyone who plays compuler games
will want this AMAZING CHAIR!"
Mare Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the punch of
the afterburner!"
Ed Dille, ELECTRONIC GAMES

R K 5
- A 100 watt. suhmufer:built into’ ths 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
ThunderSeat makes your favorite flight sim as
realistic as it can be without a motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
@ 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

mh‘e of y _E ;g
uAscA okrecoil of your Chain Giin, the
ThunderSeat lets you blast off to aneW’

level of realism. -

ThunderSeat Technologies
17835 Sky Park Circle - Suite C
Irvine, CA 92614-6106

714 - 851-1230 Fax: 714 - 851-1185

CIRCLE READER SERVICE #161



The ultimate

3D & video

entertainment .

[

Matrox introduces its new line of graphics and video accelerators

x

»awenzo uv| Get ready for the ultimate in home PC entertainment. By
' combining the Matrox Rainbow Runner Studio with the new

Matrox Mystique™ 220 graphics accelerator, you'll be set to _ *
explore the latest in 3D and video. With the mind-blowing s

speed of Mystique 220, you'll be ready to fly, blast, or tunnel your way
through all your favorite 3D games, 2D Windows, and video aﬁplications. <
Then when you add the Rainbow Runner Studio card (sold separately) you

can create and edit high quality home movies just like a pro. The $500 of free
software even lets you edit in Hollywood style special effects, titles, and sound.
You can also play PC games on your big screen TV. Video conference over the Net.

View full-screen hardware MPEG1 video, and much more!

x
As the winner of over 250 awards for our world renowned products, Matrox is the leader
in developing state-of-the-art technology that is reliable and easy to use. Ghoosé the

leader in graphics and video. Choose Matrox, . . &

Hrsmaue f
2 e, -
LT : cr;‘
o
; : »
Matrox Mystique 220 Matrox Rainbow Runner Studio
* Ideal for Windows 95 applications, 3D * Ideal for video editing, video conferencing,
games, MPEG1 video, and much more! "PC to TV outptt, ‘PC-VCR' video capture,
and hardware MPEG video.
* Comes with 5 free software titles Including
Disney's Toy Story, Electronic Arls' * Includes 4 free software litles. $500 value.
Matrox outperforms the compelition (16-bit) Moto Racer GP, Kai's Power Goo and more! il

m nt ' ox a free matrox board check out Y 2_0 »
www.matrox.com/mga/cgw by oo

1-800-362-9349
* Estimated street price. To use Rainbow Runner Studio you reguire a Matrox Mystique or Mystique 220 g | All porf tests conducted by Matrox Graphics Inc. on a Gateway 200 MHz MMX with 32 MB of
RAM and 512K cache. Matrox Mystique 220, Diamond Stealth 30 2000 Pro, Crealive 30 Blaster PCI, and ATI 3D Xpression -+ PI:ZT‘J' were configured with 4MB of memory using driver releases 3.62, 4.03.00.3207, 4.02.0204,

and 4.03.00.2162 respectively. WinBench 97 business tests conducted at 1024 x 768 @ 16-bil at 75 Hz using small fonls under Windows 85. 30 WinBench 97 tests conducted at default resohution 640 » 480 (0 16-bit al 75 He
with DwectX™ 3a using small fonts under Windows 95. 30 Winbench settings were dictated by Quality Suite responses for the respective products.

CIRCLE READER SERVICE #259




LOYD CASE

THE BIG SLEEP

How the computer handles power
will be very different from today as
well. The power switch in the future
PC will not be a real power switch but,
rather, a “sleep” switch. When you
punch the power switch, it will go into
a very low-power, quiescent mode.
Press the button again, and you'll find
yourself just where you left off. I can
just imagine doing this in the middle
of a QUAKE level: “Ohmigosh, a Vore!
Hit the power switch!” Imagine the
reaction when your spouse comes
along and turns on the computer....

You'll be able to tum the computer
completely off by selecting Shutdown from
the start menu. Can you say“Macintosh™?

THE MORE THINGS CHANGE...
What about “legacy” devices? One
key feature that will be missing are [SA
cards. In fact, the PC-98 people would
love to do away with [SA slots entirely.

Since most audio cards are [SA, the
sound card and modem vendors had
better move to PCI, USB, or IEEL 1394
pretty quickly —and it seems they will,
what with audio migrating to PCl and
modems going to USB, Its very likely
that next years PC will still have serial
porls, parallel ports, and so on, but the
move to faster, friendlier connectivity
will be strongly encouraged.

The biggest change on the graphics
front, without a doubt, will be the new
Accelerated Graphics Port (AGP)
architecture, which will move graphics
off the PCI bus and onto the main
memory bus itself. This migration will
mike room for other PCI devices (disk
controllers, sound cards, and the like)
and give graphics up to a 4X bandwidth
increase, which will be vital for more
complex 3D games. Other changes are
less dramatic: All PCs will have TV out
and 3D acceleration. In fact, one gem
buricd in the PC-98 spec is that MS

Internet Explorer 4.0 will use
Direet3D —for VRML, but also for
user-interface tweaks. So, 3D will be
the mainstream.

PLUG IN AND PLAY

Finally, theres DeviceBay, an emerg-
ing standard for expanding your system.
Instead of popping open a case, cutting
your fingers, and trying to use screws
made for inhumanly small hands, you'll
just pull out the old device and insert the
new one. This will work for all devices
except graphics and your boot drive,
Upgrading to the latest, fastest, biggest,
whizbang device will be a cinch,
DeviceBay makes use of IEEE 1394,
which allows devices to be hot-swapped.

So it laoks as if the PC for the millen-
nium will be easy to configure and
upgrade; and it will be very, very fast. [ts
the Nirvana that all computer gamers
dream of. Now if we can only get DirectX
to install that easily. ... %

is 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 ta
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 you
free brochure, write: Trees for America, The Na-
tional Arbor Day Foundation, Nebraska City, NE
68410.

The National
Arbor Day Foundation™

www.arborday.org




Force feedback adds the sense of touch to supported The stick is also casily
games so you can actually feel the game. But a force customizable, so in just a few
feedback joystick isn't worth a dusty Pong if the stick seconds you can program each

Is pulling processing power from your computer button the way

and slowing down your game. That's you like to play.

why the Microsoft® SideWinder® And forget port

Force Feedback Pro has a hogging. Force w‘h{fﬂ L

25MHz 16-bit “force co-processor” Feedback Pro has only one computer

that does all the force computation on cable and plugs into your gameport.

the stick. Which means your computer Plus, you can test all these features

feels nothing, and your games are never right away with the three killer games

slowed down. Force Feedback Pro is as included in the box: Interstate ‘76, Star

-

much as six times faster than Wars® Shadows of the Empire;

other force sticks. So you'll Battle of Hoth, and

You'lll fe woint.

see and feel every MDK: Mission

Uzi recoil, every Laguna Beach”

stall on take-off The Microsoft

from O'Hare, SideWinder Force

and every nine- Feedback Pro. It's
Iron you shank to designed so that
the left. everything in your game
There's also real will be felt. But only by you.
rocket-science stuff inside For more information (yes,

the Force Feedback Pro. Like believe it or not, there is more), go to

Microsoft-patented digital-optical technolog). www.microsoft.com/sidewinder

Imagine a tiny infrared camera that detects

handle and throttle motion to within one- MAGELABEY

hundredth of a degree without any
Force Feedback Pro

wear or callbration.

© 1997 Microsolt Corporation. All rights reserved, Microsoft, SideWinder and Where do you want to go today? are registered trademarks of Microsoft Corporation. Activision
is a registered trademark and Interstate '76 Is a trademark of Activision, Inc, Star Wars 18 a registered Uademark and Shadows of the Empline and Baltle of Hoth are trademarks
of Lucasfilm Ltd. MDK, MDK: Mission Laguna Beach, the MDK logo, and the Shiny logo are trademarks of Shiny Entertalnment, Inoc.
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Price: $2,899

with 17" monitor
Vendaor: Intergraph
Computer Systems
(800) 692-B063
www.intergraph.com/
express

Reader Service #: 316

REVIEW ¢ INTERGRAPH TD-25 SYSTEM

Intergraph Delivers Much Performance Though Few Extras

by Dave Salvator

ntergraph is not a name known lo
most gamers, But anyone whos
ever shopped for a 31 worksta-
tion has undoubtedly heard of
these guys. As the consumer PC
space begins lo concentrate

more an 31 graphics, Intergraph

has jumped into the fray with a

variely of system offerings, and

these boxes are priced to move.
Intergraph also has a build-to-order,
direct-purchase Web site where you can
build the rig you want, with all the bells
and whistles, and find out the total price.
The TD-25 is Intergraphs higher mid-
range system, using Intel’s 233MHz
Pentium with MMX (P55C), and what it
lacks in extras, it makes up for (some-
what) in performance.

Setting up the TD-25 is fairly straight-
forward, though none of the ports on the
back of the box are labeled. The docu-
mentation, though somewhat brief,
miakes setup easy, and within about 10
minutes, the T1D-25 is good to go. "The
innards are easily accessed sans tools after
removing six “thumb screws,” and the
interior layout allows easy access lo most
system components. The Phoenix BIOS
is pretty rudimentary, and doesn't allow
for much in the way of low-level tweaks,

The unit we evaluated included a key-
board with embedded speakers, which
may be fine for corporate types who
want to hear “ding” every time they do a
no-no, but for gamers these speakers
clearly are not up to the task. Intergraph
was investigating speaker upgrade
options at press time.

We did encounter several other
rough edges along the way: For starters.
the DOSSTARTBAT isn't properly
configured to bring up real-mode dri-
vers for the sound card and CD-ROM
drive. Also, Intergraph doesn't include a
copy of DirectX 3.0a (current version)
on the hard-drive to re-install drivers
should a misbehaving game hose your
DireetX setup.

cewW

CPU: Intel PS5C 233MHz

Phoenix BIOS and 430TX chipset
Memory: 32MB SDRAM

Monitor: 17” Intergraph 17SD69
Hard-Disk: 5.2MB EIDE
CD-ROM: Toshiba 5702 (16X)
Audio: Ensoniq AudioPCl

USB Ports: 2

Modem: None

Game Controllers: None

QCTOBER 13/

RUNNING THE NUMBERS

The TD-25 is the first system we've
seen that ships with a graphics board
based on Rendtion’s Vérité 1000 chip in
Intergraph’s own Intense 30 100 with
4MB of EDO DRAM. Intergraph has
done some deep tweaking on the
Windows 2D drivers, and delivers solid
numbers on this front. The other good
news is that the TD-25 will run all
Rendition-optimized titles.

lior comparison, we stacked up TD-255
numbers against those recently posted by
Falcon Northwests venerable five-star
200MHz Faleon Mach V. In Windows 95,
"TD-255 Graphics WinMark numbers are
not far behind those of Mach Vat both
800x600:24 and 1024x768x106. TD-255
CPUMark scores are about 20 WinMarks
ahead of Mach V, though this is due in
large part to TID-255 faster 233MHz clock
speed, so we'll call that one a draw.
Laoking at the storage sub-system, TD-25
is 100 WinMarks slower on the Disk
WinMark than Mach V, though its CD-
ROM performance is a hair faster. But
with the slightly faster CD-ROM perfor-
mance comes higher CPU usage: 78 per-
cent, compared with Mach Vs 46 per-
cent. In 3D WinBench, TD-25 is clearly
bested by Mach V, scoring 51 WinMarks
to Mach Vs I32. It warrants mention that

Motherhoard: Micronics Thunderbolt ATX with

Graphics: Intergraph Intense 3D-100 w/4MB

Direct X 3, which should
be shipping as you read
this, can use DMA."This
will boost 3D WinBench
scores for all Rendition-
based boards.

Win 95 Litles generally
runwell, though when
running the Direct3D ver-
sion of MDK (with the
patch), certain scenes have
incorreet colors, Bul
LSNE'97, MOTORACER
GP, and Psygmosis”
FormuLA Trun fine.

In DOS, TD-25 pretty
much paces Mach Vin
Quakes TimeDemo tests both at 320:200
and at 640x480. Runuing at mode 0 (x-
mode, 320:200) the TD-25 has choppy
audio, but Intense 31 100 supports VIESA
display modes, and using vid-mode 1
(3205200 lets QUAKE use Vérlés much
faster RISC core and solves the audio
problem. Also, TD-25 runs VOUAKE, the
first 3D chip-optimized version of QUAKE,
with asimilar gliteh at 3206200, but at
640x480 is very playable and looks great.
In CBenchis SVCA-graphics test, T1-25
and Mach Vare even,

TD-25 tums in positive perfonnance
numbers, despite a few rough edges. These
mimbers are all the more impressive con-
sidering that Intergraph costs under $3,000,
I you already have game controllers, a
good set of speakers, and a speedy modem,
this rig will serve you well. If not, be pre-
pared to source oul e extras elsewhere. &

FAPPEAL: Gamers looking to
upgrade their current rig who don’t
need new peripherals.

FPROS: Solid
performer across
the board; pain-
less setup.
PCOMS: Lack of
extras; some dri-
ver trouble with
Direct3D games.
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HARDWARE

kA Ak ko

Price: $999; $799
withoul speakers
Vendor: Princeton
Graphics Systems
(B00) 747-6249
WWW.prgr.com

Reader Service #: 317

REVIEW » ARCADIA AR 27 MONITOR

Seein’ the Big Show

by Dave Salvator

hen it comes to displays, bigger

is hetter. As first-person games

have become all the rage for

shooters, ight sims, and driving

titles, the bigger picture can goa
long way toward total immersion. And
while [7-inch monitors have become
affordable, larger displays (over 20 inches)
have remained expensive. Until now.
Princeton Graphics has unveiled its 27-
inch Arcadia Home Monitor, the AR27,
both with and without speakers, and both
units are less than $1,000.

"The first thing you notice about the
Arcadia s that its huge, and heavy. You'll
need a pretty big space, and you'll definite-
ly want help getting this behemoth set up
unless you'e fond of herias. Onee you gel
the monitor in position, the remainder of
setup is a breeze. Arcadias maximum reso-
lution is 800600, with a top vertical refresh
of 60Hz. This isn't that much of a limita-
tion; remember, its a 27-inch monitor.

Arcadias versatile audiofvideo ins and
outs include VGA, three video (two com-
posite, one S-video) inputs, and two stereo
audio inputs. There5 also an audio oul that
acts as a pass-through so you can route
your audio signal to your stereo amplificr.

At 800x600, the monitors image
quality is solid across the board. Using a
testing tool developed by sister publica-
tion Computer Shopper, we looked at
focus, geomelry, convergence, color
tracking, and flicker. On all fronts,
Arcadia delivers sharp image quality.
On the flicker test, there is no notice-
able flicker.

Game video looks great, and having a
screen this big makes playing games of
any genre more enjoyable. Turning off all
the room lights and running QUAKE
through a 27-inch monitor made for an
eerie experience indeed. VCR video also
looked fine running through one of
Arcadia’ composile inpuls.

‘The only nnld -
disappointment was the embedded speak-
ers’ sound quality. Bass response was sur-
prisingly good, considering the absence of
an external woofer, but the mids and highs
were muddy. If you've got a good pair of
speakers, opt for the speakerless version,
and you'll be fine.

Ifyou're looking to build your own living
room PC, or just want a colossal screen for
all your gaming adventures, Arcadias AR27
isagreat choice. %

P APPEAL: Gamers looking for a
frickin’ huge monitor.

PPROS: Huge mmhle screen,
great image
uality; muitiple
AV inputs;
inexpensive.
PCONS: Very

bulky; audio
quality is so-so.

*k ok ki

Price: $129 (MSRP)
Vendor: Yamaha

(714) 522-9000
www.yamaha.com
Reader Service #: 318

REVIEW » YAMAHA SYSTEM 25

Big Sound, Small Price

by Loyd Case
he System 25 is Yaraha’s 3-speaker
enlry inlo the budget category,
consisting of a powered bass unit
and two salellites. The list price is a
mere $129, but its likely that the
street price will be under $100.

Haul the System 25 out of the box,
and you'll be amazed at just how tiny the
satellites are. Measuring a scant 3.52.5
inches (about 4.5 inches deep), they can
either be placed on a desk or mounted
on a monitor. Miniature stands attached
to each satellite swing out so that you
can easily adjust speaker angle.

Setup is straightforward. The satellites
plug into the bass unit—and the connee-
tors are different, so you can’t make a mis-
take. Therek a power butlon and volume
control on one of the satellites. The bass
unit has its own bass boost control. You
plug your sound card output into one of the
twoinput sockets on the back of the bass

CCW

module. The power supply is built into the
bass unit—no power brick, thank the gods.

[ tested these speakers with a wide array
of music and had a very odd reaction.
High-end response i quite good for such
tiny units; bass response is surprisingly
robust; and voices sound lively and realis-
tic. But the overall feeling left me wanting,
and it took a while to realize what was hap-
penmg. Sl(‘}l'(:ﬂ 'I.m:]gl'[lg is \'"(_f}" ])l‘c(‘lsu
note that | didn't say accurate — bul the
entire stereo image is between the two
speakers. When you set them on either
side of a monitor (a typical setup for home
or office computing) the imaging is very
two-dimensional. There’s o feeling of
depth at all, as f the entire band or orches-
tra has been squeezed down into a two-
foot wide space. So these aren't the great-
est speakers for music,

Games are another story. | ran QUAKE,
Jane’ new 6881, Rep Avirt, and WinG

OCTOBER 13/

L,(!\IW\\DI <R 11
through them, and for gaming ih(.y S0LNC
quite good. The compressed sterco imag-
ing seems nearly ideal for game playing,
Voice and sound effects sound great, and
game music sounds just fine, although you
wont't shake any rafters with the System 25.

For about a hundred bucks, these little
guys deserve some serious consideration.
Check'em out. &

PAPPEAL: Gamers on a budget
looking for good sound.

PPROS: Easy setup; good sound
guality; compact
size; low price.

PCOMS:
Compressed
imaging for
music; lack of
deep hass; lim-
ited power.
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Intel 233MHz Pentium® processor with MMX™ technology
G4MB SDRAM

GAGE Ultra ATA hard drive

24X EIDE variahle speed CO-ROM

17 Micran T00FGs, .26dp (16" display)

S12KB pipeline hurst cache, flash BIOS

100MB lomega Zip drive, 3.5" lloppy drive

32 voice wavelable stereo sound

USR Sportster 56K x2 data/fax modem”

PCI 64-bit 3D video, MPEC, 4MB EDD DRAM
Microsoft” Intellimouse ", USE connections
Microsoft Windows™ 95 and MS™ Plus!
Microsoft Office 97 Small Business Edition Pak
Chaice of Micron Software Solutions Pak
5-year/3-year Micron Power™ limited warranty

with Hitachi 19" SuperScan CM 751 (18" display)
.26dp color monitor add $300

2,699

DVD-ROM, DVD software
E4 Caol DVD PCI decoder card: 6 channel AC-3 to 2 channel out
capability, SPDIF output (digital audio out)
AWE B4 PCI sound card
Cambridge SoundWarks/MicroWorks - 2 speaker satellite with
subwoofer stereo system
Monster 30 graphics card with 4ME memory
Fusion 30 game pak: Mech Warrior 2: Mercenaries 30k version,
AH-64D Longhow, U.5. Navy Fighters '97, Cammaﬂ’ E——
& Conquer, Popular 3Dfx Racing Sim
Xku add °649

MS Sidewinder Pro Joystick
_ Mme add *699

Intel 300MHz Pentium Il processor (features MMX technology)

128MB SDRAM

8.1GB Uitra ATA hard drive

24X EIDE variable speed CO-ROM

17" Micron TOOFGx, .26dp (16" display)
B2440LY chipset

512HB internal L2 cache, ZMB BIOS

10OMB lomega Dip drive, 3.5" Noppy drive
32 voice wavetable stereo sound, powered speakers with subwoofer
USR Sportster 56K x2 data/fax modem”
AGP 128-bit 3D video with 4MB SCRAM
Microsoft Intellimouse, USB connections
Microsoft Windows 95 and MS Plus! CD
Microsoft Dffice 57 Small Business Edilion
Choice of Micron Software Solutions Pak
Syr/3yr Micron Power limited warranty

with Hitachi 19™ SuperScan CM 751 (18" display)
.26dp color monitor add $300

*3,999

“Maximum transmission speed of up to 56Kbps when downloading data and 33.6Khps when uploading. However, actual performance is dependent
upon numerous faclors and observed transfer rales may be less than the maximum potentials,

"Note, the CD-ROM drive will be removed upon purchase of the DVD upgrade.

MICRON
POWER

WARRANTY
Seyrat bnited wastanty on microprevesser and nuain mersry
Enited system waranty (1-pese for TramaPert W)

wnesite service agretmint for Wacron detkiop and server spstems
suppled software scopart for Micron desitap system; J eptional
network eperating system incadent resolsbons nciuded far Micran server systerns
30-day mosey back pekey

-heesr fechoneal sigpen

The i s sotiect 12 and quaiied by Micron's standerd kmited wairantes and temy
e g

Copies o e it vkraties sy be sbliised b4 ot Weh 4t o by Eslieg Micrsn,

Tr, B or Jepear oot
30 ays of free bcron

Cresigned for

.
Microsof1®
Windoes 95

Micron Sales Hrs: Mon-Fri 6am-10pm,
Sat Tam-5pm (MT) Technical Support
Available 24 Hours A Day, 7 Days A Week.
Toll free from Mexico: 95-800-708-1755

Toll free from Canada: 800-708-1758 « Toll free from
Puerto Rico: 800-708-1756 + Int’| Sales: 208-893-8970
Int'l Fax: 208-893-7393
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Micron” Millennia

the
annoying neighbor kid

Here comes

going 'whatcha doin'?
She's

just one more reason to

‘wanna play’?

stay in and play with your new Micron
Millennia PC.

Designed to run even the most
graphic-intensive games and Internet
entertainment, you'll get awesome 2D
and 3D graphics cards, the screaming
speed of Intel's processors, and more.

We pack the Millennia XKU with
the Pentium |l processor featuring
MMX technology, and the MME with
a Pentium processor with MMX
Add our Fusion3D
option, and you'll get DVD software,
Monster 3D graphics card, AWE 64 PCl
sound card, a two speaker satellite

technology.

with a subwoofer stereo system —
and five of the most intense
multimedia games available today.

We'll include a software pack with
every Millennia. You choose one of
four bundles.

Don't stress. You always have
Micron's award-winning customer
support — 24 hours a day, seven days
a week — and one of the best
warranties in the industry. Call Micron
today for everything you need ..

including more ways to ditch Veronica.

Call for information on our
other Millennia configurations.

Call now to order.
888:669-0969

www.micronpc.com

LECTRONICS

MICRON
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Price: 559.95 MSHP
Vendor: Terratec

(714) 493-4600
www.terratec-us.com/
ttec1.htm

Reader Service #: 319

ok ko

Price: 599

Vendor: Logitech
(800) 231-7717
www.logitech.com

Reader Service #: 320

REVIEW » TERRATEC BASE | SOUND CARD

Sounds Like a Deal

by Loyd Case

‘ve always been a little leery of bar-

gain-basement sound cards, I've

had more problems with cheap

audio cards than with just about

any other peripheral. Yet, I'm
always on the lookout for low-cost
audio, hoping to find a gem in the
rough. I'm happy to report that | think
I've found one.

Terratee is a German manufacturer of
sound cards; its previous efforts have
mostly focused on high-end audio for
audiophiles and musicians. The Terratec
Base 1 is the companys first foray into the
lrue consumer-audio space. Installation
is a snap. Just pop the card into a
200MHz Pentium MMX system, and on
boot-up, Windows 95 aulo-detects the
card and installs the Windows drivers
without a murmur of eomplaint. You
need to run a separate install to set up
DOS drivers (which allow Base | o
emulate a Soundblaster Iro).

This $60 card doesnt come with a
built-in wavetable — you only get FM
synthesis — bul the digital audio sounds
very clean. The only jumper on the card
activates or deactivates the onboard
amplifier; and with the amp disabled, the
card is very quiet (through powered
speakers). Windows wave audio sounds
very good and MIDI playback is typical
FM synthesis —lets just say it works as
expected. Theres also a 3D sound option
called VSPACE that spreads oul the
stereo field much like Spatializer or SRS
audio, although VSPACE seeins to be
reverb-heavy.

As for DOS performance, QUAKE —
normally very finicky about sound
cards —sounds great, as does WING
Commannir 1 One minor negative is
that the MIDI port solidly grabs IRQ 9
and doesn'tshare it

I addition to the base card, theres a
connector for a wavetable daughtercard.

Because of the small

size of the Base 1, a standard daughtercard
hangs out in the air, but lerratec will soon
ship a compact version of Yamaha's
DBS0XG MIDI wavetable card. Theres
also an optional radio tuner card, which is
available separately:

Overall, the Base | is a solid, inexpen-
sive card that sounds good, scems very
compatible, and installs like a dream, For
gamers on a budget, this just might be
the cat’s pajamas. &

FAPPEAL: Gamers on a tight bud-
get looking for good sound quality.

FPROS: Inexpensive; easy installa-
tion for both DOS

and Windows 95;
great sounding
digital audio.

FCOMS: Cheesy
FM synthesis;

odd mounting for
wavetahle cards.

REVIEW ¢ LOGITECH CYBERMAN 2

Beyond the Joystick

by Tara Calishain

ith the development of new

3D-graphics technology, its

nol surprising thal game con-

trollers now go beyond the joy-

stick. Thats what the Logitech
CyberMan 2 is all about — taking you
into 3D games with full 3D control. If
you can handle the steep leaming curve,
you'll be rewarded with a much more
immersive experience in games like
Duke NUREM 3D and DESCENT.

The CyberMan 2 is fairly large, with
eight buttons on the left and a knob that
looks like it should rotate (but doesn't) on
the right. Its comfortably heavy; and even
in the midst of frenzied action, it stays put.

CyberMan 2 installs in a snap and
comes preloaded with several game-spe-
cific configurations, including QUAKE and
MDK Its easy to add your own configs:
Cireating a playable controller for the X-
WiNG s, TIE FiGiER demo takes less

CGW
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than five minutes. Don't get out all your
games, though — CyberMan 2 runs only
in Windows 95 ora Win-95 DOS box.

'The biggest drawback of the Cyber-
Man 2 isits counter-intuitiveness. The
direction contoller looks as if it should be
spun, but instead you have to tilt it, nudge
it, pull it up, or push it down. In a game
like Duke NukeM, this leads to a lot of
initial frustration, as you find yoursclf
looking up instead of moving forward and
jumping instead of looking up.

[fyou canstick with it for about two
hours, it pays off. Motion in Duk:
becomes incredibly fluid. Flying around
wilh the jet-pack becomes alimost a game
initself as you smoothly rise, sink, and fly
around. Plus, CyberMan 2is ergonomical-
Iy friendly, so you don't end a game with
numb fingers or a case of ‘joystick clench.”

Unfortunately, the controller is a little
too sensitive—even when you're used to

§

o f
Ty [ 4
s

it, In DUKE this isn't a big deal, but in
CyberMans bundled game, DESCENT I1:
DESTINATION QUARTZON, accidentally
loaking down flips you over. CyberMan 2
alrcady has sensitivity settings, but could
be improved with desensitizing settings.
13D shooters like QuaKE and DUKE
are your cup of tea, CyberMan 2 is a
must-have, If not, the frustration of leam-
ing the particular motion of the controller

might outweigh your gaming payoff. &

PAPPEAL: Ideal for 3D games and
shoot-"em-ups.
PPROS: Fluid
motion; easily
programmed.
PCONS:
Oversensitive; at
times counter-

intuitive; steep
leaming curve.




MONSTER SOUND:

> THE FIRST PCl BASED SOUND CARD

* ACCELERATES DIRECTSOUND, THE NEW
MICROSOFT AUDIO STANDARD

* |DEAL FOR HEADPHONES OR 2-4 SPEAKERS

* FREE FULL-VERSION GAMES INCLUDED

MoNSTER 3D:

= WICKED DIRECT 3D AND GLIDE GAMING ACTION
» AWARD-WINNING, REALISTIC 3D PERFORMANCE
» WORKS WITH YOUR EXISTING GRAPHICS CARD

* BUNDLED WITH MORE THAN 20 FREE GAMES

Visit www.diamondmm.com/monstersound
for your chance to win Monster Sound
and Monster 3D!

Monster
3D graphics!
Monster
3D sound!
(Gaming has
never been

so fierce.)

It doesn't just surround you. It swallows you with

~ realistic, heart-pounding 3D sound. And now, when you

. combine the amazing new Monster Sound PCl-based

) 3D audio card with our award-winning Monster 3D

graphics acce!eralcr. you'll have the ultimate gaming system for your Windows g5 PC.
Using ground-breaking A3D Interactive technology from Aureal—initially developed
for NASA virtual reality simulators—Monster Sound provides stunning, digital-quality
3D positional sound. And, according to Computer Gaming World, the Monster 3D
graphics card is the ideal solution “for no-holds-barred blistering 3D performance.”

Separately, they bring the absolute best out of today's most outrageous
A

games and Web sites. Together, they deliver _
performance that blows everything else away. DlAmoun

M U LTI MEDIA

Momster 304 o trademark of Dlamand Multimedia Systems, Incorporated, 2880 junction
. their

Avenwe, San Jose, CA g3, Al other trad ks an ¢ e pe
0‘:”: 5ﬂllq.):-l, Dian n:n:[qfulrln-:f::m Systems, Incorp. ed. All rights reser: r1 Accelerate your World.
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pentium” B pentium]]

* Intel 166MHz Pentium* Processor with MMX

* 32MB (1-32MB) DIMM

» 512K Pipelined Burst Cache

= |ntense 30 100 w/4MB EDO RAM

« 17" 27dp, 128041024 Monitor (16.0"viewable)
» 1.76B 10ms EIDE Hord Disk

* Floppy 3.5", 1.44MB

» 7 slofs (3 PCI, 3 1A, 1 Shared), & Drive Boys

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

« Dual EIDE channel/Ultro DMA 33/4 devices

$2,099

233 MHz TD-25

* |ntel 233MHz Penfium® Processor with MMX

* 32MB (1-32MB) DIMM

* 512K Pipelined Burst Cache

* Intens 30 100 w/4MB EDO RAM

» 17" .27dp, 1280x1024 Monitor (16.0"viewable)
* 3.568 10ms EIDE Hord Disk

* Floppy 3.5", 1.44MB

« 7 slots (3 PCI, 3 1SA, 1 Shared), 6 Drive Boys

2 USB Ports, 1 Parollel Port, 2 Serial Ports
 Dual EIDE channel/Ultra DMA 33/4 devices

$2,469

233 MHz TD-225

* Intel 233MHz Pentium™ Il Processor

* 64MB (2-32MB) EDO SIMMs

= 512K Pipelined Burst Cache

* [ntense 30 100 w/4MB EDO RAM

= 17".27dp, 1280x1024 Monitor (16.0"viewabls)
* 1,768 10ms EIDE Hord Disk

* Floppy 3.5", 1.44MB

» 7slots (4 PC, 2 1SA, 1 Shared), 6 Drive Bays

* 7 USB Ports, 1 Parallel Port, 2 Seriol Ports

* Dual EIDE channel/4 devices

$2,809~"

Systems include: 30-day money-back guarantee, 3 year limited warranty; one year on site, Windows 95*w/30 Days Free Phone Support, Microsoft*
IntelliMouse’, Windows® 95 ready 104-key keyboard, ¥*US Robotics 33.6 KBPS Fax/Data modem, tool-free mini tower case, and Ensonig Wavetable

Card, Speakers & Mic, ¥24X Variable CD-ROM




266 MHz TD-225

* |ntel 266MHz Pentium®|l Processor

* 64MB (2-32MB) EDO SIMMs

* 512K Pipelined Burst Cache

* Intense 3D Pro 1000 w/16MB RAM

* 21”25 dp, 1600x1200 Monitor (20.0" viewable)
* 3.568 10ms EIDE Hard Disk

» Floppy 3.5%, 1.44MB

o 7slots (4 PCI, 2 1SA, 1 Shared), 6 Drive Bays

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

* Dual EIDE channel/4 devices

$5,279

l-ive 'he 3D experiente- This is no game. Qur PCs are

serious 30 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 Infergraph
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 af these prices! You get real 3D acceleration for
Direct3D " apps, mind-blowing 3D games and mulmnedm It's a world of 3D realism with

correct textures, Gouraud shading, i
% It's where

environment mﬂpplng =

serious stuff. i N you re 90“190

We'll take
you there.

* 3D Sound. Tofally 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.

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

This is it! The 3D PC you want. Got to have.
3 And the 3D is FREE! Don’t wait. Get it NOW.
Get Infergraph.

INTERGRAPH

COMPUTER SYSTEMS

Order Direct Now!
1-800-692-8069

or order on-line
www.intergraph.com/express
Next-duy shlpmeni uvullable.

l ‘“rmwv. :Sr...h 'd Bk ‘ sl Lo
Carporstian. (70842 Intergroph (.umgulur Snlm1 mmsul
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Price: $149 (approximate
street), $99 (upgrade from
PowerVR)

Vendor: VideoLogic

(415) B57-4167
www.videologic.com
Reader Service #: 321

/S

HARDWARE

e

Price: X36 Flight Control
System (pair) $150,

X36F alone $99,

X55T alone $69

(requires X36F)

System Requirements:
Windows 3.1 or 95; game-
port that supports two joy-
stick channels.

Vendor: Saitek

(310) 212-5412
www.sailek.com

Reader Service #: 322

REVIEW ¢+ VIDEOLOGIC APOCALYPSE 3DX

A Different Way

by Loyd Case

D Voodoo 3D-aceelerator
chipset represents a fast, traditional
3D rendering pipeline. But
VideoLogic/NECS PowerVR
PCX2 takes a dilferent approach: it
uses a“chunk” rendering scheme that
breaks the scene up into small pieces, ren-
dering it a picce at atime. A benefit to this
approach is PowerVRS ability to do z-
buffering “on the fly,” rather than allocat-
ing memory for a z-buffer. All 3D display
data is then sent via the PCI bus to the 2D
boards frame buffer. In a look at Video-
Logics Apocalypse 3Dx, based on this
second-generation PowerVR chip, the
results of this novel approach are mixed.
PowerVR doesn't support the fog effects
used by 310 WinBench, has only limited
transparency ability, and no specular high-
lighting, 3D WinBeneh 97 reports that the
3Dx only supports bilinear filtering, filtered
MIP mapping, perspective-corrected tes-
tures, and hardware dithering, Some minor

rendering erors oceur in the last 3D
WinBench scene. The Apocalypse 3Dx
posts a 69.2 3D WinBench score on a
200MHz P35C system with an ET-6000-
based STB Lightspeed 128. Because
PowerVR uses the 21D boards frame buffer,
aslower 2D board could negatively influ-
ence PowerVRS performance, Direct3D
apps refuse to run with an early version of
the Lightspeed 128 drivers; updating the
primary driver enables the PowerVR to
run, so make sure you have a working
DirectDraw capable card.

sames directly ported to the 3Dx look
good and run well, ULTIMATE R@CER
looks very pretty, but some of the ground
textures in MECHWARRIOR 1 Took weak.
MDK5 built-in performance metric
reports a score of 300 in the Direct3D,
whereas the DirectDraw version generates
ascore of 90. Occasional system lockups
occur with the PowerVR card —some-
thing we didn't see with either Rendition or

3Dfx cards. ']he
Direet3D demo of TERRACIDE runs with-
out any problems, however.

The Apocalypse 3Dx generates a
decent 3D WinBench score —not as fast
as 3Dfx, but faster than most chips, and
some of its bundled titles are very sharp.
Given recent price drops in 3Dfx cards
and the imminent shipment of the RIVA
128, ATI Rage Pro, and Rendition V2200
boards, it remains to be seen how well
PowerVR will keep up. %

PAPPEAL: 3D Gamers on a budget.

PPROS: No pass-through cahle
needed from 2D card; direct ports
run great.

PCOMS: So-s0
Direct3D perfor-
mance; limited
rendering feature
set; performance
may he hindered
hy 2D hoard.

Kk kk ki REVIEW * SAITEK X36

Flight Done Right

by Denny Atkin

ttention, Thrustmaster and CH
Products: This is your wake-up call
Saiteks X36 PC Flight Controller is
the first joystick and throttle combi-
nation that really gives the old stan-
dlards competition. And at a cost of only
$150, it also gives them a run for the money.
The X36 system consists of the X36F
joystick and the X35T throttle/mudder con-
troller. They are available separately as
well, but the throttle only functions with
the X361 joystick. The joystick has a trig-
ger, four fire buttons, bwo eight-way hat
switches, and X- and Y-axis trim controls,
The throttle sports an eight-way hat
switch, two three-position switches, a fire
button, and two rotary dials, A small stick
can function as a radar control (it emulates
amouse) and an innovative rocker control
emulates rudder pedals,
A three-position switch lets you assign
three functions to each button and hat,

cew
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and a pinky shift switch on the joystick
allows a second function for each stick
button. You'd be hard-pressed to find a
sim with more functions than you can
program here. The stick can also emulate
a CH F-16 Combat Stick.

The X36edit Windows programming
utility is the friendliest I've seen yet (thats
relative, as joystick programming software
has never been better than mediocre).
You're given alist of functions, such as
["laps, Jamming, and Radar Zoom, and
you input the key sequences for the sim
you'e programming. You then assign these
functions (instead of the actual key-press-
es) to various input switches on the stick
and throttle. Its a bit of a convoluted
process, but it makes fine-tuning your pro-
gram files much easier when you're looking
back—it5 far more intuitive to alter a func-
tion later when you see “Radar Mode”

rather than“Alt-R”

The controls themselves
are very comfortable, The throttle is
probably the nicest design I've seen; its
only downside is that the promised
detentes weren't noticeable on the
early production unit. The stick has a
very smooth feel, neither too loose nor
too stiff, My only gripe is the goofy-
looking hand guard — you're flying
planes here, not swashbuckling. &

P APPEAL: Flight sim fans looking
for a high quality, flexihle HOTAS sys-
tem that doesn't cost a bundle.

PPROS: Good programming soft-
ware; comfort-

ahle; individual
functions easily
disahled.

PCONS: Extra
cable needed to
use mouse
emulation
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your encmy to his knees (Titerally). This Fall! memics will learn, adapt and fight together

@\ "0 ll you - the prize being your head
DIE - NTORT
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“Fans Of Fighting And Blood Will Need
This The Second It Hits The Store Shelves.”

\
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e 1Y GAMERS. FOR GAMERS.™

s [hevutcon wwwi.interplay.com
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¥ GAMERS. FOR GAMERS.

interplay.com
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Complete Freedom of Movement. e
Pl"ecwim K.]l. 9-.

L0 3 3
We're mt'l talking aboutyqur standard
¥ -{r 1
run-and-gun four-player session here.”

“Seriously Hot!”

Strat cogy P._l{z-.-

’pﬂ’},ea‘ls, sever limbs and bring your
enemy to his knees (litmﬂy).
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Price: 599

Vendor: Cambridge
Soundworks

(800) 367-4434,
www.hifi.com

Reader Service #: 323
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Price: $209

Vendor: Panasonic
(B00) 726-2797,
www.panasonic.com
Reader Service #: 324

REVIEW « CAMBRIDGE SOUNDWORKS PC WORKS

Such a Deal

by Dave Salvator

n the world of audio, you get what yon
pay for. Or do you? Cambridge
Soundworks has revisited (hat question,
and has come up with a speaker system
for $100 that should make some $250
systems nervous. And while this system
lacks the deep, low-end punch and louder
volume of its pricier sibling, the
Mieroworks, it nonetheless delivers impres-
sive PC audio, and is casy on the wallet,

PC Works comes in the form of two
small satellites and a woofer, but these
satellites are even more compact than
thosc found on the Microworks,

Setup is painless, and takes all of five
minutes. One gnambling point: Though
there’ a single power supply, its a“wall-
warl,” which eats most of an electric outlet,
rather than the preferred “soap on a ope”
approach. There are two volume adjusters,
one 1o adjust bass volume on the wooler
unit, and another (an in-line volume fader)
1o tweak the overall volume level.

Running audio CDs — ranging from
Beethoven to Bruce Homsby— thiough
the PC works, the overall sound quality
is very clean, with well-defined highs,
clear mids, and solid bass. With the
sound card mixers faders at about 75
percent, the PC Works distorts at about
70 pereent maximum volume. But back-
ing the control off a bit produces reason-
ably loud, clean imaging, The only com-
plaint is that the PC Waorks' stereo field
feels“focused,” and is very much con-
tained within the physical space between
the two satellite units.

Ina comparison with the Microworks,
the PC Works’ high-end has comparable
clarity and definition, though the PC
Works' low-end and maximum volume
are clearly not as strong,

Caming audio in shooters and flight
sims is solid, with more-than-adequate
bass on explosions, and a clear high-end.
In gaming audio uses, the PC Works'

somewhal constrict- . =
ed slereo imaging is much less perceptible.
Cambridge has created what may be
the shape of things to come: A set of
speakers for your PC that will more
than fill the bill, and not crimp your
budget to pay for it. And while [ still
wonld give the nod to Cambridge’s
Microworks, the PC Works warrants
serious consideration il you're budget-
challenged but still want big sound. &

FAPPEAL: Gamers who desire
champagne-quality sound on a
Budweiser budget.

PPROS: Great
sound for the
money.
»PCONS: Lacks
clean low-end at
higher volumes;
wall-wart power
supply.

REVIEW * PANASONIC 24X ATAPI CD-ROM DRIVE |

The X Factor

by Greg Fortune
here seems to be a trend developing
in the marketing of certain types of
computer hardware. Rather than
reporting what a device is capable of
ona consistent basis, many compa-
nies have begun advertising the perfor-
mance of a part based on the absolute
maxinum performmance of the equip-
ment, the kind of performance that you
will rarely see during real-world use.
Particularly guilty of this have been CD-
ROM manufacturers, who would like you
to believe that their drive will give you 10x,
18x, or higher performance. Inactuality,
these drives provide far less performance,
peaking at that level only oceasionally. So,
guess what we found when we tested
Panasonic’ new 24x drive. . ..

Installation of this drive was painless
under Windows Y5, and the drive lives up
to its claim of working while mounted
on its side —a nice louch.
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Our WinBench 97 CD-ROM tests
were mn from a Pentium 166 machine
withan Intel Bus-Mastering PCIEIDE
controller. We expecled to see about 16x
performance overall, which is roughly
what the drive delivered. The WinBench
97 CD-ROM lests came inat an average
of 1100 on two different machines, with
the highlights being sequential thronghpnt
scores that averaged in the 2,500s and
peaked al 3, 500KBAsee transferred (when
reading from the outer tracks only).

Every give has some ke, and this drive
took it in the shorts performing random
reads, The average throughpul for random-
ly accessed reads averaged ascant
S6KB/see, nol exaclly stellar performance.
CPU utilization was generally around 40
percent during the random reads, but
remember those blazing sequential tans-
fer rates? During high-speed sequential
transfers the CPU utilization shotup toa

whopping 85 percent e
with an impressive access time consistently
just about 100 milliseconds.

tinasonics 24x CD-ROM does have
very good performance, as long as the data
is being read in large blocks from the outer
tracks on the CD, However, gaming
requires more flexibility than that. Buy a
drive desigmed lo give you all-around high
performance, not one tweaked so that
“24x” could be written on the box.

PAPPEAL: Gamers who prefer fast
installs to smooth game-play.

HPROS: Blazing sequential transfer
speeds.

PCOMS:
Random access
transfer speeds
tank; chunky
game-play; high
CPU utilization.




& demands placed upon a super

hero's shoulders are tremendous. He
needs plenty of space to fight evil in
every corner of the galaxy. He needs
thunderous sound to keep in tune with
his surroundings. He needs access to the
Internet and TV to keep up to date
on the universe. He needs a physical
conditioning machine to keep him in
speed-of-light, stronger-than-steel

shape. Otherwise, he's of no use to us.

[f’;g GATEVAY2000
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\— /) “You've got a friend in the business.”®
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This is his

fitness machine.

n’t let your super heroes get lazy and lethargic — tights
and a mask can only do so much. Give them the equipment to
exercise their powers.

Gateway’s Destination™ Big Screen PC/TV is the ultimate
choice for any super hero worth his or her weight. Open your
games to a whole new galaxy with the monstrous 31-inch monitor.
The thumping sounds of Boston Acoustics® MicroMedia™ or
harman/kardon® high-fidelity speaker systems will not only tug on
your hero’s cape, but yank it off if not tied properly.

Soup up your multimedia with Intel Pentium® processors
with MMX™ technology, or the sonic 32-bit processing and
MMX technology of Pentium® IT processors. Add a DVD-ROM
drive with its vast storage capacity of up to 133 minutes and the
might to play Kryptonite-shattering audio and video.

Join forces with your fellow caped crusaders. The wireless
keyboard and Field Mouse® remote turn your living room into a
hall of justice. Since they work on radio frequency, point them in
any direction, even through your arch-nemesis Rover, as he plots
to block your view. Ha-ha, Rover. Foiled again by the 31-inch
screen and RF remote and keyboard! And all the capabilities of the
Internet and TV are only a click away.

That’s some serious gaming. Call today or fly to
www.gateway.com and feel the power of the Destination Big
Screen PC/TV — the super hero’s complete fitness machine.

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

§00-846-83571

www.destination.com

CIRCLE READER SERVICE #105



Gateway Destination™ Big Screen PC/TVs

D5-166

® [ntel® 166MHz Pentium® Processor
with MMX™ Technology

m 32MB SDRAM

| 512K Pipelined Burst Cache

& Destination 31" VGA Color Monitor

m STB® 2MB Graphics Accelerator
with Cable-Ready TV Tuner

m 2(B 11ms EIDE Hard Drive

| 12X min/24X max CD-ROM Drive

m 3.5" Diskette Drive

= Ensoniq® Wavetable Audio

» Boston Acoustics® MicroMedia™ 3-Piece
Speaker System

B TelePath® Modem for Windows
with x2™ Technology”

® 7-Bay Charcoal-Colored PC Case

B Wireless Keyhoard w/ Integrated
EZ Pad® Pointing Device

m Wireless Field Mouse® Remote

| Four-Channel RF Receiver

B Microsoft® Windows® 95

8 Home Software Gallery™

m Gateway Gold™ Service and Support™
for Big Screen PC/TVs

$2499 As low as* $87/mo.

“The Home Software
Gallery features popular
titles like Road Rash," The
Neverhood, Automap® Trip
Planner, Launch® Magazine,
Issue 13 and more!

"Maximum data transfer rate dependent on
certain variables including particular
modens with which you are communicating,
telephong lines, communications software
aned communications protocols.

*The Destination 31-inch VGA monitor 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

D6-233

® Intel 233MHz Pentium® IT Processor
with 512K 1.2 Cache

m 32MB EDO DRAM

B Destination 31" VGA Color Monitor

® STB 2MB Graphics Accelerator
with Cable-Ready TV Tuner

® 6.4GB 10ms EIDE Hard Drive

B DVD-ROM Drive & DVD Decoder Card

B 3.5" Diskelte Drive

® Ensoniq Wavetable Audio

» harman/kardon® High-Fidelity Sound System

® TelePath Modem for Windows
with x2 Technology”

® 7-Bay Charcoal-Colored PC Case

® Wireless Keyboard w/ Integrated
EZ Pad Pointing Device

| Wireless Field Mouse Remote

® Four-Channel RF Receiver

B MS® Windows 95

® Home Software Gallery™

m Gateway Gold Service and Support*
for Big Screen PC/TVs

$3999 As low as* $139/mo.

pentiume||

nocERRON

610 Gateway Drive, I.0. Box 2000 » North Sioux City, $.D. 57049-2000
Phone 605-232-2000 « Fax 605-232-2023

1997 Gateway 2000, Inc. GATEWAY 2000, black-and-white spot design, “G* logo, EZ Pad, Field Mouse and **You've got a friend in the business™ slngan are registered trademurks, and GATEWAY, Gateway Gold and Destination are trademarks of
Gateway 2000, Inc. The Intel Inside Logo, Intel and Pentium are registéred trademarks and MMX is a trademark of Intel Corporation. Not all Gateway Destination systems contain the Pentium 1 processor, All other brands and product names are
tratdemarks or registered trademarks of their respective companies. Many Gateway 3000 products are custom engineered ta Gateway 200 specifications, which may vary from the retail versions of the software andfor hardware in functionality, performance
or compatibility. All prices and configurations are subject to change without notice or obligation. Prices do not include shipping or 2pplicable sales tax,



The Most Respected Reviews
in the Industry for 15 Years

GG Choice
Games This Month

READER QUOTES

Since its release, DieLo has been
addressed as an RPG. Though a good
game, it is not worthy of the RPG title.
Disslo is basically a third-person shooter
(as is CRusaDer: No Remorse) with a
developed character. There is more to an
RPG than character, Back when RPGs
were genuine, they had a very com-
plex world, if not worlds, to-travel
through. They had the famous battle
sequence that relied on skill and
thought, rather than reflexes. Several
people were in your party at most
times. Mast of all, there was a story.
These elements that make up the
game go hand in hand, and should
not be separaled.

In your June issue, you addressed
the new Quake Killers. | think they are

688i ATTACK SUB

a joke. They are called “action” games,
but with developed characters and a bet-
ter story. Action games don't need a
story. All you do is progress through
levels and Kill, kill, kill, anyway.

| was very impressed, though, by
your article in the August issue about
ION Storm’s Anachironox. The fact that

COASTER OF THE MONTH

HOW DO WE RATE?
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Tom Hall made his team play CHRoNO
TriGeeR before starting work on
[AnacHronox] would have been exactly
how | would have done it. | hope that
game companies read this and follow
in the footsteps of Square, makers of
the best true RPGs ever.
—Aaron P Low

Review Quote of the Month

“Who would have
guessed that 20 years
of goody-two-shoes
gaming could be
countered by a single
game?”
—Chris Lombardi,
reviewing DUNGEON KEEPER

We only review finished products, not pre-release versions. The ratings are as follows:

OCTOBER 1397

* Outstanding: ! Very Good: Averaue: Weak: Abysmal:

* The rare game * A high-quality A mixed bag. It A game with seri- The rare game

* that gets it all * game hat suc- * can be a game 0us 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 fo form a lems, but s still worth eral ways. It can also be 1 usta poorly conceived buggy, ill-conceived, or
Transcendent Gaming your money, especially if 1 a game that does what ¢ game design—you valueless that you won-
Experience, Our strongest ¢ 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. 1 flair or originality. hard before buying it. released in the first place.

CCW






Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30-

plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film-

quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakes.

So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls have better
nn'n'-rsi

aim than the pirates, and the sharpcﬁl weapon is your wil. For Windews 95 CD-ROM

|

Check out the playable demo in select magazines or download it from our Web site at www.lucasarts.com EShe

© 1397 LacasAns Eaneenaiemest Company. A1l Rights Reserced. The Curse of Monkey Istand is a trademark of LucasArls Entertainment Company, The LecasAtls loge is a registered rademark of Lucastilm L1¢., wied woder authorization.
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The Banded

Price: $29.99 each
Minimum System
Requirements: P75 (P133
recommended), 8MB RAM
(16MB recommended),
15MB hard-disk space,
Windows 95, SVGA graph-
ics, 4x CD-ROM, mouse;
supports Windows-com-
patible sound card.
Multiplayer Support:
None.

Designer: Craig Brannon,
Christina Taylor
Publisher: Legacy
Software

Los Angeles, CA

(800) 532-7692
www.legacysoft.com
Reader Service #: 327

REVIEW * DA: PURSUIT OF JUSTICE

No Appeal

Three Games in the D.A.; PursuIT oF JusTice Series
Is Too Much Law & Order for Anyone

by Charles Ardai

ta recent high-school
reunion, it seemed to me
that everyone | talked to
had become a lawyer. No
supermodels, no computer-
game designers, 1o presi-
dents of the United States.
Enough attorneys, though,
to staff a president’s cabinet,
his supreme court, and his
personal legal-defense fund.

"This either bodes really well or really
badly for a game series like Legacy
Softwares DA.: PURSUIT OF JUSTICE.
DA. casts you as an up-and-coming pros-
ecutor in the office of Los Angeles District
Attorney Frank Jarrett, To take over Jarret(s
job, you've got to prove yourself by getling
convictions in three increasingly difficult
cases. The gimmick here, as in Sierra$
long-running POLICE QUEST series, is that
the gameplay is procedurally realistic. No
Perry Mason theatricality; no quaint,
Matlock-like charming of the jury—just
textbook law of the sort you'd find in a law
school classroom.

Judging by the apparent appeal of law
school to my fellow alums, such an
approach might be a popular one. In prac-
tice, though, | wonder whom this game
will appeal to. Not everyone who goes to
law school wanls to practice law, but I sus-
pect that everyone who wants to practice
law does go to law school. For alawyer ora
law student, playing DA. would be as
much ofa busman’ holiday as playing a
Pouce QuesT game would be for a cop.
And while [ can imagine a casual John
Grisham reader getling excited if the game
featured conspiratorial legal skullduggery,
how excited will he get when he discovers
that his first case focuses on a drunk driver
arrested for plowing into a bus stop bench?

IN THE 2ND DEGREE
Nearly two years ago, Broderbund
released a very good (though not very suc-

CGW
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cessful) game called INTHE 15T DEGREE.
Produced at the height of the Q.
Simpson trial, that game focused on a
high-profile interracial murder case, and
leavened the legal proceedings with lots of
social salire, There is no satire here, and
instead of one somewhat lurid case you
have several cases that are far more mun-
dane. In almost all other respects, DA.
could be a sequel to INTHE IST DEGREE.

Both games play aut enlirely in full-
screen video, featuring strong production
values and good actors in the roles of
defendants, witnesses, judge, jurors, and
so forth. Bath games ask you to compile
evidence and analyses and then use
them at trial, Both feature visits to the
scene of the crime and interrogations of
witnesses in the pretrial phase, followed
by examination and cross-cxamination
in front of the judge, all aver the course
of several timed game “days.”

After preparing your case (see the side-
bar), you go lo trial. First you call witnesses
and select legally appropriate questions
from multiple choice sets that include
inappropriate questions; next you select
relevant precedents to cite in response to
objections raised by the defense attorey;
then, when the defense asks inappropriate
questions, you gel to -
object; finally you get to
cross-examine the
defenses witnesses, The
compuler manufactures
your opening and closing
arguments automatically,
based on what you've
done up to that point,

[fyou have too little
evidence, the judge dis-
misses the case; if not,
you cither win or lose,
Either way you get a ral-
il'lg on _\_"ﬂllr pcrfnr—
mance. You can then
teplay the case to

LAWYERS, GUNS, NO MONEY
Broderbund's In tHE 15T DEGREE [top)
and Legacy's D.A. [bottom] do look
and play similarly.

improve your rating or go on to the next
case, You don't have Lo wait until you've
won one case before going on to the
next. There is some bad news, though:
You have to buy each case separately.

LEGAL EXPENSES

Imagine if each level of DoOM were a
separate shrink-wrapped title, or if you
had to purchase each subquest in a stan-
dard adventure game like NOIR or
CALLAHAN'S CROSSTIME SALOON

STOP THE EXCITEMENT Maybe the reason that your
boss, Frank Jarrett, wants to retire is that 80 percent of
the cases he's seen in 20 years are drunk driving
cases—|ust like your first, THe Sunser BouLevarp Deuce.



DA: PURSUIT OF JUSTICE ¢« REVIEW

separately. That’s what this is like. None of
the cases here is good enough to stand on
its own; to the extent that the game is
appealing, it’ largely because of the
development of your career over the
course of several cases. The first, THE
SUNSET BOULEVARD DEUCE, is the
drunk driving case, and its almost laugh-
ably introductory. The second, THE.
Garssy DIAWOND JEWELRY THEFT, rais-
es the stakes, but only alitte: A theft-
inclined debutante steals a car and the
diamond necklace it contains. The last,
THE Rar Tarroo MURDER, finally wakes
you up with a bit of homicide, but even
this case isn't great courtroom drama,
The full game (the series) comes on
eight CDs, and with tax it will cost you
about a hundred dollars. How could it
possibly be worth that much? Of course,
you could skip cases 1 and 2 and jump

A, differs from other court-
Dmom games by giving you bet-

ter tools for organizing your
case before the trial, but it allows you
much less freedom to actually do
things. The tools include a terrific
interface for ordering a variety of
tests on evidence (such as finger-
print, handwriting, or chemical analy-
sis) and for constructing a legal case,
by selecting specific pieces of data as
being relevant toward supporting the
assertions you'll need to make in
court. In the drunk driving case, for
instance, you have to chaose sepa-
rate pieces of evidence to support
your assertions that it was the defen-
dant who was driving, that he was
driving a motor vehicle, that he was
drunk, and so on.

However, when you visit the
scene of the crime, it's just a still
photo of the location—you don't get
to interact with the scenery in any
way. In 1sT Decre, you conducted
interrogations yourself, selecting
which questions to ask a witness.
Here, the interrogations have already
been conducted and videotaped by
the police, and all you get to decide
is which videotape to watch.

And, in practice, you have to
watch all of them. Similarly, in the
police evidence room, you basically

OCTOBER 1997

right into the murder. But as long as
you'e doing that, why not skip all of
them? Instead, pick up the much superi-
or IN'THE 1T DEGREE at discount.
Then, if you're really serious, save the rest
of your money for the tuition down-
payment to Ccurgt.'l{ wi. %

P APPEAL: Anyone who thinks Law
& Order is too exciting.

PPROS: Nice production values and
FMV spice up the daily legal grind.

PCOMS: Too much realism and too
little control
over gameplay;
having to buy
each case as a
separate game
makes the total
cost as painful
as hiring an
actual lawyer.

have to pick up all available pieces
of evidence and scan them into your
“Case Constructor.” Because you
have to click on not some, but all,
the videotapes and not some, but
all, the evidence, D.A. often feels
less like @ game than a mechanical
exercise. The ticking clock imposes
some urgency—days slip away unbe-
lievably quickly, and you get only
four before you have to go to trial—
but otherwise the game feels auto-
matic. It's also arbitrary; Why the
maximum of 20 facts in the Case
Constructor? In what real-world case
would a prosecutor have to choose
between two equally important facts
because he wasn't allowed to go to
court with 21? Perry Mason must be
spinning in his grave.
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VIRTUAL PARALEGAL The Case Constructor is
your road to judicial success—provided you use
only 20 pieces of evidence.
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iThe beginning

isa 16 track ©
sound designer |
with more fhon |
1200 samples |
ond numerous
effects: Without |
having any |
musical know-
ledge, you can |
create your own |
sounds with a
mouse-click.
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The VIAGIX
music maker
Soundpools

With the MAGIX Sound-
pools you'll always have |17
fresh sounds for your
music maker.

_ Professional DJ's,
musiclans and producers
have worked together to
provide you with the

latest sounds in music. €5 19,99

= lf'— | The MAGIX
L musioc studio
i 3.0
| A professional MIDI-
. Audio sequencer
- with a comfortoble
notation edifor, as
| well as sophisticated
E 8 track Audio-Wave
| editor with harddisk
/ recording, nUMEerous
editing and range
functions.

549,95

awn

. — e ™

Join the VIAGIX network! |

|
~make music and E
?
:
:
|

find new friencds
http://www.magix.net |
call free 1-888 TO MAGIX |

MAGIK Entertoinment Corp. §
429 Santa Monka Bivd. #120 Santa Monica, CA 90401 |
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Price: $49.99

Minimum System
Renuiremenls: Pentium
100 or better, Windows
95, 16MB RAM, 85MB
hard-drive space, 2x CD-
ROM drive, Direct Draw-
compatible SVGA-graph-
ics video card (2MB
video card recommend-
ed), mouse; Direct
Sound-compatible
sound card.

Multiplayer Support:
None.

Designer: Kronos Digital
Entertainment, Inc.
Publisher: Playmates
Interactive
Entertainment, Inc.
Costa Mesa, CA

(714) 428-2112
www.playmatestoys.com
Reader Service #: 328

kkkk - REVIEW * MEAT PUPPET

Don't Call This Wickealy Funny and Brutally
Intense Game a CRUSADER Clone

by Robert Coffey

EAT PUPPIETS isometric
shooting action and its
female protagonist
might cause some lo
dlismiss il as an unorigi-
nal CRUSADER knockoff
(Crusaniir: NoY
CHROMOSOME), but
such an assumption
would be unfair. Mex1
Purpit is different, distinguishing itself
with a dark sense of humor; brutal,

macabre enemies; and a hectic style of
gameplay all its own. Playmates
Interactive has itself a killer title. ...in
more wavs than one.

DEATH OF THE PARTY

Alter attending a party, our heroine,
Lotos Abstraction, wakes up with no
memory, A mysterious figure known as
the Martinet has erased her mind and
implanted several gel sacs filled with
chemicals under her skin. As Lotos, you
must follow the orders of the Martinet
and assassinate the leaders of six corpo-
rations, lest he detonate the gel sacs,
resulting in a rather messy total body
meltdown, Helping you is Dumaine, a
digital assistant and fellow hostage.
Sueeeed and you can conlront your
oppressor. Fail, and...well, you'd better
getamop.

Wielding a veritable Swiss Army knife
of a gun that is capable of functioning as
a flamethrower, machine gun, and rock-
et lumcher—among other things —
Lotos wreaks havoc across a beautifully
blighted landscape. Three different reso-
lution settings all deliver shunningly
detailed graphics, but the highest setting
is something really special, rendering a

CGwW
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gorgeous gameworld. 'The rich
detail is evident in slime-slicked
sewer walls you can practically
fecl and cavernous chambers
where highly glossed floors mir-
ror the towering walls. 'The fire
cffects are tremendously cool.

ABSTRACT ART

“The look of Mexr Puppe:
scls it apart from CRUSADER—
or any other game, for that mat-
ter. Itis a much more vertical
game than CRUSADER, with
rooms that soar and provide dif-
ferent planes for action
Platform gaming conventions play into
several areas emphasizing jumping,
paicularly in a series of rooms that fea-
ture Innnp(ﬂincs.

A dark, over-the-top sense of humor
colors the physical gameworld but is
most evident in the inventive army of
adversaries facing Lolos. Evil nannies
called Mucklewraths puff on cigarettes
and mutter “Wheres a man when you

NICE PLACE TO VISIT, BUT...The world of Mear
Pupper is chock-full of menace, but the SVGA
graphics are easy on the eyes. Note the level of
detail in the painting near Lotos.

need one?” before herding their bone-
saw and scalpel-wielding toddler charaes
after you, Borglike Whipmasters, canni-
balistic sewer abominations, and whim-
pering giant brains round out the 30-odd
enemies. Unforlunately, the creative well
runs dry a little later in the game when
you face enemies that are just well-
armed humans. All the enemies boast a
daunting Al; they run away when over-

Meat Pupper Tips

fying your innards. These tips might keep you alive long enough lo

You'va got to move quickly if you want to keep the Martinet from ligue-

free yourself and exact revenge on your puppet master.
Kill in numbers. Let abominations chase you until you've got a gang

behind you and then torch "em. Scare toddlers back to the Mucklewralhs
then light up the Mucklewraths with a couple of rockets. They'll ignite the
gathered toddlers as they run around sereaming.

Use the environment &s a weapon, Stand near fire jets o lure not-too-bright
abominations 1o you and a fiery death. Lions of Industry will gladly walk into fire
spouts if you play your cards right. Standing near meat grinders will result in buck-
ets of toddler-gore as the killer kiddies fall ino the blades trying o reach you.




whelmed and coordinate withering
group attacks. A host of environmental
hazards, including wicked whips, fire
jets, and ridiculously gigantic guns add
to the challenge.

KILLER MOVES

Keyboard conmmands or a combina-
tion of mouse and keyboard can be con-
figured to maneuver |otos. But since
the mouse is used for shooting in both,
mouse mode is e only practical
option, since the need to hold down
mutltiple keys while whipping the mouse
around will challenge any gamer lacking
a prehensile tongue. While Lotos can
front- and backflip, as well as roll to
either side, she has significantly fewer
movement oplions than the CRUSADER
hero. Since Lotos finishes rolls by facing
a slightly different direction and stand-
ing upright again, rolling across rooms
and using cover isnt an option. Finicky
controls also make lining up jumps fre-
quently frustrating,

Shooting is simple: The mouse’s tar-
geting reticle tums red over any
destructible object. Click the mouse
and fire. The main drawback here is
when enemies gel obscured by a col-
umn, yet are still in Lotos” line of fire.
The reticle won't target them no matter
what, apparently “secing” only the col-
umn, which isn't destructible. In these
cases, enemies can shoot away without
fear of retaliation.

BEAT THE CLOCK

And shoot they will, for the action in
MeaT PUPPET is nonstop. Lotos is under
constant assault as she leaps and sprints
her way to switches, ammo, and
powerups. Armor provides some protec-

tion, but at a price —recharging
it requires electroculing Lotos
and taking some damage. With
the Martinet threatening to kill
her if she doesn’t assassinate
quickly, Lolos is in a literal race
against time, While this adds a
definite sense of urgency lo the
game, it also proves lo be its
biggest drawback.

Gamers intent on blowing

MEAT PUPPET ¢ REVIEW

away everything and getting
every powerup will likely run
out of time and die. You'll have
to leave a lot of ereatures alive,
but does anyone really play this
sort of game without intending
to indulge in a bloodbath? This
time constraint is compounded
by the sprawl of the gameworld.
The embassies are huge, and
frequently confusing, and back-
tracking is often required.
Included maps will speed your
journey, but shortchange play-
ing time. Every room presents
unigue challenges, but you'll
find yourself skipping the
unnecessary ones while racing
dual clocks for multiple assign-

SHOCKING BEHAVIOR Recharging Lotos" armor
is a simple matter of finding a blasted fuse box
and indulging in a little self-electrocution.

TERRIBLE TANDEM Carry out all your assassina-
tions and you'll get to square off against the
Martinet and his little buddy. With luck you won't
end up another bloody splotch on the wall.

ments. An option lo shut ofl the
clock is definitely in order.
MEAT PuppiTs other shortcomings
are niggling things, and don't detract
much from the absorbingly violent
gameplay. Death animations come in
just two varicties, doubtlessly duc to
Laotos’ limited arsenal. Only specific
abjects can be destroyed, resulting in
rooms that remain relatively pristine
despile a barrage of bombing, Uncon-
scious enernies are inexplicably invul-

nerable to attack, even with mini-rock-

Try backflipping away if you find yourself overwhelmed by any group of crea-
tures. Use flips To gel past floor whips, fire jets, and the like. You'll get past

faster and often won'l take any damage.

ets, until they get up again. As is the
case with CrusADER, there is no multi-
player option,

Fven with the time limit and funky
controls, MET PUPPET has plenty of
mayhem to offer action fans, The color-
ful assortment of enemies, obstacles, and
puzzles keeps gameplay fresh and fun
This is no CRUSADER clone; its a good
game in its own nghl. %

PAPPEAL: Gamers hungry for an
action-packed, darkly funny, third-
person shooter.

FPROS: Addictive, violently frenzied
gameplay; great sense of black

The various cannons and turrets in Distopia pose a bigger threat than the
Wenches of Distopia. Knock the Wenches down with a rocket blast, quickly

humaor; impressive graphics and ani-
mation; wildly entertaining assortment

destroy the missile launchers and guns, then wipe out the Wenches after they of victims and obstacles.
fegain consciousness. PEOMS: Time limit for IHISSII:II]S
Even if your system doesn’t support Mear Pupper’s high resolution, it's fuh"l’:';;':::e:n d
handy if you find yourself getting totally bombed to death in a room. Toggle garneplay' touchy
1 . . 1 Ll
the high resolution on, then scroll to get a larger view of an area, ils controls complicate
defenses, and where switches are located. Once you're done with your portions of the
reconnaissance work, toggle back lo a lower resolution and use your new Ba':e; "“‘t“:d“
AT iy movement options
knowledge to lay waste to all. reduce strategies.
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R GOOD 7TH LEGION RECRUI1

Ine. MicroProse is a MW. Inc. All other trademarks :nhmdﬁ“ﬁ!m
w ACTION. MMX technology delivers feverish, finger-blistering combat with action faster than any other real-time strategy game.
W ATTITUDE. Ynur voracious band of ruthless mercenaries gets smarter as they collect mutilated bodies for cold hard cash.

ANARCHY. Wage war with up fo 6 legions via modem, LAN or Internet - then deploy action element cards to wreak havoc on enemies.
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Scream through combat
strategy and savor every

GUT-WRENCHING moment of
annihilating your enemy.
With rage in your veins and
ASSASSINATION on the brain,
be prepared to command this
7th Legion” battalion in the
ultimate UNTAMED DEATH FEST.
Because once you're in-it's
all about balls-to-the-wall
real-time combat action
where “paying your respects”
is done with a dignified

SINGLE FINGER SALUTE.

www.microprose.com

AVAILABLE ON WINDOWS 95. VISIT YOUR LOCAL RETAILER OR CALL: 1.800.695 GAI'JIE 24 HOURS (LS. AND umml
CIRCLE READER SERVICE 196
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Price: $49.99
Minimum System
Reguirements: Pentium
133 (P166 recommend-
ed), Windows 95, 16MB
RAM, 2x GD-ROM drive,
4MB 30 accelerator
(3Dfx, 3D Labs Permedia,
Videologic Power VR,
Rendition Verite, Matroc
Mystique, or ATl 3D
Rage), Sound Blaster-
compatible sound card.
Multiplayer Support:
None.

Designer: Psygnosis UK
Publisher: Psygnosis
Foster City, CA

(800) 438-7794
www.psygnosis.com
Reader Service #: 329

REVIEW * WIPEOUT XL

Fast Beat

A Futuristic Ride of Ups and Downs

by Mark Clarkson

magine screaming down the
gnarliest slide at your local water
park in a jet-powered luge. Al
night. In a thunderstorm. Oh,
and there are gaps in the slide,
and a dozen other guys arc jei-
luging along with you, hurling
bombs and rockels at each other
and at you. Set it all to a pound-
ing techno beal, and you've got
my first impression of Wirgour XL
“The game5 actual setup has you pilot-
ing a futuristic, anli-gravity race car over
narrow, twisty, banked race courses. You
jurmp gaps, ride high on the walls, and
work the air brakes lo slide through
turns —it’s furiously frenetic, purely
arcade action,

FAST BREAK

WipkauT XL s fast and it’s gorgeous. |
played the game ona PI133 running an
Orchid Righteous 3D, and a 133 with a
Diamond Monster 3D. (WireouT XL
requires hardware 31 aceeleration.)
Even al 640x450, the textures look
remarkably clean. There are weather
effects including lightning, rain, and
snow. | would have liked to see betler
explosions, lighl sourcing from the

weapons, and shadows that are darker
than their surroundings (rather than

POWER UP You can pick up weapons, and
other power-ups in the game, including
shields and turbo boost, by running over

special marks on the track.

CowW
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lighter), but none of
these faulls detract-
ed from the game-
play. The game
sounds pretty goad,
too, in full Dolby

Surround,
You choose from ~ FEE ~
four different craft

with different attrib-
utes, which you
steer with mouse,
keyboard, or your
trusty ;lnah)g joy-
stick. If you can win
every race by dint
of sheer reflex,
greal. If not,
WirkouT XL provides you with a
plethara of fun weapons: salvos of rock-
els, sizzling electrical bolts, guided mis-
siles, mines, bombs, and the awesome
Quake Disruptor, which churns the
track like a giant shaking out his bed
sheel. These weapons drain opponents’

LAP TiImES

10:LS5.3

O\

shields, slow their craft, and even
destroy them. But rest assured: They'll
be doing the same to you.

Watch your shield strength. 1fit drops
too low;, swing into the pits: an alternate
loop of track where your shields recharge
on lhe fly, & la DEscent,

WIPED oUT

Unfortunately, Wipeourr XL
does have some problems.

“The first is a pain for some,
and a challenge for others: The
game is hard. WirEouT XL has
six tracks: two easy, two tricky,
and two difficult. Come in first
in all six races and you [ace the
Arcade Challenge: same tracks,
tougher competition. Take the
gold again on every track, with-
out finishing fourth or worse
more than three times, and two
new, really-damn-hard tracks
appear. Good luck,

Y 3
ENERGY

SECOND TIME'S A CHARM Wireout XL is the PC port of the
PlayStation hit. The first Wipgout port was terrible, but this
port Is actually pretty good.

"The second, and real, problem is XLs
lack of head-to-head play. Hell, even the
PlayStation version has head-to-head
racing. Psygnosis says a multiplayer
patch is on the way, though, with
Internet, LAN, and modem support.

The game also had a slew of minor
technical annoyances. It wouldn't recog-
nize most of the buttons on my CH FI6
Combat Stick, and had ongoing, varying
problems with my CH pedals. It
wouldn't run in 800x600 resolution and,
for some reason, it always turned the
sound ofl in Windows 95.

Wipeour XL is a little limited. There
are only six fracks — eight if you're super-
man. Still, if NEED FOR SPEED can't sal-
isfy you, WirEOUT XL could be your
ticket to the fast track. %

bAPPEAL: Those searching for
pure, fast arcade action.

PPROS: Good graphics and
sound; blindingly fast racing
action.

PCOMS:
Technical
glitches, too
few tracks,
and no head-
to-head play.




f THIS GAME
WILL REALLY OPEN

.. YOUR EYES.
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Dreams to reality: a visually spectacular action- adventure game in real-tlme 3D.
Live out your wildest, most vivid dreams... if you dare.
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Price: 549

Minimum System
Requirements: Pentium
90 or faster, Windows 95
or MS-D0OS 6.2, 8B
RAM (1GMB for
Windows 95 version and
network play), 4x CD-
ROM drive, 20MB hard
drive space, 1MB VGA-
graphics card (SVGA
recommended); supports
Sound Blaster-compati-
ble sound cards,
Microsoft compatible
mouse, joysticks, and
steering wheels
(Thrustmaster, Mad Catz,
and Performa)
Multiplayer Support: IPX
Designer: Stainless
Software

Publisher: SCI/Interplay
Irvine, CA

{800) INTERPL
www.interplay.com
Reader Service #: 330

kkkk - REVIEW » CARMAGEDDON

- Let the Blood Fly

Could Interplay’s Gory Racer Be the Ultimate Racing Game?

by Peter Olafson

omewhere along that stretch

of country highway, between

plowing through a herd of
cattle and discovering that
my roadster wouldn't make
that monster loop-de-loop, it
occurred lo me: [ls been a
long time since a driving
game has been as much fun
as CARMAGEDDON,

"This racer is like DUkE Nukinm 3D, as
played from inside a serrated psendo-
Corvelte, Its got the gibs, it got the
piquant detail, and its got the personality.

You're one of six participants in 36
open-ended races carved out of five
brawny 3D waorlds (city streets, the
beach, the American West, an Aspen-
like snowy hideaway, and a treacherous
factory) where speeds surpass 300 kph.

FOUR WAYS TO THE FINISH LINE
How you win is up to you. You can
destroy all of your opponents by beating

them lo an automotive pulp—which
this games progressive damage illustrates
perfectly—or by pushing their carcasses
where the sun don't shine. You can kill
every pedestrian on the streets, Or you
can tick off the checkpoints in the right
order and reach the finish line before an
unforgiving clock runs out,

Any type of interesting chaos you can
wreak along the way will grant vou either
an extension or add to your hankroll. A
good head-on collision? Why not? The
little old lady with the walker? Run her
over. The streels are fairly thronged with
pedestrians who shrick and flec upon
your approach, and obligingly tum into
chum on contact. A multiple somersault
over one of the omnipresent striped bar-
ricades, or a 20-story leap of faith from a
downtown office building? Do both.

All are standard operating procedure,
Your starting car (others can be acquired
along the way) is happily durable and bot-
tom-heavy, and can lake a good amount
of abuse before it begins spouting smoke.

CoW
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STEAK TONIGHT? Carmaceooon's most hilarious feature is the comedic excess of
violence, You gain bonuses for the more outrageous displays of gore and mayhem.

Theres very litlle not o like about
CARMAGEDDON. It has a range of
aggressive opponents; a preat, erunchy
metal score and a symphony of sound
effects; pointed and profane commen-
tary from your Jay Leno-like driver; and
small touches like skidmarks, bloody
lire-marks, and delicate handling on
grass and underwater. It also has a rich-
ness of off-road scenery and free-form
structure I haven't seen since TEST
Drve 111 —a relief after the raft of
recent “trough” racers.

| expect someone, somewhere, will
make a fuss aboul the violence, Ttwon't be
me. While this would be a good racing
game without the gore, it would be just a
racing game, instead of the silly, magnifi-
cent black comedy it has become,

FINAL LAP

That’s not o say that it couldn’t be
improved. The other drivers appear to
key on your car and seem less interested
in cach other, The shop where you can
upgrade your car between races is sadly
generic and underdone. (Where are the
James Bond staples like machine guns,
rocket launchers, mines, and oil slicks?)
Pedestrian targets also needn'’t be quite
so helpless, Sidearms and snipers would
have been a nice touch.

CARMAGEDDON could also be a bit
cleaner. The hi-res DOS version simply
didn’t work on my Pentium rigs. On later
tracks, the game had a tendency to
[reeze —sometimes for just a few sec-
onds and sometimes for good. And, on
one machine, invoking the comical
replay mode somelimes seemed like dar-
ing the game to crash,

But the few problems 1 had with
CARMAGEDDON never overrode its
addictiveness, nor stopped me from
|:I;lying. and | wound up answering each
crash of the program with a dozen soar-
ing ones of my own. CARMAGEDDON is
the kind of game that most racing titles
only wish they were: the fun kind. %

PAPPEAL: Racing devotees with
strong stomachs, fans of Dearn Race
2000, and people who think cross-
walks are really crosshairs.

FPROS: We don't have the space.
Just ahout everything you could
want in an
arcade driving
game.

»COMS: Al isn't
the hrightest;
shop is out of
stock; freeze-ups
get to be a
nuisance.
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Artificial intdligence.
Real terror.
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& unique multiplayer games for up to 8
players, including Assassin, Arsenal, Kill at Will.

22 twisted enemies, each with unique combat
behavior, plus 21 bone-shredding weapon.

K.

20 non-linear territories: no set path; explore
territories before completing previous ones.

Zoners. Radioactive waste. Psychos with Gauss
Guns. Welcome to post-apocalyptic hell on Earth.
Your only chance to see tomorrow is to fight
your way into the Dome and steal the secrets of
survival, At least you've got one thing going
for you: unique overhead views that allow you
to see the entire 30 world and everyone in it,
So now you can blow away enemies whether
they are on a catwalk above or on the ground
below. But watch your back hecause death is all
around you. Coming this Octaber for Windows 95.
Download demo at www.takenoprisoners.com

Piktonacs, jd tha boges s redumanks of
G spernrs i P PR pimere.
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Price: 529.99

Minimum System
Requiremenls: Pentium
60 (P120 recommended),
Windows 95, 12MB RAM
(16MB recommended), 2x
CD-ROM drive (CD must
be present to play),
DirectSound-compatible
card, DirectX-compatible
Local Bus SVGA-graphics
video card; supports
Gravis PC game Pad Pro,
Gravis GriP or other
DirectX-compatible multi-
player adapter.
Multiplayer support: Hot
seat (2 players),
Designer: Midway
Publisher: GT Interactive
Software

New York, NY
www.glinteractive.com
(800) 469-5961

Reader Service #: 331

REVIEW ¢« WAR GODS

Slapstick Fighter

Miaway Brings Kombat to a 3D World of Cheesy Gods

by Kelly Rickards

AR CoDps,
Midways ill-
received 3D coin-
op fighting game,
has finally been
ported to the PC.
The good news is
the PC port is just
about arcade per-
fect. The bad
news is that it suffers from the same
deficiencies for which the arcade game
was criticized.

Basically, War Gobs is nothing
more than a polygonal MORTAL
KOMBAT with a few added bells and
whistles. Need proof? To begin with,
the storyline in War Gops adheres to
the Mortat, Kompat school of melo-
dramatic, overwrought narrative and

comny themes. Billions of years ago, an
alien being’s cargo of life-giving Ore
crashed on [arth, scattering it over the
molten surface of the planet. Through
the millennia, ten humans came into
contact with the Ore and were trans-
formed into (insert drum roll here)
Super-Evolved Warriors. These War-
riors are the War Gods, and their des-
linies are inlertwined, forcing them to
confront cach other in battle.

Don't even concern yourself with
this bogus storyline,

CHEESE FACTOR

As with most arcade fighting games
from Midway, the Al in War Gops'
single-player mode is cheap to the point
of being unfair. The CPU-controlled
Gods fight with a technigue known in
the arcade fighting world as “turtling”
The dreaded turtle technique is when a
player blocks and positions their charac-
ter in such a way that the opponent can
do very little or no damage. As soon as
the turtler sees the turtlee commit a mis-
take, he attacks. This infuriating proce-
dure forees a player to be aggressive
while the turtle player simply waits to

CCwW

attack with
little or no
risk. Fighting
against a
human turtler
is difficult
enough, but
battling it oul
witha CPU
player (who
always altacks
with perfect
timing, exe-
cutes the
most damag-
ing combos,
and takes half
the damage of
the human
player) is just
too frustrating. Even if the game is
played on its easiest difficulty setting, a
novice player will struggle for a while
before winning. Do yourself a favor and
play against another human player.

MORTAL KOMBAT 4?

As 1 said before, War Gons is basi-
cally 3D MortaL Kompar, Although
the characters are different, WAR CoDS
has more similarities to MORTAL
Komsar than differences. Some of the
MORTAL KOMBAT hand-me-downs
include: basic moves (uppercuts, sweeps,
and the like) that are performed in exact-
ly the same way; special moves and fatal-
ities, also performed in exactly the same
way as in MorTAL Kompars 1-3; and the
ominous voice samples and sound
(decp-voiced announcer, moody music,
over-the-top groans, whelps, and cries of
pain). By the way, did I mention this
game is a lot like MORTAL KOMBAT?

Now, although War Gobs isn't the
greatest fighting game around, it does
have some redeeming features, The
basic gameplay in WaAR GoDs is similar
enough to MORTAL KomBar that fans of
that series can just jurop in and have fun

OCTOBER 1337

WARPED GODS War Goos is Midway's testbed for 3D fighting.
It's an arcade fighter that's been ported to the PC almost perfectly.
The gameplay is shallow, but still fun.

with the game. One of the (few) things |
enjoy about MORTAL KOMBAT is how the
game doesn't seem to lake itself serious-
lv. The way MORTAL KOMBAT presenls
even the most basic move with an over-
the-top outrageousness has a certain
entertainment value in itself, and War
Gons is stamped from the same humor-
ous mold. And while War Gops lacks
the tactical precision of STREET FIGHTER
(my favorite fighting game series) or the
graphic flair of VIRTUA FIGHTER, it is
casy to enjoy for casual fun. Just be sure
o bring a friend along or you're toast. &

FAPPEAL: Fans of Moy Komear
who have been waiting for the game
to switch from 2D to 3D.

PPROS: Gratuitous violence; cool
fatalities; polygonal graphics; over-
the-top humor.

HCORS: Gratuitous violence; CPU
oppanents are
too hard on even

culty settings;
gameplay lacks
some of the pre-

. cision seen in
other 3D fighters.
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IF GUNS FAIL, BRING IN DOGS.

IF DOGS FAIL, BRING IN TEAR GAS.

IF TEAR GAS FAILS,

BRING IN HELICOPTERS.

Download the demo at www.sierra.com/swat2.




DARYL F. GATES'
POLICE OQUEST

IF HELICOPTERS FAIL,

BRING IN THE NEGOTIATION TEAW.

9 POLICE

CIRCLE READER SERVICE #3587
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¢ €Fly a chopper that makes ; 2 o e - Processors
% the AH-64D look like a L :
broken blender.??

Gamespot On-line
€€, with graphical details

that puts Tomb Raider

to shame.??

PC Gamer

¢ ¢Non-stop action are the
words that best sum up this
latest offering from Blue Byte.??

Computer & Net Player ¢...a total kick to play, and

looks better than anything
like it now on the market.??
Computer Games Strategy Plus

_ an it be I e last
1 aalll you lfake!

3‘ Ei V Spectacular Iranspnrent eifeds mst3mx, ﬁme Feedbu:k
demumlmg quick reflexes including holograms, explosions ~* joysficks, and the Kali Infernet
“and gressive gumepluy! S and laser barriers! % gummg network!

¥ Easy-to-use controls allowyou 7 Six enormous ahove and below
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Strike the enemy urd and fast with a

powerful 21st century attack helicopter!

Pound the alien invaders with a heavily
armed, state-of-the-art battle tank!

 Battle up fo three of your friends in the
 unique multi-player levels!

EXTREME ASSAULT

IS AVAILABLE NOW!

For more information call (800) 933-2983

Please mention source code SWPCGW997

B e T e
wwa et respactie companies.

| GRAND PRIZE
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Exiremely Cool Falcon Northwest Mach U™
Gomputer System (Approx. ol vlue $5000)

OVER 540,000 IN
GOOL STUFFL.

\'\\\ S (001 Sk W

sweepstakes ends 735

200 MHz Penfium® Processor with MMX"™ ietulngv = 32MB RAM =
3.1 GIG Hord Drive ® 21" Monitor ® 16X (D-ROM drive

| FIRST PRIZE

§2500 Shopping Spree
at CompUSA®

5 THIRD PRIZES

$500 Shopping Spree

al Electronics Boutique®
250 FIFTH PRIZES

Extreme Assaull™ Embroltiered Flight Jackel

“Tha Exiremely (ool Sweepsinkes Officil Rufes
Ho Purchasa Necessory

Extemely Cool Smenpstokes” with rame, oddress & rip tods,
mist be received by 12/31,/97, sweepsiokes end.

CnmerSﬂ.vhR\"S 500, 5 S}ODD ‘nsh.

o0 ot Hhznats for odvertising

oussoined with receint, ownership, or e of

pites,
5. Winners List: farrqsrpruawm:shr send SAS eorvelopa offer 1/19/98 1o "Cool Wineers,™ PO Box 1245 Dept A,

Skolde, IL 6007 &-245.
Sponsor: B Byt Scitware, bc. Schounburg, 1L 60173,

Blue Byte Software, Inc. = 870 E. Higgins Road, Sle. 143 * Schoumburg, IL 60173
Phone (800) 933-2983 » Fox (847) 995-9956 o http://www.bluebyte.com
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Oversized speakers with Dolby Surround Sound

1. To Enter: H\,rdwnnmne odress & 7ip code on officed ey fram, or e 3° 2 5° mramdwrm words: “The

ehode name & oddiess of yois fovorite seftwote remd store
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Price: $44.95
Minimum System
Requirements:
Pentium 90, Windows
95, 16MB RAM, 20MB
hard-disk space, 2x
CD-ROM, DirectX-com-
patible SVGA Card.
Developer: Stormfront
Studios

Publisher: Maxis
Sports

Walnut Creek, CA
(800) 336-2947
www.maxis.com

Reader Service #: 333

REVIEW * TONY LA RUSSA BASEBALL 4

Tony the Tired

Stormfront’s Tony LA Russa 4 May Need Some Time on the Bench

by Jim Gindin

ONY LA RUSSA BASERALL 4,
the latest version of
Stormfront Studios’ well-
regarded baseball simula-
tion, is an exercise in frus-
tration. [ found myself
surprised by its ability to
produce fairly realistic
numbers in a very short
amount of time. | was
pleased with its attempt to provide
full league support, a complete fanta-
sy draft, and career play with a hint of
minor-league development. But I was
irritated with slow arcade play, sloppy
stal-keeping, and an inability to blend
rookie careers with established Major
Leaguers. There$ quite a range of
function here, some of it implemented
with surprising depth, but inconsistency
spoils the overall package.

HERE'S THE PITCH

Pitching is the heart of any arcade
baseball game. In La Russa 4, the pitch-
er begins the play by selecting from one
to four available pitches. Crosshairs
appear in the strike zone, then theres an
endless amount of toe-tapping and bat-
ter shuffling while the pitcher waits to
begin his windup. You can move the

crosshairs to direct the pitch until slightly

after the pitcher releases the ball. The
pitch heads toward the selected area,
alfected by the pitcher’ fatigue and his
control rating, For the most part, pitches
look Fairly realistic — sliders suddenly
drop as they approach the plate, and
curveballs bend slowly, according lo
their spin. But fastballs, change ups, and
sliders never move from side o side, and
a hanging curveball or slider is treated
exactly like a belt-high change up.
Hitting, as in mosl games, is an exer-
cise in liming a button-press as the |}1’Icl1
approaches the plate. Stormfront did a
great job with this, giving you a sense of
pitch location just before its time to
swing, If you wait just a tiny bit too long,
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MISSED IT BY THAT MUCH

LA Russa 4's batting model is a
little better than most arcade
baseball games, with a balanced
sense of timing that should keep
you deep in the count.

vou'll be a split second late to make con-
tact, Because of this, LA Russa 4 is the
only arcade game I've played where |
found myself going deep into the count
against the computer pitcher, If the pilch
is in the strike zone, and your swing is well
timed, you'll almost certainly make con-
tact. There really isn't a sense of great
contact versus mediocre contact, and ball
direction and distance are more a reflec-
tion of the hitters profile than an under-
standing of physics. But, all in all, if it
weren't for the extremely slow speed of
this game (even at its faslest settings, with
stadinm detail tumed off), this
would be an excellent batler-
pitcher interface. "The pitchers
and hitlers look very realistic,
with moviclike animation of the
warmup, windup, and swing,
‘There’s no differentiation among
players, however, except for uni-
form and skin color.

‘e fielding interface is not
as good, Fielders simply don't
move very well in proportion to
the size of the stadium. 1F 2 ball
is hit right al a player, there’s
enough lime to make the catch,
throw the batter out at first base
or even complete the double-

play. If the ball is out of reach, however,
computer runners are off to the races.
I"ly balls between outfielders consistent-
Iv drop for easy triples. On more than
one accasion, I've seen a batter bunt the
ball past the pitcher and the second
baseman into the right side of the infield,
before it finally came to rest a little way
into right-center field. Switching to the
corect fielder can take time, as can
sending the second baseman out to
retrieve the ball. The hitter stops at third
with his bunt triple, then is credited with
a home run as he scores when the sec-

BLINDING ME WITH SCIENCE For some inexplic-
able reason, Stormfront scrapped the appealing
interface of LA Russa 3 for this nightmarishly
hideous redesign. A note to the designers: Day-
glo pink is not a Major Leaque color.



ond baseman toss back to the pitcher
goes straight to the mound, rather than
where the pitcher is standing after failing
to ficld the bunt. .

TAKE A NUMBER

Statistically speaking, La Russa 4 is
virtually identical to its predecessors. It
simulates games fairly quickly, and is eas-
ily capable of finishing a 2,000-game
season in |5 minutes. The numbers are
far better than any of the other arcade
games on the market, but still fall short of
the text-hased games. Offense numbers
are a little lower than in real life, espe-
cially in the American League, where the
games average aboul 1 Y2 runs less per
game than real 1996 numbers. Most sea-
sons feature one player breaking the all-
time home run record. Was this built
into the game to add excitement?

Pitching is not simulated quite as well,
with little interest in inclividual home run
or walk totals. For which pitches a player
is rated is almost random. Randy Johnson,
the game’s most feared strikeout artist,
isn't rated for the slider, which many think
is even nasticr than his fastball.

LARUSSA 4 lets you create leagues
with varying division sizes and numbers
of teams. It can create new schedules for
these leagues and import teams from

he most appealin

ale, with their positions bz
emphasize when scouting
erans retire and your rook
ies develop.

Each season, you
receive a.seouting. report
and some statistics on
each rookie, then have th
option of replacing a pt
On youroster, releasing
the rookie, ar.keeping hi
in the farm system:
However, especially with
pitehers, the evaluations
seem random, and the
only way to:get.a true
sense of a rookie’s

, yet mostipoorly implemented,
feature inithe ganje is La'Russa 4's GM: Challenge;
a module that letg you compete against other
teams.in career play: Each season, the computer
provides you with up to'2% minor league players to evalu-
sed'on whatever you. decided to
Over time, the established vet-
JeaguéPtondings
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other leagues. When simulating, it does a
fair job assigning playing time, though
there’s a tendency to overuse the top
setup reliever and no ability to sel lincups
beyond providing one against left-hand-
ed pitching and one against right-hand-
ed pitching. Even if your league is using
the designated hitter and you have one
in your pre-set lineups, simulated games
will not use him, making stars like Iidgar
Martinez completely useless. That’s
almost certainly where the 1 Ve-run
American League deficit comes in,

La Russa also includes a fantasy draft
module and the ability to trade against
compuler teams, Its casy to grab stars
from opposing teams by offering up sev-
eral mediocre players, however, and the
computer daes not draft particularly
well. I was able to draft a 120-game win-
ning leam without preparation while
going against the 27 computer managers.
While the computer teams seemed to
understand who the superstars were,
they had trouble telling a mediocre mid-
dle reliever from a solid starting pitcher.

HIT THE SHOWERS

The LA Russa series has nol aged
well, despite its prominence in the
market for several years. Bugs in scor-
ing decisions reported in earlier

On the Farm

AMERISAN

BLAME IT ON COSTANZA La Russa's best fea-
ture is the GM Challenge, which lets you indulge
in fantasy career play, but the statistical model is
mired with mistakes.
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versions still appear here. The graphics
display, state-of-the-art with La Russa
3, is slow and behind the times. The
extra modules, which should provide a
lot of entertainment value for relatively
little programming complexity, still
don't work properly. [f you own any
version of LA Russa baseball created
in the last three years, you won't find
this much of an upgrade. Its a shame,
because with so many mediocre titles
oul there, this should have been the
time for a mature product to shine. La
Russa 4 brings the series close to a
demotion to the minor leagues. %

PAPPEAL: Baseball fans who want
a taste of everything, without requir-
ing a great amount of depth. Fans
who don’t have either of the last two
La Russa releases.

PPROS: Good statistical simulator;
decent support for league play; fairly
realistic gameplay.

FCORS: Mind-numbingly slow speed
on lower-end
machines; statis-
tics deteriorate in
career play; poor
understanding of
baseball’'s dimen-
sions; many errors
in tracking stats.

performance is to put him on the roster and ook at how
the computer rates him for trading purposes.

Established players retire each season; although their
statistical ratings don't really deteriorate with age. You
should try to play as many years as possible at once, since
the-game doesn't always save career statistics properly.
The rookies can pitch very well, and it's easy to find a

starter who.can fill a.gaping hole in
your rotation. But they can't hit. After a
few years; once the newcomers fill most
of your batting order, your offense will
suffer It's not unusual'to see team bat-
ting averages below .200 after seven or
eight years of this simulation. Also,
these newcomers make 95 percent of
the errors in the field. It's not'unusual
to see Cincinnati's Barry: Larkin make
just two errors In a season while the
rookie at second base makes two
dozen. The'GM Challenge was an excel-
lent idea when introduced with LA Russa
3, but it’s still not ready for prime time:

CowW
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Price: $29

Minimum System
Requirements: Windows 95,
P60 (P120 recommended),
16MB RAM (32MB recom-
mended), 18MB hard-disk
space, 256 colors video dri-
vers (accelerated video card
recommended), 2x CD-ROM
drive (4x recommended),
sound card with Win-95 dri-
vers (16-bit sound card rec-
ommended), mouse,
modem for remote leagues
(28.8 modem recommend-
ed), joystick supported.
Multiplayer Support:
Holseat (1-2 players).
Designer/Publisher: Sierra
On-Line,

Bellevue, WA 98007

(800) 757-7707
WWw.sIerra.com

Reader Service #: 334

REVIEW * FRONT PAGE SPORTS: BASEBALL PRO '98

Minor Leaguer

It’s Better, but Sierra’s Ambitious Baseball Sim

Still Can't Make the Big Leagues

by Robert Coffey

ou should know
that FrONT

PAGE SpoRrs:
BASEBALL PRO
08 has zapped
many of the bugs
that plagued the
96 version.
Position players
no longer lead
the league in saves, the pitch
indicator works, and the World
Series is no longer a one-game
affair. Like its predecessor, its a
game of great promise, aiming
to be the most comprehensive
baseball sim yet. But lost among
the glut of detail is a sense of
real fun. More disappointingly,
a new bunch of bugs (plus some
old annoyances) can be found
buzzing around the bat rack.

WANTED: COMMISSIONER

Any baseball fan who has
lamented the boneheaded
moves of their favorite team’s manage-
ment will love the degree of control in
BAsEBALL PRO "98. You lord over every
aspect of a baseball organization, from
managing the minor leagues to design-
ing the uniforms, If you're the kind of
CM who likes making trades but doesn't
want to bother with the amateur draft,
the game will let you hand off various
chores as you see fit. Simulating games
still takes forever, but a new “Fast Sim”
option reduces that to about a third of
forever. “Fast simming” an entire season
will still consume an entire day.

While the scope of league operations is
commendable, it borders on bloat and
gets in the way of the fun. Why teams
can't be accessed simply by clicking on
them from the league sereens is beyond
me, but the nonintuitive interface dictates
atedious series of mouse clicks triggering
countless pulldown menus for every task,
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New associations must have a minimum
of eight teams and the length of the sea-
son can't be set except by choosing one of
three options— bad news for six people
looking to play a 40-game season.
There’ no way to propose or execute
three-way trades except as a series of
day-consuming two-way deals. And
Baskratl, PRO 98 has no designation
for utility players, allotting players only
one extra qualified position. San Diego’s
utility-man extraordinaire, Archi
Cianfroceo, is listed as a first baseman
and pitcher, in spite of his playing every
infield position and catching last year—
and all of them more than the one or
two innings he pitched. But put him at
second and you're begging for errors.

THE UNNATURAL
BaseBaLL PRO '98 still makes the mis-
take of principally defining players

HITTING THE WALL Frustrated by the game’s refusal to reset after a fielding play, Atlanta’s
John Smoltz falls down after being directed fo repeatedly bang his head against the outfield
wall. You may want to join him.

through ratings for their attributes. While
these numbers can be tweaked during
spring training and can be modestly use-
ful in assessing talent during amateur
drafts, they aren't really meaningful in
predicting performance, since highly
rated players like Tony Gwynn can have
hideous seasons (see sidebar).

Yet you're confronted with these num-
bers constantly, even though changes in
batting averages, RBIs, and strikeout
totals are what define and shape both the
players and the scason. For all of
BaseBaLL PrO "985 flexibility, there’ no
way to get the game to show historical, or
accumulated, stats in the pitching/bat-
ling screen or even to sel them as
defaults in the manager$ lineup card.

Accumulated averages and current
game slats do show up in one of the
many windows that clutter the screen
during games, a ticker that acts as a



sort of silent play-by-play guy. Gamers with less robust com-
puters will want to close the window to enhance perfor-
mance, while everyone else will close it (along with other
unnecessary windows) so they can see the game better.

FIELD OF SCREAMS

Depending on levels of difficulty selected, gamers can

decide when, how, and where to swing the

requires deciding which pitch to throw, where to throw it,
and how fast it will go. As for fielding, well, you had better
let the computer do it. At anything above the easiest setting
you must aim your fielder at a diminishing circle to catch a
ball in the air and then, instead of just pressing a certain key
to throw to the proper base, you have to line up the player to

the bag and throw.

Letting the computer field the ball means
putting your faith in a Little League-cal-
iber fielding Al The kind of Al that has
the left fielder run in past the ball to cover
second while the second baseman is run-
ning out fo left to get the ball after a bad
throw from the first baseman.
Somewhere this makes sense to someone.

Theres more, Far too many balls are
hit right back to the pitcher, and com-
puter-controlled batters never swing at a
pitch out of the strike zone. Watching
the ball carry and carry in Coors Field's
high altitude is kinda fun, as is being
thrown off-balance by a sidearming
pitcher when you're at the plate, but the
lackluster games just don't generate all
that much excitement,

More than a decade ago, with less
technology and less powerful comput-
ers, EARL WEAVER BASEBALL had many
of BASEBALL PRO "985 features and
loads more fun. That's why its in this
magazines Hall of Fame. FRONT PAGE
SPORTS: BASEBALL PRO 98 is getting
better, but it has a long way to go to fill
EARLS shoes. %

P APPEAL: Would-be baseball com-
missloners and GMs more concerned
with minutiae than realism or enter-
talnment.

MPROS: Host of options simulate
almost every aspect of baseball;
many old bugs have heen fixed.

PCOMS: Interface not up to han-
dling a game this size; new bugs
have replaced
the old; poor
fielding Al;
can't fully cus-
tomize leagues;
no modem play;
game just isn’t
much fun

to play.
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bat. Pitching

SEW MANY OPTIONS Brsesail Pro "98 Iets you control virfually
every aspect of your team, including designing butt-ugly uniforms
that negate the need for lights during night games.

NEW MATH Shortcomings in the statistical
model are painfully obvious when looking at
future Hall-of-Famer Tony Gwynn's league-
worst batting average at midseason.

2 101year career.

't do much better with pitching. While Kevin
oint on his real-life 1.89 ERA, Randy Johnson
ough a simmed season to post ungodly numbers—a
ERA, and a staggering, league-leading 342 strike-

d the league in leaping tall buildings in a single
160 racing. BasesaLL Pro '98 just doesn't understand

0 most successful hurlers power pitchers, in spite of real
it Ha of Famer and control specialist Greq Maddux led the
322 strikeouts and a 1.27 ERA. Not exactly the profile of a
_averaged 149 strikeouts over an 11-year career and did
th 172 last year.
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Price: $45.99
Minimum System
Requirements: P90
{P133 recommended),
16MB RAM, 20MB
hard-disk space,
Windows 95, SVGA
graphics with 1MB
video RAM (4MB rec-
ommended), 4x CD-
ROM; supports
Windows-compatible
sound cards and 3D
accelerators.
Multiplayer Support:
2 players,

Sdime cumpuler.
Designer: Burst
Publisher: Virgin
Interactive
Entertainment

Irvine, CA

(800) 874-4607
www.vie.com
Reader Service #: 335

REVIEW * GRAND SLAM

‘A Real Slam

Any Relation to Baseball Is Purely Coincidental

by Dennis McCauley

irgins NHL
POWERPLAY 96 turned
a few heads last year,
which makes it all the
more surprising that
CRAND SLAM looks so
much like a rookie
effort. In fact, GRAND
Stam has the look and
feel of a console
game —and while there’s nothing
wrong with a good arcade simulation
of the national pastime, GRAND SLAM
offers none of the sophistication of ils
ever-growing list of competitors.

"The game is atiractive, especially

graphically shows the different body
types amang the players. Albert Belle,
for example, offers a much stockier sil-
houette than a Brady Anderson. Batters
blow bubbles, call time, or groan at a bad
call. Pitchers do their part too, shaking
off signals and scooping dirt from the
mound. It5 a shame that GRAND SLAMS
viewing angles aren't more flexible, as Id
enjoy seeing what the rest of the players
might be up to in the field. On the
downside, the uniforms lack numbers,
team names, and logos, and the players
are clad in less-than-accurate home and
road uniforms.

on systems with 3D acceleration, and I

THROWING A SINKER

There are several mades of play,
including practice, exhibition, and sea-
sonal (of 13, 52, or 162 games), as well as
a home-run derby. GranD Stam also
simulates games with admirable speed,
but it gets nowhere fast. In one 162-game
season simmed for this review, 103 bat-
ters hit over 300, Another dozen swiped
more than 50 bases, and home runs far
exceeded even todays record highs.
With offense so dominant, pitching stats
were equally out of kilter. In the sume
replay, 21 pitchers lost 20 or more games.
In a very strange statistical bug. maore

than 150 pitchers had N/A listed as their
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carned run average, despite clearly hav-
ing a calculable ERA. The game also
mixes NL and AL players together, a
major league no-no sure to drive baseball
purists crazy.

What really soured me on GRAND
StAM, however, was its brain-dead roster
Al [Iwmg fought my way through the
game’ clunky interface, I was ready to
do some wheeling and dealing at the
trade screen, where you can propose
swaps and sift through offers from other
clubs. In a lopsided deal, [ offered star
Yankee CI Bernic Williams to the
Phillies for light-hitting backup catcher
Mark Parent. Now, any GM worth his
cigar would have accepted this deal ina
New York minute. GRAND SLAMS
Philadelphia team, however, rejected il
asking me to throw in more players! In
my next try, | offered ace pitcher Andy
Pettite to the Mets for journeyman
reliever Toby Borland. The Mets not only
declined my offer, but asked me to add a
calcher to the deal. Since the Mets
already had ace Todd Hundley behind
the plate, I was left scratching my head.

GRranD SLam does have some nice
arcade aspects. Pilching uses a power
mieler, which causes variations in pitch

INFINITE SLUGGER Home runs leave the launch pad in record numbers, regardless of
whether you're playing arcade or sim mode.

velocity and location. Batting can be
challenging, requiring that you time your
swing, while moving the bat up, down,
or laterally through the strike zone to
compensate for pitch location. You can
also choose to control fielders and run-
ners, or delegate these chores to the
computer. But the bottom line on
GRAND SLam is that it doesn't play any-
thing like real baseball. It could have
been a pleasant diversion for casual fans,
but the non-intuitive interface and lerri-
ble Al deny it even that modest goal.
With the great number of haseball
games out there, why buy one that gets
so many things wrong? &

PAPPEAL: Only for those who must
own every computer haseball game.

»PROS: Decent player graphics and
stadium rendilions; MLBPA
licensing.

PCOMS: Looks
and feels like a
bad console
game; awkward
interface; weak
stat model and
presentation;
brain-dead
trade Al




This is ABC'S Monhday Night Footba{l ‘98" CD-ROM game,
a realistic simulation of what it feels like to suit'up and walk onto the
« field with the strains of Hank Williams Jr. stinging in your ears. (And

/' let’s face it it's’the only way you'll éver be on Manday Night Football, -
{ pal.) It's crammed with stats, strategy and 36 years of ABC Sports
< experience .The only things missing are the comrneﬂ:lals Expenenc:e
the experience of ABC s Monday Night Football “98.
-~ I Ik LA

_ . R KL
Nt P I w2 e

L[ R R e N } A

{ WWW. abcmteractwe com RV AN\l “ oL //

,:/ / . P ’ ;f_ o ,

A \“'ﬂ_ / 7 ! ,(
“ NG Y . 4 :
/) / Wi \
¥ LM R x'r 'EYMEI,.Y, LIVE.;
! = ',ﬁ%oped‘gnmr}dows' 95/ "//,, ,/?" ! 2 ol =/ ‘;\ } >/ /,f
Y s A
N7 OT Sparts, LLG ALL ﬂIGHl"» Ak ci-l‘:!i.\l'EL) Al trdenarke, aié: gwned Dy At st rsclivy companie®. Otlicinlly ieensed protuct ol Plyere, Ing,

ln. Players e jogo (5 8 woadempark obihe NFL Players, NEL feam aamies: logos, imet desrie and anfoms pre regilened o m-nl,uul {[ER AT
wm.mu NEL and the NEL 4 lwlﬂ“wumll el trgematks of thi REL M0 1006 ’i\“' :

!

=

ﬂ’(‘mmr READER smwu
- i\ {545 o



ok ok ok

Price: $39.95
Minimum System
Requirements:
Pentium 75 or faster
for Windows 95 or
486DX2-66 for DOS,
16MB RAM for Win 95
or BMB RAM for DOS,
SVGA graphics, 60MB
hard-disk space for
Win 95 or 50MB for
DOS, 2x CD-ROM
drive, mouse, joystick;
supports Sound
Blaster-compatible
sound cards.
Multiplayer Supporl:
Hotseat (1-2 players).
Designer:

ANCO Software
Publisher:

Maxis Sports

Walnut Creek, CA
(800) 33-MAXIS
www.maxis.com
Reader Service #: 336

REVIEW ¢ KICKOFF 97

G-0-0-A-A-L!M!

Maxis Sports’ KickOFr 97 Sets a New Standard for PC Soccer Sims

by Scott A. May

eveloped in Britain
by ANCO Software,
KIckOFF 97 is the
second title of the
year from Maxis'
new sports line, and
this one is a beauty.
The game has two
critical attributes
that none of its
recent competitors can boast:
razor-sharp artificial intelligence
and gameplay so intense it will
make your head spin and your fin-
gers numb. If you're looking for
soccer action at its digital best,
you've come to the right place.
Playable from either DOS or
Windows 95, KickOFF 97 sup-
ports resolutions up to 640x480 I

and a 256-color depth. Although

the game makes no use of accel-
erated hardware, it doesn’t need to—
you'll experience absolutely manic
game speed and fluid animation, even
on systems below the recommended
minimum requirements. At last, a
game that doesn't penalize gamers
with limited resources.

TEAM PLAYER

The game’s national and intemation-
al rosters include more than 300 teams,
comprised of more than 5,200 players.
Theres no official license, however, so
don’t bother looking for your favorite
soceer star here. A player editor lets
you change names and uniform
appearance, but not positions or skill
levels. You can also create your own
Dream Teams, picking the top players
from all available leagues. Game
modes include practice, single friendly
matches, 30-round league challenge,
and national/World Cup playoffs.
There’s no online multiplayer or LAN
support, but the game can be played

head-to-head on one computer.
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Unlike in many other soccer games,
the practice mode isn’t just a lame
menu option here, KICKOFF 97's prac-
tice mode is a full-blown tutorial of soc-
cer mechanics that includes passing
and receiving, dribbling and shooting,
penalty kicks, goal keeping, cross-ins,
comer kicks, and free kicks. When you
think you've mastered them all, you can
test your skills in the decathlon-style
lournament practice.

And make no mistake —you'll need
plenty of practice to face the game’s
outstanding computer-controlled play-
ers. Though artificial intelligence can
be a somewhat intangible quality to
measure, this game’s Al will kick an
average player’s butt all over the field.
With almast no exceptions, the com-
puter-controlled competition is fast,
precise, and utterly ruthless in its
charge on your goal.

There are no skill levels to speak of,
other than the overall quality of the team
you're malched against. Arcade mode
plays a little loosely, but simulation

FOOTIE CAM Gamers can view the action in KickOrr 97 from 36 different camera angles,
which should let you see exactly how the game's killer Al just kicked your butt.

mode cuts unprepared human players
absolutely zero slack.

BUMP AND GRIND

On-field graphics are sparse, but well
designed. Players are composed of tex-
ture-mapped polygons, motion-cap-
tured lo a fault. The range of realistic
player movements is a sight to behold.
Victims of brutal tackles typically lan-
guish on the turf for several seconds, as
if reeling in pain or at lcast shaking the
stars from their heads. Others may stand
up and begin pushing or fighting, joined
by other hotheaded players. When the
referee issues a yellow or red flag,
offending players vehemently argue the
penalty. Goalkeepers bemoan each
missed block and even appear to point
an accusing finger at their teammates.
In other words, the animation is fluid
and surprisingly diverse,

Player control is tight and responsive
using a joystick (digital or analog), key-
board, or mouse. A variety of command
combinations lets you perform a host of
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REVIEW * KICKOFF 97

precision offensive and defensive moves,
such as overhead (bicycle) kicks, volley
passes, diving headers, back heel kicks,
bending (banana) shots, spin (forward or

tackles (short, slide, and dirty). The
learing curve is fairly steep, but definite-
ly rewarding when you begin to execute
complex moves in the heat of action.

suffer from blockiness, but gameplay
smokes and the level of animation detail
remains intact. Other goodies include a
tactical editor for changing player for-

mations, and the ability to save up to 32
replays to disk.

Graphic displays can be set to either
isometric 3D
or overhead
2D, viewed
from a total of
36 hot-key
selected cam-
era angles.
Don't have a

reverse), cross-ins, and three types of

KICK IN THE HEAD

Overall, KICKOFF 97 is an excellent
soccer sim, notable for its blazing action,
detailed animation, and deft computer
Al If you've been waiting for a soccer
game that’s challenging and just plain

Pentium? No fun to play, look no further. &
problem: < R
N APPEAL: Action-orie
SII'I'I]?'} change Aty
the video reso-
g S ;mneplta[;f]'ngll::lli::;l::dﬂi'
320:200, runs great even : :
which turbo- on slower
charges the systems.
frame rate, PCONS: No
even on a mid- online multiplay-
er suppart; limit-
IN YOUR FACE KickOrr 97 features some of the most diverse motion-captured SP_CCd_ faln ed team/player
R this mode, the
animation and intense soccer action in its class. G editor.
visuals may

Plant Trees for America_

the Arbor Day Foundation.
Your trees will be shippe
postpaid at the right time fo

Trct:s provide food, shelter, and
nesting sites for songbirds.
Trees increase property

values, and make our
homes and neighborhoods P d
more livable. R
Trees help conserve
energy. They cool our
homes and entire cities in
the summer, and slow cold
winter winds, Shade trees
and windbreaks can cut
home utility bills 15-35%.
Trees clear the air we breathe.
They provide life-giving oxygen while
they remove particulates from the air and
reduce atmospheric carbon dioxide.

America needs more trees

The United States has lost a third of its
forest cover in the last 200 years,

Our towns should have twice as many
street trees as they have today.

We need more trees around our homes
and throughout our communities. We

nced more trees to protect our farm fields
and our rivers and streams. To provide
wood for our homes and a thousand
products we use every day.

10 Free Trees

Ten Colorado blue spruces, or other
conifers selected to grow in your area
will be given to each person who joins

planting in your area, Februar
through May in the spring o
October through mid Decembe
in the fall. The six to twelve ine
trees are guaranteed to grow, o
they will be replaced free.

To become a membe
and to receive your fre
trees, send a $10 member-
ship contribu-
tion to Ten Blue
Spruces, National =g
Arbor Day Founda- ~ g\
tion, 100 Arbor 3§
Avenue, Nebraska .
City, NE 68410.

Join today, and plant your Tree
for America!

The National
y Arbor Day Foundation
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This is ABC Sports College Football: Heroes of the Gridiron™

CD-ROM game, a realistic simulation of what it feels like to go
head-to-helmet against the best players to ever attend the school

of hard knocks. It’s not some plaything, it's the real thing. It's what
happens when you cram entire team rosters, cheerleaders, mascots,
rabid fans and 36 years of ABC Sports experience into a little

plastic disc. What happens? You wind up with Dan Marino and

Tony Dorsett playing for Pitt against Notre Dame’s Paul Hornung
and Rocket Ismail. Awesome, huh? Awesome, then some.

EXTREMELY LIVE.

GF TH CIRCLE READER SERVICE #249
91887 OT Spotls. LL.C.L ALL RIGHTS RESERVED. Al tradémarks are owned by thelr respective comparies. Olficially licensed product ol Players Inc. The Piayers Inc logo |s o trade-
mark al tha NFL Players. The Ollicially Licensed Collegiate Products label is the exclusive proparly ol The Caolloglatet Licensing Company, The "Collegiate Licensed Product” iabel is |
Iha property of tha Indapandant Labakng Group. All names, logos, and mascols assocaled with the universities ar the axplusve propet Ly of théir respective universitios.
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Price: $49.99
Minimum System
Requirements:

P75 (P133 recom-
mended), Windows 95,
16MB RAM, 60MB free
hard-disk space, SVGA
graphics, 4x CD-ROM,
mouse; requires
DirectX-compatible
sound and video cards;
modem.

Multiplayer Suppaort:
LAN or Internet

(1-4 players).

Design: EA Sports
Publisher:

Electronic Arts

San Mateo, CA

(800) 448-8822
WWW.ea.com

Reader Service #: 337

by Scott A. May

n case you haven't noticed, it’s
boom time on the digital
greens, as more golf sims than
ever \"!c fﬂi' !:p:t(‘c on yﬂllr com-
puter screen. Yet beyond new
graphic engines, improved
physics madels, and multiplayer
capabilities, most publishers
prefer to play it safe than to tin-
ker with suceess. Such is the
case with A Sports’ PGA Tour Pro,
a solid, but rather conventional, Win 95
update to the company’s venerable golf
franchise. In a nutshell, this game will
neither disappoint nor inspire.

FAMILIAR SET OF CLUBS

[EA Sports may have last its cutting
edge in the football, soccer, and basket-
ball arenas but, as most fans will be
happy to find, its nearly impossible to
screw up an already good golf simula-
tion. Aside [rom a few new graphic
flourishes — including a revamped
interface and ambient animation —the
design team sticks with the boilerplate
design that made the previous DOS
versions so palatable,

Originally packaged with only two 18-
hole courses, TPC of Scotisdale and
Bay Hill Club, this version adds the
Peach Beach course disk as a bonus.
‘The game is also compatible with older
DOS-based courses including TPC at
Sawgrass, Spyglass Hill, TPC at Avenel,
and Spanish Bay. Game modes include
practice, stroke, tournament, skins, and
shoot-out, and are playable with up to
four people via modem, LAN, or EAs
free Internet sports network. As many as
20 foursomes can compete in online
tournaments. Logging on to A Sports
Net is a no-brainer; finding available
Internet competition, however, proves
much more difficult.

Course graphics are suitably pholo-
realistic. Rendered in realtime, the
instant screen updates employ FAs pro-

prietary Flash Draw technology.

CcGwW
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REVIEW * PGA TOUR PRO

EA Sports’ Latest Gets No Eagles

i #11 Pard

Topin; 120 yds 511 below

G

o

IN A SQUARE GROOVE Just as SmMGoLr and FronT PAsE SromTs: GoLF are trying new
swing meters, PGA gives up its unique swing for a standard circular meter.

Motion-caplured digital golfers are sct
against a backdrop of textured polygons
and sprite-based graphics, boasting a
maximum 800x600 resolution and 16-bit
color depth. MMX support is provided,
as well as DirectPlay, but othenwise the
game requires no special 3D hardware
or software acceleration, Overall graph-
ics quality is good, although a low poly-
gon tile count makes the foregrounds
appear slightly flat, and thus they lack
the illusion of depth.

Ifyou are familiar with the PGA Tour
series, you'll find some new touches to
gameplay. You can walk the course in
realtime to read the greens. Individual
hole fly-bys, augmented with audio com-
mentary, let you map your pending strate-
gies. There’s even a special “risk meter” to
gauge the difficulty of your upcoming
shot. On the downside, EA has changed
their once-unigque swing overlay to a more
traditional circular meter,

If Win 95 online gaming is your
prime consideration, PGA TOUR PRO is
worth the upgrade. Otherwise, stick
with EAS previous DOS-based PGA
‘Tour titles, which are still among the
best in the business. &

LAG A LITTLE This shot shows one of
PGA Tour's assets: reading the greens
in realtime.

PAPPEAL: PC golfers, especially
those who enjoyed the earlier PGA
Tour games.

FPROS: Smart, clean interface;
good course selection; choice of
three multiplayer =5
modes.
PCONS: Adds
little to an over-
crowded genre;
high system

requirements.
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WIN $10,000 =iz
DETAILS IN EVERY GAME I= IS
3 GREAT GAMES! 3 WAYS TD WIN! = Iz
Now you can play ABC Interactive's extremely live sports CD-ROM games : sy s
in a live competition on the Internet. :E :‘___"
It's the Quest for the Best Internet Championships. == ==
Huddle up with thousands of sports sim players from across the country and play gt )
head-to-head sports sims in real time. Here’s how to play: sy T ——
« Purchase any or all three games: ABC’s Monday Night Football '98; ::if?
ABC Sports Indy Racing“or ABC Sports College Football: T
* Register at www.abcinteractive.com ==l
« Compete in gualification rounds. ey
« Advance to the finals and compete for the $10,000 grand prize for each title. E-__-.,° mo
« 2 Finalists in each competition are flown to the ultimate on-site location: =™
ABC’s Monday Night Football '98 at SuperBowl XXXII”in San Diego, ABC Sports P
Indy Racing at the Indy 200" at Walt Disney World“or ABC Sports College Football o s |
at The Rose Bowl®in Pasadena. e
- 3
So pick up ABC Interactive’s CD-ROM games and practice, practice, practice. ks e
Because this isn't a game, it's a competition. If you're not ready to compete, ]
stay home and play something less challenging. Jacks, anyone? — =
EXTREMELY LIVE. ;
g:?m‘%lg'\ﬁﬁ in AR, ?R. MD, N%\ﬂ'arne FB and whore prohiblied by law. Ses ABC's Monday Night lelhall '8, ABC Sports Collags FO?N“ and m%’fﬁ#%n | ]I—-
B e e Ny 11775061 Cubticauan or ABC Monday hugt Fooibal 88 s 1271197 ABE. Sport Colege Foolballends. | o
11/22/97, ABC Sporls Indy Racing ends 12/6/97, U.S. residents 18 or older only. Four winners will be selected each week lo advance 0 the playolts (two for Indy Racing). | A
Dates and terms subject lo change. Sea wabsile for delails, ©1827 OT Sports, LL.C., ALL RIGHTS HESjE\.ﬂgﬁdﬁé téademarks are owned by their respective companies. . T
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Interaction
in the old
world.
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Massively multiplayer. Mysterious new worlds.
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Price: $29.95
Minimum System
Requirements:

386 SX, 4MB RAM,
9MB hard-disk space,
Windows 3.1 or high-
er, 640x480 256-color
SVGA graphics, 2x CD
ROM, Windows-com-
patible sound card,
mouse.

Multiplayer Support:
None.

Designer:

Smart Games, Inc.
Distributor:

Random Soft

New York, NY

(800) 788-8815
www.smartgames.com
Reader Service #: 338

REVIEW ¢ STRATAJAMS

Inadam

Better Brains Through Puzzle-Solving

by Charlotte Panther

mart Games broke into the
puzzle genre with
CHALLENGE #1, a wonder-
ful collection of word, strat-
egy, and perception teasers.
They followed with Worp
PuzzLEs, which was great
for wordsmiths, but lacked
the varicty of CHALLENGE
#1. Now, Smart Cames is
back with STRATAJAMS, another collec-
tion of puzzles guaranteed to set your
cogs turning,

FINAGLED IN ‘FRISCO

STRATAJAMS provides 351 all-new
brain-teasers, based on six of CHAL-
LENGE #1's popular strategy puzzles. Top
of the list is Car Jams, a devilishly addic-
tive 75-level puzzle, which has you play-
ing the part of an anxious valet in a park-
ing lot chock-full of cars, limos, school-
buses, trucks, and Humvees. The idea is
to move a red car through the lot to the
exit in as few moves as possible. [lach
move costs you points; the rate at which
you lose points increases every ten
moves, and you are penalized for run-
ning over obstacles like manholes and
traffic cones. With only a couple of
vacant spaces in which to maneuver,

NO PARKING As your attempts to maneuver the red car
out of the parking lot fail miserably, your opinion of public
transportation will improve dramatically.

CcowW
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salving this puz-
zle is as difficult
as finding a park-
ing spot in San
[rancisco on a
Salurday night —
but far more fun.

Would-be
farmers don your
overalls, hop
aboard your trac-
tor, and get ready
to plow your way
through 50 levels
of Cash Crop.
The objectis to
harvest your
crops as you drive your tractor over the
land. Each crop reaps a certain mone-
tary value and your task is to eam as
much as possible in the allocaled farm-
ing days. Water and fertilizer raise the
monetary value of crops, and gas pick-
ups increase the number of farming days
available, while swamps, mud, and rocks
all hinder you in some way.

Then theres Traffic, the puzzle that
offers megalomaniacs the opportunity to
decide the fate of city streets by control-
ling the traffic signals and combating
gridlock. After studying the flow of traf-
fic, you must set the
timing of the lights,
taking into account the
speed and number of
vehicles, so that traffic
moves through the
intersections and off
the screen as quickly as
possible.

"The other three
games are electronic
versions of distractions
you may remember
from childhood, adapt-
ed with the usual
Smart Games practi-
cal, yet stylish flair
There are 50 Sliding

HAPPY HARVESTING While driving your tractor across your
land you'll discover the joys and tribulations of farming. The
more you reap, the more you score,

Tile puzzles and 75 levels of Marble
Jump, a checkers game. Finally, there's
Warehouse, a '90s variation of petri-dish
puzzles — those little plastic cases con-
taining ball-bearings that you must guide
into target holes.

If the strategy puzzles were what you
really enjoyed in CHALLENGE #] and you
want more of the same, then STRATA]AMS
is for you. (And if you get through these
and want even more, Smart Games is
offering add-on packs for individual puz-
zle-types, for under $10.) Keep in mind,
though, that anyone wanting the variety
of teasers found in CHALLENGE #] is
likely to be disappointed — at least until
SMART GAMES CHALLENGE # 2 hits the
shelves later this fall. &

PAPPEAL: Puzzle lovers with a
highly strategic mind and an endless
supply of patience.

PPROS: Challenging puzzles with a
wide range of difficulty levels.

FCORNS: Merely enhanced versions
of the strategy .
puzzles we saw
in CHALLENGE #1,
without the vari-
ety of puzzies
from that game.
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Rocker Sw;fwwom
IN/OUT OFYOUR RADAR HUD

Macro 1: JETFIGHTER 1] ,.'( \
MACRO 2: LONGBOW 2
MACRO 3: FLYING NIGHTMARES 2 “THIS IS A WELL-CRAFTED, WELL-DESIGNED
o CED Ao FLIGHT STICK” — 1997 BOOTWORTHY GAME
ACROD 4: IF- A td
CONTROLLER boot Magazine

“PROGRAMMING IS WONDERFULLY EASY
AND CAN BE DONE WITHOUT A SOFTWARE
INTERFACE" PC Gamer

“DECENT STICK OFFERS ON-THE-FLY
PROGRAMMABILITY FOR A SONG”
Computer Gaming World

— Rt “A VERY POWERFUL CONTROLLER FOR USE
WITH GAMES THAT ARE BETTER SUITED TO
STICK CONTROL”  Computer & Net Player

LOWER FLAPS, LOWER LANbINIG GEAR, DECREASE
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% MAX THE EXPERIENCE
Available at: Electronics Boutique; Future Shop = CIRCLE READER SERVICE #194
3 http://www.actlab.com
© 1897 ACT Laboratory Ltd. All rights reserved,
i AX and ACT LABS are trademarks of ACT Laboratory Lid, 1.800-980-9997

ks and registered trademarks are the property of fhoir respective owners,
reg Py < um



=]
=
=3
=
=
-
=
=
=

el
()
==
[~
wn
S
=
(— ]
[
=X
—_—
=
=
v

Price: 514.99
Minimum
Requirements: 486/66
(P100 recommended),
8MB RAM, 40MB
hard-disk space, 2x
CD-ROM drive, 2MB
local bus SVGA-
graphics video card,
Windows 95 (original
Su-27 Fuanker musl be
installed)

Multiplayer Support:
IPX or TCP/IP network
{(16); Internet (2+)
Designer: Eanle
Dynamics

Publisher: Mindscape
Novalo, CA

(B00) 234-3088
www.ssionline.com
Reader Servicefi: 339

* & K %k *# REVIEW ¢ SU-27 FLANKER 1.5 MISSION DISK

Flank Attack

The Most Hard-core of Sims Gels Even Harder

by Robin G. Kim

U-27 FLANKER has a well-
deserved reputation for
being a flight sim for the
truly hard-core. This is due
not only to its difficult mis-
sions and detailed flight,
avionics, and battlefield
modeling, but also to what
was left out: The lack of
pretty graphics and cam-
paign play were generally enough lo
frighten off all but the most serious sim
fans. THE SU-27 FLANKER 1.5 MISSION
Disk goes far toward rounding out the
ariginal’s appeal, and brings more than
150 additional missions and some excit-
ing new capabilities to the table.

EXTENDED PLAY

The most intriguing enhancement to
stand-alone play is the ability to fly multiple
sorties over the course of a single scenario.
After landing you can save the world state,
plotanew flight plan for yoursell and other
airraft under your control, select ord-
nance, then hop back into the cockpit for
another go. Everything picks up right
where it left off, except that any weapons in
flight will have disappeared. In support of
this extended mission structure, a scenario
can now span multiple days, turning a sin-
gle mission file into a sort of mini-cam-
paign—albeit a predominantly prescripted
one. No scenarios this elaborate are includ-
ed on the CD, but Mindscape promises to
make some available on the FLANKER Web
site (www.suZ7-flanker.com) by the time
you read this.

“True branching campaigns are now
available, courtesy of Hideo Fukumoris
Flanker Campaign Shell. This, Mark
Hermonats Random Mission Generator,
and most of the missions in the add-on
were actually produced by dedicated
members of the FLANKER player com-
munity and have been available for
some lime to anyone with Web access.
[iven so, the mission disk provides the
entire collection neatly organized and
cataloged in one place.
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NET GAINS

Devotees of multiplayer action
should find much to be excited about in
the sim’ completely revamped network
play. Far surpassing the two-player head-
to-head made of the original game, the
add-on allows for
up to 16 players
in cooperative or
team play over a
LAN. The intro-
duction of direct
TCPAP support
means it is also
possible to con-
nect over the
Intemet without
using Kali or
Kahn, though
latency and
bandwidth
limitations
restrict both the
number of play-
ers and the mis-
sion complexity.

A master/slave architecture lets play-
ers on the stave PCs plan their own mis-
sions and quickly rejoin if killed or dis-
connected. The master PC guarantees
acceptable performance levels by rith-
lessly disconnecting any slaves that do
not meet its standards, a system that
works well in practice. FLANKERS excel-
lent mission recorder can now tape mul-
liplayer scenarios, letting you figure out
exactly how your Net budy got lucky
enough ta down you in that last dogfight.
Alas, you can't simply ask how he did it,
because there still no chat feature.

Other new features include improved
Al, which now demonstrates enough of
aself-preservation instinct to evade
incoming missiles and maneuver to
break radar locks; an overhcad AWACS
view, which gives you the big picture in
realtime; and 16-hit color Gonraud shad-
ed graphics. The latter are visible only in
external views and cause such a slow-
down on systems without OpenGL.

hardware accelerators that they are
almost worthless.

"The mission disk breathes new life into
FLANKER, offering a more robust package
for those who felt the original game was
too sterile, and providing enough new

SLIDE SHOW Gouraud shading enhances the object and terrain
graphics, but at a huge cost in frame rate unless you have an
OpenGL graphics card. Since it's available exclusively in the
exterior views, only sightseers will benefit.

gameplay options to make it a must-have
for existing owners. However, Su-27
FFLANKER is still a hard-core sim that won'l
appeal lo everyone — especially those
whao demand eye-popping visuals.
Improvements on that front won't come
along until FLANKER 2.0, due out around
the end of this year. %

FAPPEAL: SU-27 FLANKER owners
who desire more missions to fly,
broader gameplay options, and
greatly enhanced network play.

rPROS: Multiple-sortie scenarios;
excellent multiplayer options;
branching campaign support;
improved Al; tons of new missions;
low price.

FCORS: New
graphics so slow
they’re not worth
the hother; no
multiplayer chat;
much of the con-
tent available for
free on the Net.
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- From the creators of Star Trek™ Starfleet Academy,” Star Trek




INTERACTIVE EPISODES. ALL DIGITAL.
Judgment Riteé, and Star Trek 25th Anniversa}-y,' cqmeé . ACTUAL G AME‘PL'/LY
the amazing digital adventure based on the original series. s SCI’SEENSHOTS[_'

+

A Incredible digital technology recaptures the
characters as they appeared-30 years ago

A Uncover The Shocking Secrets Behind

The Original Vulcan/Romulan Conflict

“Interplay’s attention to graphic detail has resulted in a stunningly i :
lifelike synthetic revival of the classic Star Trek players”

-PC GAMER

ACTUAL CHARACTERS AS THEY APPEAR IN THE GAME

’ ~ r_./ ! 5 E iz #
' BY GAMERS. FOR GAMERS. " ofigy v 4 \\\‘ A S
ESRB WWW.INTERPLAY.COM  tibaldreams™ T e ° PR y Wi &
v % cen| & 3 A A “One-Click” Interface Offers

STAR TREK: SECRET DF VLGN FURY: Soltware ©1997 Interpiay Productions. Al rights reserved. Trademark and ©1997 Barambunt » Immersive, Fast-Paced Action
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Deep Sim

Jane’s Has Ordered Up a Sub With the Works

by Kevin Turner

combination of technolo-
gy, experience, and skilled
manpower — the likes of
which cannot be found
anywhere else. Nuclear-

highest trained seafarers
the world has ever known,
and carrying levels of
destruction unimaginable to the layper-
son, submarines surreptitiously patrol
the waters of the world. When it comes
to military might per cubic foot, they
have no equal. And now that JANE'S
688(1) HunTER/KILLER has hit the
shelves, these mighty boals are finally
gelting the recognition they deserve.

MIL SPEC

"The first time | played this game, |
knew it would do for submarine simula-
tions what FaLcon 3.0 did for flight sims.
‘There are games that define genres, and
688(1) HunTER/KILLER is one of those
games. Aller a very long wait, the modem
submarine simulation has come of age.

688(1) is a collaborative effort by the
game developers of Jane’s Combat
Simulations and Sonalysts, Sonalysts is
a defense contractor and designer of
submarine training software for the
U.S. Navy and has been conducting

|r MISSION FISHIN 688(l) includes a comprehen-
sive mission builder that can cause objects to
appear at random locations.

ubmarines are a wonderful

powered, with crews of the

| SCOPE IT OUT The periscope has low-light capability, a camera, and an excellent field
‘ of view. Its ESM indicator can inform you of nearby hostile emissions.

modeling and simulations for the Navy
for more than 20 years.

688(I) is modeled accurately after a
Los Angeles-class submarine. The per-
[Ur[IIHT!CC CI]GII’iIClC[iSlECS are s accu-
rate as I'm willing to admit to in print,
especially with the realism patch Janes
has released. The AN-BQQS sonar
system is extremely well done. Available
weapons include the Mark 48 torpedo,
‘Tomahawk and Harpoon missiles,
and mines and countermeasures. The
weapons paramelers are accurate
all the way down to the wire guidance
and vertical launchers.

b

weapons lo their destinations.

> CHEAT VIEW Extemal cameras let you zoom
around your boat, look at enemy craft, or ride

As you assume commuand of your sub-
marine, you'll have the opportunity o take
on lraining missions, single missions, or a
campaign. lraining missions allow you to
play a campaign or single mission without
risk of death. The single missions are
increasingly challenging and utilize differ-
ent aspects of submarine operations such
as Tomahawk attacks, antisurface and anti-
submarine warfare, and rescue missions.

Campaigns start in the Caribbean, then
proceed to the Mediterranean, the Persian
Gulf, and the North Pacific. Each cam-
paign comprises several missions, which
must be completed in order.

STATION
IDENTIFICATION

G88(1) places you at the
center of the sub’s control
room. You can lake an
active role in sonar, fire
control, or tracking, or you
can sit back and prosecute
the target as the big
cheese —your level of
involvement is discre-
tionary. Fach of the sta-
tions in 685(1) is a compos-
ite of several watchstations.
For instance, keeping



PING ENEMY.COM Want to learn about
submarine sonar? This is the place to
do it, with the best representation you'll
find—short of an enlistment.

depth and course takes four people in
reality but is handled by one in the game,

The three main elements of your con-
trol-room battle-stations gang are the
sonar team, the tracking team, and the
fire-control team. Each of these is given
an identity and a level of experience,
The level of experience increases as you
undertake more operations. When first
slarting oul, its important to be a hands-
on skipper, paying close attention and
ensuring excellent performance. As the
crew’s experience increases, this
becomes less important, Stations include
the Ships Control Panel, Sonar, Radar,
Radio/lESM (Electronic Support
Measures), Periscope, and Navigational
Charts, among others,

“The acid test for me was at the sonar
station, which is outstanding, It allows the
player to choose between broadband,
narrowband, demodulated noise, active
intercept, and active sonar modes,
Narrowband is used for target identifica-
tion using frequencies; DEMON, or
demodulated noise, is used to establish
larget speed; active intercept is used lo
intercept active sonar signals; and active
sonar is, well, active sonar. The broadband
sonar display uses the waterfall that all
submariners know and love, A sonar con-
tact is displayed as a line of brightly col-
ored pixels, which represents the targets
hearing, Fstablishing a range on the larget
and larget speed can be accomplished
ming the p(rrismpe, active sonar, racar, or
target-motion analysis.

A MOTION PICTURE

The TMA sereen was new to me. In my
day, we did it on a huge picce of paper and
attwo or three different plotting tables.
One table plotted bearing rate, while
another used the motion of the submarine

JANE'S 688(l) HUNTER/KILLER « REVIEW

(2 Teroiny in on the Target

(making course changes to establish range
information based on triangulation) to
establish target range. This process is
rather simple if the larget never changes
course. Unfortunately, targets have a nasty
habit of changing course (and speed)
quite regularly. The TMA screen com-
bines all these stations into one, easy-lo-
digest blob of information, If you're look-
ing to enhance your crews performance,
this is the best place to start, as this is the
most difficult station to operate.

In addition to the accurately modeled
stations, you'll find volumes of reference
data. The Ship’s Information Book con-
tains a wealth of information on your new
command, and you should refer to it reg-
ularly, The game also includes an abbrevi-
ated copy of fane’s Fighting Ships, which
is a gold mine of data and will help you
classily contacls more readily.

A Pentium 90 is considered the mini-
mum for this game, but you'll be better
off with a 133MHz machine or better.
An external 3D view lets you observe
any object in the game from a variety of
perspectives —ever wonder what it looks
like to ride a torpedo?

"The mission buikler promises extended
play; missions arc already popping up on
the Internet. Multiplayer play is included,

= argel-motion analysis is'a process by which information is gathered on a
target's bearing and interpolated into its range, speed, and course, To imag-
ine this, think of yourself as a submarine. If you hear something, then you
can establish a bearing for that target, but not its range. If you move to

your left, the target will have a new bearing. This bearing is compared to the origi-
nal and an intersection is provided. Considering the very long ranges and the very
small angles being used, with a number of course changes from side to side, you
can establish a range. Part of this process also establishes target speed. By know-
-inq the target speed, range, and course, it is possible to launch a weapon at a point

where the target will
be in a few minutes.
Don't forget that the
maximum range of a
Mk. 48 torpedo is in
excess of 20 nautical
miles. While a torpe-
do will actively search
for a target once you
send it, a small mis-
take can mean a
miss. And a miss

ATTENTION TARGET SHOPPERS The TMA center helps ~ means that the target
you with the most difficult job in submarining: getinga ~ NOW knows that
firing solution based on time-motion analysis.

someone very un-
friendly is out there.

although all gamers captain 688(1)class
boats in this mode.

This game s technologically accurate,
intriguing, and contains that elusive bal-
ance between reality and entertainment.
I've brushed over some of the games better
features, but there are many others. There is
one downer. You have to download a patch
from www.janes.ea.com to slow tum rates
and reload times lo a realistic pace.

Ifyou've ever wondered whatits like to
be on asubmarine but have no desire 1o
forgo fresh food, females, and freedom,
then this game is for you. If you're like me
and have some experience in the real thing,
after playing 685(1) you may find yourself
taking readings on the microwave and
waler heater with a rig-for-red flashlight. &

FAPPEAL: Simmers looking for a
realistic, systems-level simulation of a
modern submarine.

PPROS: Excellent modeling of sub
systems and weaponry; superb refer-
ence and tutorial
information for
heginners; great
mission builder.

PCOMS: You need
a patch to slow
turn rates and
reload times.
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“.The first time an engine moves AT e e
this fast and is fust as detailed at ' : .
100 feet as 100,000 feet.”

PG Gamer
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Don't take our word for it.
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Win 95 is cool, but sucks
with DOS games!

WING cd mgmga

MEGHWARRINR Z

Games run best on the operating Get it and play it - fast!

& : .f
system they were designed for| 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
T ONLY °99°

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 FEAT YOI

AT IS TR Tt

BRAINS oUT TOMORROW!
Easy installation even your
parents could do!

800-648-8266
As you install new OSes, System Commander automatically

copies key files and adds each new OS to its menu. System Www.v-com.com

Commander manages unique copies of configuration files for Mention this ad and get AL 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:

Babbages—- . comp

EGGHEAD ‘Fl’" CRO C

v V Communications 2290 North First St., Suite 101CGW » San Jose, CA 95131 * (408) 965-4000 Jan7, 1987

*Orders received after 12:00 p.m. PST will be shipped the next business day. No Saturday da{lvsry Stundaru shipping outside US. CA res. add $7.25 sales tax.
Offer subject to change without notice. All logos and producl names aro trad. ks or

ai b of their respective companies. VISA/MC/Amox ©1997
CIRCLE READER SERVICE #384
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The Latest F-22 Sim Hides Innovatior

by Tom “KC"” Basham

he I--22 invasion continues
with 1F-22, the first simulation
developed in-house by
Interactive Magic. An
admirable first effort, this sim-
ulation of the Air Forces
“fighter for the 2Ist century”
will please many with its con-

vincing flight model and long-

playing dynamic campaign
engine, but issues related to the sims hard-
ware support may confound some gamers,

DYNAMIC PLAY

1F-22's single-player gameplay has four
basic modes: instant action, training mis-
sions, individual missions, and full-blown
campaigns. [F-22 revives the dynamic
campaign, which most sims have replaced
with pre-scripted missions, so you'll never
get that“been there, done that” feeling.
After selecting a theater (Bosnia and the
Ukraine are included) for single-mission
play, the generator populates the world and

}

provides a fairly
long list of mis-
sions. This list con-
tains a varicty of
air-to-air and air-to-
ground sorties.

The campaign
mode bears some
similarity to
Favcon 3.05
campaign system,
as well as to
120005 Wargen
engine. The sys-
tem generales a
world, assigns mis-
sions to friendly
and enemy forces,
and then presents
you with a list of assignments for your
squadron. You then choose which
assignment you want to fly and proceed
to the mission planning screen. The mis-
sion planning system covers all the

1S Beneath a

=22 * REVIEW

Quirky Surface

IR: SEEDY 3D iF-22 supports Direct3D, but not very well; frame
rate is slower than the top-notch 2D performance, and many
potential 3D features, such as transparent smoke, are absent.

basics, providing nearly full control over
yaur flight path and loadouts. It does
restrict flight path planning under some
circumstances, For example, on escort
missions, you can't change any of your
pre-assigned waypoints.

OCTOBER 1357

You can start on the
runway or in the air,
Before each mission, the
campaign briefing indi-
cates where the allied
forces intend to launch
offensives and where
intelligence believes the
enemy will counterat-
tack After each mission,
the debriefing system
details where forces
gained or lost territory. If
you crashed and bumed,
you can lave your pilot
miraculously rescued;
you can also choose to
refly the mission.

1F-22's multiplayer
support includes free-for-

CCW
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Price: $54.99

Minimum System

Requirements: P80
i GOMEB

Designer: |-Maalc Labs
Publisher

(919) 461-0722
Reader Service #: 341
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REVIEW o F-22

OW RIDER The terrain looks fantastic at high altitude, but less so down low; it’s blocky in 20 mode,

l and blurry in 3D.

all dogfights, a team-based capture the flag
mode, and cooperative single missions.
Disappaintingly, there is no way to fly mul-
tiplayer car The simulation sup-
ports direct serial, modem, LAN, and
TCP/P connec
ble if all players

15, Intemnet play is possi-
ast connections.

21ST CENTURY FLIGHT

11-22 has the most plausible flight
mixlel of any 22 game released to date.
Speed bleeds under G-loading, available

WORK.

imimune) to ste

tures. The pilot-sele

limiter restricts the nrcrdfl loa
surprisingly low 12 degr

wilh the limiter diser

aircraft can exceed 90 degrees

AOA. Pitch control is suspect:
It takes rather large stick inputs
to make the nose move, and

then the nose continues to

the: rcmﬂc‘md 1d in a nose-high atti-
tude at the proper speed and angle of
attack (AOA).

(achieve supersonic speeds without using
afterburners), but not when heavily laden
with fuel and ordnance. Performance
varies with altitude, although the roll rate
remains very fast, even at high altitude.

The fly

move after you release the
stick, often resulting in pilot-
induced oscillations.

Alter losing an engine, the
aircraft tends to roll toward the
dead engine. The engines include spool-
ing lag, as evidenced by the RPM gauge
large
throttle movements. Unfortunate

taking a second or two to ref

you must press a key.

For the most part, missile
realistic, although air-to-air missile range
doesn't vary with altitude. Guns are diffi-
cull to use, primarily because of the
game’ slow frame rate.

Living room

Home theater

Stadium

Studio

Concert ha



TEETHING PAINS
The product is very stable, but does suf-
fer from some problems. The redout/black-
out model needs work During a redout,
only the outside view (not the cockpit
is blocked; though this only
occurs when playing on a non-3Dfx-based
system. Blackouts develop in sudden spurts,
rather than smoothly progressing through
tunnel vision to GLOC (G-induced loss of
consciousness). L )mrht'}mnﬂ is further
he 1|'t1p¢_red by the simi :] 1[L(] pilots poor G-
er 9G resulls in
“kout doesn't
»ar upon reduction of Cs.
v, the setup aplions let you dis-
able redouts and blackouts.
padlock view is a perfect cxample
of the wrong way to implement a padlock
view. The padloc
“hales,” or areas where it is impassible to
tell which way you're looking, To resolve
this, the HUD display contai
icon in one of the upper comers that tells
yout in which direction to fly in arder to
bring your nose to the target. The icon
works, but its sometimes difficult to see.

NS MIMErous

stmall

Car

Stage

Arena

Also, you can't padlock a target unless
you've first managed a radar lock. You
can't padlock an altacking bandit until
you've already out-maneuvered him.
Finally, instead of smoothing panning
and tracking the target, the padlock
jumps, as if it were automatically switch-
ing between fixed views,

The graphics engine, however, caused
the most consternation. Using a Pentium
Pro 200 and a 4MB 3D Blaster, | found 1F-
2 tobeve Disabling the 3D accel-
erator \uppc)rl actually improves frame rate
and reduces the mmber of pauses; howey-
e, it caused the terrain graphics lo pixelale
badly at low altitude. Testing 1122 on two
Pentium 166 systems equip Jpcd with 3Dk

cards, however, resulted in extremely
smooth frame rates in 2D mode on both
systems, even at § 00x600 resolution.
Running on the 3D card resulted in slower
performance on both systems, with one
system exhibiting extremely jerky fraime
3 al |m|n1\ (lunnﬂ flight,

and pau

www.harman.com

modeling, multiplayer support, and a
thorough, well-written manual,
Unfortunately, for some players, the
frame
annoying at best and downright
unpla\ahl atworst. If I-Magic can
address the frame rate prob

the 3D accelerator stutters,

prove to be

rate problems render the game

Magics simulations division. %

PAPPEAL: Sim players looking for a
more serious F-22 simulation than
previous efforts; fans of dynamic cam-

palgn engines.

¢ The most plausihle F-22
!Ilghl model yet; superb dynamic
campaign engine; accurate terrain
modeling.

» 4S: Frame rate problems and
frequent pauses —

on some systems;

poor Direct3D

implementation;

inconsistent

graphics quality;

jerky padlock

view.
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He listens for a living. Mr. Don Was.
Winner, 1995 Grammy for Producer
of the Year. Here, he listens to his new
: Fayorite band Orquestra Was on
JBL Pro Premium speakers and subwoofer,
part of his Compaq Presario 8712

(which he also uses

to fine-tune his liner notes). Once
again, one of the great companies of
Harman International has provided

E
personal computer
the world’s finest
Movie theater Nightclub

HEAR US

audio equipment.

™ Harman International

EVERYWHERE.




LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS.
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The planet you wish you never heard o

B and launches its attack on Windows:

TANARUS SetS da new Standal'd in multiplayer action-strategy

gaming — delivering futuristic tank warfare either online or on disc. Pick your team, load -

up your tank, and let it roll. Experience killer graphics as you navigate through sun-baked
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1as just declared war on the internet;
)5 this fall.

5 FALL 1997

{MULTIPLAYER GAMING ONLINE IS
~ No Al'online —"every tank commander'is very real — or practicg solo with
- Windows® 95 version. g N

ONLINE COMMUNICATIONS *
Chat with fank teammates, or psych-out the opposition on an open line.

FULL CUSTOMIZATION

Customize controls and peripherals,, then choose from 5 different tanks with more than
30 different weapons modules. » » ™

POUNDING EFFECTS J® ' g
Feel the effects that day and night cycles, ai_p,_d_ weather have on.your tank drive.

W ™
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Price: $49.95

Minimum System
Requirements: Pentium 75,
Windows 95, 16MB RAM,
40MB hard-disk space, 4x
CD-ROM, 256-color SVGA
graphics, Sound Blaster 16
or 100-percent-compatible
16-bit sound card, 28Kbps
or faster Inlernet
connection.

Muitiplayer Support:
Modem, direct connect (2
players), LAN, Internet (2-6
players).

Designer: SSG

Puhlisher: Red Orb
Entertainment

Novato, CA

(800) 548-1798
www.redorb.com

Reader Service #: 342
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SSGand Red Orb Team Up for a
Fantastic Return to the WarLorps Universe

by Tim Carter

im the Critical enters a
dark and mysterious
dungeon. He encoun-
ters an army of zombie
programmers, and is
victorious! He finds...a
gem. A big fat gem, in
fact—one that will
keep him happy for, oh,
much more time than
he has available.
WARLORDS I11, brainchild of the
crew at SSG and marketed
through Broderbund/Red Orb, isa
winner from the minute your fin-
gemails hit the cellophane wrap.
Based on one of the few strategy
game designs that deserves the
accolade “classic,” WARLORDS 11
brings vastly improved depth, replayabili-
ty, and nuance to an already successful
and enjoyable game,

WarLORDS I11 follows the basic
turn-based system of its predecessors
for solitaire play, but offers simultane-
ous tums for those with a hankering for
multiplayer mayhem with human
opponents. It ran smoothly and rapidly
on my Pentium 120 and was fully func-
tional in Windows 95.

REIGN OF HEROES

True to the original, gameplay in
WarLorDS I revolves around the con-
trol of fortified cities. Individual units
have a dizzying variety of attributes and
abilitics, and up to cight units may be
grouped to form an army. Heroes may
explore ruins for treasure or magical
iterns, perform quests for similar
rewards, and bestow a number of impor-
tant combat bonuses to armies that
march under their banner.

The command structure, which was
pretty clean in WARLORDS [ and 11,
remains quite impressive. Moving
around the game will be simple even for
someone unfamiliar with the interface.

CcCowW

WAR IS HELL Wantoros |ll is a turn-based fantasy wargame in which combat is resolved on
a strategic scale, as in Civ, not in tactical mode, like MOM.

Little, if anything, scemed to have
been left out of previous versions, but
quite a bit has been added here. For
instance, some of your heroes, depend-
ing on their class, may now use magic to
augment their abilities, which further
depend on the race you are playing.

Unlike past versions of WARLORDS,
individual cities no longer produce dis-
tinct units. Each race now has a pool of
sel unil types to draw on, consistent with
that race’ basic characteristics and atti-
tudes. Any given race may have eight
regular troop types, three mercenarics,
four hero classes, four magical allies, and
one boal unit.

The first time I played this system, |
felt a tiny twinge of disappointment. The
more limiled armies tend to be a bit dull
after a while, and battles over castles
aren'l as massive in proportion. But after
only a few games, | could clearly see the
wisdom of this design decision. By limit-
ing gamers to a consistent and fixed set
of troops, the designers have greatly
extended WARLORDS 1115 replay value. A
game on the same map bul with a differ-
ent race is, functionally, an entirely dif-
ferent game. Moreover, within each

OCTOBER 1937

game, each of the different races you
fight present a somewhat different
threat, based on the strengths and weak-
nesses af their core units,

WARLORDS CUBED

For those who love to mix and
match, the scenario setup screen lets
you create your own race using any of
the preexisting units, You are limited
only by the total number of different
unit types per race.

"The setup screen offers a huge num-
ber of other options that build replay
value as well —including a prohibition
an razing cities (an important issue
when playing against human oppo-
nents), an oplion that allows neutral
cities to grow in power if attacked, and
random p]:lr:{:m(tnt of start ing cities,

In addition to the twelve preset sce-
narios, the game comes with a random
scenario generator and — surprise —an
intricate campaign game.

As just one example of the playing
value in Wart.oros 11, the classic Nluria
miap from the original game is included as
one of the preset scenarios. This map
constituted the entire game in WARLORDS



MIGHTY TIM Heroes play an important role in WarLorns
IIl, since they can hunt for treasure, embark on quests,
cast spells, and bestow bonuses on your troops.

1, without many of the options and varia-
tions available here. Yet, in WarLORDS 111
it constitutes a tiny fraction of the com-
plete game. Having spent a dozen or so
hours on the Mlluria map already, | can say
with some certainty that gamers will not
easily run out of things to do with
WarLorps I11.

CALL TO ARMS

What you do in WarLORDS 111, of
course, is fight. A lot. The care
WARLORDS combat system hasn't
changed in structure, bul a wide range of
modifying factors has been added, giv-
ing gamers more options when building
their anmies or taking out the enemy. For
instance, individual leaders or units may
contribute positive (o your side) or nega-
tive (to your opponents side) modifiers,

while many units also
have special attributes
or abilities such as
assassination allacks,
archery attacks, poi-
soning, and disease.

A major asset of
past WARLORDS games
was the strength of the
Al WarLorbs s no
slouch in this depart-
ment, although |
found the *Psycho”
level somewhat easier
than Twould have
expected for the most
difficult level, While the computer still
fails to manage its heroes properly (not
picking up treasure lying on the ground
when an enemy hero is killed, and ignor-
ing some ruins), it has become much
more adept at knocking off your heroes,
particularly if you leave them exposed,

I was especially impressed when the
Al, during the fifth or sixth scenario of
the campaign, made a systematic effort
to kill off the heroes I had been careful-
ly nurturing into powerful higher level
paladins and mages, The computer will
also raid your home Lerrilory frequently
and is not averse to scorched-carth
tactics if it starts to lose.

According to the manual (generally
well done and useful for learning the
game and for reference), the diplomatic
systermn has been tweaked considerably

> Campaigning for Wartoros

strings together a series of scenarios around a plot that

N ew to the WanLoros system, the campaign game
has you lead the Selentines against the evil forces of

the undead Lord Bane. Bane
has at least one primary. ally,
and even the powers that are
supposedly in your union of
qood are as likely to send
their armies against you as
against the principal foe:
The campaign allows you
to carry your top heroes and
a limited number of magical
items from one scenario to
the next, which becomes
useful as your heroes grow
in power. Be careful, though,
as the computer becomes

FOR THE SELENTINES A welcome addition is
the campaign in Wartoros [ll, in which you bat-
tle the undead forces of Lord Bane.

WARLORDS lil * REVIEW

from carlicr versions. | must admit that
I didn’t find much functional difference
in the new routines: The computer play-
ers tended to fight amongst themselves
until I had become the biggest single
power on the map, at which point they
ganged up on me,

FRIENDS AND FOES

Along with the campaign game, the
greatest addition to WarLoRrDS 11 s the
multiplaver option. Plaving via the
Intermetora LAN, up to six players can
compete in a real-time/simultaneous
turns mix. ('Eil:ising down enemy heroes
and deciding the order in which to
move —and savin 1g reserves lo react al
the last second — are now key decisions
when playing against live opponents.

This game has little to dislike. If the
premise doesn't interest you, you may do
better shopping elsewhere, but for fun of
fantasy and sirategy, or just strategy for
that matter, WARLORDS 111 is a winner
{rom the tiniest elven scout to its
Selentine elephant shock cavalry. %

FAPPEAL: Anyone who likes strate-
gy games.

PPROS: Fun; ultra-
clean; tons of
replay value; great
campaign; multi-
player support.
PCONS: We're
still looking.

quite adept at picking off unguarded high-level heroes left
floating too near the front lines.
After each scenario you get the option of upgrading some

of your core military:units. | found this
almost as attractive as carrying heroes
forward. Being able to give your heavy
infantry: more. movement and a better
attack factor constitutes a major bonus
over the course of multiple scenarios.

| also found the scenarios in the cam-
paign—which can't be played separate-
ly—to be among the mare:challenging
preset games. In many, your enemles
get natural advantages from terrain, the
placement of neutral cities, or the start-
ing disposition of forces. This makes a
nice change of pace from scenarios in
which each side staris out equal.
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Mnny years after the great con-

flict, much has changed on Yavaun.

Humans, reluctant colonists, are
now part of the cultural diversity
of this alien world.

WAR WIND" Il Human ONsLAUGHT
offers new, larger vehicular and
mechanized units. All-new maps
with improved terrain graphics.
Streamlined game play in building
and promating your units. All this,
plus the unpredictable human
element, makes WAR WIND 11
much more than just a sequel,

It's a whole new game.

War Wind is a trademark of Strategic Simulations, Inc, ©1997 Strategic Simulations, Inc., a Mindscape Company. All rights reserved. Windows is a reg

CIRCLE READER SERVICE #240

WINDOWS® 83 CO-ROM
WWW.WARWIND.COM

To Order: Visit your retailer
or call -800-234-3088
(USA & Canada) with

Visa or MasterCard.
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DUNGEON KEEPER ¢ REVIEW % % % k J

Duneeon Keeper: It Brings Bad Things to Life

by Chris Lombardi

he laws of Karma could
have predicted this. Since
the beginning of gaming,

we've played almost exclu-

sively on the side of Good.

We've saved untold thou-

sands of lands from the

ravages of Iivil and sent

legions of hellspawn scur-

rying back to the pit from
which they sprang, It was only a matter
of time belore Black came back with a
score to settle.

But who would have guessed that 20
years of goody-two-shoes gaming could
be countered by a single game?
DuNGEON KEEPER, a real-time strategy
game from Peter Molyneax and his
minions at Bulllrog Software, is evil
enough to do exactly that. Its evil not
only in its high-level premise — the
gamer dons the acrid cape of the
Dungeon Keeper, a vile lord of an

MONSTER MASH Inside that cloud of poison farts and ozone rages a huge baltle. The mini-
combat status screen at the bottom allows the Keeper to monitor his troops.

underground domain who is intent on
destroying all that is cute and happy in
the world —but also in the details of
day-to-day deviltry and the dull, worka-
dav elements of rat-bastardry: Torture,
ritual sacrifice, environmental disaster,
eruelly lo animals, wanton slaughter,
petty meanness, avarice, and hate are
all proudly on parade. Consider our
karmic debt paid in full...with interest.
As Dungeon Keeper, your job is to
hew a gloriously hideous dungeon from
sublerranean rock, attract evil creatures
to your palace of pain, and use those
creatures Lo either fight ofl hordes of
looting adventurers or destroy a rival
dungeon keeper. Ein route to victory, vou
must play the control freak ol all control
freaks, ensuring that your creatures are
fed, trained, and paid; dungeon traps are
being built and set; spells are being
researched; and your own creatures
aren't brawling in the barracks. Its like

being nanny to a gang of half-ton tod-
dlers with fangs and claws.

IT'S CALLED A PICK-AX, DIG?

The foundation of the game is dun-
geon design, which plays out like
SIMCnY in Hell. From an overhead iso-
melric perspective that can be freely
rotated, zoomed, and panned, you map
out a floor plan in the virgin rock.
Hordes of Imps, the workhorses of your
minions, dig out the rock. "They also
mine gold, fortify walls, and mop up
corpses after battles, Should you wish
your Imps lo work harder, or should you
just feel like a nasty SOB, you can reach
down with your bile-colored claw/cursor
and give an Imp a good smacking —just
one of a dozen twisted, brilliant, and
therapeutic design elements.

When the Imps have finished their
digging work, it time to carefully place
dungeon rooms for maximum efficien-
ev. There are |4 different room
types, which range from the
straightforward, functional Lairs,
Hatcheries, and Training Rooms
to exotic locales such as the
Torture Chamber (wherein you
wrench info from captured ene-
mies and convert them to vour
cause) and the Temple (wherein
you can sacrifice creatures in
hopes of pleasing the gods).

like much else in the game, a
mystery. The games manual is
loath to give out the most basic
of info, presumably leaving the
details to experimental players
and Bullfrog’s self-published
slrategy guide.

Unlike the manual, the game
itself brims with nuance and
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Price: 349

Minimum System
Requirements:
Pentium 90 (P133 rec-
ommended), 16MB
RAM, 65MB hard-disk
space, 4x CD-ROM
drive, DOS 6.22 or
later, LocalBus or PCI
SVGA-graphics video
card, Sound Blaster-
compalible sound card,
motse.

Multiplayer Support:
Modem (2 players),
LAN (2-4 players).
Designer: Peter
Molyneax & Bullfrog
Productions
Publisher:

Flectronic Arls

San Mateo, CA

(800) 245-4525
www.hullfrog.ea.com
Reader Service #: 343
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REVIEVW * DUNGEON KEEPER

PRIZED POSSESSIONS The Keeper greedily surveys
his Treasure Room through the eyes of Fig, an eighth-

level dragon.

CHOW TIME Creatures chow on chickens in the Hatchery
before heading off to bed. The window in the upper-left
comer shows the entire dungeon layout.

divinely superfluous detail. For
instance, every creature that you attract
to }'nllr (|1.11!g(:(‘m |‘|:3..l: h‘a OWI name .'II](I
10 individual statistics, from its kill total
to its blood type. None of this info mal-
ters in the slightest, but its cool. And its
clear that coolwas the byword of the
Bullfrog team.

REALTIME? TRY NO-TIME

The general pace of the gameplay is
totally manic. DUNGEON KEEPER is simi-
lar to other real-time games, but with
double or triple the workload. It like a
RED ALERT where you not only have to
build a Tower of Nod, but also have to
ensure that the little men in the tower are
waorking efficiently. [ts like a WARCRrar1
where you can direct units to a location,
but if one it gets pissy hecause its hun-
gry, it starts attacking your troops. It’s like
a RED ALERT where your
Harvesters. . .well, vour Imps are exactly
like Harvesters: stupid, and requiring
constant redirection.

[n many of the 20 single-player sce-
narivs, your opponents are roving bands
of adventurers who tunnel toward your
dungeon. The key here is to choose

CGwW OCTOBER 1897

when and where you
will fight, which isa
matler of fortifying
your dungeon walls so
thal the adventurers
can't tunnel through.
Al the same time that
you're fortifying, you
need lo expand your
dungeon, which apens
up weak points to the
adventurers’ picks. This
dynamic creales a deli-
ciously tense sicge
mentality:

Attacking a rival
Keeper is a different,
and somewhat odd,
story. Here, it a war of
clficiency and attrition,
amaller of sheer
numerical supremacy.
You must attract and
train your crealures
faster than your oppo-
nent can. When it [inal-
ly comes down lo com-
bat, there’s little you
can do to help your
cause tactically, with
the exception of casting spells, duc to
one strange element of the design: You
can pick up your creatures and plop
them down anywhere on the map that
vour lmps have “claimed.” So, anvtime
you have contact with the enemy you
can instantly drop the entire strength of
your army on that spot, at which point a
hugely chaotic melee ensues, which
often involves 20 or more creatures. The
best a Keeper can do is watch an iconic
combat dialog, casting a variety of defen-
sive and offensive spells, and pull the
wounded out of baltle,

Because of this
“creature plopping”
theres no coneept
of a surprise attack,
flanking, or any
other traditional
tactical concern in
DUNGEON KEEPER.
Batlles are won in
the training and
recruiting of crea-
tures during the
preparation period.
In most cases,
defeating a rival

Keeper (by destroying his “dungeon
heart”) is a matter of breaching his
walls, plopping creatures in, and win-
ning a massive battle, which gives your
Tmps time to claim more territory. And
then you repeat the process. This, par-
ticularly in multiplayer games, can take
along, long time,

As does the game as a whole. Tventy

scenarios doesn't sound like much, but
its plenty. The scenarios are nicely
paced, starting out with a few excellent

The Eye
of the Behiolier

DunGEON KEEPER offers you
something you always wished
you had in-SmCiry; the power:to
come down from. your isometric
perch and strut around in the

“world‘you've created. With the
help.of the Possess spell, you
gan drop into the mind of a crea-
tureiand see your dungeon in all
its 3D gloryThe 3D engine is.no
Quake (or even Doom) but the
view down there is fascinating
because it's yours and it's alive.

Initheory, the 3D view is even

& funetional.: While ‘possessing.a
crealure, you have:access to the
creature’s unique. perspective and
most of its abilities and spells:

~ You:can use your creatures to
explore, fight, and work, but\with
the exception of a few special sit-
uations, it's almost always more
practical'to'stay in the iso-view
and orchestrate the show. But,
hey, sometimes even a Dungeon
Keeper has to'stop and'smell the
rotting viscera.

CLASH OF THE TITANS A'troll'watches as a tenth-level
dragon and Homed Reaper getiit:on. A fiy'in the fore-
ground thinks twice about jumping in.



tutorials that gradually intro-
duce you to the remarkably
easy interface and all the fun
toys in the Keeper’s toy box.
The sensc of discovery in the
first half-dozen scenarios is
truly thrilling,

TOUGH AS HELL

Once you get beyond the
tutorials, things get a lot
tougher, both because the
scenarios are larger in scope
and because many of them
are designed as puzzles. In
some scenarios, for instance,
the rival Keeper$ dungeon is
difficult to reach and
requires some tricks to
destroy. In many others, pow-
erful creatures are hidden in
caves that a Keeper might stumble
upon. If he does so too soon, he’s fin-
ished, and the scenario must be started
over with a lesson leamed, Puzzle sce-
narios seem to be a common design
technique, particularly in real-time strat-
egy games, both as a way of adding vari-
ety to what is fundamentally a grinding
war of attrition, and to cover up weak-
nesses in the computer’s intelligence.

These days, multiplayer gaming is
the common answer to the Al problem,
and it5 here that we encounter
DUNGEON KEEPERS greatest potential
success and failing. Multi-human play
with a game as deep and complex as

Alou1

Creating a good Al is notoriously
hard in complex, real-time strategy
games, and the designers of
Dunceon Keeper didn't escape that
pitfall. As in Bullfrog's Maaic CARPET,
the Al here is supposed to be
extremely advanced, learning the
player’s tendencies and adapting its
strategy to him, which is an
extremely tough thing to verify. It
clearly does some things well—rote,
efficiency-oriented things at which
computers excel. But it's weak
where Als are always weak—on the
attack and in planning broader
strategic goals. This is not to say
that Dunceon Keerer's Al is especial-
Iy bad, it's just typically bad.

DUNGEON
KEEPER promises
to be extraordinari-
ly rich and subtle,
Indeed, after just a
few LAN games
with some gaming
buds, we saw some
very clever tactics
emerge, which
required the devel-
opment of
countertactics and
counter-counter-
tactics —a sure
sign of a great mul-
tiplayer game.

Unfortunately, the game only sup-
ports LAN and modem play, which was
the standard — considered progressive,
even—three years ago, when Bullfrog
began development. But the world has
since gone the way of TCP/IP, which
isn't supported. Bullfrog has made some
noise about a TCP/IP upgrade, but as of
press time, theres no sign of it. What's
more, the multiplayer play can be very
slow, unstable, and has a nasty 5-10
minute resync period. Bullfrog thus faces
a double challenge in getting this game
on the Net.

But even if they don’t, DUNGEON
KekpeR will still stand out as a damned
fine creation. Its utter uniqueness and
sense of style alone are worth the price,
especially in these days of recycled inspi-
ration. It a true gamers game; lremen-
dously deep, demanding, and open to

DUNGEON KEEPER ¢ REVIEW

RUDE AWAKENING If adventurers tunnel right into a Lair to take your napping creatures by sur-
prise, you need not worry; you can always plop all your free bad-boys into the melee.

BEHIND BARS The Keeper's minions are more complex than
the hordes of WARCRarT, and some, such as the Horned
Reaper, often require “special care.”

exploration, Let’ just hope that Bullfrog
can get this game on the Net, for if they
can't, half of this game’s potential will lie
locked away forever in a dungeon few

can reach. And that would be the worst
of all the evils this game brings to life. %

PAPPEAL: Sociopaths and/or ser-
vants of the Dark Lord. Also, strate-
gy fans, particularly fans of realtime,
looking for a totally fresh take on
the concept.

PPROS: The most unigue game in
years; stylish, multifaceted, and as
deep as the pits of Hell.

FCOMS: Puzzle-
oriented sce-
nario design a
tum-off for pure
strategists;
multiplayer play
is currently limit-
ed and buggy.
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“Warlords Al not only blows away the immediate
fantasy-based competition, but other strategic
wargames as well.” ~PC Games

“For this gaming series, third
times a charm!” =PC Gamer

“Warlords ITI pushes the envelope forward for turn-based games
—especially for internet play.” —~Computer Gaming World

t.-'mqn:: sumultancons movement mode for up to 8  Test your strategies with more than 80 different  Strugple against compuicr oOpponents whose Al

pliyers m moltiplayer games reveals cach players  animated creatuses and warriors, plus countless  monitoss your every tendency and plots claborate
actions i wal time, spells, abiliies and rewards over multiple terrains.  strategies against you and your allics.

Hordes of the Undead overrun the Sclentine Empire, leaving utter devastation in their wake.

From the ashes, a powerful new reign of heroes arises to contend for power and build a new empire.
Arrayed against zombies, elementals and other unspeakables, you must arrange alliances, cast

horrific spells, and lead your armies to victory... or be crushed beneath the enemy’s merciless heel.

Wwuw.WwARLORDS3.cOM
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Price: $49

Minimum System
Requirements:
486DX/100, DOS 5.0,
8MB RAM (16MB in
Windows 95), 20MB
hard-disk space, 4x
CD-ROM drive, SVGA
graphics, Microsofi-
compatible mouse;
supports most major
sound cards.
Multiplayer Support:
None.

Designer: Mythos
Game Ltd.

Publisher: MicroProse
Alameda, CA

(510) 522-1164
WWW.mICroprose.com
Reader Service #: 344

kkkk = REVIEW ¢ X-COM APOCALYPSE

- Little Green NMen

The Third X-COM Won't Disappoint the Alien-starved Strategist

by Tim Carter

he little green
men are back.
Or, at least,
they've left the
environs of TV
and film for the
more cerebral
terrain of PC
slrategy games,
Specifically,
they've returned through X-
COM APaCALYPSE, the
third in the popular X-COM
series, (In case you're won-
dering, there actually are
some little green men in X-
COM ArocaLyrst: —really,
really little, in fact),

“The most striking change in
APOCALYPSE Is its sharp left-tum away
from the popular conception of aliens and
the alien menace. You won't find any cat-
tle mutilations here —with good reason, as
according to the games plot, Earth doesn't
have any cattle left to mutilate.

ALIEN INVASION

X-COM APOCALYPSE posils a futuris-
tic society in which environmental
degradation has reduced the population
on Earth to a single domed city run by a
variety of corporations and eriminal
organizations. You, as X-COM com-
mander, are responsible for protecting
the city and these organizations from an
unknown alien threat onginating froma
completely different dimension, rather
than just from another planct.

"This may be disconcerting for some X-
COM fans, as one of the most attractive
features of previous games was the battle
against some of popular culture’ favorite
bogeymen. Undoubtecly, defending an
abstract city with abstract corporale orga-
nizations from unrecognizable aliens will
be a letdown for die-hard fans.

Personally, | find that the strengths
and strategic depth of the game make up
for what it lacks in plot. The story isn't as

CGW
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X-COM CITY Instead of battling aliens for a world, you're fighting
for a domed city, but you'll still need to research tech and fight
infiltrating aliens.

goad, but the gameplay remains slick,
fast, and fun.

APOCALYPSE. conlains a stralegic garme
of fiscal management, research, constnic-
tion, the general uncovering of et another
nefarious plot, and a tactical small-unit
combat engine. In this version, three
dozen inf;lnrr}mm operate across cither
urban areas or crashed UFOs in search of
raiding aliens. (For most missions, a dozen
is more manageable and adequate.)

While the tactical maps aren't signifi-
cantly wider than in past games, they have
much more depth, reaching up to nine
stories high. Most battles take place
indoors, and it seems as if the designers

SEEING RED Arocavyrst has a different style, with
these '50s-style ships, but unfortunately it breaks
away from the excellent storyline of X-COM for a

strange, new direction.

opled lo move away
from randomized com-
bat locations toward a
diverse, but still some-
whal limited, set of
buildings and UI'Os in
which to fight. With all
the new space, it is
almost impossible to
cover the entire terrin
ina“sweep” format, anel
gamers will likely find
themselves adopling
“search and destroy”
tactics instead.

Both strategic and
tactical interfaces have
been given a complete
overhaul, although the new product
refains the essential skeleton of the origi-
nal. With a few exceptions (such as keep-
ing track of which soldiers are based
where) the new interface works quite well.
Also, il seems relatively stable: In more
than 60 hours of play the game crashed on
me only four times, although it did slow
down considerably during raids on the big-
ger UFOs, and during some very compli-
caled real-time combalt sequences,

BATTLE STATIONS

As rumor and sneak previews have
already reported, combat in X-COM
can be either turn-based or real-time.
Deciding which system o play
is largely a question of personal
preference: | found both to
work well, although vou do
tend to trade control (in turn-
based mode) for excitement
and speed (in realtime).

The aliens are organic in
nature, Many crawl or slither, and
they need to get close to your
squads to do any real damage.
Even though your troops are
generally in more danger, play-
ing in real-time gjves them a
much better chance of taking



out charging brain suckers, hyperworms,
and the like, because your squads can fire
continuously as the critters approach. In
tum-based mode, you get one tums worth
of fire plus one or two reaction shots, and
thats it. If you miss, you'e slug bait.

Also, while the Al periodically has its
troops doing the “sectoid shuffles,” the
computer proves a worthy opponent. Well-
planned movernent and attacks are
rewarded with low casualties, while care-
less advances are sure to be ambushed.
Aliens are frequently aggressive, and mare
than once an alien rushed out from behind
cover, swilched to auto, and unloaded on
my point man. As the aliens infiltrate
potential allies, you must keep collateral
damage to a minimum. Dead civilians
make enemies very quickly, and alien
anthropods use civilians for cover. Stow
those grenades, boys

Another reason to go realtime is o
speed up gameplay in general. As with its
predecessors, X-COM APOCALPSE

irst, a confession. As an X-
FCDM aficionado and a realtime

skeptic, | was ready and will-
ing to dislike the real-time element
of ArocaLypse. Having played it, |
have to confess that it is quite fun
and speeds up the game, albeit at
the expense of your troops, whose
lives are in more danger during
real-time play (at least with me at
the controls).

Firefights are more gripping in
realtime, and flanking maneuvers and
reinforcement of the point of contact
become quite important. Ammunition
supply becomes a greater factor
when the clock is running, as your
troops tend to blaze away quite freely
with little regard for their stocks.

On the other hand, managing
large numbers of troops in realtime
can be difficult. Your squads tend to
bunch up when ordered en masse,
and don't always watch their backs
very well. This is important, because
the aliens are quite adept at flanking
maneuvers themselves, and seem
quite willing to drop down a floor,
race the length of the battlefield and
appear via an elevator at your rear—

requires pl;l_\ ers lo estab-
lish and develop bases
within the city, research
new technology, and
build new items based
on rescarch, You must
also hanelle he ity
political issues and keep
the aliens from infiltrat-
ing ]-:cy organizations,
suchias the guys who
make your equipment.
Money is scarce, and
gamers will find them-
selves with many finan-
cial dilemmas as the game progresses.

As the aliens are very aggressive —
even at the medium level of difficulty
you may have to respond to six or seven
incursions while you wait for a key tech-
nology or funding to appear.

In turmn-hased made, each combat
could take 1=2 hours, while in realtime
they finish in around 20-30 minutes. As

or even in the middle of your forces,
for that matter.

Each mode also requires some-
what different tactics and equipment,
| sometimes switch modes to suit
the ordnance available to my troops.
For instance, my favorite weapon
under most circumstances is the
Megapol Gas Grenade. This handy
device sprays a cloud of knockout
gas over a wide area, rendering virtu-
ally all humans and most aliens with-
in the cloud unconscious for the
duration of the battle.

Early in the game, when your
troops are inaccurate and slow, gas
grenades are critical to your sur-
vival—particularly in turn-based bat-
tles where each tum offers only a
very limited number of shots to each
soldier (but more than enough time
to throw two or three grenades). The
problem is that only so many
grenades come on the market each
week. In a busy week, | was usually
running out by Wednesday or
Thursday. By switching to realtime,
where projectile weapons are more
effective, | could zap intruding aliens
without rest.

X-COM APOCALYPSE * REVIEW

LIGHT BRIGADE Combat, whether it is turn-based or real-
time, actually plays very well. All the battles, though, are in
bright light, not eerie darkness as in X-COM.

the games plot developed and [ was eager
to build new ships, gain new equipment,
and carry the fight to the enemy, 1 gravitat-
ed toward real-time combat simply
because it offered a quicker resolution.

BELLY OF THE BEAST

Eventually, you must take the battle to
the aliens, sending your squads into the
alien dimension to stop the extradimen-
sional menace. Unlike the original X-
COM, in which the mission to Cydonia
was a one-shot attack, the alien dimension
here consists of multiple buildings (for
want of a better term) and a plethora of
hostile forces. One flight through alien air-
space should cure all X-COM fans of the
“Ceez, that ending was easy” blues,

X-COM ArocaLpst: is a well-con-
sinucled, enjoyable game. There would be
little in the way of criticism regarding the
game were it not for the superior flair and
overall style of the original game. X-COM
was a joy to play because of the basie story;
which was so compelling, Unfortunately,
te same can't be said of X-COM Aroc-
ALPSE's story. But that is APOCALYPSES
only problem, and its more of a missed
opportunity than a genuine flaw: Itisn't as
good as the original, but its entertaining
and worthy of your time and attention. %

PAPPEAL: X-COM and realtime fans
looking to kick some alien butt.

PPROS: A great person-to-person
comhat engine and many of the gim-
micks X-COM aficionados are look-
ing for.

PCONS: Plot a
major swing
away from the
original; missing
much of the fla-
vor and style of
the classic.
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Oops! Your Psyclm Clown Iit a match
and took out an enemy block.

Just when you thaught it was safe...
enemy zombies invade your turf!

Hooligans are down for a 4 player
network (or modem) party!

“0One of those games that keeps us
at the office late.”
- Ulira Game Players (June '87)

“Gonstructor is fun and challenging
on $o many levels."
- bameSpol (June '87)

“Gonstructor takes the Sim game
idea to the Nth degree.”

- EGM (April '87)

“Gonstructor grabhs you with its humor

and keeps you glued to your seat with

its well balanced and compelling
pesource management aspect”

- Gomputer & Net Player (July 97)

“The humor is sharp, the graphics
are well-composed, and the gameplay
i$ intelligent without heiny dull.”

- GameSpol (June '87)

THE SIMULATION WITH STREET SMARTS |5 a trademark ol Acclaim

Manage your finances or bean-counting
bankers will descend like vultures!

Master resources, control temlunes,
build empires. It's all in a day's work.

Mess with the mob and you'll be
taken out with the trash!




AN NNEN

WARNING

URBAN UNREST AHEAD

Another day, another mobster to pay off, another drunken rave to bust up, another commune to fumigate.
This is no ordinary sim. This is a city where the foremen take graft, unlicensed repairmen screw up
your apartment buildings and psychos roam the streets. We gave life to your simulation in all its funky,
misbegotten, low-down glory. So if you want to build sprawling utopias, get rich and rule the world

you're gonna have to get your hands dirty.

HEY, IT'S YOUR GITY...DEAL WITH IT!




L Mrce with you’J' Dleccver for yourself.

TAKE THE GALAXY BY FORCE!:

Conquer the galaxy throﬁgh military action, dipiorhacy .or covert operations.
With Star Wars Rebellion, those are just a few of thé ways to implement strategy
and tactics on a grand scale — with control of the Star Wars galaxy as the prlze i
Command the Rebel Alliance or the Galactic Empire. Engage in spect:
Earn the, loyalty (or resentment) of some 200 planets. Play in r
mode or two player mode over a network, the Internet or




TN CTTALWARS -
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A KAk '~ REVIEW ¢ DECISIVE BATTLES OF WWIi: THE ARDENNES OFFENSIVE

= The Last Bulge?

SSG and SSI Join Forces for the Best Bulge Ever

by Jim Cobb

long with Gettysburg,
Waterloo, and Stalingrad,
the Battle of the Bulge is a
very popular, yet difficult,
gaming subject. The
Bulge presents designers
not only with the problems
of comparisons with older
games and historical accu-
racy but also with supply
prablems and traffic jams. Weaving
these mundane aspects into an exciting
context is a challenge to serious design-
ers. SSGs THE ARDENNES OFFENSIVE,
the first in a planned series of the
DECISIVE BATTLES OF WWIL is s0
good that it may be the last word in
operational studies of the Bulge.

gained, even doubled, by the actions of
units in supply. However, supply is, in
itself, a function of OPs, because a unit
must be in supply to receive them.
Supply is determined by the number of
OPs a unit would expend to reach
either a supply dump or a mobile sup-
ply source, Thus, OPs create an inter-
locking relationship with movement
and terrain, limiting a unit’s latitude of
action. Factors such as time also figure
into supply (see the sidebar).

SCENARIOS

i

The Attack and Defense Combat
Capabilities (AVDCC) are separate, but
still dependent on supply and termain OPs.
A unit expends all ACCs in attack and
must be in supply to renew them,
although an out-of-supply unit will not
lose ACCs until it attacks. As scenarios go
on, German supply drops from 100 per-
cent and American supply increases, so
ACCs available are a function of overall
supply status, and not a constant. A panzer
unit with a maximum ACC of 12 will

|| Tutarial, December 16th-18ih 1944

it [1 s 15 the nrst scanario you shoutd play tis designed
1 piayed 85 e Garmans. Consuil the tutonal ﬂ'l.lml
i manual :

l| The most capable of the three German amy comman:

e || 12 Bulge was Hasso von Mantaumial of Fifin Panzer

l| Manteuflel was also facing the weakest porlion fa

Il American ina. Tha LVII and XLVII Panzerkaips wers ! (9 PIVISIONAL
‘opposad by a single US ragiment. R )

The graphics aren’t stunning, but the
maps fit nicely into the regiment/battal-
ion scale and cleanly represent the ter-
rain of Belgium and western Germany.
The usual icons for movement and sla-
tus options exist, as well as a jump map.
"The regimental units can be displayed
with divisional insignia, NATO symbols,
or weapon silhouettes.

Ifyou're worried that this sounds like
another straight boardgame port, just
click the right mouse button. Then
you'll see the units parent organization,
its organizational steps, attack and
defense strengths per step, supply sta-
tus, weapons silhouette, and the ever-
important operational points (OP).
This elegant unit display easily portrays
the link between OPs, combat, and
supply without the need for constant
reference to cumbersome charts and

INS

TNIT DISPLAY

Price: $59.95
Minimum System
Requirements: P90,
12MB RAM, 15MB
hard-disk space,
Windows 95, SVGA
graphics, mouse; sup-
ports Sound Blaster
and compatible sound
cards.

Multiplayer Support:
Network IPX, Internet
TCP/IP, modem, and
serial-port direct con-
nect (1-2 players).
Developer: SSG
Publisher: Strategic
Simulations, Inc.
Sunnyvale, CA

(800) 601-7529
www.ssionline.com
Reader Service #: 345

ARMCHAIR GENERAL ACCESSIBLE Better than most tutorials, ARDENNES' covers the
exciting opening days of the Bulge and eases you into the action,

tables. If you've ever wanted to play
mare serious strategy games, but were
thwarted by rules complexity, T
ARDENNES OFFENSIVE is a greal,
accessible place to start.

TRAFFIC JAMS Here, you get a good
look at what the Germans are up
against: Despite rapid early gains, they
are running out of roads—and time.

PERFORM THE OPERATION

Every unit has eight basic OPs, but
armor has a higher maximum OP limit
than infantry. Maximum OPs can be

CowW OCTOBER 1997




DECISIVE BATTLES OF WWIl: THE ARDENNES OFFENSIVE ¢ REVIEW

have a replacement of 9 when German
supply drops to 75 percent. Through this
mixture of OPs, supply, and time,
ARDENNES re-creates the Genman prob-
lems of distance and logistics and high-
lights American transport efficiency.

ITyou left-click on a stack, you high-
light the hexes to which the unit may
move, & la Panzer GENERAL. Likewise, if
vou click on an adjacent enemy unit, you
bring up the combat screen: On the right,
you view the combat area with all
involved units along the top border; on the
left, you see attack and defense strengths
and honuses for terrain, entrenchment,
and divisional integrity. You receive better
odds when you have the tactical advan-
lage, artillery/air support, aggressive lead-

ership, or all of
them at once.

NO GIMMICK
REQUIRED

The OP strue-
ture is much more
than a gimmick —
the ability to move
and fight with your
unils in any
sequence makes
combat very flnid.

can make a hole for

Tiger tanks, you'll find them in the weapons database.

[hus, your infantry II’OL.ISHED CHROME Whether you're into B-26 bombers or

armor, then your

armor overruns weak units, and finally
the first units may move again to mop
up. ARDENNES is a

veritable smorgas-
supply: Do the Math! bord o wrga-

0 win ARDENNES you need a thorough under-
standing of supply and operation points—easier
said than done. All units have 8 basic operation
points, unless they are surprised Americans,
whose infantry can have a maximum 12 OPs and armor diction and
a maximum of 24. Basic OPs are constant, but max

ing: Towns and
destroyed units
become strong-
points to slow
advances; air inter-

German infiltra-
Lion teams increase

0Ps come from supply and activity, as unused addition-
al points accumulate. To be in supply as the Americans,
one of your units must be within 30 OPs of a supply
truck, which, in turn, must be within 30 OPs of a sup-
ply dump; the Germans are similar, except that they
must be within 24 OPs.

Germans begin with 100 percent supply and Americans
with less. This relationship reverses as the scenario pro-
gresses. The supply percentage affects the amount of
points toward the max OP, so infantry with 50 percent
supply, for example, adds only two OPs to its basic value.

You don't reafly have to do the math; just keep in
mind that supply is crucial during play, especially during
combat. Any. of your units that are:out of supply after
an attack lose their attack capacity. Defense capacity is
normal for the first combat of an out-of-supply unit, but:
results get worse in subsequent attacks. So make sure
that last attack works, and don't get isolated!

- RO

NO WAY OUT Even if this defender survives the assault,
it won't be able to fight its way out. Don't get isolated,
and keep reserves handy to rescue unils!

enemy OF costs;
artillery units lose
effectiveness as the
front becomes
fluid. For replaya-
bility, feel frec to
try out random
reinforcements,
different supply
levels, and even
“loaded” dice.

"The scenarios
cover all phases of
the battle, from
actions such as St.
Vith and Bastogne
to the entire
December—
January cam-
paign. As the
American, you
must know when
to run and delay
until reinforce-
ments arrive,
while the German
plaver must walk a
fine line between
grabbing victory
hexes and

preparing lo go over lo the defense.
Optimizing combat must be balanced
against saving ACCs and preparing
for follow-up attacks. The Al is

good —as we've come Lo expect from
SSG —and unpredictable, which adds
alot to replay value.

ARDENNES has some nice touches
unrelated to gameplay, including a
selection of unit histories and a robust
weapons database. Is the game per-
fect? No. The most irritating flaws
oceur in the manual, which does a
decent job of teaching mechanics, but
is pretty opaque when discussing
details of supply and combat. For an
operational WWII game, ARDENNES is
a bit light on the aspects of command
control, which seems to be a design
choice to keep things moving along
briskly. Lastly, the boardgame-style
sequence— you go, then [ go —does
hurt spontaneity. On the other hand, if
you're looking for a realistic, challeng-
ing, and enjoyable WWII game, don't
let these minor flaws slow vou down:
ARDENNES is the best computer game
everon the Ballle of the Bulge. %

PAPPEAL: Anyone interested in
World War Il or conventional strate-
gy games.

PPROS: An elegant system captures
all the important aspects of the
Battle of the Bulge in an accessihle
manner, with plenty of great chrome.

PCOMNS:
Incomplete, over-
ly complex docu-
mentation; light
on WWII com-
mand and con-
trol aspects.
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Dark Omen™: A full-screen, real-time,

3D battlefest!

P Based on WarRHAMMER; the world's best-known
fantasy battle system by Games WORKSHOP.”

» Lead your mercenary Grudgebringers
against the undead legions of the Dread King
in a branching campaign of 25+ battles!

» The only arcade/strategy game available
with full-screen, real-time, true 3D gameplay!

T

» Constantly evolving game and expanding
army with up to 45 units to choose from.

» 2-player support via TCP/IP, IPX,
modem, and serial port.

WINDOWS® 95 CD-ROM & PlayStation™ GAMES
www.warhammer.ssionline.com WORESHOP®
AR = S =
Artwork and Imagery @ 1997 Games Workshop L1d All rights reserved. Program @ 1997 Strateglc Simulations, Inc. All rights reserved. Wathammer and the Games Workshop loge are tared 1 ks of Games
Workshop Lud. Dark Omen i5 a k of M Ing. Final Red isal wrk of § Ine. €5 1997 gic Simulations, Inc., a Mrndscapn Cummny All rights res .crvr'rl Windows is a
of Microsoll PlayStation is a of Sony Compuler E 1 Inc. All oiher trademarks and registered trademarks are the property of thelr respective holders.
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Final Redemption™ An epic battle for
human survivall

P Set in the WarrAMMER® EPIc 40,000 universe by
Games WorksHOP.” Features the armies of the
Imperium of Man and the Space Ork Horde!

o

r

X EPIC 40,000

P Command a vast army and wage turn-based
war on the battlefields of the 41st millennium!

P> Campaign play features over 30 scenarios and
R0 minutes of live action video.

- P Comprehensive encyclopedia covers the forces
of the WarnammEeR Epic 40,000 universe — which
includes over 100 unit types to select and control!

P 4-player support via TCP/IP, IPX, and modem.

To Order: Visit your retailer or call 1-800-834-5088
==nm (USA & Canada) with Visa or MasterCard. v v

Call 1-800-771-5778 for Game Rating Information.

CIRCLE READER SERVICE #238
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STRATEGY/WARGAMES

Price: $29.99

Minimum System
Requirements: 486/80 or
better, Windows 95/NT,
8MB RAM, 4MB hard-disk
space, 2x CO-ROM drive,
Windows-compatible sound
card and mouse.
Multiplayer Suppori:
Modem, Direct Connect (2
players), LAN, Internet
(2-12 players).

Designer: Windward
Studios

Publisher: Headgames
Interactive

Minneapolis, MN

(612) 321-9470
www.headgames.net
Reader Service #: 346

REVIEW * ENEMY MATIONS

Limited Vision
Enemy Narions Is Just Another
Lukewarm Entrant Into the Real-Time Arena

by Martin E. Girulis

le nice thing about
wargames is that for every
company that thinks slick-
er, faster, simpler clones
are the oad Lo success,
there is a designer some-
where who thinks that
complexity and realism are
a better route to a good
game. In this case, as other
companies rush to make more accessi-
ble (simpler) versions of COMMAND &
COoNQUER, Windward Studios, in parl-
nership with publisher Head Games,
has created its own C&C-for-
grownups title, ENEMY NATIONS,
which sticks with the ever-popular
real-time format, all the while offering
a slightly more complex and realistic
resource and combal model.
Unfortunately, the increase in detail
seems to have come at the expense of
the game itself.

ANOTHER CROWDED HOUSE

Oddly enough, in the premise depart-
ment, ENEMY NATIONS bears far less
resemblance lo C&C than it does to last
years competent sci-fi turn-based
wargame, DEADLOCK. Once again, ina
very crowded galaxy, the great races of
space, human and otherwise, are forced
to battle over a viable world through the
use of colonizing skills and sheer force of
arms. The last and grealest colony wins
the world as the other races just shuffle
off admitting defeat.

While we have seen his game
before, especially when you consider
the resources model and the depen-
dence on raw malerials for construc-
tion, it is very nice to see it all ina
viable, real-lime format. The game
starts as your mothership touches down
and your initial units roll out. Their
number depends on the starting level
you pick, but will include at least a con-

CCW
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struction crane and two hauler trucks.
Your ship also carries enough raw
materials to get your initial infrastruc-
ture established,

While all-purpose construction vehi-
cles are a standard feature in real-time
wargames, the hauler trucks are an
interesting nod to detail. Whereas most
FESOUICe games ;
assume that once
you cut a tree or dig
up a mineral itis
whisked away lo
some convenient
cenlral storage area,
EEN makes no such
assumption, and
thus the trucks are a
vital part of your
game; they haul
resources from har-
vesting sites to the
factories and then
lo the power plants
or refineries, where

=+ Heawvy Truck

they are pracessed. "This makes for a
whole new level of tactical decisions
concerning the placement of facilities,
Plus, for the first time in a game of this
type, roads are actually relevant.

The trend toward greater realism does
not stop with hauling around various
raw materials. Players must also build

TIMBER The level of realism here is fairly extensive; you not
only have to harvest different resources, but you also need to
ship them to refineries and processing plants.

LAND HO The terrain engine and graphics in Enemy Namions are impressive as
strategy games go, but they can slow even the fastest systems.



THE DECKS ARE SEALED.
And, unless you're _gooa, S
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REVIEW ¢ ENEMY NATIONS

second-level processing
plants that turn coal and
fron inlo vilal steel, refiner-
ies that turn oil into gas for
vehicle movement, and
power plants that tum
coal and oil into precious
power. Even more inter-
esling in longer games is
the fact that resource sites
will eventually play out,
forcing players lo range
farther afield in search of
the stuff war machines are
made of. All of this gives a
level of detail rarely found
in the genre.

A STRANGE MYOPIA

Unfortunately, despite
their attempts to distin-
guish themselves, the
designers at Windward
Studios seem to have
taken a strange path in
deciding what is and
isn't important to this
type of game.

T'or instance, the terrain
graphics engine is beautiful
to the point of grinding the
best compuler systems to a
halt. In fact, the design
notes seem fo gloat that it
will take the next genera-
tion of PCs to fully exploil
what the land has to offer.
Unfortunately, while
[ENEMY NATIONS can easily make itinto
Virtual Homes and Gardens, any gamer
expecting the same care and attention to
combat effects will be sorely disappoint-
ed. In fact, battle sounds and graphics in
the game are the weakes! | have seen
since MicroProse’s also-ran, THis MEANS
War While some horticulture fans out
there may disagree, [ suspect most gamers
would trade beautifully rendered trees for
a bigger sound and graphics difference
belween cannon and laser fire.

Of course, all this might have been
forgivable had the proof been in the
actual combat pudding. If the spiffy ter-
rain and wide variety of weapons plat-
forms actually translated into a combat
system as detailed and interesting as the
resouree system, things would have
been greal — but in the end none of it
seems to make much difference.

cewW OCTOBER 1897

BUILD IT Information Is sparse in Eneny Narions and the data is con-
veyed in near-useless icons. You know what you're building, but not
why. Thankfully the manual is crammed with info.

‘ehicle Faclary

—
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WHAT'S THAT? Enemy Namions has various viewing options, a rotating
camera and several zoom levels for better views of your camps.

Combat modifiers for terrain and move-
ment may he at work here, but combat is
so bare-bones that the only difference
you're likely to notice is that some units
crawl along more slowly over hills and
forest. This, coupled with a computer
player that must have been the dumber
brother of the one found in DeabLock,
means that hard-core wargamers (at
whom this product seems to be aime)
are sure to turm up their noses,

Eiven when you focus on the
stronger points of the game —the
resource and construction portions —
the designers seem to have left out a
few imporlant details. Despite the fact
that everything in the game depends
on your supply and demand, there isn’t
a single spreadsheet to be found.
Buildings yicld information only in the
form of next-to-useless icons, and the

world map is inadequale
to the point of uselessness.

And, sorry, but despite
the promising resource and
construction angle, [ found
[ENEMY NATIONS to be just
plain boring. The aliens
races are about as generic
as sci-fi gaming gets these
days, and the technology
research is not much bet-
ter: Despite coming lo this
world at FTL speeds, you
spend most of the game
duplicating the industrial
revolution (starships and
coal-burning electrical
plants?). Moreover, the
potential of the high-reso-
Intion terrain is wasted,
since everything looks as if
you've landed on TV
[garth2 (namely, the planet
North Californial).

"This game does have
appeal, especially in the
mulliplayer arena, where
human awareness goes far
in deepening the shallow
ends of this game, But if
you are not a connected
gill]lcr, _\'ﬂl] lTIEl_\" come
away from this game think-
ing you have paid an awful
lot of money for a really
g(l’()(l Shﬂm“’ﬂm g{l]'l'l(,‘.
Head Games needs a big
slap for thinking all a dis-
tributor should do with a game is shove it
out on the shelves as cheaply as possible.
(Holy BC3K, Batman!) Unless you are
desperately in need of a deeper real-time
wargame fix right now, wait for IENEMY
Narions 2. Perhaps a little more experi-
ence will breed greater success. %

PAPPEAL: Fans of realtime who
want more complexity in their titles;
DeaplLock fans.

PPROS: A deeper C&C clone; ter-

rain graphics and the resource/con-
struction engine are some of the
most detailed found in the genre

FCONS: Inferior [N
combat routines;
had release Al;
generic props;

a dearth of
useful gaming
information.




Operation Market Garden Casualties:
116,822 troops, 97 tanks, 118 planes

Oh yeah,
like you
could do
Uny
better,
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Change history this fall.

www.microsoft.com/games/closecombat
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PANZER GENERAL® II. More than
a sequel. An entire generation
beyond anything yet seen in strate-
gy games. And seeing is believing.
Witness the LIvING BATTLEFIELD,” a new
standard for strategy game artwork. ’
Featuring the heightened realism
of hand-rendered maps — thirty
painstakingly crafted battlefields
that are faithful to the real ones
of WWII — the LIvING BATTLEFIELD
also showcases detailed 3D-rendered
combat units with six facings.

Of course, this beauty is beyond
skin deep. The phenomenal game
play of the second generation

PANZER GENERAL game engine is truly

WINDUWS® 95 - THE LIVING BATTLEFIELD SERIES

GB_R“M features the enhanced realism of
hand-crafted maps and photo-realistic

www.panzergeneral.com 3D-rendered combat units.
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WWIL's Eastern and Western Fronts, i - = e N
North Africa, even the conhnentaL_. | 8- =

PANZER GENERAL

USA. Play one large campa1gn ‘ands
~three mini- campa1gns — somé of i
Which are.playable’as either Axis
<or Allied forces. Edit Scenan’o and
unit data with the powerful Battle
‘Editor for enhanced gameplay-and
- extended replay. And with full
multiplayer support, battles can
include up to fd_ufé-players.

PANZER GENERAL II..
The New Face of Strategy Gammg. :

To Order: Visit your retailer or caii 4 "‘“"'ii"ii'
1-800-234-3088 (USA & Canada)

with VISA or Maste;_fard.
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A MINDSCAPE" COMPANY

PANZER GEMERAL Is a registered trademark of Strategic Simulations, Inc. LIVING I!&T‘ILEI'IEI.[I uuudemark ol Strategie Simulations, Inc. 21997 Swategic Simulations, Inc., 3 Mindscage Company. A rights reserved
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Price: $39.95
Minimum System
Requirements: P90,
Windows 95, 8MB RAM,
18MB hard-disk space,
SVGA graphics, 2x CD-
ROM, mouse; supports
Windows-compatible
sound cards.
Multiplayer support:
None.

Designer: Dreamworks
Interactive

Distributor: Microsoft
Corporation

Redmond, WA

(206) 882-8080
www.dreamworks-
games.com

Reader Service #: 348

REVIEW ¢« STEVEN SPIELBERG'S DIRECTOR'S CHAIR

A Splice of Life

Realize Your Dreams on the Big Screen

With HoLLywoop MoauL and DIRECTOR'S CHAIR

2

1

il

by Terry Coleman

s the dog days of August
recede to autumn, we leave
behind another barrage of
summer blockbuster movies.
Admit it: You've always
thought that il you were in
charge, you could put out
better films than the endless
sequels and insipid remakes
of 70s TV shows that com-
prise the Hollywood mainstream.

Well, now you have not one, but two
opportunities to realize those celluloid
dreams. STEVEN SPIELBERG'S DIRECTOR'S
CHar (DC) lets you craft movies in the
manner of the famed filmmaker, while in
Carey DeVuonos HoLywoobp Mocut,
you play Executive Producer, ninning an
entire film studio.

REALIZING
YOUR VISION

Both games are light on tradi-
tional documentation but
replete with online help. While
both games are accessible, DC
is obviously aimed at people
who don't normally play games.
“There’s nothing wrong with that,
and DC does begin nicely: The
feeling that you get when
Steven Spiclberg walks on
screen and talks to you is as
warm and fuzzy as watching the
video of ET. Ifits a little sappy,
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well, the same complaint has often been
leveled at many of Spielberg’ films.

Mocut lacks the multimedia splendor
of DC, jazzing its text-heavy sereens with
colorful static backgrounds, There are
some similarities, in that both DC and
Mocul utilize an attractive assistant to
keep you informed and, its hoped, out of
trouble. But even here, the differences
abound. DC gives you singular choices:
Exvery game features the same assistant,
the same production studio. MOGUL not
only lets you select your assistant, choose
from a number of studio-fanfare WAV
files, and design your own studio logo, it
also lets you import .BMP files so that
your gitlfriend, husband, or grandmother
can be in the game.

FATHER FIGURE Following in Steven Spielberg's
footsteps Is fine to a point, but it's so overdone
that Director's CHAR suffers as a game.

DC concems itself with the nuts and
bolts of filmeraft, while MOGUL gives
you the big picture. Iiach concept is a
solid one for a game, but the games
differ greatly in how they realize their
potential. In DC, you are actually on the
set shooting scenes and dealing directly
with actors. As director, you aren't
allowed to choose your actors— you
don't yet command Spielbergs clout. But
this also cuts down on your gameplay
choices, especially since the acting qual-
ily is s0 uneven.

Jennifer Aniston (from the hit TV show
Friends) is very photogenic, and delivers
about what you'd expect. But why
Quentin Tarantino was chosen as one of
the“aclors™ for this game is a mystery, one
that ranks right up there with the miscast-
ing of Bruce Willis in Bonfire of the
Vanities. A superb writer and promising
director, Tarantinos idiosyncralic style

DIRECTOR'S CHAIR

FPAPPEAL: For die-hard Spielberg
fans only.

MPROS: Lush production values;
warm and friendly Spielberg;
Jennifer Aniston. PR

PCOMNS: So lim-
ited and linear
that it ultimately
fails as hoth
game and multi-
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rarely comes actoss properly in his act-
ing — the same is true in DC. At times,
he’s downright painful to watch.

YOU MAKE THE CALL

In MoGuL, you do everything from
buying the seript and selecting the location
of the film shoot, lo choosing the actors,
the producer, and the director. And while
this process lacks DCs visceral appeal
(such as Ms. Aniston’ sunbathing),

MocuL. puts you right in the middle of the
moviemaking game. You may, for example,
negotiate with a certain former Austrian
bodybuilder to determine whether or not
he has casting approval, how many stunts
he will personally perform, and if he will he
settle for limo service to and from the set or
require a 24-hour chauffeur. About the
only thing missing is having to remove
brown M&Ms from the bowl,

Every actor, producer, and director in
MOGUL is rated for a variety of tenden-
cies: star appeal, ego, ability to stay with-
in budget, work ethic, and artistic vision.
The best are, of course, the most expen-
sive, From the time the negotiations
begin, you have to juggle a lot of factors
before your movie can become a hit:

HOLLYWOOD MOGUL

»APPEAL: For anyone who's ever
wanted to produce films.

HPROS: Clever and unigue strategy
game; very challenging; ability to
edit nearly every g
game attribute is [|
a nice touch.
PCOMS:
Minimalist pro-
duction values;
no multiplayer
mode.

HOLLYWOOD MOGUL -

® Should I go for a veteran actor no
longer at the top of the box-office heap,
hoping that he or she has one more
blockbuster left?

o {1 spend $30 million on special
effects, does my sci-fi movie really neec
big-name aclors?

® How can I keep my tempestuous
star from throwing temper tantrums and
costing us millions in delays?

Afterward, you have to choose adver-
tising budgets, set up test screenings, and
decide how many theater screens will
show your film. You can’t rest on your
Jaurels, either. If you want to have a suc-
cessful studlio, you have to keep cranking
out the hits. None of this is difficult, but it
results in plenty of gameplay decisions,
making MocuL a lot more addictive
than the average strategy game,

FILM BREAK

DC, on the other hand, tries too hard to
be accessible, telling you where o go,
what to do, and when lo do it. Whenit

~ TC Studios

MODIFYING MOGUL Hottywooo Mocut lets you
modify everything: your studio facade, your assis-
tant, even the music that plays over the credits.
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OATS & SER[OUS JEW

could challenge you with tough decisions,
itirritates you instead. For example, when
you are ready to shoot your first scene of
the day, you are told that everyone partied
too late last night, and the actors haven't
even shown up for makeup yet. Cmon,
guys, even CGWeditors are ready to go
before mid-aftemoon!

Some of DC5 sequences are interest-
ing. But when you edit film or choose
which camera angle to use, you are limit-
ed to the decisions Spielberg would make;
there are only so many FMV sequences
you can include on CD-ROM. So, forget
about doing any cool Alfred Hitchcack-
style pans. The feeling is roughly equiva-
lent to looking for the hot spots in a linear
adventure game; if you're into that at the
expense of more rewarding gameplay, you
might have some fun.

And whatever pretensions movies might #5858

have to being art, they are certainly about
having fun—and about storytelling,
MocuULis way out in front of DC on both
counts, because it makes you believe that
you really area hotshot
Hollywood executive making
multimillion-dollar decisions.
DC, for all its flash, never really
puts you inside the head of a
big-time director, and its often
tedious to boot. From Spielberg,
who crafts timeless films—and
whao alsa loves to play computer
games—we deserve better. So,
whether youfre a movie buff, or
just want a different, clever strat-
egy game, pass on the fluff of
DIrECTOR'S CHAIR and buy a
ticket for HoLiywoop
MoGuL—one of the true
sleepers of this gaming year. %
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Price: $40

Minimum System
Requirements: 486/33,
Windows 3.1 or better,
8MB RAM, 10MB hard-
disk space, SVGA
graphics, 2x CD-ROM,
mouse; supports
Windows-compatible
sound cards.
Muitiplayer support:
None.

Designer: Carey
DeVuono

Publisher: Hollywood
Mogul Co.

P.0. Box B67149

(800) 228-7449
www.hollywood-
magul.com

Rearer Service #: 347



THE FINE ART OF
CONQUERING

THE WORLD

- t's one thing to create a working civilization,

quite another to lead that civilization to

- A world dominance. IMPERTALISM" inspires
- you to do both. Combining elements of resource

management, economic trade, exploration, diplo-

matic maneuvering and military conquest, this
multi-faceted strategy game allows you to attempt
what few in history have dared: unify the world
under one leader!

To achieve victory you must develop your
country’s infrastructure through deft manipula-
tion of delicate economic, diplomatic and military
resources. Then, skillfully maneuver it to a posi-
tion of dominance in the Council of Governors.

Easy to say. Difficult to accomplish, =

Your Cabinet Ministers will, of course, offer -

~ varying amounts of advice.




But ultimate control over the fate of your nation is
yours and yours alone. However you handle it, the
vigorous climb to the top of this earth-like world is

a challenge with no equal!

IMPERIALISM.
The World is Within Your Grasp.

www.imperialism.com

Developed by Frog City.
To Order: Visit your retailer or call 1-800-234-3088
(USA & Canada) with Visa or MasterCard,

. IMPERIALISM s & trademark of Strategic Simulations, Inc. / 24
~©1997 Strateqic Simulations, Ing., a Mindscape Company, o sl e T T .
All rights reserved, All other trademarks and - - ; o {
registered trademarks are he property of |
thelr respective holders.” %
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DIGITAL MEDTIA

trucking battlefield
you've ever seen.

Copyright ©1997 Headland Diagital Media Inc. All riahte reserved



the will to win-
e dare you to
sign up now'

www-nNetWAR-coOm

¢

")J"‘ " - c - ™ 4= L~ .
Your passport to the

world wide battlefield

L

CIRCLE READER SERVICE #270

netWAR and Headland Digital Media are trademarks of Headland Digital Media, Inc.



...that a highly contagious virus has infected your computer.

—

...defending your PC with anti-virus weapons and vehicles.

...building factories, fortresses, and spy cameras.

g )

.!.hav{gating through your ouwn' computer in real-=time 3D.

)

...fighting your way through levels based on your own files and dncuments._;]

—— — — —

.,.éeeking and destroying multiple virus strains.

—— - —— ——— —

)

— —

inside your computer to confront the

Ppotect youp Windows™ folder at all

altogether. Frightening, isn't it?

N

Just remember:

(’-Get_ready for the most original game in years. Virus: The Game lets you journey-‘\

Travel through your graphic files in 3D and see those qraphics on the walls.
a Virus ipside a .WAV file and hear the .WAV mixed in with the sounds of combat. Build
an anti-virus module inside a text file and see the text around you.

screen display will corrupt. And 1f your mouse driver is hit, you might Llose control

infection eating away at your files.
Battle

costs. If your graphic driver is infected, vour

It's only a game...

J

Coming Soon!

Tel:(315) 393-6633
Fax:(315) 393-1525
To order, visit your retailer

ar call 1-B00-447-1230.
WWW.sir—tech.com

Look for the Virus playable demo

E _ s
CIRCLE ,READER SERVICE #124

SIRTECH




ELLIOTT CHIN _ ACTION

Hero: Miyamot

A Tribute to One of the Greatest Game Designers of All Time

his month,
READ.ME fea-
tures a list of
CGWand
Camespols
Most Influential
Came
Designers of all
time. As our
staffs mulled
over (he list, [ brought up the name of a

man who has never designed a single
PC game: Shigeru Miyamoto. Many of
you won't know him, but he is Japans
greatest game designer and Nintendos
ace in the hole in the next-generation-
console battle. Ie probably is the worlds
best-selling game designer, with literally
dozens of games to his credit and com-
bined sales that total more than 100 mil-
lion units. The reason you don’t know
him is that as Nintendo§ premier
designer, he designs console games only,

CONSOLES VS. COMPUTERS

Now, before you old-timers get in an
uproar and turn the page, consider this:
PC games don't exist in a vacuum, and
many PC developers play and love con-
sole games. James Phinney, one of
STARCRAITs designers, says, “Al
Blizzard, consale games and arcade
games have a big impact on what we
think is cool. I've always thought of that
as one of our strengths.”

Its no coincidence that the best
game designers on the PC have all
played video games, especially
Shigern Mivamoto classics such as
MariO 64, LEGEND OF ZELDA, SUPER
MARIO BROTHERS, and DONKEY
Kone. For someone who has vet to
design for the PC, Mivamoto has
influenced the PC industry as few

other designers have.

A GORILLA NAMED DONKEY KONG

Miyamotos first game was DONKEY
KoNG, which was released in 1951, ata
time when video games were primitive.
In games like ASTEROIDS and SPACE
INVADERS, you simply shot at an ever-
increasing number of aliens on a never-
changing screen. DONKEY KONG,
though, created a quiet revalution in the
arcades because it gave you a human
persona (a phimber named Mario), a
leering adversary (Donkey Kong), and
a goal (the reseue of your girlfriend).

DoNKEY KONG also employed the
concept of levels: Once you defeated
one level, you moved onto a totally
new arena of challenges. The chal-
lenges weren't shooting and killing,
either, but defensive skills like jumping
and dodging. Both Mario and Donkey
Kong also had personality: Mario in
the way he ran and jumped, and
Donkey Kong in his chest-pounding
tantrums. It all seems unspectacular
now, but in 1981, it was amazing

The effect on today’ designers, who
were then just kids or teens in the arcades,
is telling, Jordan Mechner — the designer
of KARSTERA (1984), PRINCE OF PERSIA

(1959), and LAST EXPRESS —
didn’t play a MARIO game until
Mario 64 nevertheless, he
credits Mivamoto with inspiration: “Both
[Kararira and PRINCE OF PERSIA] relied
on a rescue-the-princess storyline, and
DonkEy KONG was the first game that

had the princess theme.” Mechner says

G shicern
Miyamoto is

that he pumped countless quarters inlo

Donkey Kone, and that his dream for the one
001100  0O7E50 person who
i could be

)
LY

considered a
God of Game

Design. ”

~Tom Hall,

- e S cofounder of id
8o ’ s Software and
GENESIS Donkev Kong put Nintendo and ION Storm

Miyamoto on the gaming map.

years“was lo create a computer game as
good as an arcade game.”

Miyamolo’ early work influenced
even the strategy side of PC
game design, Brian Reynolds, the
designer of CviLizanon 1, says,
“The MARIO games are impies-
sive in their genre for their depth
of play and elegance of their sys-
tem. | grew up plaving games
like DONKEY KONG. Part of the
culture of wriling games is

remembering classics like that.”

THE REST IS HISTORY

ITS-A ME, MARIO Mario’s visage can inspire
loathing in some PC enthusiasts, but not the
open-minded game designers who try to emu-
late Miyamoto's innate sense of what is fun.

Four vears after DONKiY
KoNG appeared, Mivamoto took
his plumber and ereated the 8-bit
Nintendo fagship game, SUPER

CGW



ELLIOTT CHIN

MARIO BROTHERS,
You all know it as the
Mario platformer.
"This was in 1985,
hefore PriNCE OF
Prrsia, before Lobr
Runner, before
THEXDER. Every
side-scraller ereated
sinee tl ICT1 OAWVES
something to
Miyamotos SUPER
MARIO BROTHERS or DONKEY KONG,
"T'he rest is gaming history. Mivamolo

soon designed the action RPG LEGEND
or Zi1oa, which is still remembered as
one of the greatest console RPCs ever.
Z110A also inspired Crystal Dynamics’
soon-to-be-released RPG, BLoob
Owmn: Licacy o Kanv Mivamolo has
also created racing games like I-=Z1R0 (a
precursor o the PlayStation hit
WipEOUT) and the space combal shoot-
er STAR FOxX. And he continues to pro-
duce such breathtaking litles as SUPER
Mario 64 and STar Fox 64.

‘Tom Hall, who helped create
Commanper KeeN and Doom when he
was at id, and is now designing the RPC
ANACHRONOX at ION Stornm, says:
“Shigeru Mivamoto is the one person who
could be considered a Cod of Game
Design. He has a complete and utter
grasp of exactly what is ‘Tun." He imented
the side-serolling platform game. How
amazing is that? How serminal a game
could SurEr MARIO

| o o, et

“He definitely has influ-
enced my games from
the start — Cowm-
MANDER KEEN was
Miyamolo-meets-
Chuck Jones. He has
been so penasive an
influence and intro-
duced such basic things
toll of game design, its
awonder were not all

paying him royalties!”

Halls colleague, John Romero, co-
designer ol WOLF3D, DOOM, and
QUAKE, is naming the main character in
his upcoming game, DAIRATANA, Hiro
Miyamoto, in honor of the man he cred-
its as one of the most influential game
designers of all time.

MARIO'S LEGACY

Today, Shigern Mivamolo oversees
game design among the various design-
ers at Nintendo. His newest Nintendo 64
game, STAR FOX 64, is one game in
which he taok an active design role. The
resultis an amazing blend of ever-
increasing action, einema and drama,
and personality —all hallmarks of a
Mivamolo design. In S1ar FOx 64, you
must battle through six worlds to defeat a
final boss on the planet Venom, but you
have to choose from 15 tolal worlds to get
to that goal. How’ thal for replayability?

Star FFox 64 also has a cinemalic
quality that rivals that of the WiNG

6 be? | lis approach
to design, with your
constant ]mming a8
vou go, keeps the
experience fresh
thioughout the game,
15 not just more lev-
cls—its whole new

experiences Ural you

are introduced to,
new ways of doing
things, which are then
incorporated with
your previous knowl-
edge ina kinetic,
exciting combina-
tion.” As for personal
influence, Hall says,

CowW
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THE GAMING FOX Smn Fox 64 illustrates the magic Mivamoto touch.
With branching gameplay, drama, and personality, it isn't just a fantas-
tic game, it's an experience.

COMMANDERs. As 1 played, [ eltasif |
were part of a movie due lo the constant
chatter between my wingmen, the
scamless cut-scenes composed with the
same combat engine, and the incredible
pacing of the action.

As for personality, STaR IFOX 64 and
Mawio 64 brim with it. The way the
characters move and talk, combinec
with their attitudes, makes the game so
three-dimensional that you really believe
these are characters from an alternale
world inside vour N64.

‘The ability to imbue works with these
qualities and make them something more
than mere video games is what many
designers, on both the PC and console
sicle, still strive for. Even when developers
don't directly emulate Miyamoto's desigm,
they somelimes use his games as a beneh-
miark for their own design, Frederick
Reynal (creator of ALONE INTHE DARK)
didn'tintentionally put clements of
Zr10Aand MARIO 64 in TWINSEN'S
OmssEy, but the similarities began lo
manifest themselves.“We felt like ‘OK,
were on the right track,’ because
Miyamolo did similar things,” he says.

Undoubtedly, Miyamoto has been
influenced by other designers. I'm told he
plays PC games quite a bit, though his
biggest inspiration is the gamer. My col-
leagues at FGM tell me that Miyamoto
often says, “When I'm designing a game,
I think only of the gamer.”

Miyamolos games are every bit as
influential today as they were
15 years ago. He still has alot
of magic to impart on the
gaming world, and with luck,
we'll see more of it from him
and from designers who con-
tinue lo be inspired by his
work. "Tom Hall sums it up
best: “Everyone has played
Miyamoto games. His games

are ubiguitous and wonderful,
and I wish he'd clone himself
sowe could have even more.
He’ the single most influential
game designer an this planet.”
Special thanks to Flectronic
Gaming Monthly and Video
Gamespot for background
information and artwork. &



fering
: 0 air with a unig
new game ~ [ncubation: Time. is
Runming Out. It's an exciting and novel
treatment of the classic turn-based strategy
game that's sure to be a hit, because it’s
both original and a blast to play.

Incubation is the latest chapter in Blue
Byte's successful Barile Isle saga. You
must lead a squad of marines against the
aggressive man-eating Scay’Ger on the
planet Scayra. The missions in ncubation
are quite different from those found in the
traditional hex-based games. The battles
are not fought in large open fields, but
rather in the dark and complex industrial
buildings of the colony Scay-Hallwa.

You'll need to rely on your tactical skills
rather than strategic planning, as the fast
paced action  produces  constantly
changing conditions. For example: during
a battle Scay’Ger might start dropping
down from the ceiling, jumping out from
behind closed doors or even coming up
through the floor! In the specially
designed multi-player levels, death-
matches against up to three other squads
can be fought over the Internet, a LAN or
via a play-by-mail system.

Snap decisions are easily put into action
with the intuitive user interface. The
interface allows you to stay focused on the
task at hand instead of digging through
the manual in the middle of a fight. Watch
your orders being carried-out from almost
anywhere you can imagine with a free-
floating mouse-controlled camera.

| Enjoy ung real-time 3D animation
powered by the technologically advanced
Charisma graphics engine!

(et

Put your tactical
skills to the test
against the vicious
and cunning
Scay’Ger in over /)
30 turn-hased £
missions !

View the hot action from any unge
through a user-controlled camera
with complete freedom!

The wonderfully detailed 3D environment of
Incubation is refreshingly different from the
rather dull, flat terrain of other strategy
wames.  Using the Extreme Assault 3D
engine, the events in the game and actions of
the characters are all fully animated giving
them lifelike appearances and mannerisms.

Alter experiencing Incibation’s fascinating
gameplay and beautiful 3D graphics, |
imagine we will see u mass of cubation
clones in a year or so. My advice: Get the
original; it's always better.

© 1997 Blue Byte Softwore, Inc,
Al vights reserved,

*Incubation” is o trademerk of
Blue Byte Software, Inc.

INCUBATION INFORMATION

 Time is running out, so call
- (800) 933-2983 :
| for your FREE playable demo.

| Menfion source code AINCEDCGWI097

. Blue Byte Software, Inc.

870 E. Higgins Roud, Suife 143

 Schaumhurg, IL 60173
 Phone: (800) 933-2983
- Fax: (847) 995-9956

Available: Oélober 1997
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GOLF

gntroducing the Links LS 1998 Edition. The
forces of art and science have
combined to produce a goll s
experience like never g
before. This new version "
of the Codie Award winning

golf simulation is packed with
over 25 new features! Here's just a few:

Notice the new waving llags, birds,
airplanes and other background
animations with up o 8 of your

friends over expanded
internel play!

S A

Brace yoursell for lightening-fast redraws, main
view in a window capability, and up to 8 additional
"smart” camera views,

Our course designers have given even
more attention Lo detail including new
water reflections, improved Lextures
and enhanced sky backgrounds.

: ca o
e = W I { Phone Toll-Free 800.800.4880 © Fax 801.359.2968
@ =€ ‘-—/) Websile-hLLp://www.AccessSoltware.com

= SOFTWARE INCORPORATZD  Available for the PC

CIRCLE READER SERVICE #248
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DENNIS MCCAULEY °

the Show

CGW's Roving Sports Columnist Checks Qut the Action at E3

he sheer mag-
nitude of [£3
can be stag-
gering to the
uninitiated
(like me). This
year’s show in
Atlanta filled
the Georgin

Convention
Center, the Georgia Dome, and the
Inforum. Of course, everybody who's
anybody in sports gaming was there,
puffing about their latest creations,
sometimes behind closed doors for
competitive reasons. Don't
worry, though. CGW pen-
etrated I35 veil of seereey

Bowl crew against the 1932 Packers, and
vou'e liable to find the MVP QB pulling
double-duty as a linebacker. LEGENDS
takes rules changes into account as well,
There were no hash marks in 32, so if
you're tackled near the sideline, thats
where the ball is spotted for the next
play, forcing you to use an unbalanced
line. Your tight end may even wind up
snapping he halll See the Sneak
Preview elsewhere in this issue for more
an this promising release.

Adding an air of mystery to the pro-
ceedings, A Sports had a pair of goril-
las in Brooks Brothers suits providing

1Lr.1l|_mal|-m ]

G| |77 Buceanewrs

T —

I;m?}ﬂ;

SPORTS

the most exciting feature of NCAA is the
need to recruit new players as graduating

G ofau the
sports titles I
saw at E3, it
was MADDEN 98
that blew me

away. ’ ’

seniors move on. EA also demoed
ANDRETT! RAGING, 2 Win 95 release
slated for this fall.

MADDEN ABOUT YOU

Of all the sports titles I saw at E3,
however, it was MADDEN 98 that blew
me away. EA is moving MADDEN into
sim tenitory, with more than 100 team
and individual stats included. Designer
Ric Neil pointed to improvements in Al,
enhanced player animations, Net multi-
play, and an expanded playbook as fea-
tures that will help MADDEN
challenge Sierras FRONT PAGE
line for the interest of the seri-

to bring you all the buzz
about what to expect in
sports gaming over the next
few months.

BACK TO THE FUTURE

Accolade privately
screened an alpha version of
LEGENDS [FOOTBALL 98
that looked very hot.
Although the player Al had
not been fully worked out,
the game engine was

T HB Craw
2, nell Mary

3. Quitk Slemt
4. PA Poll

5. HD Trap

& M Toss

¥, WE Shavsl

B Puil

Jux_HNTRN . -

Hansgl] ' ([
==

uil Mary

1.
xi

)

l fsu.;{iz‘z: I

( Furmations List

Ualth Slent

* Menu

-
v Trash

BUT SERIOUSLY FOLKS EA Sports is looking to win the respect
of the more serious football gamer this season with a more
accurate statistical model and a play editor.

ous football gamer. A neat fea-
ture was the ability to employ a
quarterback’s peripheral vision
ta scan whether the defense was
in zone or man coverage at the
line of serimmage.

Madden University has also
been upgraded from last years
“This is a football” simplicity,
into a more advanced tutorial
that links to the play editor so
gamers can learn formations
and tweak plays. Play creation

smooth, and LEGENDS
time warp concept, which allows you to
pit teams from different eras (1932, 1950,
1968, 1997) against each other, was just
plain cool. For example, when a modern
team plays against an old-time club
using 1932 rules, the rosters cannot
exceed 20 players. Forget the rampant
specialization that’s so prevalent in
todays NFL. Pit Brett Favres Super

security at their display on the show
floor. A streteh HumVee limo painted in
white, red, and blue served as an eye-
catching centerpiece. Inside the
Hummer, VIPs received secret bricfings
on MADDEN 98 and NHL 98, In the
public display area, A was showing
NCAA Foosai, 98, which uses a

(..‘UIII]JIL"L'I_\' new gridh‘un engine [‘L‘fh;lp‘;

OCTOEER 1597

has been simplified with the
addition of lines that show defenders’
keys in given alignments. Although it
won't happen this time around, Neil
would like to add a career mode to
MADDEN, perhaps even linking it to the
NCAA game for a draft. Now that
would be cool.

ABC Interactive will be back with
Monpay NIGHT FOOTBALL, as well as

CowW
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in deathmalch, dodging a barrage of
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DENNIS MCCAULEY

ICE CAPADES NHL PowereLay was one of the
surprise hits of last year's sports scene, and
this year’s model, with full-3D polygonal players,
| should heat up the war with NHL 98,
_
HEROES 0F THE GRIDIRON, their college football sim
that vapor-lacked in 1996. Both games use the MNF

engine, which appears o have been enhanced over

last year's debut. If ABC can add improved Al to the
best play-design interface in the business, these titles
could be huge. Their excellent online support will be
back, helping gamers find each other for matchups.
ABC is also considering adding drafting and league
elements lo their Web site,

Herors will appeal to gridiron fans for its use of
college all-time teams. Penn State fans, for example,
could pair "70s horse John Cappelletti in a backfield
with "90s guy Ki-Jana Carter. The MNI” engine has
also added local two-player action, and | had a
chance to watch as Bob Griese and Lynn Swann
demoed this feature in a Dolphins-Steelers grudge
match that had all the excitement of one of those
mid-70s playoff tills. Later, | even collected an auto-
graph from the Hall-of-lamers. “Can you make that

to my, uh, cousin? His names Dennis, oo, Really!”

NEWS WORTHY

Ower at Sierra’s massive setup in the Inforum,
FRONT PAGE producer Kate Kloos walked me through
this vears lineup. Its no secret that FPS: FootsaLL
will get only a minor facelift for 98, as the company
retools for a complete football overhaul in the 99 edi-
tion. With notmuch pigskin news, Kloos showed me
an early version of FPS: SK1 RaCING, due for release
this fall, which we previewed in our August issue. The
physics-based sim offers five different types of races on
six world-class ski resorts. Multiplayer options include
modem, LAN, and [ntemet play, and Skt RACING sup-
ports 3Dfx and Rendition acceleration.

Sierra was also excited about FPS: TroPHY RIVERS,
fishing sim based on the Trorty Bass 2 engine that
allows fly fishermen and spincasters to drop their lines in
the water. One of the coolest features of this game was
its support for Microsofts upcoming Sidewinder Pro
Force Feedback joystick. This stick was very much in
evidence at 3, and from what I saw (and felt) it could
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hen he asks

or a donut
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DENNIS MCCAULEY

be a major hit. The tug of a fish on your line in“TroPHY
RiviiRrs was dead-on.

Speaking of Sierra, one question I'm often asked
by gamers is “Will we ever see FPS: Baskursat 2"
As lindicated a few issues back, the answer is yes, it
will appear sometime in 1998, A second source al
Sierra confirmed this for me at I3, noting that the
game company and the NBA were in negotiations
that very week. Intcrcsling]y c-nrmgll. the game
might not come from Dynamix, which has done the
entire FRONT PGk SPORTS line up until now:

BOTTOM OF THE NINTH

Not all of the news at E3 was as good. Accolade con-
fided that the hotly anticipated HARDRALL 6 was behine
schedule and might not ship until next spring. In other
baseball sims, MMI showed a near-final version of
MicROLEAGUE BasiarL 6.0, It had the unmistakable
look of a Dave Holt design, and in fact uses the stat
model from PRO LEAGUE BasEBALL 97, 'The DOS-
based sim will be Net-playable on Kali, and features
good-looking rendered stadiums, motion-captured play

cr animations, and variable camera angles.

BERRY BERRY GOOD Microsort BaseaaLl 3D features
some truly jaw-dropping 30 graphics. However, you'll
need an accelerator card o play.

Microsoft, jumping into gaming with both of Bill

Gates’ hillion-dollar feet, presented its npeoming
BASERALL 3D, the first sports title that will require a
3D accelerator for play. The version | saw at 153
looked great and had some cool features, including
actual scans of players’ faces attached to the anima-
tions. And could there be any truth to the 153 ramor
that Microsoft will be marketing its own aceclerator
card when BASEBALL 3D ships?

Hockey fans can get readly to drop their gloves over
NHL 98 and Powtreray 98, both of which were being
previewed in Atlanta. The pre-alpha NFHL 98 had
graphics lo die for, but | couldn’t get hands-on time to
play it myself. Meanwhile, POWERPLAY 98 wais being
sereened under \'ir,rjrin.'ﬁ invitatic Jlt—nni_\' tent, and looked
much improved over last years debut. Look for it to give

FA a real skate for ils money. &
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sim-u- ia ‘ﬁ;mm

&Y 4
14 Sky
Warriors is
an experi-
ence you'll
never forget,
probably the
closest a
civilian can
get to air

combat. g g

'We% i

4nu'rc an

| experl sim

| pilot. As flight
| simulations

| have grown

\ more sophisti-
caled, so have
8 your pilnling
skills. You're

= just waiting
for the day when you're silling in the
cattle class of a United 737 and the
Hight attendant comes on the intercom
and asks if there’s anyone back there
who can fly the plane. Iinally, your
chance to show off your skills!

Of course, there are easier ways Lo try
vour hand at the real thing, Many local
airport FBOs offer intraductory flights
for only $35, where you can spend a
half-hour or more at the controls of a
small plane and get a taste of flying,
Check out www.beapilot.com for more
information and a list of FBOs near you,
Ifyou've never flown in a small plane,
even a relatively staid ride in a Cessna
152 should prove exciting,

But if you want to dive in headfirst,
you can skip the basics and go straight
to the air combat. A number of journal-
ists got a chance to do just that at

A few years back, Electronic
Arts released SeaL TeAM, a
squad-level combat game based
on jungle warfare in Southeast
Asia that was so realistic it had to
be categarized as a“soldier sim-
ulation.” Now Janes Combat

 Simulations is thinking of doing

ON THE RADAR

amodem-technology sequel.
Interested gamers can send sug-
gestions on what they'd like to
see in a modem version to jhar-
ris@ea.com,

CGW
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PC Pilots Test Their Mettle in Sky Warriors

| EXPERT ADVICE Denny shakes hands with Ed “Rolex” Britzius after their successful
sortie; Rolex is quallfled in the T-34, 1-33, F-86D, F-102, and F-106.

=

= e ————

Atlanta-based Sky Warriors (www.sky-
warriors.com) during June’s F3 show:
Microsoft invited dozens of journalists
to try its upcoming multiplayer
FIGHTER ACE sim (www.zone.com) by
participating in a fournament in which
the best pilots in the virtual skies would
getan opportunity to try their hands al
combat in the real skies. When all was
said and done, three of the top four
slots had gone to CGW sim writers,
with Tom “Thunk” Basham in first
place, Robin “Sandman” Kim in see-
ond, and yours truly, Demy “Mitty”
Atkin, in fourth. We'd proven we were
experts in the simulations realm, but

how would we fare at the real thing?

BRIEFING

We arrived bright and carly for our
preflight briefing. Our sortie would
involve three T-34A Mentor lrainers.
Thunk had flown the day before, so
Sandman and | were joined by Robert
“Wings” MacKay of MicroWings. (If
you have any interest in civilian sims,
be sure to check out this useful

organization at www.microwings.com.)
Our backseat safety pilots, who would
lake off, land, offer advice, and keep us
from daing anything stupid, were Mike
“Fins” Finley, an A-10 veteran who flew
over lraq after Desert Storm; Steve
“Clipper” Havas, whose 22,000+ flying
hours included time in planes ranging
from the [*-89] to the F-102 to the
CI130; and Ed “Rolex” Britzius, with
over 18,000 flying hours in crall ranging
from the FF-86D to the I*-106.

‘The experience of veteran pilots like
Rolex, who had flown low escort for U-2
spy planes during the Cuban missile cri-
sis, builds confidence in the safely of the
Sky Warriors experience. In addition to
being briefed on how to handle the air-
crall, we were also issued parachutes and
versed in basic bailout procedures. Thus
far, the Sky Warriors aircralt have per-
formed an equal number of takeoffs and
landings; the parachutes, happily, have
yet to be needed.

Iinsled our combat briefing, Never
mind our sim-based knowledge of

mrContinued on pg 302
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Simvs. Reality

Sky Warriors Brings an Ace PC Pilot Down (0

have been an avid flight sim
player for more than 10

vears, but until Sky Warriors
| had never even been inside
| the cockpit of a real airplane.

confident I would know
exactly what  was doing
once | took the controls.

F urlhu I actually harbored fantasies of
progressing so rapidly through the exer-
cises that | would be able to move onto
scenarios normally reserved for subse-
quent sessions. o say that my extreme
excitement had clouded my judgment

would be a laughable understatement.

In the end, after both the T-34 and my

high-flying expectations were brought
safely back down to earth, [ had accom-
plished no more than any typical Sky
Warriors first-timer. Fortunately, this did
not stop me from having far more fun
than I'd thought possible and, in the
process, gaining some insights into the
similarities and differences between PC
flight simulations and real-world flying,

'l

| Despite this total lack of real-
world experience, 1 was fairly

CONTROL COMPLEX

Although the feel and placement of
the flight controls in the Mentor do not
malch my PC5 peripherals, | quickly
adapted to them because [ knew how
they worked. Sims like AR WARRIOR
and FLIcHT UNLIMITED had taught me
how to finesse the stick, so straight and
level formation flying was a snap.

WARRIORS
AERIAL LASER COMBAT

Maintaining position during a bank
proved tougher, but was nonetheless
manageable (after a fow false starts)
once | got a handle on the stick’ feed-
back and its greater sensitivily in pitch
than in roll,

Only in hindsight did [ realize how

close to my expectations the 1345

(o Earth

“flight model” really

was. It exhibited the

same floid, well-

damped feel ook for
in a good PC sim. Even 438
the accelerated stall | '
accidentally entered

while pulling hard for a shot at Denny
plaved out just as | would have expect-
ed: My turn rate suddenly dropped to
zero as the plane started shaking, but
picked up right where it left off once |
cased off the stick enough to recover. It
was a heartening vindication that the
standards [ use for judging flight mod-
els—which were previously based only
on sim experience, readings, films, and
talks with pilots —jibed reasonably
well with reality.

MIND OVER BODY

Onee we got into the mock dogfights,
my mind felt right at home, while my
body struggled to keep up. As considera-
tions of relative energy states, positional
advantage, and lead/lag/pure pursuit

curves bounced around in my brain —

ENTER SANDMAN Robin “Sandman” K:m checks out the hardware for the most reahslm sim he's ever flown.

Frvwvw: —
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CJ ﬁ Once we
got into the
mock dog-
fights, my
mind felt
right at
home, while

my body
struggled to
keep up. L] Lj
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exactly as if [ were playing a WWII
flight sim — the rest of me was
deluged with unfamiliar stinuli,
Actually feeling the hard rolls and
Cs was an awesome experience. |
was able to avoid blacking ot or
getting tunnel vision under heavy
loads by tensing my leg and
abdominal muscles — practicing
this while driving my car the week
before no longer seemed so silly.
Alas, the protestations of my stom-
ach under negative Gs had no
corresponding remedy. I will never
look at“neggies” in flight sims the
same way again!

While the tacties | picked up

playing air-combat sims served

me well overall, my sim-flying

perfect shot lineup. Clipper kept
telling me when fo start the roll,
but Toften waited a bit longer,
thinking | knew better than the
guy in back who had tens of thou-
sands of flight hours under his
belt. liventually, I learned better.
He also identificd a flaw in my
fighting style that had always
plagued me in sim combat: [ tend
to fly aggressively loward the ban-
dit when [ should head for a
superior lag position at “the
elbow” (directly behind the bandit
and within weapons range).

SITUATIONAL AWARENESS
"T'he most surprising thing to
me about dogfighting in a real
plill'll.‘ Wis I](}\l' t.'.'l.‘{_\' it was
to tell what was going on.
I always knew exactly
which way [ was looking,
based on head orientation
and peripheral vision, and
had a better feel for dis-
lances, closure rates, and
aspect angles than in any
sim | have played.
Visibility down past the
side of the nose during

aboul on par with
WarBiRDS, and superior
to most jet sims with their
screen-hogging
instrument panels. Also,
by simply leaning forward

BRIEF INTERLUDE Veteran A-10 pilot Mike | @ few inches and twisting,

“Fins” Finley briefs us on lag pursuit.

experience did hinder me ina
couple of ways. Iirst, Linitially
had a tendeney to focus too much
on my instruments (even when |
had a bandit on my tail!) since |
rely so heavily on them in sims,
Steve “Clipper” Havas, the pilot
in the back seat, reminded me
repeatedly lo keep my head out of
the cockpit. Second, | frequently
underestimated the inertia of the
planc in turns, causing me to roll
out a few degrees bevond a

I could easily look directly
behind me, even with a
five-point harness on. Looking
around did get more difficull
when loading up the Gs in a tight
turn, but then my neck muscles
could be stronger.

Sky Warriors was an experi-
ence | will never forget. As a
flight-sim junkie, I was able to
lake away from it nol only some
priceless memories, but a new-
found appreciation for just how
realistic sims have become. And
they will only get better,

cowW OCTOBER 1397

I ligh Yo-Yos was excellent,

How Real
Can You Get?

After you finally get a taste of visual range
dogfighting and examine how it compares to
sims, an obvious question arises: How real-
istic can PC air-combat sims ultimately
become? Flight and systems modeling clear-
ly have the potential to be 100 percent accu-
rate someday, and the feel conveyed by a
good force feedback joystick, throttle, and
rudder pedal combination can bring you sur-
prisingly close to the real thing. “Seal of the
pants” inputs, however, are impossible to
simulate on a simple PC. Flying a sim is
harder than it should be without this source
of information, but most sim pilots eventually
learn to use visual cues as substitutes for
these physical stimuli. | believe the limits of
proficiency for this can approach reality, but
only if sim designers help gamers make this
translation by providing easy access to key
data such as airspeed and aircraft attitude.

The biggest disadvantage of PC flight sims
is the comparatively poor situational aware-
ness they provide with their cockpit view sys-
tems. SVGA-graphics resolutions degrade
visual acuity and peripheral vision, and cost-
effective VR headsets are not yet available to
do proper head tracking. It's currently
impossible to give the kind of situational
awareness you get in a real cockpit.

Sim designers (and gamers) seem divided
into two camps along a familiar line; form
versus function. Those who emphasize a
realistic look tend to rely on “virtual cockpit”
panning views, while those who focus on
giving the gamer a realistic amount of infor-
mation are willing to accept a more artificial
appearance, such as in AIR WARRIOR's large
set of overlapping, wide-angle fixed views
(shamelessly duplicated in WareIRDS, FIGHTER
Sauaoron, and Jane's F-15).

The hope is that one day, increasing
screen resolutions and continued innovation
will bring the two sides together in a system
that not only looks real, but also provides a
realistic field of view, well-defined images
that indicate target facing and closure rates
at realistic distances, a means to communi-
cate precisely in which direction you're look-
ing, and a simple and intuitive way to search
for and track targets.
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Continued from pg 298

Tmmelmans, Split-Ss, and other mianeu-
vers, We were going to start with the
basics — High Yo-Yos, lead turms, and lag
tums. There were no briised egos —when
Chuck Yeager Mlew Sky Warriors a few
vears back, he had to start at the same
stage. Besides, even the most experienced
sim pilots will find that the physical sensa-
tions and situational awareness in a real
plane add so much to the equation that
things work very differently from sim flying,

THE WILD BLUE

We suited up, headed out o the Mlight
line, and boarded our 1-34As. Despile
the small size of the ex-military trainers,
the cockpits were fairly roomy. The bub-
ble canopies afforded a superb view
(canopy frames, so obtrusive in games
like WarnirDs, can easily be looked
around). When you {ly with Sky
Warriors, you control enly the stick and
rudder; after an expensive incident with
ablown engine a few years back, the
group decided to allow the safety pilot to
handle the throttle.

THREE VIEWS TO A KILL

Alter takeofl, we made a nontypical
run over downtown Atlanta to fly forma-
tion with a banner-towing Super Cub.
This proved quite challenging for the
safely pilots, irying to fly close formation
al full flaps while the T-34s hung on a
stall s0 as not to leave the full-throttle
Super Cub in our trails. In our later fly-
ing, we could maintain formation with
very small (0.5 to Linch) stick inputs; but
during this low-speed maneuver, [ could
see the control stick moving through a 7-
lo S-inch range.

Alfter we broke off and cleaned up the
airplane, the safely pilots put us in for-
mation and passed off the sticks to the
front-seaters. Because its not glamorous
(unless the Thunderbirds or Blue Angels
are doing it), formation flying is neglect-
ed in most sims — SABRE ACE being the
notable exception. Stll, its extremely
challenging and exciting in ils own right.
Hanging a few feel off the wingtip of
anolher 1534, you keep your eves locked
on your lead plane while making subtle

adjustments with the stick. If Rolex
wasn' snowing me about the quality of

Each Sky Warriors T-34 is equipped with three cameras: a qun camera, the “hero

cam,” and a forward-looking fisheye camera.

L

ccw
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my performance for a first-time forma-
tion pilot, apparently I'd leamed a bit of
joystick finesse in all my years of sim fly-
ing. The most surprising thing was how
much easier it was to fly in very tight for-
mation than in combat spread.

FIGHT'S ON!

Once we reached the exercise arca,
we flew in a trail formation, taking prac-
lice shots. (For less experienced pilots,
this gnarantees some kill video.) Fach -
34 is equipped with a laser and laser-
detection devices. Pressing the joystick
trigger fires the laser and plays a sampled
machine-gun sound. If you hit the other
plane, a smoke system triggers and a kill
siren plays in the target pilots headset to
let him know he just died.

Aftter the practice, the fight was on,
We taok turns going one-on-one, stick-
ing primarily to the High and Low Yo-
Yos we'd been trained in. Theres not
much of a vertical element in the first
phase of Sky Warriors training, so we
never got close to the 3,000 fool hard
deck. Even with the gentle beginning
sortic, combal was exhil-
arating. Fven the best
sim experience can't
malch the adrenaline
rush of pulling Gs as you
slide in 600 feet behind
another aircraft, press the
trigger, and see Lhe satis-
fying trail of smoke that
signifies a kill.

One big difference
from sim flight was the

use of the body as a cue
for staying in the plane’s performance
envelope. The difference between 3 Gs
and 4 Gs was quite pronounced as my
body was pressed back into the seal;
and a slight tickle in the stick warned of
accelerated stalls when | pulled too
hard into a turn.

Ior about $700, you get a military-
style briefing in combat lactics, approx-
imately 1.25 hours of flight time, and a
video of the experience with external,
gunsight, and “hero cam” views, [ls an
expensive experience, but its one
you'll never forget. &
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‘ ‘The prob-

lem with FMV
games is that
as movies,
they are
second-rate
games, and
as games,
they are
second-rate

movies. ’ ’

ome 15 years
ago, my father
sal me on his
knee and said,
“Son, I know
how you enjoy
those video
games of yours,
but you ain't
seen nothing
yet. Think PAc-Man s really something?
One day video games won't be about a big
dot eating little dots; they Il have pictures of
actual people moving around and doing
things. Itll be like a movie.” To which |
responded, No! You can't make a game
thatway! It wouldn't be any good!”

And life being what itis, a thing of
ironics and reversals, it has come to pass
that we were both right.

TWO THUMBS DOWN

Multimedia games have been it us
for several years now. The firstone |
remember was DaviD WOLE: SECRET
ACENT, by Dynamix, which inlerspersed
crude video cut-scenes in the erude action
sequences. [f you count animated cul-
scenes, you can stretch the definition to
include the animated interludes between
mazes in PAC-NAN (and my comparison
of this game to DAVID WOLF irritates
some Dynamix folks even today). Fver
since then, the quality of the video has
been improving —in lerms of frames-per-
second and the like—but the games in
which full-motion video is used are still, by
and large, dismal.

For starters, filming video sequences
for a game requires that you hire aclors,
and the best actors generally go where
the best money is. Excepl for a few
:i!umming visionaries who have been
willing to participate in a game for the
hell of it, the dramatis personae featured

CowW

OCTOBER 1037

e CHARLES ARDAI

Hojlvwnml Hooey

Why Games Should Not Try To Be Movies

in games lends Lo be a Who's Who of
has-beens, never-weres, and never-
gonna-bes, Sometimes a game surprises
you with good casting, but then, some-
times an airplane crash surprises you by
vielding survivors. But, the odds against
that happening are enormous.

But it’s not just the casts’ fault. Nor is
it the amateurish dialogue, which
gamers have trained themselves to
ignore, or the wallowing in stereolype
and cliché. (God save us from
another

CUT-SCENE Now standard industry:
lingo for a non-interactive sequence,
the term came:from LucasArts,
\Which coined!it for MaNIAC MANSION;
butthere the cut-scenes Were ani-
mated, not video.

I'MV game featuring a trench coat, a
whiskey bottle, a voiceover, and a saxo-
phone.) The thing that really makes
I'MV games dismal is that, as games,
they are cither utterly unimproved or
actively worsened by the presence of
the FMV sequences.

Into the first category fall all the games
that would play exactly the same if you
removed the FMV, Hasbros new versions
of BarruesHire and Onenno, for
instance, or the enhanced version of
SMCY, don't benefit materially from

FMV. Cameplay is slower and jerkier, and
all for what? Se you can see your oppo-
nents OTHELLO disks flipped by some
ham dressed up as Leonardo DaVinei?

The second category includes all the
games that exist solely as experiments in
FMV. The eardiest was VOYEUR, which
Phillips is still peddling, all these years
later, as a PC CD-ROM. Here, you direct
your “lelescope” to peer into your choice
of a few dozen windows in a house across
the road. Which video scene plays
depends upon which window you choose.

"The most recent entry into this catego-
ry is Any Rivers A FORK IN'THETALE, in
which you have to click on icons superim-
posed on video scenes to select which plot
branch (that is to say, which video scene)
to visit nest. Inside a given scene, there is
1o opportunity lo interact or, frankly, to do
anything at all. Its like pressing Play on a
rr:al[_\' crummy VCR that conlains a lousy,
one-minute-long videotape; then doing it
;1g;n'n, anel :lg;lill, and again,

THE SLICK AND THE DAD

When 1 show my father some of the
latest games, he never misses a chance
lo say, ‘1 old you so.” And so he did.
Games loday often contain video
sequences, and those sequences are sorl
of like movies. The problem is that as
movies, they are second-rate games, and
as games, they are second-rate movies.

"There is something to be said for the
second-rale, of course, particularly in a
medium early vears. No one foday com-
plinments the camerawork or the writing in
the average silent picture, but we recog-
nize that it was a phase the movie industry
had to go thiough. Gaming will go
through this phase and emerge the better
foril. But, oh, how [ wish it were over! [
think even my father would agree that

another 15 years is just too long to wait. &
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Play it on the World Wide Web
gemstone.net/go/cgw11

You are not alone

Join the most popular game online. Day or
night, you’ll find thousands of other players
eager to quest for treasure, romance, magic,
monsters and adventure.

Play it right now

Five minutes is all it takes to download the
free software. Then the giant doors swing
open into a fascinating fantasy world already
alive, thriving and filled with new friends.

8

Cfeated o)

LCimitless as your imagination
GemStone lll is a vast, MUD-style game
specifically designed to bring thousands of
players together in a continuously evolving
adventure. The world inside GemStone |ll is
so rich in inventions and possibilities, your
game may never end. All you have to do

is begin.

&  Only $9.95 for a month of play. Try it
N now and play FREE for your first
S two weeks.
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TERRY COLEMAN -

STRATEGY/WARGAMES

Does Microsoft-
Know Games?

If You Had Doubts, Take a Look at Its New Strategy Lineup

or years it
was easy to
deride
Microsolts
misguided
forays into
the gaming
field—-

althoughit

left you feel-
ing strangely guilty, sort of like making
fun of the Polish Air Force in WWII.
While MONSTER TRUCK MADNESS and
MICROSOFT BASKETBALL showed some
improvement, clunkers like DEADLY
TIDE made you wonder whether the
folks from Redmond had leamed any
lasting lessons.

Of course, Microsolft is as determined
as ever to dominate computer entertain-
ment, just as they have productivity soft-
ware, and they've continued to throw
their formidable resources at the prob-
lem. One thing’s for sure, if anyone can
afford to buy a clue in the computer-
gaming industry, its Bill Gates.

A True
Brainstorm?
Ever wonder
what hap-

pened to the Shength 10710

Moale 375

HOSTILE TAKEQOVER?

Once Windows Y5 was established —
albeit with a lot of pain—as the new fron-
tier in gaming platforms, the nextitem on
the Microsoft agenda was to break into the
lucrative strategy genre. However, instead
of using internal development to try fo
compete with big guns like Westwood,
Blizzard, SSI, and MicroProse, Microsoft
wisely pursued free agents with a
vengeance. Alomic Games, of course,
signed first, and Crosk Comear did well
enough to sire a sequel. Then Microsofl
signed Ensemble Studios, which teamed
up with a blast from the past, Bruce
Shelley (of RaiLRoAD TYcooON and Sip
MEIER'S CviLIZATION fame), to produce
ACE oF Empeires, due this fall, To com-
plete its three-pranged attack, Microsoft
snapped up the rights to distribute SSG¥
REACH FOR THE STARS [T, which updates
the spaceploitation classic for modemn
processors and Windows 95,

Of the three games, the one most like-
ly to release first should be CLOSE
Comsar I, which appears to be on

crafting an alternative to his
BATTLES OF THE SOUTH PAGIFIC,
with the working title similar
to Tokvo Express (as far as
we know, Avalon Hill still

guys from
QQP? A lot of

MISBAVSMGT
them have g
turned up at ﬁ
Brainstorm i
Entertain- B
ment. Rod 11,810k

B=

Olsen is rlatoon Leade

owns the copyright to that
one). Andrew Visscher,
meanwhile, has nearly com-
pleted another epic card
game for Windows 95, tenta-
tively titled SoLITAIRE'S
Empire—with over 200
solitaire games!

M7 Grd
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target for November. The irony is that
despite the relatively short development

time, Crose: Comsar 1 will almost de
certainly be Atomick best game since ran afford to
OrERATION CRUSADER (Avalon Hill) _

Where the WORLD AT WaR system, in DUy a ciue in
retrospect, seemed to be stuck in a hald- SRt L KAy

ing pattern after CRUSADER, CLOSE
Compar [T vastly improves on the short- — rarming indus-
comings of its progenitor. AT

The Amhem campaign is much more ry, 1Ls bil
vividly portrayed here than in Atomic§
previous MARKET-GARDEN (36() Pacific).
"The graphics are nothing short of superb:
detailed road nets; multilayered buildings;
new, crisp artwork for soldiers and tanks
alike. Whats impressive is that the pretty
pictures don't compromise the authentic
feel of the battle. Liverything is so perfect-
ly placed that you hardly question the
location of the drop zones or the place-
ment of the snipers,

"The psychological models for the indi-
vidual soldiers are back, but with some
twists. Heroic feats have been added, and

the entire command control system

CEO Manny Granillo (designer
of Dracon Lore and LEGions) plans
to hit the strategy market in a big
way. The upcoming PLaoon
Leaper covers small-unit WWII
conflict in a2 manner similar to
SSl's venerable COMPUTER AMBUSH.
It's playable in either traditional
turn-based or initiative-based fash-
ion, 4 la Over THE ReicH. In addi-
tion to the psychological modeling
that has become de rigueur in
squad-level games since the

CCW
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How do.you autpun a great game like
Robert: E.\Lee: Civil War General#With
Cival War Génerals Il you' can now com-
mand Conlederate or: Union Armies,
And vou can put voursclf in the boots
of Lee,\Grant, or Sherman as you
atiempt to rewrite |'|I'-Iul':|

Civil War Generals Il comes combat-ready

 with 40 legendary batles from both the

Eastern and Western theatres. But if you
want to wage your own wars, use the map
editor to create terrain, armics, and
commanders. Then go online to test
your cunning in head-to-head batdles.
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Kinstler p.lil:ling.-; andl all-new multi

This war isn't just hell. It's
hi-ilnr’\'. And ’\'nu’“ explrience it
as never before with an insight-
ful new eollection of Mort

media mini-documentaries on the men;
\\-‘d!lun.‘-,.\rui tactics of the Civil War.
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htt P AAwaww. Sierra.com

EATORS OF ROBERT E. LEE: GIVIL WAR GENERAL
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TERRY COLEMAN

(¥,
commercial success of CLose Comaar, PLatoon BLue or just soggy lint, but at least the design bt
LeAper also has a great deal of its own chrome, If ~ team is trying a different tack. With plenty of p-»
you like Panzerfausts, for instance, famous scenarios (Remagen is pretty =T
you have four types from which to tense) and a distinct role-playing feel, S
choose—provided that you have this one looks like a real sleeper. e
enough munitions points to spend. =

It's a little too early to tell if the Dark Comic Images g
fuzzy logic used for the Al will Coinciding with the release of MicroProse’s S
become the WWII version of BIGGER GUARDIANS: AGENTS OF JusTice, Wildstorm :

| 5T

i ) |

battles. Finally, there isan over- — benefit, My only question is this: When =T
arching campaign that allows does this system get translated to the o
you lo lake the role of the pars- North African desert? o
wn

troopers landing at Amhem or
the Allied forces rying lolinkup ~ RISE AND FALL

with them from the southwest. As you probably naticed from this
"Throw in a good mix of month’ sneak preview of AGE OF
historically plausible alternative  EMPIRES, this game is notjust
scenarios, and you have one CVILIZATION with a real-time twist,
potentially great wargame. "There are some similarities, but AGr OF
S R Its wonderful that Atomic EMPIRES has ils own distinctive style.
CLOSE COMBAT II If you think this is just a ; ; w ; )
. . . Games has found ils creative Foensing on the ancient world —and
recap of the first, I've got a nice Amhem bridge A ; ; : )
second wind. As Atomic and pulling it off —is a stroke of genius,
to sell you. ] i - )
Microsoft continue to push because all of the other games that have
each other, gamers will only tried to simulate this lime period, even

seems more [luid and less predictable
than before. The new, improved inter-
face lets you move around more quickly

to issue orders, Best of all, there’s finally =
azoom function, so you can actually .[:A.R =) I_II P TITAN IC .
?
It's meant to be full of

sce the SVGA-graphics soldiers under
your command when your eyes get tired
from playing until 3 a.m.
There are many more things | could water.

compliment —not the least of which is

JOIN US ON OUR MAIDEN VOYAGE, OCTOBER 1997

|

the improved line-of-sight and field of
fire implementation — but what [ like
most about CrLosk Compar [T has lit-
tle to do with improvements in realism
or technical issues,

My big problerm with the first Crost:
Comparwas that it wasn't much of a
game. And even when its considered a
combat simulation, the concept didn't
always work. oo often, CLOSE COMBAT
ran under its own steam, as it didn’t seem
to make any difference what decisions you
made —hardly incentive for replay.

Crose. Comear 11, however, hasa

more interesting historical situation than
i ) - ____"‘-—:4..

ADVENTURE FROM

GLAS ADAMS

its predecessor, which translates into bet-
ter, more engaging scenarios. The Al

scems more adaptable, and theres evena

“design-your-own” option for online

reserve your berth now at hitp://www.starshiptitanic.com
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NoT YouR EveRy DAY
:OF- BonY EXPERIENCE

Granny noticed
that things were getting, well, a little
strange. Even her loyal sausage
could tell that something was wrong.
When she found out her family had
| been swallowed into space by the
i Mad Rabhit; she decided that enough
was enough. No more games: it was
ime to kick some lupine butt. And
o this delirious but determined lady
* set out on the adventure of a lifetime.

= lisit five planets and fourteen worlds in a
huge, hilarious graphic adventure that spans 5 CDs.

= Solve scads of ingenious puzzles, each with its own

To order, visit your retailer or call 1 800 447 1230 :'_ ' By T illogical logic. Order leads to chaos, sense turns to nonsense,
A : credible becomes.., well, you get the drift.
ﬁ g * Meet dozens of curious characters. Wander the reaches of
o PR ﬁé& SII!'I'ECI-I W inner space. Defy the laws of time and space. Go shopping

with aliens. And be back in time for tea.
Tel: (316) 393 6633 Fax: (315) 393 1525

E—maal webmaster@sir-tech.com wwwisir-tech.com You have to 1 ) fitto [ ISies =l [+ [ it
CIBM E RDEARED CED



Comics will issue a graphic
novel featuring characters
from the game. It's a natur-
al, given the dark nature of
the superhero world that
Steve Barcia and company
have created. No word yet
on whether this will be a

BRIEFINGS €

Avalon Hills ADVANCED CIVILIZATION,
have had significant flaws.

There are a lot of nice touches in
Ack oF Empires, | particnlarly like the
fact that you can win economically as
well as through combal, so that play
doesn't degenerate into another C&C
clone. Its certainly more suited for a
quick game during lunch than is Civ,
and the terrain edilor is one of the best
I've seen this year.

When | first saw AGE OF EMPIRES
months ago, | wasn't particularly
impressed. But Bruce Shelley and
Ensemble Studios kept at it, and they
have one of the freshest titles of the
vear. My main concern is how well the
Al will hold up, since most gamers still
play the majority of their games solo. If
that isn't a problem, and the dynamic
differences between the various tribes
are fleshed out in the final (I(rsign. then
this will be one of the contenders for
best strategy game.

Let me put one rumor lo rest, however.
Bruce Shelley is not the patron saint of
tumn-based gamers, any more than Sid
Meicr is. Keep in mind that RaiLroan
TYCOON was real-time many years before
it was the height of gaming fashion, and
count yourselves lucky that Bruce can still
put his best design pitch over the plate. So
read the sneak preview already (grin)!

MORE THAN MO0O?

Long before MASTER OF ORION was
even a twinkle in Steve Barcia’s eye,
SSC almost single-handedly invented
the space exploration/exploitation genre
with REACH FOR THE STARS. For years,
the fans of this CGWHall of Fame
game have clamored for asequel. It
seems likely thal REACH FOR THE STARS
[T will debut on Windows 95 sometime in
late spring 1998.

INVISISLE G

salo collector’s item or a continuing series, but given

TERRY COLEMAN

Wildstorm’s history—particularly the online comic
Siege—our bet is that it will be anything but dull.

If you're interested in related gaming/comics items,
you should check out WildStorms: The Expandable
Super-Hero Collectible Card Game, by Aegis
Entertainment, a.k.a. Wildstorm. In addition to some
clever variations on the timeworn collectible-card
theme, you'll find a lot of your favorite superheroes.
Susan Storm—the Invisible Girl from the Fantastic 4—

Gameplay looks lo be similar
to the original, in that you bal-
ance economics, diplomacy,
military foree, and exploration.
As with other games of this
type, you begin on asingle
world and branch out through
the galaxy as fast as your
research (and nerve) can take
you. You're probably thinking
that you've heard this hefore.
Currently, MOO Il rules the
gaming galaxy, and PAX IMPERIA
looms large for Uhis fall. Yel REACH FOR
‘THE STaRS [ is probably the closest thing

AGE OF EMPIRES Now you can execule hostile
takeovers of the ancient world.

The reason? Simply that Roger
Keating does the best Al in the business.

Microsoft has lo a sure hit, With an extra year to improve on the
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oppy Headcase and his
Laidback Loafers—m_usic to go mad
by on the STARSHIP TITANIC.
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A War II's most magmﬁcent battleﬁelds.
“Welcome also, to PACIFIC GENERAL," &, <

ne of the world s most magmﬂcent strategy games’

Buzlt around a swmﬁcantly modlﬁed 5- STAR SERIES
game engine, PACIFIC GENERAL features a newly

£ created naval combat model for high-seas realism. =
e ~ Campaigns and scenarios playable as Japanese

4 : ( - or American forces. True head-to-head play

f I\ o'+ | via modem or network. And an all-inclusive , =

. Battle Generator that goes beyond war in the
Pacific — it comes fully-loaded with maps
. and units from PANZER GENERAL"
& ' and ALLIED GENERAL.

... Imagine the possibilities!

. TO ORDER Visit your retailer
D or calI 1 -800-234-3088,
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REACH FOR THE STARS II Bill Gates, tired of ruling only Earth,
expands his domain to include the entire galaxy.

algorithms, Keating and Co. will almost
certainly provide a tougher computer
opponent than that of MOO Il or Pax
IvpERIA 1L And if the multiplayer code
we've seen in WARLORDS 11 is any indi-
cation, playing REACH FORTHE STARS 11
over the Internet could make you give
up on MOO 115 stodgy multiplayer
mode forever.

Inany case, the space strategy stb-
genre should be wide open for Reaci
FORTHE STARS I by the time it releases. 1f
this sequel is half as elegant and enticing
as the first, maybe even Charles Ardai will
have a science-fiction game he can enjoy.

Just lo note in passing: SSG continues
to pay at least lip service to the Macintosh.
Right now, the official comment is that a
Mac version of REACH FORTHE STARS 1]
is planned. Microsoft had no comment
whatsoever on this subject, so draw your
(W11 (‘f!llf.‘ll 1Sions.

DIVIDE & CONQUER

Like any team wading suceessfully
through the free-agent waters, Microsoft
has benefited from a gamblers sense of
good timing, REACH FORTHE STARS 11
was one of three SSG games planned for
release within a year. Because Broderbund
already had WarLoros 111, and SSI
ended up with DECISVE BATTLES OF
WAWIL ThE ARDENNES OFFENSIVE (see

looks a hit too Kate Moss-like for me, but she's a
powerful character in the game nonetheless.

Seems the Marines won't be hitting the beaches
just yet: Interactive Magic's Semper Fi will be
delayed past fall—perhaps even until February
1998. In addition to the usual interface tweaking

TERRY COLEMAN

that all strategy games go through these days, it
seems that the Al is undergoing a complete overhaul

to ensure that it can handle the subtleties of combined
arms. | wouldn't worry too much, since the develop-

the review in this
issue), SSG
decided it didn't
wanl all its gam-
ing eggs inone
basket, and began
negotiations with
Microsoft. Fven
though its com-
= e milted to real-
time strategy
games, Microsolt,
to the companys
credit, quickly signed the real-ime classic.
‘The timing of CLOSE COMBAT [ could
hardly be better. lts ship date hits around
the same time as PANZER GENERAL I1.

ers, Stanley Associates, have shown that they'd rather
take the time to do the game right—a policy that
proved a major benefit to their last game, Wooben
SHIPS & IRon Men (Avalon Hill).

Gamers are likely to buy both, so that they
can have a“serions” anda“beer &
|}|‘c1yt:].~i" warganme, There isn'tai |}'{|li| g
that comes close to AGE OF EMPIRES, so
Microsoft has a big marketing edge in a
glutted real-time strategy season.
Conspiracy theorists will no doubt
liken Microsofts upcoming gaming suc-
cess lo the advent of fluoridated water,
mass hypnosis, and orbital mind-control
lasers. But | can't see myself losing sleep
over Bill Gates” impending conquest of
the strategy gaming genre. Maybe after
a few months of playing CLOSE
Compar I, AGE OF EMPIRES, and
REACH FORTHE STARS 1l until 3 am.,
[l stop to consider the implications. %

ARSHIP TTITANIC.

Luxury‘. Style. Elegance.
And a parrot.
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by Thierry Nguyen

kay, Kurt, saving the Earth from the
Stream Riders is going to be a hard
task. 'To aid you, I've written this docu-
ment. It inclndes: details on some
weapons nol covered in the original
manual; intelligence and tips for
minectawlers four and five in particu-
lar (since one and two were already
covered, and three isn't so hard);

detailed methods of killing the drivers
of the third, fourth, and fifth minecrawler; and a guide

to killing Gunter in the final battle. I didn't cover

Gunters homeworld because it is pretty straightfor-
ward, and the hardest part is the actual match with
Gunter. Lets start with the weapons.

_WEAPONS EVALUATION

The Whites of Their Eyes

Your basic sniper bullet s quite useful, as it deals decent damage and
comes in unlimited quantities. The first upgrade is the homing bullet,
which tracks whatever was under the cross hairs when you fired. This is
effective for targeting those snipers that stay in one place to aim and
then move. Their main disadvantage is their less-thanestellar urming
speed, so don't expect them to go around comers every time.

The next upgradle is the sniper grenade. Since it explodes, its use-
ful for times when you can't get a precise shot; the explosion is sure
to hit something, It also good for tightly packed groups. This also
comes in a homing version, making it even more lethal,

Then comes the mortar, which is harder to use because it
bounces and employs a timer. Its hard to hit someone directly with
it, since the bouncing makes it a bit unpredictable, and the timer
means the blast is delayed. Bul, if you're on an elevated platform
overlooking enemics, it’s good to send down a shower of them. Since
it doesn’t explode right away, you can try lo bounce it around cor-
ners and use it as a makeshilt camera,

Finally comes the Bones Airstrike. This is best for saturating immo-
bile groups of enemies or generators. Since Bones takes a while to gel

CGwW OCTOBER 1837

SURF'S UP During the snowboard sequences, move left and right |
in-order 1o avoid their fire. Jump on “Groovies” to get rid of the |
turrets with cow bombs. |

there, even slow-moving targets, like tanks, might have moved before
he arrives. Save Bones for aliens in trenches or turrels, or for a cluster of
generators, and it will cut down on the enemies you have to face.

Up Close and Personal

The weapons not covered in depth in the manual are the
“Ihumper and the ‘Tivister. The Thumper is a large hammer that
causes a small earthquake, which disorients and damages your
opponents. But it can damage you as well, so the best advice is to
jump around with the parachute once you trigger il.

"The Rvister is something lotally new, and is a great area-cffect
weapon. It simply ereates a tornado of energy that spins ot rays in
various directions, which in turn damage all enemies in the general
area. The grunts will be killed while the larger ones will be badly
hurt. Save this weapon for crowded areas, and then pick off any

stragglers that survive the onslaught,

Snowboards Away!
“The hardest part about the fourth minecrawler is e snowboarding
sequence. Make sure you weave from side to side and slow down. If



LEAPS AND BOUNDS To reach the high door in level five, jump

The cars themselves
will be left behind, and
can be moved forward
by shooling them,
Maneuver a car around
until it gives you the
height lo jumpentoa
platform. Do some
platform hopping until
you gel onto the rail,
then walk around.
Don't kill the driver of
the lone car on the rail
vet. Iind where you are

you want to get all the red bones for a power-up,
just press down to apply the brake and slow
yourself so you can weave to the bone. When
you need lo fight enemies on snowboards, just
weave left and right in arder to avoid their fire.
And whenever you see a higher platform, jump
toit. The platforms hold “Groovies,” which will
t|mp cows on the enemy turrets to clear your
path. Ifyou don't, you won't be able to take out
the turrets because your gun isn't up to the task.

Cars and Alarms

The fifth level has three main trouble spots:
The area with the enormous door, the tall build-
ing will the cars scooting around, and the three
lifts near the end. For the gigantic door, you
need lo snipe, use the Thumper, and be maneu-
verable. On ground level, proceed to the door
on the right lo get the Worlds Smallest Nuclear
EExplosion. There will be one massive guard at
the door; avoid his fire, since one shot takes
away twenty hitpoints. Then, from the doorway,
snipe headshots at the two sleeping guards.
Now, go out and proceed to the left doorway.
Stand a ways from it, snipe the alarm bot, and
then snipe the sleeping guards (if you don't get
the alanm, you'll have to fight awake guard bats).
Co up the ramp to the second level, kill the gen-
erators near you, jump to the other side, and
grab that Thumper. Tiwo giant robots will arrive,
and thats when you use the Thumper lo severe-
ly weaken them. Once theyre weakened, dis-
patch them and jump into the hole, kill two
more of those big robots, and use the nuke on
the lock at the top of the door.

I the area with the cars, first get rid of all the
enemies, their alarms, and the drivers of the cars.

suppuw(l to jump lo,
and wait there for the car. Kill the driver so that
the car is near the platform you want to get to,
otherwise, you'll have to move it around the
entire rail, and then move on,

Finally, lets discuss the three lifts area.
Once you've killed everyone in the area,
jump from the stairs to the shorfest lift (the
one on the far right). Then, make your way
to the tallest lift (on the left) by using the
other two. Once you reach the tallest one,
turn around, and parachute your way to the
door on the other side. If done right, you will
barely make it. The key is to start from the
highest lift for mare air time.

' LET'S BOLT Target the bolts quickly when they light up before they fire on you.

OCTOBER 1337

Safe in My Goldfish Bowl

The third minecrawler driver is one of the

easiest ones (only the first driver is easier).
This driver has heard about your previous
exploits and has sealed himself in his own
personal aquarium. Below him are four “dog
gencrators,” and the lid on his tank has four
holes. Basically, you have to open the tank
by undoing the four bolts in it. The bolts
appear only as the driver spins the lid and
charges his guns.

Iirst, dispatch the dogs that come out of
the generator. When the four bolts light up
and start slowing down, switch to sniper mode
(as the dogs should have been taken care of by
then). Wait until the lid stops spinning, target
one bolt in particular, and shoot. It should
come off in a single shot. Then, swap out to
normal view and avoid the incoming fire. Just
repeat this pattern —kill dogs, aim at bolt,
shoot bolt, avoid laserfire — and you will suc-
ceed in killing this boss.

Man the Sub Turrets!
Technically speaking, there is no real driver

for the fourth minecrawler. The fourth mine-

crawler is controlled by some of the smarter

—
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GAMIER'S EDGE |

STRATEGY & TIPS: MDK

aliens insicde a submarine, so when vou clear out
the sub, the minecrawler ceases Lo exist.

“To get into the sub you have to dispatch
two annoying “charging snipers™ first. Once
vou get rid of them, the enemy drops i tank
on you. After destroying the tank, you'll
gain the Worlds Smallest Nuclear
Explosion, which you use to open the subs
hatch door. Then, you'll see one of the
machines you have to destroy: a submarine
turret. The alien inside is completely
encased in armor, so a shot to his head
won't work. The only opening is at the bot-
tom of the turret, and the turret floats on
top of an airlift. All you have to do is “deliv-
er” some explosives to him, Avoid the

explosive balls he chucks at you, and tass

UPSY-DAISY Toss the grenade into the airlift in order to injure the tur-
ret qunners for the fourth minecrawler.

off your back in the beginning and end of minecrawler five.

CGW OCTOBER 1997

MAN THE CANNONS Shoot these turrets off the dreadnought to get it

' BIG APPETITE Toss the “Gunter Snack” to distract Gunter and grab Ihat nuke behind him. '

grenades into that aidift. They will go into the one hole that is
open and injure him. It takes about three or four grenades to kill
him. Proceed to the top of the submarine and destroy all the
grunts and generators waiting for you. This is where a decoy
comes in handy. Finally, follow the snowboarding sequence to the
second turret, destroy him as you destroyed the first, and the sub-

marine and minecrawler will be deslroyed.

Snipe That Dreadnought

You'll sce Bones strung up and Gunter relaxing, but this isn't
where you face him yet. When you get his attention by taking a pol-
shot at him, he closes his chamber and that dreadnought that has
heen hounding you since the beginning of the level arrives. Just as
you will have done carlier in the level, disable the ship by simply
shooting off its turrets. The dreadnought will fly by at a distance,
which is the perfect time to snipe away, since its shots take a while to
reach you. When it passes dircctly over you, its time to run and
dodge. The dreadnought repeats this pattern of “fire from afar” and
“close pass” so just persevere and you will shoot it down, thus
destroying the fifth and final minecrawler.

Feed Me!

Your final, mano a mano fight with Gunter isn'ta fistlight, its a
game of distraction and dodging, 'Io free Bones, you need to unlock
his ropes by using World’s Smallest Nuclear Explosions. Yet the nuke
is behind Gunter, wha is simply loo big and powerful for a frontal
assault. Instead, jump on the bulton to conjure a“gunter snack,”
pick it up and use it near Gunter. He will run to eat it, giving you a
chance to slip by, pick up the nuke, and run to a working airlift to
unlock a rope. Just repeat this process nntil Bones is free. Aside from
Gunter’s one guard alien, the only real worry you have is taking loo
long (Gunter will attack eventually). Avoid the both of them, free
Bones, and then use Bones to finally kill Gunter once and for all.
Then, peace will finally be restored. &
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Welcome to Springfield! Enter a navigable 3D world of all things Simpsons.
. Go.along with Homer as he stocks up on Duff Beer and Jerky King at the

Kwik-E-Mart. Play games at the Noiseland Arcade or watch a flick at the
Aztec Theatre, With over 50 locations, an original cast recording and the
| outrageous humor of The Simpsans, Virtual Springfield will make you
feel right at home,
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...prepare yourself.

EarthSiege®: Future Wars
The battle begins this Christmas.

See your local retailer for pre-order information.
And visit the FarthSiege’ web page for a glimpse at what awaits you: including video clips, screenshots, audio files, behind
the scenes materials and the chance to sign up as an exclusive Software Beta Tester.

——
www.sierra.com/EarthSiege3 Dynarmnix
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GAMER’S EDGE

History of
the Worl

How To Mold History in Your Own Image

by Terry Coleman

ure, FisToORY OF THE WORLD doesn't quite measure up lo
the inspired multiplayer dynamics of the boardgame on
which it is based —mostly because there are no provisions
for LAN or Internet play. Still, it offers strong Al oppenents
and much faster play. Plus, the computer relieves you of
those nagging accounting headaches. With that in mind,
here are my Top 10 tips and advice on which empires to
play—and which empires to avoid at all costs.

The Victor Writes the History

1. Every game should have six players, even if you have to fill out
the ranks with Al empire-builders. Playing with fewer will guarantee
a faster finish, but since the computer version plays three to four times
faster than cardboard anyway, what's the point?

2. Should you play with seven players? No. Just because something is
different on the computer (the boardgame allows for enly six players),
doesn't make it better. You lose the element of mystery that occurs in those
games when no one gets the Mongols— or gets stuck with the Khmers.

3. Use my favorite game bug. One bug in the programming ocea-
sionally lets you use the same disaster card twice on an apponent,
What a nice problem to have,

play pefore turn

BLACK DEATH
j f

Two adjacent Areas O

your choice must rolllcnc

die for
each army

therein.
Each roll
Of wy” »y 1347 AD
eliminates an army
from the Land which
rolled that *“1.”

OCTOBER 1597

4. Stay away from the fortress option. 'This is important if vou want
a freewheeling game. Those who desire more defensive-minded games
should try Risk!
5. Don't use the silly Preservation of Cullure rule. \What little his-
torical flavor there is, is thereby lost. Worse, this channels play into too-
predictable lines. Besides, you should never become too attached to a
monument (see Number 3),
6. Don't fret over lost territory! The game is designed so that empires
rise and fall appropriately. You can actually come from behind to win
games— even if vou end one of the middle tums with zero pieces in
play—because no one considers you a threat!
7. It's bad to be the front-runner early on. [ts often better to pass on
the Romans or Persians, so that you get better card picks later.
8. Don't let anyone have a back-to-back turn. For example, sticking
someane with Russia the last tum is usually a good bet —unless they
just wrapped up the previous turn with Spain or the Mughals. If so, that
player would rack up all the points from last tum plis the new tum. [
onee saw a tournament decided this way afler five hours of tense play.

il play during typry
I_ REACH ERY
1S card may pe used

once to g, 9 ;
all attacks " 2tically win

- Already Jost b,

AnnOt be voided by g g,
Aration of Treachery, The

;:';? S use must 3 ¢

Heclared bef

it will win a:;r:o'i‘g' battles




kt G TiPS:

9. The game is usually won or lost by how
vou manage middle empires. This is so true,
although it’s always tempting to save killer
cards for the big empires. The Portuguese are
tongh with Naval Supremacy and/or Ship
Building, and even the Chola benefit from a
“Treachery or Population Fxplosion card.

10. Don't unterestimate the joys of email
play. History is the perfect game to play a
turn before breakfast, or between projects
while at work. Be sure that you remember to
send diplomatic messages to other players
when you send off your saved-game email file
to the next opponent. The computer version
of HisTory can’t mateh the boardgame for
player interaction, but with an honest efforl at
back-stabbing, deal-making, and abject whin-
ing, it can still be a fun experience.

The Top 10 Empires

/1. Britain
Power: 20

The Scoop: This is the one Empire
card you never trade away. If you are
within 40 of the
leader on the last
turn and you get
Britain, you have a
good shot at win-
ning. Having
access to every
ocean means that
you can strike
anywhere in the
world.

Tips: Keep a Civil Service or Population
Explosion card for a couple of extra
armies. Don't worry about defense; once
you've scored your points, no one can
take them away from you.

, awibm
\-fun.
TP AT

2. Mongols ]

Power: 20

The Scoop: While they have fewer
pieces in play than the Romans, the
Mongols have little quality opposi-
lion. These awe-inspiring hordes can
strike China, India, Asia, and even
Europe, all the while racking up a
huge amount of points.

Tips: A Leader or Weaponry card is a

must. You
should also save
a Treachery or
Surprise Aftack
card to remove
the Great Wall
defense of China.

3. Romans
Power: 25

The Scoop: Why isn’t it Number 1?7
Simple: Rome comes to power too early
in the game. Not
only do you have
polentially tough
opposition from
the Persians and
the Macedo-
nians, if you get
this card, you'll
also probably be | | e
dead last to
draw for empires
for the rest of the game—a
tremendous handicap.

Tips: Double up your best military and
technology cards: A Leader combined
with Weaponry might bail you out. Do
everything 1o score as many points as
possible, otherwise you're doomed.

4, Hrabs

Power: 18

The Scoop: By the time the Arabs show
up, the Middle East is usually devastated
and open for domi-
nance, as is

Africa. Shoot for a
presence in

Europe and India
as well, and place
fleets carefully {the
Red Sea), so that
they will last extra
turns.

Tips: Be cliché:
Revel in a Jihad celebration if you have
the card. Otherwise, this versatile empire
benefits from almost any event you play.
5. Spain

Power: 15

The Scoop: An oft-underrated empire

OCTOBER 1%/

Starf Lond: 5{mi§?.\|1|mhb 1

25 %

that can really make hay in the penulti-
mate epoch.
Choose your beach- @’W E
heads in the
Americas well and
you might keep
them out of
Britain's hands.
Stick to the oceans
rather than the
5eas.

Tips: Save a Barbarian card to clear out
territory that you can then walk into
freely. Fanaticism is appropriate; mission-
aries historically accompanied
Conquistadors.

6. Dttoman Turks

Power: 15
The Scoop: Sort of the poor man's
Arabs, this
empire benefits
from a power
vacuum. Go for
broke, especially
in the Middle
East and India.
Between
Portugal, Spain,
and the Mughals,
it’s likely your
empire won't last out the turn,
Tips: A better time for Naval Technology
than a Leader card. Use Pestilence;
Plague; and, especially, Black Death (only
good during this epoch) to soften up
YOur enemies.

7.  Macedonia
Power: 15

The Scoop: Only
getting 15 pieces
makes you
appreciate
Alexander's
genius all the
more. Take the
traditional route
through Asia
Minor toward
India, but make sure to leave enough of
the Persians to slow down the Romans,

Start Laud: Findus

l«ig o
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Tips: A Leader is obvious, but Elite
Troops are even better. The board should
also be open enough to get mileage from
the Allies card.

8. France
Power: 15
The Scoop:
Though it often
gets lost in the
British wake,
France is a great
empire with which
to close. Go for
presence in sever-
al areas overall,
and concentrate in
one area for dominance, in order to max-
imize your lesser amount of pieces.

Tips: A Leader solves a lot of your
problems. This is one of the few
empires that benefits greatly from good
defense; use Empires Fortify or any
Kingdom card you have.

St Land: Westorn Gunl
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9. Persia
Power: 15
The Scoop:
Darius gets a bad
rep because Alex
toasted his
empire. In
History, Persia
usually scores
well, because it's
the first big
empire. Problem
is, getting this empire means that you
might pick next-to-last for several tums.
Tips: Since you're stuck with it, stretch
as far as possible. Don't waste a Leader,;
try Ship Building or anything that gives
you extra armies.

10.  Han Dynasty

Power: 12

The Scoop: The Han Dynasty, the best
of a mediocre lot of Chinese Empires,
tends fo survive for longer than it
deserves—a real sleeper. Total control
of China is possible with additional
armies. Otherwise, make sure to build

CGW

lots of fleets.
Tips: You can
generally keep a
presence in
China for a while.
Build forts, use
the Engineering
card if you have
it, and pray for
good dice.

St Lagud: Crvat Plaln

The Worst 5 Empires

1.  Khmers
Power: 5
The Scoop: These
quys are beyond
hopeless: It's
tough to make any
headway in either
India or China;
worse, you have to
burn a fleet, leav-
ing you with only
four armies. Any
momentum comes to a halt when you
get stuck with this card.
Tips: Try not to be in the lead during
Epoch IV, so that someone other than
you gets this card—even the Guptas
are better.

2. United States
Power: 10
The Scoop: This

reflects the fact | | i

that before WWI, | S5SHHD Sitees
the U.S. was a

hemispheric—not
a world—power.
The only reason
this empire is
preferable to the
Khmers is that it
has enough
oomph to dominate North America, but
even that's not guaranteed.

Tips: There is very little of use here. Your
inability to sail across the oceans puts
most goodies out of your reach. Deny
points to your opponents through disas-
ters; you're in the spoiler role now.

OCTOBER 1897

3. Incas &
Aztecs

Rower: 2 for each
The Scoop:
Getting this is
actually not as
bad as in the
boardgame,
because you can
dominate either
North or South

-, Meskcan Valley

i
America. = w"&h
Tips: Don't waste \_

time with forts; they won't hold up

against the Spanish, French, and British.
Allies or Civil Service can keep this card
from being a total disaster.

4,  Aryans
Power: 5
The Scoop: The only Epoch | empire
without a capital, it suffers from a rel-
atively high army
count as well—
without really
having enough
clout to make a
difference.
Tips: Always pass
this to your worst
enemy. If you
have it, don't
waste any cards; save them for some-
thing better.

5.  Hsiung-Nu
Power: 7
The Scoop: With
no capital and
pinned between
the Han Dynasty
and the Romans,
these guys badly
want to be
Mongols when
they grow up.
Tips: Anything fo
spread yourself
around the map—Kingdom, Crusades,
Civil War, Empires Revive—is a good idea,
because once the Romans and Sassanids
pass through, you'll be dust. %

i noy
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* 64,000 color gaming world
» 360 degree seamless
~ animated display
- ® Realistic style puzzles with
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e Fully animated inventory
system .
* » Incredible atmosphere that.
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Shadows Over Riva

Follow Scorpia’s Tail As She Makes Her Way Through Sir-Tech's Massive RPG

by Scorpia

HADOWS OVER Riva, the third game in Sir-
S “Tech’s REALMS OF ARKANIA series, is a long
S8 pame that should keep you busy for a while.
The best way to get through it is with your
own party, which you can create or import
\  from STAR TRaIL. Creating your own party
0 takes time, but will give you betler results
overall than letting the computer do all the
work. Always do level gain points yourself,
too. You absolutely must have at least two,
preferably three, spelleasters with good values in

Fulminictus for the final combat. Anything less is likely to
mean disaster here, as your fighting characters will be of
little use (except as buffers).

Hl:|l3= N [Horaanal Gallina | A 1norar

It's My Party

My best team consisted of a magicienne, two fighters, a

BIG BAWDY BROTHEL Yes, you can still take a visit to the local brothel if you're a
bit stressed out,

dwarf, a Green EIf, and a Sylvan EIf. That gave a gaod
combination of hitting power and magic, and elves, with their bows,
are deadly shols.

Rogues are mostly useless; their main worth is lock-picking, and a
dwarf (a far belter fighter) can be brought up in lock-picking just as
well. Take a dwarf instead of a rogue to make life easier. None of the
other classes seem especially worthwhile, although a couple of druid
spells (Evil Eye and Dance) can be useful. However, druids aren't
much good in melee combat, and [ consider it better (especially if
you're not familiar with the ARKANIA system) lo have another fighter
instead of a druid.

The best spells to have among your mages are Fulminictus,
Lightning, Paralysis, Somnigravis, Exil Eye, Horriphobus, Balm of
Roond, Pure & Clear, and Rest the Body. Other helpful spells are
Destructibo (for destroying evil books), Banish Spirits, Transversalis,
Analyze, Penetrating, and Salother.

The important nonfighting skills are Climbing (everyone),
Stealth (everyone — one person should be very good at this),
Swimming (everyone), Physical & Self Control (everyone), Hide
(everyone), Treat Wounds/Disease/Poison (one or two characters in
each category), Herb Lore (one person; five is a high enough rating
here), Danger Sense & Perceplion (one person should be very
good at these), Haggle (one character with high charisma), Tactics
(everyone, especially fighters), and Streetwise (one person, should
also have a high Stealth skill).

CGW OCTOBER 1997

All characters should have at least one combat skill, and fighters—
naturally—should be brought up in several. In the end game, you will
have to fight barehanded for a while, so puta pointin Hand To Hand
each level gain. Also get points into either Edged or Pointed weapons in
preparation for the last section (it will be a while before swordlike
weapons are found there). For much of Riva, swords are the best
weapons, so be sure your fighters are good in sword skills. Elves, of
course, should work on missile weapons. When going up levels, a magi-
cian-type should always exchange the spell attempts for extra astral
points. When doing the split between life and astral for all spellcasters,
put the majority of points in astral, but always get one or two into life.

Since most of the action takes place in and around a city, vou don't
have to worry much about food. A couple of rations and a waterskin
will see you through the entire game; don't fill up on those things,
When sleeping to regain hit points and astral points, take the cheapest
rooms and sleep as long as necessary. Do several days in a row, then
eat something. You get better results with uninterrupled rest.
Expensive rooms heal you faster, but with six or seven in the party,
your money can disappear quickly. In most cases, you can always lake
as long as you need to rest up at an inn,

Combat Tips
All combat scenes take a long time to get through, even for a well-
equipped, experienced group, so be patient. In many fights, the party
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will be outnumbered by the enemy, and delay-
ing tactics are vilal to surviving,

Casting Lightning and Somnigravis in the
first couple of rounds is important. Elves are
especially good with Somnigravis and can
(with high skill) keep opponents snoozing
through much of the fight. The only difficul-
ly is remembering which ones have been
put to sleep; attacking a sleeping opponent
will wake it up again. Obviously, this is
something to be avoided!

‘Try to keep your fighters from becoming
surrounded. If that happens, knock out one or
two enemies with spells as soon as possible.
Try to position your spelleasters and elves in
the rear, but where they have good diagonal
lines for casting spells and using bows (the
diagonal doesn't have to be exact, but there
must be a clear path to the target). Mages in
particular should have their full eight move-
ment points available during combat.

If things are going badly, don't wait for the
inevitable, Restore to a previous save and try
again, or avoid the combat (if possible) until
vour parly is better equipped or has
advanced in level.

[Early on, you have the chance to add
‘Thorgrimm to your party as an NPC com-
panion. He is an excellent fighter and can be
helpful in many tough combats. The down-
side is that he shares in the experience awards,
thereby giving less to your own people. If you
have Thorgrimm with you whenever possible,
it will cost you a level gain for your characters.
This is something to think about, as you'll only
get about a maximum of three levels by the
time you're into the endgame.

Exploring Riva

Riva is too big to give a lot of detail in a sin-
gle article, so the rest of the column just hits
some of the main points of the dungeons and
arcas in the game,

Before you start the main line (triggered by
talking to "Tarik in the Harbour Maid Tavern),
you may want to build up vour party a bit,
both in experience and equipment. You can
do this by avoiding the Tavern for a while, and
doing a few other things instead.

First, clean up the cemetery (see the
Priestess in the Firun Temple). Under the
graveyard, you really only have to fight one

walls along the
way for magic
ruiies vour magj-
cian can translate.
‘The demon can
be hit only by
magic weapons
and spells (good
old Fuliminictus
again). Manresh
andd his friends are
an casy fight.

this case, we're about to do combat with a demon.

BIG RED FMV It plays whenever you encounter important monsters. In

Destroy the
demon book

golem (easy pickings with the Lightning spell).
I the other combats down there are too
tough, leave them for later; the undead aren't
going anywhere (heh!),

In the main combat aboveground, against
the Heshthot, be aware that ordinary weapons
don't affect them. Use Fulminictus spells on
the demons and have your fighters go after
the Druid when he appears in a round or so.

With that taken care of, you can go out the
south gate to visit the tiny wildemess, and help
Stipen graduate from the Mages Academy. All
riddle answers are in the immediate area; you
don't have to leave the outdaors to find the
locations to blow the horn. Save first, as
Stipen fails after three mistakes.

Dwarven Mines: All fights on Level | are
optional. Be especially careful of the large
Ore group in the dining room, Entry to Level
2Zisimmediately south of where you enter the
mines, On Level 2,
you must fight the
Orce group in the big
room to proceed.
Search lo the left and
right past this room
to find a couple of
magic swords (the
only magic weapons
in the game). Level 3
is one long corridor
that s full of traps.
The character with

- — before leaving,

Sewers: Open after speaking to Tarik
Make one trip below to see the ratcatcher and
the monster. On your second visit, an NPC
briefly joins your party. The sewers are mainly
safe, except for one grale arca where vou
(optionally) fight guards. When you go to
Level 3 to kill the monster, that will be the
only encounter in that area. Whoever opens
the chest behind the mirror should eat some
antihypnoticum first.

Magician’s Tower: Level | has only one
encounter with bandits. Unfortunately, you
must leave someone behind at the clevator for
the rest of the tower sequence (do not leave
vour lock-picker; vou will need him). Level 2
contains many fights against undead; you will
need their diamand eyes to apen doors. Get
the four words from the dog statues before
destroving them. Level 3 is fairly safe, but be

wary of illusionary halls leading to unpleasant

the best perception
should be in the lead;
expect o take dam-
age anyway. Examine

OCTOBER 1397

THAT'S WHAT HE SAID Just as in the previous Arkania games, impor-

tant conversations or monologues have their own scene. This one is
particularly cool because an interpreter (on the left) is needed to trans- |
late the Nix language.

CeW
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consequences. The only fights here are with
the magician and with Pergor the shapeshifter.
You can destroy Pergor completely on Level 4
by putting tagether the magical mosaic (this is
the only way to get rid of him).

Pirates: Detach the character with the
best Stealth/Streetwise skills. This person
should knock on the door and follow the
pirate. Once you see where he has gone,
rejoin the group and go in there.,

Bride of Winds: The object is to get off
the ship. You have only one hour to do this.
Answering the Sea Fairy’s riddles will gain you
an extra half hour, Combats and room

searches are optional.

Hunted as Murderers: You can travel
around via the sewer system to avoid guards.
Merchants will still buy and sell with you. A
party with good Stealth and Hide skills can
usually avoid encounters on the streets.

Fortress: You must free the mages before
dawn (go after sunsel, get out before sunrise).
Go through this area carcfully, but try to avoid
tow many unnecessary combats. Start by
going south and around from where you enter
lo find the torture room, and go up the stairs to
Irigger the beginning of the rescue (there is, of
course, much more lo do after that).

Harbor Basin: See the King of the Nix
(not baskethall players, hehl). Be sure noth-
ing happens o Zorka while shes in the party
(she is quite useless, by the way). Walk
around different places until you spot a Nix
acting in a stealthy manner and follow him.
Short blade weapons such as daggers work
best against the plant.

Even Star: Take
off the lead shoes to
float up to the door
inside. Use the glow
wand and prisms to
open the doors. When
you get o the water
clementals, keep
everyone back and
send your best fighter
to the one at the chest.
“This is the key critter;
killing him disperses e
all the monsters. After
opening the chest,

End Game:
Nasty, nasty, nasly.
You go in naked and
unarmed. Gel some
stones from the pile
where you enter for
later use. Move
around carefully
down here. One fight
against a singk‘ worm

gels you an egg; you

need this, so take it
with you. Some

branches elsewhere B
can be made into slingshots for your Elves to
use as missile weapons. That’s after you fight
the spider (check the walls). You can also find
some mushrooms that heal and restore astral
points; use them sparingly. There are two
main fights on this level; the really big one is at
the entrance to Level 2. This (aside from
Queenie) is the toughest combat in the hill,
Two lllusions on Level 2: Detach your
most courageous person to cross both the fire
wall and the corpse pit, then bring the rest over
and join up. Go along very carefully down here
to avoid combats (most fights can be avoided).
One room has a single worm licking amber; kill
him and take some for yourself. This is more
healing stuff. The nastiest place on the level is
the illusion room, which you must pass
through, Whatever you face in here (situations
are random), the usual rule is to always do what

seems like the wrong or evil thing,
Labyrinth: Just confusing, not danger-
ous. There are no combals here (whew!).

UNDER THE SEA... While the basic engine is the same, at least this
time you have cooler locations to go to, such as the sunken ship
Even Star, shown here,

return lo the Nix King,

CoW OCTOBER 1397

MUCH MORE THAN A SEWER RAT Descend into the sewers and get
rid of that big bad water dragon. Again, combat is the same as before, |

You will have to make a roundabout journey
from your starting point lo the exit in the
southwesl corner of the maze. Your automap
won't be of much help. Take your time and
be patient.

Secret Doors: A flower flute (you'll
have to make one) will get you through.
After taking out the fake Queen (this is very
obvious, as the fight is much too casy), keep
going. But go slow. A short way along, you
will have to fight mirror images of the party.
This can be very tough, as it has to be done
quickly. Best bet: Send your magician on
alone, and take out the doppelgiinger with
Paralysis or Salother.

The Queen: Cet vour fighters up to the
front of the group as quickly as possible to face
her. They won't do much (or, more likely, any)
dumage (o her, bul she will be too distracted to
cast her own spells. Let loose with Fulmin-
ictus and hope for the best. Good luck!

That’s about it for now. In the meantime, if
vou need help with an adventure game, you
can reach me in all the usual ways. Until next
time, happy adventuring! %

P How to Reach Scorpia
World Wide Weh: Scorpia’s Domain
at www.scorpia.com

Email: scorpia@scorpia.com

U.S. Mail: (enclose a self-addressed,
stamped envelope if you live in the
United States):

Scorpia

PO Box 338

Gracie Station

New York, NY 10028
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THe Last ExpReSs

re you enjoying the mystery, but getting a

little tired of fistfights? When the fight
begins, click the right mause button to abort the
fight and retum to the egg clock screen. Then
click on the egg clock to restart the fight. After
you repeat this procedure five times, your char-
acler proceeds as if he has won the fight. Sure,
it’s a little tedious, but less so than the arcade
fighting sequences.

MarBLE Drop s
W ith a scarcity of good puzzle games fur the

summer, this game still atiracts alot of
altention with its challenging puzzles. While not as
hard as the invisible puzzle, Thabit [bn Quarrais
harder to pronounce. In using the following solu-
tion, keep inmind that you should follow the
sequience exactly, and be sure o let each marble
drop as far as passible before dropping the next
marbk in the sequence. :

Action
MDK

hese cheat codes could be useful in
your upcoming battle with Gunter,

right version of your game, and remember
that each cheat works only once per level,
Make sure you use the right cheat for the s0 save that code until you really need it.
Codes for unpatched final

North American executahle:
makemefull Health

masterblaster Gatt powerup
twistandshout Twister powerup
biggrenatle Homing sniper grenade
486willbeslow Lets 486 machines run

Codes for all patches:

ineedahiggun Super Chain Gun powerup
holokurtisfun Dummy powerup
nastyshotthanks Homing sniper grenade
tornadoaway Twister powerup

4860k Lets 486 machines run

CARMAGEDDON 3

N o one is going ta accuse this game of being a racing Glmul’mnn but it does
model some automotive aspects surprisingly well, For instance, if you try to
use the handbrake as your main brake, you'll trash your car. Instead, use the hand-
brake for tackling lough comers.

[fyou hold the handbrake, the wheelspin, a direction key, and accelerate buttons together,
then release the handbrake, you can spin

your car around in a circle on the spot—
rather landy in car-to-car duels.

As far as checkpoints are concerned:
You do have to hit them in the correct
order; you don't have o [ollow the sug-
gested green paths. Drive aggressively!

. Marhle Drup Solution:
. steel (oF oran ot
orange - apan
“redinie 9. Left  viole
'10 nght\ ‘blue.
hlue




Strategy/Wargames

Dunceon KeepeR

here are many mysteries in Bullfrogs DUNGEON KEEPER, bul few
as darkly shrouded as the Temple sacrifice. The fetid waters of
the Temple pools accept all offerings, but the gods are a fickle lot,

and only certain crea-
tures — and combinations

of creatures—will please
them. Here’s a list of sacri-
ficial combos that are sure
to reap rewards...and a few
that surely won't.

What You Get

Beetle. Current workshop project instantly completed |
[ SR $150 off every subsequent Imp
purchase (works best in bulk)

THE ARDENNES DFFENSIVE

hen the computer calculates the combat algorithms, the

two most important factors are tactical advantage and
divisional integrity. Since any defending unit gets an automatic
four-column odds shift, the only way to overcome this advan-
tage is to attack from several hexes. Keep in mind that division-
al integrity bonuses vary
with each division and
are further modified by
the number of adjacent
units actually attacking. A
crack SS division, or the
famous U.S. Big Red
One, packs a lot more
punch than an ad hoc
1944 Wehrmacht formation.

When you attack, remember that the initial odds shown represent

! e SAMe: Bacawwkk!
Vampire ........ceiveescssiusunensenns YOUT creatures hecome diseased

only one attacking unit. To call in all available support, just hit the
MAX button on the tactical display: If you are in an obvious overkill
situation, don't waste firepower: “Turn off” units you don’t need in
this particular attack until you reach optimal odds

| Simulations/Space
PRIVATEER 2: THE DARKENING
Cheat Codes* for space flight:

1. Type AIt-N to get to the navigation screen
2.'Type F
3

"Type one of the following codes, then press Enter:

Codes
NO TALENT Invincibility
REP ME UP Repairs weapons, shields

PETY PETY Refills afterburner fuel
CHILL OUT  Cools down lasers
NAPALM Unlimited nukes

*these codes last until you land again

WaRBIRDS

ow that I-Magic Online’s WARBIRDS, a

free download from www.icigames,
com, supports free head-to-head play,
many sim pilols are trying it for the first
time. Because its realistic flight modeling
can keep some pilots who trained on older
sims stuck on the ground, we're including
the following primer.
Takeoff: WarsirDS planes properdy model
engine torque, and many pilots find them-
selves carcening into the control tower when
they try to take off. Ifirst, apply engine power
slowly. Then, if you find your plane pulling to
the left, simply apply right nudder using the
keyboard, rudder pedals, or, if you have a
Sidewinder joystick, by twisting the stick to
the right. Ifyou don't have pedals, you can
cheat a bit and use the automatic frim system
to straighten the plane’ flight path —just hit
X to engage the automatic trim system and
then pull back on the stick to disengage it.
Gruise: In the air, you'll also find your
plane doesn't always want lo follow a

OCTOBER 1897

straight path. The following keys will trim
your plane for different cruise situations:

X Set straight-and-level cruise

Cirl-x Angle trim; keeps the plane at
the current climb or dive angle

Alt-x Speed trim; causes the plane to
climb or dive to maintain current speed

Just as in a real plane, trim is affected by
speed. So if you set the trim for straight-
and-level cruise at 250 knots and then you
firewall the throttle, your plane will pick up
speed and start to climb. Simply hit X
twice to disengage and reengage the trim
for the new speed.

CGwW




You're DasH RENDAR - QUICK ON IT's YOU AND YOUR TINY SNOWSPEEDER SPEEDER BIKE MODE - FAST-PACED
THE TRIGGER OF A BLASTER. VERSUS A GIANT, IMPERIAL AT-AT. ACTION WITH A KICK START.



==S'1’AE.W!-\M! REODUIRES

ﬁg E !.
E ' ACCELERRTOR  him along with a host of new Star Wars characters,

vehicles and locations. With your 3D accelerator, it's a fast, sharp, colorful universe - so detailed, in fact, you

Enter Prince Xizor - the newest villain in the Star Wars

universe. In Shadows of the Empire, you'll encounter

2

can see the trigger of a blaster. Enter the fray in 5 gameplay modes; ground shooter, space combat,
speeder bike, jet pack and snowspeeder - all in an effort to protect Luke from the evil cluiches

of Xizor - a face of evil so dark, you'll only find him in the shadows. WWW.lUcasarts.com

@, TM & © 1997 Lucaslilm Lid. All Rights Reserved. Used Under Authorization. Star Wars and the L Arls logo are

0 and Shadows of the Empire is a trademark of Lucasiilm Ltd.

CIRCLE READER SERVICE #121



(c) 1997 ORIGIN Systems, Inc. Origin 15 a tradamark o reqstered trademark of Ongin Systems, Inc. and W Buid Sims by the Book is a tradzmark or registered trademark of Elecironic Ants in the U.S. antior other countries. All rights reserved. Jane's is 2



LONGBOW/2;

NOCTURNAL ~ BY DESIGN, THE  LONGBOW
INSTINCTIVELY BLENDS INTO THE NIGHT,
: STRIKING FROM THE SHADOWS, PREPARE FOR
SRILIT | e AN THE NEXT GENERATION OF 1996'S SMULATION

: ' OF THE YEAR: LONGBOW 2. IMMERSE YOURSELF
IN A COMPLETE COMBAT EXPERIENCE AT THE
CONTROLS OF A LONGBOW GUNSHIP, KKIOWA
SCOUT, OR BULACKHAWK TRANSPORT (CAN YOU
SAY...DOOR GUNNER?) . TAKE OFF FAST
WITH INTERACTIVE TUTORIALS AND UNLIMITED
INSTANT ACTION MISSIONS. THE TWO DYNAMIC
CAMPAIGN  ENVIRONMENTS  MAKE  FOR
UNPARALLELED REPLAY VALUE. AND YOU WON'T
NEED TO FLY ALONE WITH A FULL COMPLEMENT
OF MULTIPLAYER MODES, THE PHOTO-REALISTIC
GRAPHIC DETAIL — 8 TIMES AS SHARP AS
THE ORIGINAL — MAKES THIS LOOK LIKE REAL
WAR. LonGBOW 2, CLEARLY THE MOST
AUTHENTIC SIMULATION YOU CAN PLAY WITHOUT
HIGH-LEVEL GOVERNMENT CLEARANCE.

of Jane's Information Group Lid. Jane's Combat Simulabons s an Electrond Arts brand,

ESRS

We Burtn Siws By THE Book,=
WWwW.janes.ea.com



o 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!

e
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IT'S AS EASY AS 1,2,3

1. Fill in your name and address and check off
your answers to the seven research questions.

2 Circle the numbers on the card that correspond lo

the ads or articles you'd like more information about.

3. The literature will be mailed lo you from
Ihe advertiser free of charge.

CIRCLE FOR FREE INFORMATION

004
029
054
079
104
129
154
179
204
229

005
030
055
080
105
130
155
180
205
230

1. What Is the highest level of education thal
you complelea? (Check ane anly)

01. ] Some high school or less

02. [ Graduated High School

03. (] Some College or Technical school

04. ] Graduated College

05. ] Post Graduate school

2. Computer currently owned is:
{Check all that apply)

01, 3 1BM compatible (Intel standard)

02. 0 Maclntosh

03. [ Amiga

04. O Dedicated game machina

0. ] Nane

3 Il Intel, whal leval? (Check one only)
1.0J Power

02. ] Pentium (S86)
3.0 486

4. ] 386

05.0286

4. Da you own (or plan lo buy in nexl 6 manths)

a C0-ROMT (Check one only)
01. 00 Own
02. 1 Plan to buy (6 manths)

006
031
056
081
106
131

381

007
032
057
082
107
132

008
033
058

382

5. How olten do you usually buy computer games?
(Check one only)

01. 1 Once a week

02. 0 Once every two to three weeks

03. L] Once a month

04, (7 Once every two to three months

05 [} Dnce every four 1o six months

06. 7 Onee a year

B. Where are you mos! likely lo purchase gamas?

(Check all that apply)
01. 0 Independent computer store 4. (] Computer stare chain
2. L] Consumer electronic stare 05, [] Direct from vendor
03[ Mass merchandising store 06, [ Mail order

7. What is yaur (and athers In household) favarite type
of game? {Chack one in each column)
Yourselt Other 1 Other 2
01, Stralegy
02. WarMilitary
03, Role Playing
04. Brain Teasers
05, Card
06, Sport
07, Action/Arcade
8. Educational
9. Adventure

Void after January 31, 199¢

CGW 101874

|

Telaphane

Company Name

Address

City

State

Zip

4. ] Please send me a one-year (12-issue) subscription to Computer Gaming World for $27.94
{U.S5. price}; all other countries add $16.00 for additional postage.

Ina Hurry? Fax This Card To: 603-829-0692



BUSINESS REPLY MAIL

FIRST-CLASS MAIL PERMIT NO. 816 RIVERTON, NJ
POSTAGE WILL BE PAID BY ADDRESSEE

-

PO BOX 10126
RIVERTON, NJ 08076-8626

”IIIIIlIIllIllI]lIIIlIIll]lIIIIIIIIIIIIIlIIIIIIII“

NO POSTAGE
NECESSARY
IF MAILED
IN THE
UNITED STATES




PFREE
R.S.# COMPANY PRODUCT PAGE §R.S.# COMPANY PRODUCT PAGE

LucasAts Entertainment Compaiy The Curse of Monkey Blimnd

120
249
245
244
250
248
241
22
|
206
194
I45
M8
141
159
142
106
167
52
i
iR
266
175
176
204
ol
68
i
133
132
113
190
(5]
v
141
s
776
(]
I
7
3
8
152
18
257
60
105
251
180
36
365
307

Al
171
173
74
74
67
258

=t

™
262
263
123
121

Z

3DEX

ABC Inleractive

ABC Interactive

ABC Intemctive

ABC Interactive
Access Software, Inc.,
Access Software, Ine
Acclaim

Accolade

Accolade

ACT Laboratory Ltel.
Activision

Activision

Activision

Activision

Activision

AT Technologics
Avatlon Hill Game Company
Barooka(SAS)
Bethesda Softworks
Bethesda Softworks
Blizzard IEntertainment
Blue Byte Software
Blue Byte Software
Bungie Software

CH Products

Chips & Bits
Computer Express
Creative Labs, Inc.
Cno Interactive Entertainment
Crvo Interactive Entertainment
Cyelone Studios

Diamond Multimedia Systems, Inc.

Discovery Communications, Inc.
Discovery Comimunications, Inc.
Larthlink

Fidos

Ficlos

Fidas

Eidos

Eidos

Eidos

[idas

[lectronic Arts

Llectronic Arts
IFalcon-Norhwest

[fox Interactive

Gateway 2000

CT Interactive Software

T Interactive Software

GT Interactive Software

T Interactive Software

GT Interactive Software
Harman Intenyational

Tpact Interactive

Interactive Magic

Interactive Magic

Intergaiph Computer Systems
Intersraph Computer Systems
Intemplay

Interplay Productions, Inc.
Interplay Productions, Ine.
Interphy Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.

ADVERTISER INDEX

VooDoo Bourds
College Football
Indy Racing:
Monday Night Foolball
Quest for the Best
Links LS
Overseer
Constructor
Deadlock2

Legends
LagleNacFlight Stick
Blood Omen
Dark Reign
Hexenl
Nightmare Creatures
Zotk Grand Inguisitor
Playing for Keeps
Defiance
Drovwned God
Ballle Spire

Cr
Star Craft
Eiastreme Assault
Incubation
Myth
Jane's Combat Stick
www.edmag.comichips html
Matil Order
AWE Value
Atlantis
Dreams
Uprising
Diamond 3D Audio
Byzantine
Discovery CD-ROM
The Arena
Conquest Farth
Deathtrap Dungeon
Ilight Unlimited 2
[Flving Nightrmares 1l
Joint Strike
Teracide
“Tomb Raider2
NCAA Football
NHLYS
Faleon MACHV
Simpson's Virual Springficld
Cateway Destination PC/TVS
Mage Slayer
Odd World
Shadow Warrior
Total Annihilation
Unreal
Audio Fquipment
Dog Day

F=16!
Warlne.

Intergraph Compter Systems
Intergraph Computer Systens
Camuageddon
Avalanche
Baldur's Cate
Diescent to Under Mountain
Die By the Sword
Star Trek:Vulean Fury

Lueashats Entertainment Company Rebellion
Locasts Entertainment Company Shadows of the Empire

108109
33

2l

9

235

202

329
266-267
23
L7
239
166-167
89
5455
15-119
145
7l

19

953
114115
305

45
220-22|
201
T
303
33345
36347
53

301

21
112A-B
157

155

157

29
62-63
6667
6l
o465
246247
3l
636
S0-51
52-53
153

37
195198
16-17
-3
76-T7
121123
C2C4)
U251
323
165169
TH-I75
1213
185-159
172173
3341
171
3859
191-193
242293
268269
332333

PFREE

17
46
259
12
100
196
152
7l

®

70
44

138
135
257
254
198
110
153

Magix Entertainment
Matrer Graphics, Inc.
MEDIAON

Micron Electronics, Ine.
MicroProse

MictoPrise

MictoProse

Microsalt

Microsaft

Microsolt

Microsuft

Mindscape

New World Computing
ORIGIN Systems, Ine,
ORIGIN Systerns, Ine.
Panasonic Inferactive
Panasonic Intemctive
Piranha Interactive Publishing
Playmates Toys, Inc.
Psymosis

Psygnosis

Reeed Orh Fntertainment
Red Onby Entedaimment
Red O Entertainment
Red Oy Entertainment
SegaSoft

SegaSoft

Sierm On-Line

Sierra On-Line

Siem On-Line
StemaOn-Line

Stera On-Line

Siema On-Line

Siema Oneline

Sierma On-Line

Sterma OneLine

Siem On-Ling

Simon & Schuster
Stnmtonics

Simutmonics

Sir-Tech

Sir-Tech

Sir-Tech

Sultware Source

Sony Interctive Studios
Sotnd Source Interactive
Southléak Interactive
SouthPeak Interactive
Spacetee IMC Corporation
Strategic Simlations, Ine.
Strategic Sinulations, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Strategie Sinulations, Ine.
Steategic Simulations, Inc.
Stralegic Simulations, Inc.
Studio 300

Talonsaft

Talonsoft

THO

ThunderSeat Technologies
Uncle Joln's Attic

V Communications
Virgin Inferactive EEntertainment
Virgin Intesactive Enlerdainment
Virgn Inferactive Enterainment

mrernoeo 1007

Mag Music Maker
Mysticpe 220
MGPX Computer Systems
Millennia

Tth Legion

Magic the Cathering

NCOMApocalypse

Ageof Empires

Close Combat
Ilight Sim

Foree Feedback
NetWar

Might & Magic VI
Longbow2

Ul Online
Forced Alliance
Postal

Dead Reckoning
DDy

Formula | Championship

G Police

Joumey Man 3
Riven

“Take No Prisoners

Warlords 1

Heat

Seud

Civil War: Generals
Irthseige 3

Foothall 98

Half Life

Lords of Magic
M;l\!\'u”']mlil_\'
Chitpost 11

Prolilot

Red Barmon 2

SWAT?2

Starship Titanic
Dragon Realms

Cembtone

Anned & Delirious

Vinrs

Nelihe

PCCD-ROM Games

Tananis

Final Contflict
Drachenzor

Tenmjin

SpaceOib

Dark Colony
limpenialism

Pacific General
Yanver Ceneral 11

Warhammern Dak Omen

Warhammer: Final Redemption

Warwing

Mendian 59

Fast Front

Prehude to Waterloo
Paclmperia

ThunderSeat

Mail Order Products
System Commuander
Blacl: Runner

Landsof Lare: Cuardians of Destiny

Resident Exil

o

200-201
203
177
345-349
154-185
208209
77
')
129131
m
4445
I
286257
5789
3433
8
10-111
133135
23

174

27
205297
ul
9899
214215
262263
340341
42-143
308
318319
24.205
160-161
24
324315
138139
2627
102-103
218219
AM3IL313
158

6

310

258
29

32
254-255
145-149
4849
10k11
294
252153
254285
312
250281
2

258
236-237
152153
152153
151

176

2
8
125-127
84-85
204205
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THE ANSWER T0 WORLD PEACE IS 70 DIVERT ALL HUMAN CONFLICT AWAY FROM REALITY BY LOGGING ON T0 HEAT.NET NOWi!
e | | CONTENTS OF BOX--
ox makes it easy to play against live competition on the 1) HEAT™ CD (allows
HEAT.NET internet game network--more importantly, it is the bus on play almost etlh‘ of yoﬂffnﬁtfﬁa?,ﬂ:?ag%gﬁgﬁﬂgf %g:t?”
™ ™ ' i
Quake}* WarCraft lI™and Scud: Industrial Evolution!™) 4

the road to world peace! CyberDiversion Theory says, if we divert
humankind's primal aggressive urges away from reality and onto the  2) six months' premium membership (earn frequent player Boiits

internet, we can end real-lfe violence and ¢reate lasting peacel! compete in tournaments, gain access to the latest games
3) a month's free internet access ? )

) exclusive HEAT games, includi Al
and Net Fighter e, ‘”d“d‘“%f) ,ﬁgj}l}mma," Alien Race}*
ity with the Wevement!)

" Y
= "

NOHMEAT IS THE ANSWER/

s e T ERNAa of Tt NEDICEVS SWNOFL.

Sl Mot e HEAT, MEATNET, Nes Figreer ard Al Racw e nckirarics of Tegalioft Neteota e Soud el Guokson and i daracrs g™ ot & Fich St D Drom 6 & ooy of Viacom Mew Mada, e &3 ofer gredut s
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Meet John. He's a gaming fanatic,
inventor and something of a pack-
rat. He's also got a little infernet
attic that's crammed to the rafters
with computer & video games and
accessories. All at prices that are as
low or better than any store or
infernet source.

Buy your

GAMES

at the right price, and get ‘em quick!

rour.

Internet
Attic

Search!
for over
6,000
games
with our
Findomatic

So, the next time you're wandering
the net, stroll up the stairs fo Uncle
John's Attic. The floor hoards may
creak but the price and selection are
always the best! If you're not on the
web you can call Uncle John diredt at:

1-800-397-7254.

Copyright 1996, Uncla John's Atiic. All Rights Reserved.

CIRCIF RFADFR SFRVICF #1681

iR Save Time and Money
IEMF""'lirtlering Games by Phone =

2 LysalSiores dop't |
Always ave e yamess
your Juusing for ur iz

RS Binari alyvice j_l_l 15 r_I,
E » Tais 2 faw minuis (o

| shup iz ;:uurzauus aud
snarizieat salespso- |

nlz in g pagses o

Gompuiar Gaming

AL Jorld’s Yl Ordzr Dl

Software Source
3003 South 83rd Swreet * Omaha, NE 68124
Phone 402-398-0223 Fax 402-398-(028

Receive Cash in 24 Hours for Used Games ‘
S

Receive 15% More in Credit For Your Games Now!!

11TH HOUR 17.98 MIA2 ABRAMS 2925 ANDRETTI
1942 PACIFIC AIR WAR 24.95 MECH 2 MERCENARIES 2495 BEYOND/BEY
AGE OF RIFLES 24.95 MYST 1525 BUSTMOVE 2
AGE OF SAIL 24895 MYST2 3298 COMICONQR
A-ID 2 2485 NASCAR 1995 CRASH BAN
ALLIED GENERAL 15.95 NASCAR 2 2895 DEST DERBY
BETRAYAL INANTARA 1325 NBA LIVE %7 2693 DOOM
BEAST WITHIN 16.95 NEED 4 SPEED 2 2795 JET MOTD
LODD 19.08 NHL 97 2695 LEGCY KAIN
CLOSE CUMBAT 18.95 NEW HORIZONS 2198 MECHWOR 2
CIVILIZATION 2 795 PANDORA DIRECTIVE K95 NAMCO 1-4
€ AND CONQ RED ALERT 2825 PANZER GENERAL 14.95 NASCAR
CONQUEST NEW WORLD 19.95 PHANTASMAGORIA 2 2655 NBA LIVE97
DIABLO 2995 PRIVATEER 2 K95 NIMSPEED2
DEADLOCK 19.95 QUAKE 29.95 PANZER GEN
DAGGERFALL 2795 RETURN TO KRONDOR 2995 PGA 97
DARK FORCES 2 3395 REBELLION/STAR WARS 3305 RES EVIL .28
DUNGEON MASTER 2 1495 ROMANCE 3 KNGDOM4 2895 SOUL BLADE 1145
DESCENT 2 1995 SHIVERS 2 2235 SUIKODEN 31.95
DUKE 3D 2395 SIM CITY 2000 1995 TEKKEN2 N9
3 1895 STEEL PANTHERS 2 2795 TOMB RAIDER 425
FI2LIGHTNING 2 2895 STONEKEEP 17.95 TN BASS97 19.95
FULL THROTTLE 1495 SU27 FLANKER 2495 VANDAL HRT 3125
GRAND PRIX 2 2355 TFX 3 2495 VR POOL 28
HEROS M&MAGIC 2 2895 TOMD RAIDER 27.95 WARHAMMER 25
INDY CAR 2 2495 TROPHY BASS 2 29.95 WILD ARMS 3395
JANES ATF GOLD 228 US MAVY FTR 97 29.95 NINTENDO 64
LONGBOW GOLD 1225 WARCRAFT 2 22.95 MARIO 64 4798
JOHN MADDEN 97 1495 WARHAMMER 19.95 MARIO KART 49.95
LEISURE SUIT LARRY 7 29.95 X COM TERROR 19.95 TURDK, 64 5125
LORDS OF THE REALM 2 2425 WING COMM & 27.95 WAVE RACE 4995
MASTER OF ORION 2 2725 X COM: APOCALYPSE 29.95 BLAST CORP 4995
S e ——— - -
| SEND US 4 GAMES FOR TRADE 1 BUY 3TITLES BY } :,""L AND GET
| AND GET AN ADDITIONAL S10.00 I EREE SHIPEING ONYOUR ENTIRE: ¢
I INCREDIT WITH THIS COUPON 1 ORDER! . 1
1 EXPIRES 9/31/97 1 EXPIRES 93187 1

SEND US YOUR Uﬁ.nikl‘ﬂ_[).ﬁ‘._

L —— | [ —

THOUSANDS OF OTHER TITLES CALL NOW!
TO BUY: Please fill out your order ona regular picce of paper, include any previous or current credit, total
shipping charges and method of payment. We accept check/money orders/credit cards. Please send telephone
number,
TOSELL: Pleasc fill out alist of the games you are sending, all games must include original retil box, all
packing and original instructions, Send 1o above address. All defective or unboxed games will be retumed m
customer’s expense, Please include your telephone number when huying or selling.

SHIPPING CHARGES $7.00 FIRST TITLE S$1.00 EA ADDITIONAL
ALL PRICES GOOD THROUGH SEPTEMBER 30TH, 1997
CIRCI F READER CERVICE #4100



www.cdmag.com/chips.ht

CHIPS &BITSInc.

POB 234 DEPT 10924 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX B02-767-3382

COMPUTER GAMES: STRATEGY

On Line Drdering

or call 1-800-699-4263

Source Code 10924

i Reuease Pt Tou Rouixss Prct T Reweast Prce T ruease Puck drop for a struggle among barbaric hordes, Random map %ﬂ;“&qﬁw%‘m
10 Six 11487 835 Dark Reign MP 1 NOW 529 M Gathrng BattlemageNOW $35  Speed Tribes 04798 S48 generation makes every batile a frash new conflict, Multiple %
fth Legion NOW 348 Deadiock 2 NOW 46 MAX NOW S48 Star General HOW 543 terrains, animated graphics and over 80 types of heroes,
“chtung Spittirg NOW 540 Dominion HOW $40 mMAX2 02598 S48 Star Nations 197 546 creatures and warriors.
wdmeal Ancient Ships NOW 546 Dune 2 NOW $22  Magic Gathering NOW S37  Stareratt Expansion 12097 530 Broderbund {Slrala v
idvancd Covlization  NOW $39  Dungeon Keeper NOW $46  Mass Destruction  NOW S$38  Sareah NOW 547 Release Dale: NUVF C CD $48
\ge of Empires NOW S48 Emperr of Fadng SunsNOW  $29  Master of Magic KOW S41  Stars NOW 538
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s Rising 1197 $46  EmpreoitheAnts OX98 $43  Mechcommanger  NOW S48 Steel Legions 1147 s4 | have ovolved into powerful armies under carporate can-
iy Men 0358 $456  Evelution NOW $40  Mission Nexus Prime 12797 $4B  Steatosphote o208 s | Mol Take command of your own corporation and its
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3 & G Covet Oprtians NOW 522 Fragile Allogianze NOW S4B Pax Imperia 2 NOW S48 Tatal Annihilation NOW 847 . . )
SACGOAWSS  NOW S40  Frenyy 1287 44 Plague NOW $42  Tycho Rising now st¢ | POPULOUS:THE THIRD COMING' Large stralegics POPUL U
> & GRACreer Strke NOW 821 Galactic Mirage NOW 841 Populousd KowW 84 Uttimata Civ 2 Now s | canbe plannedand_er_lacled lmm_iullyplayahlc U'P‘”'“"“’- e iR cominG
> & C Red Alen NOW S48  Gallctic Challengs  NOW $18  Ragged Earnth 11487 834 Uprising 1187 548 'IM'EI'EDUS l?"ai" varieties(mountains, Duﬂarls, aerial views) |}
- &0Sois Surior 1197 $46  GriBmisof Hamninal 1197 S48 ReachforStars2  NOW S4B Whmme2 Dask Omo 11/97 §43 | Impose ditferent challenges on your warriors as you lead
car2 Heist 0208 $44  Rsbelion NOW $52 W Shad Hi Ratnow s | tfiem into battlo
Saptatsm Plis Heross MEM 2 Ex Pk NOW S35 SemperFi NOW S4B WarBesds now s« | Electronic Aris Stralegv&
Herossof MEM  NOW $32  SemlinelRetuns 0308 $45  WaiGamss o 55 | Release Date: NOW PC CD $46
Herces o MAM 2 HOW 835  Settlers 2 Gold NOW 838 Warcralt2 NOW 537 4 : .
ation 2 Weroes of MEM WE5 NOW S19  Seters2Missions NOW SI2 Warlods2Delwe  Now 541 | IF187cONIains an easy lo use quick start mode as
lzation 2 Scen Hiden Wars NOW S48 Shadowo!Emperor NOW $35  Warlords 3 Now se5 | “ell as delailed missions and campaigns. Jump
lay Warfare 1287 $45  Imperialsm NOW 43 Shattered Mations  NOW S48 Warwind2 1197 s3 | Mo combal and experience incredible graphics
ong HewWorkd Oix NOW $48  Imperium Galactics  NOW 32 Siege NA7 S48 Warwind W95 NOW §43 la:é'mh'aﬂn’;:r““m‘ explosions withaut ever apening
“onquered Kingdoms NOW 518 Incubation HOW 844 SimSatan 1287 §44 Wisdom of the Kings NOW 546 ;
Conquest By NOW SH4 Infinity War 1297 S48 Simoly 2000 Spec ESNOW 40 Wooden Ship on MaNOW  $38 R‘;‘I’;::g";aﬂ?ﬁaﬁ%“%lg%
Constructar NOW $42  Jagged Allance 2  NOW S48 Simcity 3000 197 594 Worms 2 197 S44 o
Corsais NOW KKND Extreme NOW $38  SoliersatWar 0298 43 X-Com Apocalypse  NOW $42
Dark Colony NOW §43  Lords Realm 2 NOW 339 Space Trading /97 546 X-Fue 01798 &8
Dark Reign Futre War NOW S48 Lords of Magic NOW S47  SpacewardHotd  NOW §24 2 NOW  $33 ‘CIVIL WAR GENERALS' The Battle of the Blue and Grey is
——7 | bigger, better and bolder. Mulliple campaigns covering battles
COMPUTER GAM ES: WAR from both the Eastern and Western Theaters are included in
NOW $18  BategmdWateoo NOW $32  Myth NOW S8 Syysngd oW 39 g‘;sn;:T"Jliitgfn;?;:ﬂﬂ’ﬁaéff;::fd BopariERLeeLiet
Alrika Korps 0498 842 Coil War Generals  NOW 848 Mapoleon in Russa  NOW 842 Steel Panthers 3 11797 343 SIena{Wat}
Age of Sali NOW $42  Cios2 Combat 2 HOW &4 PTO2 NOW 534 Stesl Panthers 2 NOW 529 Release Date: NOW PC CD $48
Aida da Camp 2 1297 $44  Closa Combat NOW 838 Pacilic General NOW  §43 SUl Prthers Crip 1:26a0W 515
il War - HOW $45  Custers Last CommndNOW 828 Pacilic Tide NOW 845 TACOPS NOW 544 . '
tlz of Bulge 0398 542 Dosve Battls of WWIL NOW 843 Panzer Commander  06/98 §45 Tank Resistance 2024 NOW 539 Pﬁ.N_ZEH SREARL GDI‘lI%m'S Gﬂ!ﬁﬂted
egmd Antetm NOW 41 Fith Flest NOW S8 ParGensral2  NOW S Tnind Rech now sso || TAMEMBCIA HOCKAQN AN, SEaTAo) iR g,
pe o Hole ’ i X ; Also, all new campaigns, play some from the
3attiegrnd Bulge NOW 828 Flth Fit ScenMod 1 NOW 3§18 Pangerblitz Q3mg 342 TigersonProwi2  MOW $42 | Allied side. New Interactive terrain reflects bat-
dattlegrnd Bull Run  NOW 842 Great Battls Alexander NOW 540 RELee CW General NOW 528 yyietory Bundle  NOW $20 e uamaqé Multiplayer support o s
attiegrnd Gettysbrg NOW 532 Harpoon 97 NOW 544 SU-27 Electine Bleld 10/98 46 War Ine HOW  $46 SSI[WBII‘ . ) 3
Jattlegrnd Shilch — NOW S30  Manof War NOW 541 Sid Meiers Gettysbrg NOW  S46 Wargme €5 3w/ CmpHOW 532 Release Dale: NOW PG CD $42 g ——;mﬁ_ !
BOARD GAMES ‘HISTORY OF THE WORLD' Starting 5,000 D HISIy- World
ASL Jatkosota NOW 510 Blackbeard NOW 527 Firg in the East NOW 558 Piercing the Reich  NOW  $29 years ago with the ancient Sumerains, a -
ASLLastMurah  NOW 314 Britannia NOW §19  Geronimo NOW §32  Ouebiec 1759 NOW  $22 succession of 49 empires rise and fall E: ” |
ASL Leathemack HOW 88 CaesarClWars  NOW 3538 Geltysburg ROW $15  Rail Baron NOW 519 across the globe. Command seven : R .
ASL Solo Rules NOW §20  CarWars Deluxe  NOW S21  Glory NOW 5§30 Rats HOw 24 gmpires in your attempt at conquest. ITAG
avCivllzation—~— NOW §25  Chanceforsvile  NOW $34 Go NOW §22  Reb&Regscoatz  NOw §25 | Avalan Hﬁl[Bnard ame)
v Souad Ldr NOW $38  Circus Maximus  NOW S§11  Grand Prx NOW $19  Riseof Luttwalle  NOW $19 Release Date: NOW BG 527
\dv Third Reich~~ NOW $38 Civiluzation NOW 529 GreatWaralSeal NOW S$32  Risk NOw 527
\ge of Renaisance  NOW $42  Colonial Diplomcy  NOW  $42  Hannibal NOW $32  Robo Rally NOW $33
e Baron NOW §27  Crisls Sinal 1973 NOW $25  Harpoon Box Set NOW S0 Sam Gram NOW 42 'DIE HANSE' Sail across the length of Medigval
Mexander at Tyre  NOW S18 D-Day NOW 516 History of World NOW $27  Samural Swords NOw $35 Europe as a merchant of the Hanseatic League,
Anclent Empires  NOW $29  Danger Zone NOW 525 Hobbit Adventure  NOW $29  Semlersof Catan  NOW S30 vying to be the first to fill your house with valuable
army Hearlland NOW $36  Daysof Decision 2 NOW 582  Invasion Norway  NOW $30  Space Chess 30 NOW 535 goods. As you baltle the North Sea, you encounter
s & Allies NOW $35  DecisioninFranca  NOW $15  Jana NOW $38  Squad Leadar NOW  §23 plrates and blockades as you make your way home.
Banfe for Germany  NOW §12  Delwse Dipiomacy  NOW $42  Kingmaker NOW $19  Statogo NOW 14 English translation Included.
attle for N Africa  NOW $32  Die Hanse NOW $55  KnighimareGhess  NOW $13  TomsRevoltion  now $1a | Mayfair Games (Boardopame)
alties Frgnn War - NOW §42  Diplomacy NOW §19  Kiiep! NOW §32  Tho'ds now 26 | Release Date: NOW BG $55
Batties of Alexandr  NOW $33  Dragon Lords NOW $20  La Bata de Ligny NOW $39  Tracks to Telluride ~ WOW 842
Fatipspace NOW 26 Empire Bullder NOW 525  Longstroet's Assit  NOW §22  Tralnsport Austla  NOW $17 ‘LANDS OF LORE II" You are Luther, cursed son of the
Baftiglech N Ed.  NOW $19  Fed & Emplre Dk NOW $33  Lunch Money NOW $15  Workdin Flama Dlx  NOW  $50 Sorceress of Darkness, exploring treacherous lands in
Black Weonesday  NOW $32  Feudal NOW $18  Panporblitz 2 NOW $25  Zomdort NOW  $36 ssaui:h of anclewnt miauici ithUIler power that will release
T e 1| vou from your vile birthright.
HINT BOOKS | | Virgin [Rnlaplauyh;g;
ane of Empire NOW S16  Eanhsiege 3 197 $16 Mechwamior3 1107 $16  SWAT2 war sie | Release Date: 08/97 PC CD $48
Agents of Justice  NOW $16  Elder Serolls 2 NOW $13  Might & Mapic 6 HNOW $16  Simechy 3000 How  $16
Betrayatin Amara NOW $16  F-22 Raptor NOW §18  Mysi 2: Rlven NOW 16 Starcraft HOW 16 ‘RED BARON II' You will become immersed
Civilization 2 HOW $16  Fallout HOW $18  Mylh 1/97 $16  Stewl Panthers 3 1147 $16 in World War | and the career of the brave
Curse of Monkey lsle NOW $16 Heavy Gear 187 5§18 Paximpuia 2 NOW §16  Tomb Raider 2 17 510 young man who pilat the flying machines in
Dark Forces 2056 NDW S16 Hewen 2 NOW §16  Populous3 97§16 Ulima 8 oW §$16 the dangerous dawn of aviation. Engage in
Dark Reign HKOW S$16  King's Questd 1237 $16 Quake NOW $16  Utima Online KOW  $16 deadly dog fights, slrale an enemy aero-
Death Trap Dungeon NOW $16  Land Lore 2 NOW $16 QuestforGlory s  NOW S16 War Wing 2 e $16 drome as you line up your nemesis in your
Diablg NOW $16  Loeds of Magic NOW $16  Heballion NOW $16  Warhammer 2 NOW  $16 slghts,
Dominion NOW %16 Mask of Eternity 1297 516 Fed Baron 2 NOW $6 Warlords 3 Now $16 s'BI’I’ﬂ {Slmulatlan
Dungeon Kesper HOW $13 F.le:l:l:ammsaﬂrr. ﬂ? suiI Return to Krondor — 11/97 816 X-COM: Apozalypse  NOW  $16 Release Dale: NOW PC CD 552
COMPUTER GAMES: ARCADE | COMPUTER GAMES: TRADITIONAL )
D U Poll Creep Nght NOW §36  Jet Mato 1T $43  Batesnp  NOW $30 Mty Pyihn Magod Lickow 45 | TOMBRAIDER2' Lara's back. and better than ever, with new
3D U Pbll Lost Catnt NOW S35 Last Bronx 197 S8 Bogyle NOW $28  Monopoly StarWars NOW S¢B | MOVES.aNew undenwaler environment and a whol new arse-
D UlaPinbal  NOW 529 MagcAmmageddon NOW S84 CaesasPalace 1297 S38  Pictionay vow si | Mal Explore huge, exotic plaform-based 3D enviranments
Balis of Steel NOW §32  Overboard NOW $44  Chessmaslor500 NOW S37  PowerChessod  1u97 a5 | roundthe world. solve puzzies and kil D"“‘E'é Acti
Bomberman NOW $32  Pro Pinball TimeshockNOW 528 Dragon Dice NOW 346 Scrabble now  s19 Release Date: 11/97 gsc[cﬁ &2
a4 Psybadex 1197 839 Hong Kang Mahjong NOW 521 Shanghai Double PackNOW  $28 | %
NOwW $44  Pum 3D NOW $28  HotWis Csim Cr DsgnMOW  $40  Shanghai Dynasty 1297 $40
17§42 Virtua Fightes 2 NOW 539 Hoyle Board Games HOW 529 Shanghail 63 1247 $39 |
Frogger 11/97 $38  WWF Wrestling 3D 1287 S48 Hoyke Casinn 98 1147 8§29 Sony 147 528
Full Tilt Pinbail 2 NOW 824 Youngbinod 1147 8§47  LEGO SeaChallenge 01/98 $44  You Dt Know Jack 3 NOW 28 |
HEDZ NOW $38  Zomp NOW 8§18  Legolisland HOW 838 You Dot Knw Jk XXXLNOW 838 | = e = -
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'STAR TREK FLEET ACADEMY" Bafore Captain Kirk, Commandar
Chekov and Captain Sulu were legends, they were cadels at the
most celebrated school in the universe, the Star Feet Academy.
Test your ingenuity, leadership and courage and determing if you

have what It takes to graduate 1t in your class,
Inlerplnt\’{ﬂdvsntuwg
Release Date: NOW PC CD $5

‘HEAVY GEAR' Pilot one of 16 Heavy Gear war
machines, as well as Striders and other armored
vehicles. Gears are capable of agile, humanoid
movements. Construct your own Gear, then pilot
it with your exact customizations.

Activision tSimulaﬂung
Release Date: NOW PC CD $4

'EARTHSIEGE 3' Experience the Future
Wars as a Corporation, Cybrid or Rebel,
Engage in squad-level combal. Choose
from 40 fully-configurable vehicles, 45 plot
missions and an unlimited number of ran-
dom ones in real-time. Inlernet, network or
modem play.
Sierra (Simulation)
Release Date: 11/97 PC CD $49

‘THRUSTMASTER NASCAR PRO STEERING
WHEEL' faatures wheal mounted buttons used for
shifting, rev limiting or other racing functions,
separale pas and brake pedals, positive-throw
shift lever with tactile/audible feadback and more,
Thrustmaster Hardwarag

Release Date: NOW PC $10

‘THRUSTMASTER MILLENNIUM 3D° Raise shields, identify
your target, and wilh the exclusive 30 piteh-over grip, swing
araund and wipe out your opponent, as you walch the explo-
sions np through your enemy’s hull.

Thrustmaster (Hardwara)
Release Date: 10/97 PC $79

‘FAONT PAGE SPORTS FOOTBALL'98 Featuring
greater arcade play, play-by-play commentary and
player cards for every starting player in the NFL,
Motion-capture technology and multi-season
career play keep it exciting. Interngt, modem and
network play.

TIVEHLOOA L

Sierra [Sgoﬂs
Release Date: NOW PC C

'STARCRAFT* You must gather your resources to
accomplish your goals, gither freedom or galactic dom-
~ ination. Play 30 different missions in space, on planets,
| within installations. Scenario and map editor allows you

lo creals your own campaigns.
Blizzard (Strateq 5!
Release Date: NOW PC CD §

‘CABIN FEVER:SHOWBOUND' How about a
weekend stuck in a cabin with nothing to do
bul play strip poker with3 gorgeous women?
Advanced poker engine and hilarious story

elements
Art Worx (Adult)
Release Date: NOW PC CD $34

| | 'VIRTUAL VERDNIKA' The game play is hot, and 5o it
(| Veronika. She's every man's fantasy and she's all yours!
| Awesome arcade style game play, bonus levels.

| ew Machine (Adult
Release Date: NOW PC CD $4

‘DIVA X:REBECCA™Do you know haw o get fo the
Avalon Agency?”, She asks in a sexy French
accent. You kindly offer her a ride to her destination. Her
eyes engage in silent conversation with yours. From
there - the adventure bagins!

Pixis {Mulg

Release Date: NOW PC CD §3

‘ROMSOFT 6 PACK' Doubla
Down, Doors ol Passion 2,
Sensuous Girls in 30, Massive
Melans, Touch Me, Feel Me and
Private  Screenings are what
you'll get in this sexy 6 pack!
Romsalt (Adult)
Release Date: NOW PC 6-CD $32

Tirie

Piviase Pasci
101h Mangt N9 S48
1943 Euro Alr War - NOW  $44
BB3 Hunter Killer  NOW 46
ATF 93 NOW  $46
AH-G4D Longbow 2 NOW  S46
AH-G4D Longbow Gid NOW 5§46
AHX-1 NOW %47
Aces: X-Figniers 1A7 S48
Alr Cmbt Ny Firs 97 NOW 545

o GIgNOW  §34
Air Warrior 2 NOW  $43
Anarchy p2Ha S41
Armored Fist 2 NOW  $46
Comanche 3 HOW $39
Conquest of the Skies11/37 848
Daylona USA DIk HOW 842
EF 2000V 2 HOW 845
Earthsiege 3 1187 849
Extrama Assault NOW 843
F-15 1187 848
Bugriders HOW 540
Chromaform WE7 $46
Daikatara 1297 §48
Dark Forces 2.0e01 NOW  $53
Dead Uniry 04198 $45
Defiance how $40
Dreams NOW 548
Duks 3D Plutniym Pk NOW 526
Duke Nukm 3D AtomichOW 846
Enigma 1197 539
30 Ubtra Minl Golf — NOW  §42
ARC Mndy Npt Fbll 9811797 $45
Aaron vs Ruth W35 NOW 839

Adidas Power Soccer NOW  $32

Al Star Baseball 98 NOW 844
Bass Msirs Clssic Pro04/8 842
British Open Goll ~ KOW 824
FIFA Road Wild Cp SBNOW 846
FP'S Baseball 88 HOwW s28
FP5 Football 98 HOW 828
FPS Golt Add-On_ 11/97 529

Altc ACS55 Spher Sys NOW §152
Assassin 30 Contilr - NOW 858
Assassn 30 W Womn HOW 859
CH F16 Combatstick NOW 880
CH F16 Fiphterstick  NOW $100

CH F1G Flightstick ~ NOW 835
CH Force FX HOW $160
CH Game Card 3 Auto NOW 526
CH Jane's Combt StckHOW 871
CH PG Gamepad HNOW §19
CH Pro Pedals NOW  S80
INTERACTIVE
2060 Orlental Sex  NOW 350
Anal Blackjack Row 528
Astan in Widdand — NOW 839
AssTroids HOW 840
Buster Charry HOW 845
Cabin Fever ROW §34
Car Wash Angels HOW 536
Casting Couch NOW 538
Circus NOW 323
Club Catering NOW 519
Grystal Fantasy HOW 834
CyberSirip Poker HOW 536
CyherXpasience NOW 829
Dirty Tricks oW 839
Diva X Ariana KOW 338
Diva X ) HOow 339
Diva X Rebecca KOW §38
Oream Maching NOW 336
Dream Machine 2 HOW 548
Duke Screw'em HOW  $46
Face Jam oW §27
Fantascenes NOW  §36
Fantascones 3 HNOwW  $39
Fantascenes Anal  NOW 838
Fun House how 833
Girltiend Donna ! 549
Girttriend Ten HOwW 539
Girlersend Tracy NOW 533
Hol Leather 2 NOW %25
Imaret SeymeeB1 2 NOW  S49
Island Girl Reson NOW  $39
Japan Interactive NOW $46
| Latex NOW  £44

COMPUTER GAMES: SIMULATION

T Recease Pace T Reesse Prce Tme RrLcast
F-16 Agressor NOW 548 Jat Fighter 3 NOW $35  Samd Warnors HOW
F-22 ADF /87 548 Jel Fighter Fll Burn 1197 846 Scimn Dmins Europe 1197
F-22 Lightning 2 HOW $29  Joint Strike Fighter  NOW 544 Sierra Pro Pilot Haw
F-22 Raplor NOW S48 M1 Tank Plaloon2 06/88 852 Sitent Hunter 2 0998
Fih 18 Korea NOW S46  MSFhght Sim 88  09/08 S48 Sint Hntr Pl 1-2 23 NOW
F16 Fightng Faicon  NOW  $48 MW Mercenaries 3DIxNOW S48 Spearhzad 1147
FA 18 Homel W95 NOW 344 Mech 2 Battlepack  NOW 842 Spearhzad Exp Pack 1287
Falcen 4.0 0498 $52  MechWarrior 3 1297 852 TN Maotr Spris Hdore
Faleon Gold NOW  §29 i Alley 197 546 Tanarus NOW
Fignier Duel 2 NOW  $39  Nascar Racing 2 NOW 538 Tank! o2ee
Flight Untimitza 2 I'.'Uw $44&  Nscr Reg 2 Bsch Srs 1197 530 Team Apache 29
Flying Corps Gola §48  Qutlaw Racars T2e7 539 Test Drive 4 NOW
Fiying Nightmares 2 542 Planet Texas HOW S48 Touring Car NOW
Flying Tigers 548 Prvateer Darkening  NOW 538 Virus ROW
Hardwar $46  Profiteer 0398 $45  Wing Com Prophecy NO
Harrizr 2020 $45  Red Baron 2 KOW $50  X-Car Exprmntl Ren NOW
Heavy Gear 548 Road 10 Ingy 500 NowW 544 X-Wng V Tie Fghter  NOW
Interstate 76 $39  50DA Off-Road Acng NOW 548 iF-16 Viper now
Interstate 77 S48 SU-27 Flanker 2 187 $43  iF-22 Raptor
J Fghir Lghtning Stek 11/97 8§43 Sanrace NOW S48 iPanzer 44 1287
COMPUTER GAMES: ACTION
Freglancer 197 44 Postal NOW S48 SpecOps 1497
Gatherer NOW S42  Postal Level Editor  11/97 848 Star Trk Frst Contt. 1187
Hammer Strike 0498 546  Cuake 2 197 382 Tema Victus 0238
Haxan 2 KOW 552 Requiem 0488 $46  Tomb Raider Now
Haxen NOW S Resident Evil NOW  §42 Tomb Raider 2 11/87
MOK NOW 545 Scud 1197 535  Tremor for Quake  NOW
Monal Revenge 1197 S44  Shadow Warrior HNOW 347 Trespasst Jrssic Park 12797
Hightatl 1197 $44  Shadowmaster NOW $45  Turck Dingsr Hunir 2 0398
Ouwars NOW S48 Shadw Wrrior Add-OnNOW 519 Unreal HOW
Outlaws NOW $48  Sin 02798 349 gED for Quake now
COMPUTER GAMES: SPORTS
FPS Goll Bundie NOW S48 Links LS 38 oW 545 NHL Power Play 88 NOW
FPS Skiing NOW  §47 M5 Baseball 3D HOW 343 P3A Bovding 2 Row
FPS Trophy Bass RvisNOW S48 Madden FB 98 NOW $46  PGA Tour Fro how
Hard Ball 5 Enhanced NOW  $19  Mieague Baseball 6 NOW 534 Tony LaRussa 4 How
Hardhall & HOW $46  Mieague Football 3 NOW 534 Triple Play 95 NOW
Heroes of Iron Grid ~ NOW 844 NBA Action 98 1797 544 Trophy Bass Rivers  NOW
Hoaves Thunder HOW 8§35  NBA Live 98 NOW 546 Vi Baseball 97 HOwW
Jack Nicklaus Goit 5 NOW 8§45 NCAA Fonthall 88 NOW S48 wilD NOw
Jack Nicklaus Guoll 87 NOW 846 NFL OB Club 98 HOW $42  World Series BBall 98 NOW
Kick 011 87 NOW 844  NHL Breakaway 88 NOW S42 Worldwide Soccer 98 NOW
Legends of FBO8  NOW 833 NHL Hockey 98 NOW 845 Wrid Gup GIf Dor Bch NOW

COMPUTER GAMES: HARDWARE

§48
£48
£48
sa2
S48
$i9
8
6
e
§19

§48
§35
§50

545
549
2
sz
$42
£

19

CH Pro Throtle NOW S102 Labte LGS 2612 SpkrsNOW $112 TM FLC F16 System  NOW $108
CH Racing Wheel  NOW 854 Ltech Cyberman2  NOW $89  TM Flight Contr Pro NOW 599
CH Renp Whi WY Pdal NOW 887 Ltech Wnphn Warnior NOW  $85 ™M G NOW 574
Gravis Firebind 2 NOW $65  MS Sidewinder Pro.  NOW $B5  TM Game Card HOW 525
Gravis GriP Contrllr - NOW 885 MS Sidewinder FF ProNOW S153  TM Milinm 30 Ineptr NOW 579
Gravis GriP Pad 2 Pk NOW 824 MS Sidwinder Pro ParNOW  $39  TM Nascar Racng WRINOW $108
Gravis Grp Stnd Alne. NOW 869 Sound Blaster 64 Val NOW $149  TM Phazer Pad HOW 547
Gravis PC Game Pad NOW 818 Space Orb 360 NOW 875 TM Pro Play Golf Sys NOW $499
Gravis PC Gamepd ProNOW 827 TM Driving Control T2NOW S108 TM Rage 30 Pad NOW S48
Grv GrpdGm Pad Adpt NOW 318 TMFI8TQS HOW 5108 T Ruclder Conir Sys NOW 893
Joyswilch NOW 342 TMF22Pro HOW 8128 Verbal Commander  NOW  $85
COMPUTER GAMES: ADULT

INTERACTIVE MaTion STILLS
Nightwatch In1 3 NOW 846 101 Sex Positions 2 NOW $24  Adultimage Lib 2+ NOW 525
Dutpost 69 HOW 840 AsiaX NOW 529 Adult image Libry  NOW  $19
Panddora's Paker HOW 835 Asian Pasadise NOW $39  Amateur Modeis 2 NOW S22
Penstration HOW $16  Bacchus SixPack  NOW S$45  Amateur Models How S22
Ponthouse Interact ~ NOW 838 Black Book NOW 8§34 Aslan Pearls 2 NOwW 528
Fleasure Zones NOW 8§29 Cat House NOW 819 Asian Pearls 3 NOW  S24
Poker Party NOW 539  Deep Throat Girls & NOW 825 Asian Pearls HOW 529
Parn Mania NOW $29  Deep ThiiGrls 4Pk NOW 849 Bankok Beauties Now 519
Porninis NOW 524 Geisha's Secrels NOW 512 Beverly HICall Gris  NOW $19
Provate Prison NOW S44  Glamor Girlg 3 NOW 519 Busly Babes 3 NOwW 538
Samurai Pervert 2 NOW  $64  Hist Of Blue Movie  NOW $15  Busty Babes d NOW  $39
Em TV 2 NOW $25  Jage Palace NOW  $19  Celabrity Nudes NOW  $26
Sex With Jena NOW 848 Kama Sutra HOW $24  Domin-A-Trix 2 HOW  $24
Sex The Game NOW 838 LaBlue G4 NOW $22  Domin-A-Trix oW %19
Shock:The Game HOW $48  LaBlue Grl Sem HOW $25  Fite AmerMais3  NOW $19
Space Sirens NOW 834 Mystique Orient2  HOW $24  Elite AmarMals 4 NOW 19
Space Sirens 2 NOW 834 MNewMchine 6 Pk2  NOW 844 Eide Centefld Mdi2  NOW S24
Strip Poker Pro 2 HOW §39  NewMchine 6Pk NOW 842  EiteColigaGirs2  NOW 524
Strip Tease NOW S$19  Platinum Six Pack  NOW S44  Elite Euro Mdls 3 How 819
Tims Waep NOW S84 Racquel Released  NOW $12  Elte Euro Mdls 4 HOW 819
Unra Stots NOW $28  Racquele in Wild KOW 524 Ergtic Playground .
Llitra Vixen NOW  $49 Romsalt S Pack NOW 536 Japanese Pearls NOW
Vanus Playhous2 NOW  $29  RomsoM Six Pk 2 NOW 529 Lahbn Lust NOW 525
Virth Las Vegs Nit NOW %29 Soxin Public Places NOW S$16  Lingerie Models NOW  $19
Vinual Golden Eye  NOW 844 Sexy Six Pack NOW 835 Mega Pix
Virtual Sex 2 HNOW 839  Seymore SixPack NOW 539 Ropes & Chains
Virtual Sex Shogt NOW 849 Swedish Erotica HNOW $19  Secrt Treas Japan
Virtual Valerie 2 NOW S$36  Tokyo Nightlite NOW &48  SelectaPet
Virtual Veronica NOW 548 Tokyo Nymphs NOW $18  Shackles 2
Virtual Victor NOW  $42 Twin Angels 2 NOW 3528  Shaved Pink
Virtually Yours 2 HOW 539 Venus s NOW 520  Tabloid Beautws
You On't Kow Dick  NOW 535 Virgins Vel 3 NOW 533 Tnple Penstration NOW S§18
Zoom NOW 836 X-Rated Bloopers NOW  S27 Village Coll NOW 529




ps.
or call 1 8l]l] 699-4263

Source Code 10924

COMPUTER GAMES: ADVENTURE

Ting Aneass Prer Tinee Fiiasi Prste Tine st Pasti Tine Rivease Pract
20k Lgues Undr Sea 11/97  $48 Dark Side of Moen 11797 S48 Myst 2 NOW §52  Solsr Crusade NOW 44
Tth Guest 2 Was NOW %29  Down ol Darkness  NOW S48 Neverhood NOW §50  Space Quest 3000 NOW $45
Adon Quost W95 0196 $43  Death Trap Dungeon NOW S48 Obsidian NOW $35  Spycratt W95 NOW $19
Adrenix Criss 098 $45  Delilum NOW $25  Overseer 1297 §54  Star Trek Voyager 1197 S48
Agvemutes Lega Isle NOW 839 Deman isle NOW $48  Pandemonium HOW $39  Star Trk Sir FlAcad  NOW 855
Alien Earth 0398 S$45  Discworld 2 NOW S44  Pandora Directive  NOW 546 Starship Titanic NOW 846
In Dark Tidogy  NOW $25  Ecstatica 2 KOW 84T Patriot Gamas NOW S48 Str Trk St Vien Fry 12497 84

wed and Deliious NOW 8§46 Excalibur 2555 NOW $48  Phantasmagora2  NOW 854 Super Stardust NOW &
Arrival NOW S48 Fighting Fantasy NOW £40  Planetfall 01788 844 Surreal W5 HOw 842
Atlamiis KOW 840  Gabwiel Knight 2 HOW $29  Palicz Quest 5 SWAT NOW $28  Temwijin HOW  S4
Badlands 0298 848  Gundam NOW 344 Power Dolls HOW $30  Amival HOW 845
Beawis Bulthd Vit St NOW 829 Hunter Hunted NOW 845  QuestforGloryd  NOW 848 Tone Rebeliion NOwW §52
Black Dahla HOW 846 Joumeyman Projt 3 0198 S4B Redguard NOW 854 Twinsen's Odyssey  NOW 847
Blade Runner 11787 548 Kings Quest 7 NOW 318 Respecting 0398 S45 Uik HOW §42
Blug Heat NOW 343 Kings Quest B Mask 1297 S48 Retwmn o Krondor 0008 $45  Versaille NOW 344
Byzantine HOW S48 Kinps QuestAnth 2 NOW 836 SWAT2 NOW $48  Warcrall Lord of Cins 1187 546
Caltahns Crsim Stoon NOW 834 Last Express NOW 839 Secret of Black Onyx HOW S48 Wheel of Time NOW 846
Curse of Monkey Isle NOW 838 Leisure Suit Larry 7 NOW S48 Shadow of the Comet NOW  $12  Zombieville HOW 40
Dark Camelot 0398 S48 LostMnd DiBrain2 NOW 842 Shadows of Empire  NOW $47  Zork: Geod Inguisitor NOW 548
Dark Earth 11787 546 Lost Vikngs 2 NOW 528 Sign of the Sun 187 334 Jorkhemusis HOW 529

COMPUTER: ROLE PLAYING

vil of Dawn NOW  §19 nragm!rrf\" now $39 Magesiayer NOW $30  Swords of Heroes 10098 S48
ena Deluee NOW 47 Eider Scrolis 2 NOW $39  Might& Magic6 11097 S49  Temaride HowW 542
Baldure's Gate 11A7 §48 Eldr Serils Mreowind 0298 854 Of Light & Darkness NOW S48 The Frsaken 198 542
Banlespire HNOW 548 Elric 1187 $45  Reaims of Haunting  NOW 544 Ulima 7 Series now 15
atrayal in Antara  NOW 847 EverQuest KNOW %44 Redemption 02/8 $43  Uilma 8 Pagan HOW §15
Beoken Sword 19T 545 FA Oescont Undormin NOW $46 Rims Ark Shadw Riva NOW 536 Ultima 9 Ascansion 0398 §52
Buccanper NOW 846 Fallout NOW 848 Sacred Pools HOW $48  Uliima Online HOW  $54
Dark Project AT 548 Knights Xentr PGI3 NOW 834 Shadows of Death 0398 $43  Ultima Undredd 1 & 2 HOW $15
Diabln NOwW 837 Lands Lore Grdns OstNOW  $48  Star Trk Final Unity  NOW 532 Wirandry 8 HOW 548
Die By the Sword NOW S48 Legey Kain Bld Omn NOW  £40  Stonekesp HOW 820 Wizandry Gold NOW 825

PEN/PAPER ROLE PLAYING GAMES

ADLD GURPS

ADAD Core Rules  HOW %38 Aliens HOW 814
ADED Sup Rules NOW 359 Autpdusl HOW 815
Combat & Tact HOW 8517 Ceitic Myth NOW 815
OM Guida HOW $16  Cyberworld NOW 814
Monstrous Mammal  NOW  £20  Dinosaurs HOW 815
Players Handbock ~ NOW 820 Espionage NOW  S14
Skills & Powers NOW $17  Fantasy NOW 815
Spalls & Magic NOW 818 GURPS Comp Il NOW 518
ook of Arifacts~ NOW 817 GURPS Rulebook  NOW 520
Charctr Gen Dice NOW 86 Gobling HOW 818
0 Screen NOW 88 Grimoire NOW 815
Playar Packs ed NOW 816  Mapic NOW 14
World Bldr Guide NOW 517 Hecha HOW  §15
Dragen Mountain NOW 525 Psionics NOW S$14
Labyrnth Madness  HOW 89 Reign of Steel NOW $15

ght of the Shark  NOW S8 Retigion NOW §17

4 of TPans NOW  §27 Rabots NOW 514
Powers & Panthn  NOW $21 Space NOW 514
Prayes ftom Faithil~ NOW $17  Vampire now - $17
Four lrom Cormyr  NOW  §17  Vehicles NOW 516
Tala of Camet NOW §25  Warehouse 23 NOW 515

Albedo NOW S$18  Mape Chroniclzs 1 NOW 519
Ars Magica 4th BEd - NOW 526 Mechwarrior now 813
Bloodshadows KOW $25  Mutation ]
Bubblegum Crisis ~ NOW 20 HNephiim s18
Call of Cthulhu NOW $18  News HOW $18
Cthuthu Live NOW 816 Nightspawn HOW %16
Changeling HOW 21 Ol Gods And Men ~ NOW 822
Changeling Scin NOW $15  Paancia FithEd  NOW 820
Conspiracy ¥ NOW $20  Pendragon 4thEd  NOW 518
Cyberpunk 2020 HOW 317 Rilis HOW  §21
Dragnince Sth Age  NOW 321 Robotech NOW s11
Earthdawn HOW S$18  RuneQuest SthEd  NOW 819
Exthdawn Comp KOW $15  Senzar nNow 811
Fading Suns NOW 522 Shadowrun HOW 520
HarnWorld 2nd B¢ NOW  $15  Skyrealms Jorune  NOW 517
HamnPiayer NOW %15 StarWars Aevised  NOW  §25
Heavy Gear NOW $25  Traveller NOW 524
Hvy Gear GM Kit KOW %25  Vampire 2nd Ea Now 24
In Noming NOW %25  WarhamerFantsy  NOW 519
In Nomine GM Pk NOW $13 Werewoll NOW 524
Macross 2 NOW $11 Wicherah NOW  $20
Mage 2nd Ed. NOW 21 Wraith NOW 524

COLLECTIBLE CARD GAMES

Blech BP Merc nOw 53 MTG 5th Ed BP NOW  S3
Bamietech Booster  NOW 83 TG 5th Ed SD NOW &7
Bawletech Starter  NOW S8 MTG Chronicles BP  NOW  §2
Dioa: Budl fun 1861 NOW S5 MTG Mirage BP NOW 83
Dr Who Boostar NOW 33 TG Mirage 5D NOW 58
Dt Who Starter now  s8 MTG Tempest BF - NOW 53
Great Dalmuti NOW 55 MTG Tempest 50 NOW 58
Haresy 50 KOW 86 MITG Visions HOW &3

sminati BP NOW 53 MTG Weatnerlight  NOW  $3

iminati S0 NOW 33 MTG Homelands How 82

SONY PLAYSTATION

ASCH Sphere 360 11787 868 Legacy of Kain HOW 850 Albert Odyssey NOW 852 PGA Tour 97 NOW 848 3y
Hupua Prophecy 0298 848 Lost Vikings 2 HOW 844 Battle Monstars NOW 834 Racars Megamix NOW 854 Release Date: NOW CG §7
Breath of Fire 3 1287 854 Lost World KOW 844 Croc NOW  $49  Rampge Weld Tour 11/87 8§46 ‘ALBERT ODYSSEY' Legand ol Eldean, Masquerads of
Broken Hutix NOW 346 Mace NOW 546 D & D Coltection NOW $49  RayMan 2 HOW 554 tho Impostor. In this fantasy role playing game. there
Bugrider's NOW 348 Madden FB 98 NOW 554 Dark Ritt NOW  §52  Sega Ages RUW 540 are up 1o five characters in your pany, you never know
Bushido Blade NOW 530 Mage Slayer NOW $49 Die Hard Arcade NOW 544 Sentinel Hetums ap sS40 what's lJOiﬂﬂ 10 happen. The Ofll'y way 1o find out Is to
Claytighter 3 HOW S50 Master of Monstrs 0298 549 Duke Nukem 3D NOW  S46  Shadoan NOW 550 ola? it mmugh.
Clack Tower NOW 543 Metal Gear Soiag HOW $56  FIFA Soceer 98 1198 $49  Shining Holy Ark NOW 546 :
i e ; Wi gl o1 Waorking Designs (RPG)
Death Keep NOW §52  Monster Rancher NOW  $40 Fighters Megamix  NOW 852 Shining Wisdom NOW 852 Release Date: NOW SAT $52
Deatn Trap Ongn ROW 850 NAMCO Musm 4 NOW $44  Hero's Adventures  NOW 842 Space lam How 842
Eirie 1197 845 NFL GameDay 98 NOW 843 Legend of Oasis NOW 846  Striker 96 NOwW 842
FIFA Soccer 88 1187 849 NHL Hocksy ‘08 187 840 Lost World NOW 846  Tecmo Suger Bowl  NOW 554 ‘FINAL FANTASY 7* Act oul your mercenary dreams while sav-
Final Fantasy Vil NOW §72  Ogre Banle NOW 549 Lunar Director Cul 12087 S46  Ten Pin Alliy NOW 552 Ing the planet. Spectacular animated plot sequances, Imprassive
Freak'n Fast NOW 546 Resident Evil 2 0198 $52  Mechwarrior 2 NOW 546 Tomb Raider 2 1a7 59 sloryline, three dimansional charactars, unprécedentad level of
Frogper 1187 S50 Shadoan HNOW 550 NEA Action 98 HOW 349 Uthmate Football NOW  S46 detail, great effects.
Heavy Gear 0298 S48 Soul Blade NOW $45  NBALive 98 190 $49  VMX Raving now s | SOny fﬂnlep!avlng
Mere's Advenlures  NOW $42  Suikaden 2 107 $49  NHL Greskaway OB NOW $49 VA Basoball 97 now <o | Release Dale: NOW PSX $59
Jet Moto 2 1297 S46  The Glove 1197 §68  NHL Hockey '98 NOW 40 WWF Wreatling 30 1187 852
Joust Epic NOW  S49 Vandal Heans NOW 546 Nascar 98 NOW  §49  Warcraft 2 HOW 844
Kings Field 2 HOW  £51 ¥aovious 30 NOW 544 Hinja 01/98 S50 Wrldwde Socor ‘98 1197 848

Visa, MG and Discover actepted, Checks held 4 weeks. MONEY DHDE‘N UNDER 5200 SAME AS GASH. COD S8 Prics, availahility, affer subjact to ch unry atany time. Relzase SEheguies|
and shipping limes ara a}prnnmala not guarantesd, and subjec! to change at any time. Hardware orders may require additional shipgin an:r handiing charges. Defectives replaced with
same produet, All sales final Call for details. Shipping and handiing charges calculated on a per arder, per shipment, and per item basis.
placed and the “per item” charge is charged onge Tor gach item grdéred a wl the "per shipment” charge is charged once Tor each shipment we make 10 you, Each United States arder w

MTG Fallen Emp NOW  $2  StarTrekNG Hdeek  NOW 53
Mid Earth Drapn NOW 83 StarTrekNG O NOW 53
Mid Earth Drk Min - NOW 8§83 Star Trek Stane: NOW 58
Mid Eartn Wiz BP NOW 54 StrTeekhG 5D NOW 57
Mide Eanh Wiz 5D NOW  §9  Star Wars BP oW 53
Monty Python S0 NOW 59 Star Wars 5D 57
Monty Pyihon 8F  NOW 54 Wyvern BP Lid Ed 82
Suar Trek Booster  NOW  §3 Wyvem SDLtaEd  NOW 83
StarTrekNG Al U NOW 53 ap oW 3
Star Trek NG BP ROW 53 NOW &9

SEGA SATURN

‘THE CURSE OF MONKEY ISLAND' includes all of the ele-
ments that made the series great but with a more highly
stylized, hi-resolution look. Through an intuitive interface
players pick up and use objects and tatk to various charac-
ters throughout the game,

Lucasarls (nduenmre}:

Release Date: NOW PC CD S48

‘MYST 2° will provide an exploration experience
through a new world filled wath 7,000 images,
over an hour of animation and original music,
raquiring acute skills of observation
Broderbund (Adventura)

Release Date: NOW PC CD $52

'MIGHT & MAGIC VI' The Mandate of Heaven, the
newest M & M edition contains an integral time clock
with multiple plots and story lines. Unique ‘skill based"
character development and over 1000 miles of virtual
terrain!

300/Mew World *Hule Playing)
Release Date: 11/97 PC CD $49

*FALLOUT" Set in the aftermath of a wardd-wade nuclear war,
it is your challenge to survive, asa person who has grown
up in a sechuled, underground  Survival | vaull
Circunstances force you outside, to a strange workd 80
years after the end ol modem chlzation A world of
mutants, radiaion, gangs and violence.

Interplay [Hnleplaving}

Release Date: NOW PC CD $48

‘ADVANCED DUNGEONS & DRAGONS DUNGEON MASTER
GUIDE' The essential manual for all information you need to
create and run thrilling sviord and sorcery adventures. Learn
all there is to know about magic spells, hundreds of davices
and Ireasures, battle, travel, and more,
TSR (Pen/Paper RPG)

Release Date: NOW RPG $16

'DEFIANCE' You are a test pilot for an awesome
new weapan when suddenly it is no langer a tast
First parson combat simulator, four levels of fira-
power, missiles and auxiliary weapons. Twin
baam laserlok firin syslem

Avalon Hill (Action
Release Date: NOW PC CD $40

‘UNREAL" In one seamless flowing world, race across
vast ouldoor and indoor environments, entér enchanling
cilies, and myslerious temples. Use Unfeal's easy lo use
object-oriented level-editor to design your own levels.
GT Interactive (Action)

Release Date: NOW PC CD $48

"WAR WIND I:HUMAN ONSLAUGHT" A greater
variety of vehicular, mechanized and assault unils
with special abilities, 4 campaign oplions, 46 sce-
narios. Multiple leaders with varying strengths
add to strategic challenge.

Mindscape (Strategy)

Release Date: 11/97 PC CD $34

‘MAGIC THE GATHERING 5TH EDITION' This deck contains 60
tradable game cards, randomily assorted, plus a rule book. Each
player must have a deck. This deck may ba enhanced with more
cards sold in booster packs.

Wizards of the Coasl (Card game)

include 3 12-manth subseription to Computer Games Stategy Plus Magazine, for which $10.00 of the arder cost will be allocated.

he “per erdar " charge is charged once per ord

S ——




SYMANTEC APOLLO INTERPLAY HOLLYWOOD *

E

ROBOTICS THRUSTMASTER SIERRA CH PRODUCTS ACTIVISION ELECTRONIC ARTS PRIMA SUNCOM MINDSCAPE DIAMOND ACCESS SOFTWAR

AN

Call to Order Mon - Fri 9:00 am -10:00 pm EST

CUSTOMER SERVICE, CALL 508-443-6125 Mon - Fri 9am - 5pm EST

WEB TV

Philips Magnavex
Surf the Internet
through your TV!
Easy to set up.
Comes with a

BIRTHRIGHT
Sierra

Role playing and
strategy; aliens and
magic; swords &
golnlpcal mlngual

NITRO 3D 4MB
'I 4 STB
incredible

video card bnng.\
game fo life
w:l‘£| millians of
colors and super fost
refresh rates| Comes
with four FREE
Activision full
version games|

PC anly #4B165

[FLYING
NIGHTMARES 2
Eidos
Inlelligent enemies
ond suporior cockpit
graphics make this
ame o sure winner|
? ke fo the skies and L

look downon i
beautiful texture.
maopped ferrain, ==

PC only JMISOB‘Z

ik - Eidos

8 Step carchully! Pluy
a5 an alien or
human and fight to
lake over Earfh,
Use yaur limiled
resources wisely|
Features incradible
graphics ani
smoath gameplay

IBM CD #47089

G-FORCE PLUS
Suncom

This fullsized yoke
gives the ullimate
realistic feel o flight
=im an rm:lnq f
gomes! Clamp itte §
yaur desk and 1ake
it oul lor a vigorous |
test drivel Perfect |
for any gamer,

PC only #39225

FULL ARMOR
—Micah

~"Protect your

48 maochine from

\k‘\ mecndermg

m ersl Password-

Rod Baron Il

erra
The best WWI flight
sm1 brlngs back ils
i-planes for more
y Jhe-sealol

40580 Alge Blosher 3, . . ..
45031 Algabra Smert CD.

45302 Borlltz Think & Tolk Franch.
44526 Concer/Wore Home.. .

46761 French Mowl. . ... ..
45101 GRE 1
A5485 GRE/GMAT/LSAT Rwﬁmp Bundia SRRy
44763 Getman Newl : 54
41478 Inside the GRE CD.. . el
45027 |nsido the SAT & ACT 97 CD . R
41500 Kids fun ond Leam mg Pack. PR

AG7 06 Latin Mowl .. ... 54
45554 Lot's Talk Abgul Ma G T
43672 logical Jovrney; Zoombinis G0 - . i1« £ 31

19954 Math Blaster In Search of Spat. ., .. ., v 28
A1 469 NFL Math - Second Edirien . . . i3
39861 Nina Month Miracla. . . . .
46775 Piana Discovery Softwore . . ... .
44522 Pieno Discovary System .. . ... AL
45323 Proctice Makes Parfoct Franch - 28
33405 Pun-Putt Goas to the Moen 21
33205 PunPutt Jaina the Parade 21
47563 PuPutt Travels Thru Time . 35
42888 Score Dullder for the SAT/ACT, ... ... ... 38
47074 Seaame SteetPreschoc] Deluze . . .. .. 33

47073 Sezcme Strout Toddler Debuxe . ... .33
47140 Solar System Explorer €D ., ... oo 00 20
46759 Sponish Mowl. .. oo e e 93
34938 Troaswre MathStorml ..o vovnn s 36
43981 Typing Totoe 7.+ o B
45454 Ulimote Word Atock, .28

HOME SOFTWARE

43638 3-D londseope ..o g
43924 Alpha's Homu Designer 30, el
47642 Amaricon Gree! CreataCord Gald | co48
4B0B2 Amaricon Greet Creatacard Plus .. . .. vl
A7193 Bost Home Plans by Sunset MNew ... .. 21
41820 Emergency Room. ... . ... ... g )
45090 Family Album Creasor. . . . . AP R ) |
43428 Family Trea Maker Deluxe Il . . 79
32419 Health Bundla . . .. ........... ey g
46738 MasterCook Deluxe CD . 38
9879 Mieta CoskBaak =410 s
41453 Micra KitchenTaste of Home 27
44495 Maney N 4 29
37344 Mulimedia Wmlbul' s 3 2 27
44163 Guicken Deluxa. | . . &6
45808 Viywsl Home 3D i 53
44093 William-Sanoma Good Cocking a8

CD ENTERTAINMENT

42072 20 Waorgamo Clawsier .. . i
45255 AHA4D longbaw: F. Paint Konm w4t I

CD ENTERTAINMENT CD ENTERTAINMENT CD ENTERTAINMENT

38164 Advanced Civilizafion o, . .uiyeveie. . 42
40882 Ago of Rifles w/Compaign Di e
45105 Age of Sail, . 43
42018 Alblon CD !
42746 Allen Trilogy . v vniivasiiivaiias . 40
44617 Archimedean Dynasty. -2
40377 Archives Moluma 1. o.o. ool oo 26
38189 Ardennes Offenive. .. ... ... o 45
5077 Armared Fiy 218MCD .. L N
20955 Aflanhks : L d]
47694 Bobylon 5: Shodow Wc:r: S A R b
45425 BonzaiBugl o ..o i
39477 Botroyal in Anbara . L. ih b e i al
Ere LT -

38614 Broindead 13, ,
42747 Callohan's Crow

40979 Chosshates

45075 Comoncho [l . A S
45075 Comancha 1130, . .. . .. o -1
34856 Command & Conquer [BM co.. LD
A2883 Command & Canquer-Covert. .23
45347 Command & Conquer:Red Alert ; .45
47290 CommandsConquer CounterSiike 22
45677 Conquest of Maw World Deluxe. . . . a8
45825 Crectures . , pnd e T ]
3630F Dotk Poroes Ll ot el Ak
41009 Dork Seed Il . 26
41941 Deathirop Dung!on NYR JrdB
45245 Dofinifive Worgome Coflociion, .

41585 Doscont to Undermountoin NYR .. .
40463 Destruction Detby. oo v vv v van o
41025 Drogon Dice
41566 Duke Mukem 3D IBM CD
46281 Duke Mukem 3D Plutonium Pok
473082 Duke Mukem Atomic Edition . . . .
40129 Elder Scroll: Doggerfall CD ., &,
45616 Emperor of fhe Foding Suns. . . .
38161 Enserainment Collection 1. . ..
A7771 Entertainment Pk for WinCE,
4568) Eradicator . ... .ivyoaas
40468 F-16 Fighting Falcon.
47691 F/A18 Homat . ., .
45253 FIFA Seceer 97 . .
A2075 Famayy Ganeral .
43135 Fasr Arazk

47053 Fischer's Eratic Enq':l':pcn A
36699 Flight Shep 186 CD

43033 Flight Sim: Scanary Pack .
44899 Flight-Great Airlinars

AZ886 Flying Corp .

39461 Gabrisl Knight Il

43130 Gearheads .

25444 Hommet of the Gads
41085 Horoas of MightdMagic CO

A7E75 Horons of MightiMagic 2 ‘xpcm 27
47938 Hollywood Magul . a9
45371 Hoyle Cosina Call ection a0
45370 Howle Paker . . .. . [LibL 15

rnmuiu cunrm ‘ou won't be able hard drives, aur-pants feell
sutfi m_:' from your to put this game |cons directories, Klun | your own
couch Infared down| Features and documents! missions and camry
wireless keyboard nebtwork an A comical knight them out in o
olso available modem play. grants every wish network gamel
Win 3.1 disk <D
Part #47756 Win®5CD #48174 #47385
iF-22 RAPTOR F-15 TALON NCAA FOOTBALL STRIP POKER
Interactive Magic Suncom ‘98 VOL 2 - Artworx
Fly over thousands Features 12, fully- Electronic Arts 24 beautiful ladies
of miles of beautiful togrommable Wark your leam would like to ploy
terrainl Onee you uliens lo creale o hard so they can poker and “beat the
enter the realistic unigue gumm% %oy in the 1998 nts off youl”
cockpil, you won't environmenl. Easy L range Bowll Eandum ploy means
wanl to lond| Mew instal ﬂllun to get ~Tealures great you geta d:ﬁnmnl
i systam means no ﬁu into the cockpit (Inums from the past se vence of imoges
repeated missions| haurs of light and present. Chant Ih each game.
sim fun! § along with the Fn.-mures hies
mn Jqs CD ST I |CS|
447385 PC only #39876 [ IBM CD #48072 ?BP-E CD #47116

43407 Haylo's Classic Card Games . .5 ..., . 25
41170 Id Anthology. . ALt e
40463 IndyCor Recing Wk 3 a0
45019 Infocom Marlerpieces. . v v v s issis s 19
37204 letfighter HIBMCD. .. ..000s SRS )
21045 Jerfighter ll; Mission Disk . .. .. Ee e )
40703 Jiglaw Pewer . . . : 5 .29
42488 King's Guast Cnmprmnﬂ " 1%
41134 lands of Lors 2:Guardions .. .. .. 47

43167 Legend of Kyrandia Series. . .
44954 Leiswro Suit Loy VI IBM CD
A7753 Level Master IV Dicblo
A7371 Links 1S Voldueramma COX,
47373 links 13 Yothollo Course ,

A6384 Unks;5 Coune Lbrory 43 Cals Y .20
45376 lords of the Realm 1l . .00 . 50
45679 MARL. . .o n e sl
AS2Z0MDE ... ol
47128 Marble Drep €D, e i e 224
40234 Mastar of Orion Il: Antares . . . g 26
44409 MachWarrinr 2 Marca a7
42741 MagaRaze | CD 21
41264 Might & Magie Trlogy . .20
40670 Monopaly. R e A D
A7570 Muzzhe Velocity ]
SIS0 N L e e A e 38

15

44237 Ol)'mp c Gemes/Scccer IBMCD . ..
-0 et e e e m A
A089Y P:Imc of Persio C:zho. MO AT v
30862 Privotesr Clomsie oo iueiveianin
39290 Puzzle Power . ... ...
38445 Quoke IBM CD ,
46929 Quoke!Mission Pack Me,1 . ..

446930 Quoke:Mission Pack Me.2 (.0 000 27
43796 Guet for Glory Collection, . . Vied
474D Rednock Rompoge. ... . . 48
41813 Redshifr 2. . vV iunn s

40428 Ripper: Cyberpunk Mystory
388635 55M-21: Sea Woll Clossie. .. .
35591 Sabro Team IBMCD. . . ... ..
43125 Shodow Warrior .. ... ..o
40458 Shodmws Cver Riva .
41247 Shannara . . . . .

47327 Shivers Il Harvast of Sacls .
44343 Silent Hunter Parol 1 CD
443644 Silent Hunter Patrel #2
43718 SimAnt Clasic

42574 SimCity Classic Deluxe
44139 Simproas Cartoon Studio
37534 Sparts Pack

34278 Stor Trak: Stor Flest Acodemy 56
34568 Star Trek: TNG “Final® 44
45161 Storcroft B CD L &0
A7794 Starsl 3B
A7722 Stool Fanther Il (mnpmrn sk 14
43071 Steel Ponther Il 1BM CD. 44
40874 Stel Ponthers 2l
246893 Stonckeop o i el } |

384235 Skip Poker Pro &1, ,

JSB19 TV Guide Cromwords

40647 Torra Mova; Cenouri . .. .

A7185 The Lost Express .

38595 Third Reich €O

40235 This Means War

47800 Time Warriors

47533 Titanke Adventute Out of Time

A4240 Tomb Raider IBM CD . .

39473 Tanin's Possoge . .

36497 Tower

A3633 Train Engineer

39664 Trimzzhe ' . o vh ot

44964 Trophy Bass 2 IBMCD , | T

47750 Truphy Bass 2: Morthern tokes, ... .

47740 Twinsen's Odyssey. .

A0347 Uhima Vil Camp1n!o Clasde. .

A3433 Wima VI Classie .

AFIOP Virtpal Chess,

41988 Virtval Peol CD

44078 Woreralt 2: Exponsion SelCD. .

41304 Warcralt 2; Tide of Darkness

436346 Worcralt Batlechest ., . . .

34284 Woerewoll Vs, Comonche 2 .. o i o0
45063 Wing Commendes: Kilrathi Soga. . . . .

42442 Wizordry Gold ... oo, RE

42937 Wizordry Gold MACCD ., . .

40221 Woild Circvt:Grond Prix 2., .

42305 X-COM: Apowﬁ'pm e

41464 X-Cor; Experimental B o'mg

47059 688 Anack Sub Guide .

45730 Berayal in Antara Gulde i

45727 Closn Combat Guida . .. . .

45739 Dark Forens [I: Jadi Guida , .

34351 Star Trek: TNG Tech Manual . .

PC HARDWARE

A2043 Spanster 33.6 EXTERMAL

A2064 Sparmter 33.6 INTERMAL .

44130 Sportster Voles 33 AEXTERNAL
A3A52 Sportiter Yaice 33 &INTERMNAL
A4288 17068 EIDE Fatad 1 2MS A4B0RPM
39348 4XS Artpad 1l w, i Coble
34338 AHA- 15208 Sing Si2

47314 AllaWonder 4MB . A
46971 Bighicture Video Kit 33.6Volce
40715 CH F<14 Combot 5':.-\

40802 CHRIGF
16239 CI
31417 CHF c
24017 CH GameCard Il
45211 CH Gamepad. . .. ..
47325 CH Jane’s Combal 5t
20280 CH Mach 18 Joystick
40701 CH Pedals . 2
96876 CH Pro Pedols. . . .

158



FLIGHT
SIMULATOR ‘98
Microsoft

With o global
database of scenery,
airports and pilot
tested flight medels,

USs ROBOTICS INTERSTATE ‘77
33.6 Winmodem i Activision
The Winmadem is Hop into your

muscle cor againl
MNew cars, naw

s | Weapons, new
characlers! I's ime

perfect for the gomer
on a fight budget!
Upgradable to 56K,
multisplayer games

PRO PILOT

Sierra

Fly a Cessna aver
utiful terrain

with such realistic

sounds that you'd

swear you had

your look sa ofher
players can
recognize youl
PC only #45681

Flight Simulalor ‘98 will zip across your for you fo toke an token offl Go ocross
is as real as it gets! machine! Easy to new missians and country lo visit over &
$10 upgrade rebate | | install. S-year roove fo all new 2500 airports, ol
for Flight Simulator warrantyl texiure-mopped.
users! Win '95
Win 95CD 248174 PC only #48173 £44584
CABIN FEVER FORMULA 16 CH Racing MILLENIUM 3D~/
B ttaros el B e v & Products TN
rx et behind the wheel rustmaster
> You and your of one of 26 cars Clamp this wheel to Preconfigured for
. Iriends are sr:utad- and peel out onto o the d'OFlP-' ﬂ"d Plr" Illho many popular E
in at a rustic cabin. recisely-moded edal to the metal vs tel
Things haat up Evls‘ing}:tock. ours of incredible ?grﬁglsom?::%: i
when three luscious | | Fectures 30 minutes - racing sim realism makes for much
. . European women of grinding, footto- @l - = awall youl Sturdy smaather play!
.~ suggest strip pokerl e pedol guitar S bcse‘ insures you Fully programmable
= "Exp!imtr;!‘ﬁque' also wwnzard‘;,g b won't lake a spilll buttons]
“available in
" 1BM CD #48169 | | #44583 PC only #48653 | | pc only #47243
.4 e
b N 1
X-COM: PC TOOLKIT \-’? 3-D ULTRA MINI METAL & LACE/
APOCALYPSE Encore Software 68 GOLF - Sierra KNIGHTS OF
Microprose Everything you need This blows Sunday XENTAR
e el e <\ Sl T bt
doomed and you smoothly: sol a crealures, & crazy most popular anime
are its only hope! 1o fix & repair; antis = " sound offocts fake litles fogether as
P | [ Re, § L eioaratiog | | B picel Hws
; fo?cis.eexpo?: and own leclf suppz?rm § %&E Ay Y:u' never g:l: ck| | of hg: ::nirnution
- d?shoyl ﬂ;!a insidious wd sugvos rE:E;:eyl r[ 2 : % to putt-putt againl I’: kﬁcp you going
o alien plof in’ § r hours!
N ﬂ Win ED #42305 #48170 o8 IBM CD #47476 IBM CD #48016
A | [ reptooman Thros KNOW JACK
lectranic = Jlerra rustmaster
The hottest RPG Become an Brand new, MOVIE EDITION
%ume everl Join armchair quarier- ecanomically- Berkeley
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£0803 CH Pro Throfle .

38950 CH Trackball Pro - Seriol. . . .. .69
38442 CH Virval Pdat Pra .. ... .. L. 88
45740 Colérado TIO0O INTI2GB. . . ... ... 197
47218 Courier 54K EXT V Everything AL L
47217 Courier SOK INT YEverything . ... ... .. 265
A7033 Discovory AWESS Infro2400 16x .. .. .. . 264

46162 Dynemite 128/ Video AMBFCI , .. . ...
A2752 EIDE-ATIZ VP Kit I5A w/ coble | b
A4608 EIDEVL VP Kit I5A w/ coble | .
20652 EosyPhoto Reader 200071 248
46442 EasyPholo Smaripage 3000F .
19876 F-15 E Tolon Toctical Stick. .. . .
46259 Gomelammer PCMCIA Int
A7314 Glidepoint Toueh Pad 2

A5357 Grenvis Firebird 2 Jaystick

45358 Gravis Gomapad Pro . .

42144 Gravis Grip Gama System
42408 Grovis Grip Fighting Mochine
A3445 Grovis Grip Pod Accessory Kit. —
46755 Gigvis Gep w/. Triphe Play §7. - . .-
46075 Intalimeuvie Win®5 SeraldPS2 ... .. ... 75

A7793 Miltenniom RBMB . ... oo v T ]
456318 Monwer 3D JACOXLPCIAMB . . ... 00 .. 159
47783 Manser 3D SoundCard Vevh s 97
44024 MouseMan P63 BN ... Lol a4
45508 Mystique PCIAMA 3D Vides Card . ... ... 150
36562 Nahral Keyboard for Windaws. . ... 25
44298 NotebookTV PCMCIAZ TV Tuner 248
47235 Owerdrive 1 50MHZ MMX Pont 149
47234 Overdrive 1 66MHZ MMX Pont : 149
ATEIB PCMCIA Aydio Cord 18I w/bidi . 120
45840 PogeSeon Color Pra Scannor : 298
45801 Pantium 133MHz w/Fan Heattink 175
45805 Pantium o 200MHz w/Fan 575
44778 Righteous 3D 1469
2944) SFX PC GamePad 24
44041 SconMan Colar 2000 z 129
45410 Sidewinder 3D PRO Joyatick . . n 41
44499 Sidewinder 30 PRO w/Hellbender . . . a0
47357 Sound Blasfer AWESS Gold ~r 204
46329 Spoce Orb 360 . ... ... .. B2
42063 Sportster 33,6 EXT, 158
42064 Sportvler 336 IMT. . . . e k|
44130 Sporster VYolee JJOEXT. ., v vvivv s 188
43652 Sportvter Yolew 33 6INTERMAL ., .. .. 158
A7 166 Sparister 56K Intornal Fox/Medem. . . 195
47766 Spocster SEK Internol Yoice F/M . L 213
23301 SteakhdD 24008 PCIAMB, ... ... 79
30825 Thrustmoster ACM Gome Cord . ... .. 32
35104 Thrustmoser F:16 FLCS . 119
£4189 Thrustmaster F22 Pro. . ... .. 125
41348 Thrustmaster Formula T2 FC, | . 11%
29843 Theuumaster Rudder Padals [BM. 110
38158 Thrustmaster TOS for FICS ., . ... ue s ne

31258 Thusrmaster WS Markll 1BM , . .. - ... 1 97
39844 Thrustmastar XFightar. . ... o0 ouviiene
45974 Wenelates DRSOXG Davgharbid. . . . . . .
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47002 888} Huntar/Killer . . . .., ... Al464 PBA Bawling CO. ... ..

A801 7 AT OnCula (OO o s LR r 22228 PGA TourPro st o sen aa i vann s .45
43083 Aaren vi. Ruth CO by P | 47455 POD L. v e e aa Mt
45254 Advonced Toct Fightets Geld A7 45238 Ponzer General CD . .. . 2]
35157 Air Warrier BCD; v oo caen 49 A7886 Quake 2 NYR .. ovovivenviiiaiinnaal
41536 Al Unser Jr Arcade Racing CD, ., ., .. 20 43383 Risn & Ruls: A. Empires CD.. 0. 0000000 30
47556 Balls of Steal, o s vii i v ia s .34 41232 Road Rash €D . . et Seeral
A7529 Broin Food Games. 0.0y .38 41237 Socred Ground CD - . DAk e
47098 British Open Golf CD, . . | N .42 45160 Screamer 2 W?5 25
A7660 Cophalism Plus . o b vuercnnrnenisrsndl 40775 SimCity 2000 Collection CD 41
42735 Chooy Overlords €0 0.0 h s iia i 2] 43607 SimCity 2000 Special Editn CD 41
A1849 Chessmasser 5000 CD R I S a1 45724 SimCopled CD, . . .. .. . .... 25
41903 Closa Combat €O ., ooou iz, a8 41967 Sclitaire Deluxe CO .. .. .. ... 26
43581 Cammand & Cengquer CD. . . * Py | | R A e L B e L na e 32
44540 Conquast ef tha Skiss CD ... -, ad 40123 SposeWerd Hol IVCD. . .. . e =2l
46350 Corel Mata Extrama 28 41255 SharConaf INCD . L .o civ v vvnrnnrae 28
47923 Creahires . . ... .. .35 40220 Star Trek: Generafions €0, . 0w v wn 31
44561 Crow. City of Angels CD -, ., e | | A7894 Super EF2000. . . v vvvinenns . el
46018 Dork Reign: Future of War CO NYR. . 45 446986 Thama Hospiral .. . .. ... N SR
48463 Daytona USA © . .vvvviaivvneanny .4l 42246 Tima Cammanda €D . ... .. gl 27
44581 Destruction Derby 2 W95 CD 47850 Tany LoRusa Saseball 4. ... o Ay v
44137 Die Hord Trilogy €D . . . . 40439 TrTryst €O, = . 25
41022 Doom i Hefl on Eonth €D, 25364 Triple Play ‘78 v 45
35231 Dregen's Lair 1 CD ... 45059 U.5. Novy Fighters *97 CD . A7
41027 Eanhwoem fim €O, . . ’ I 45681 Ulkimo Online NYR. . ........ 4
44583 Ecatatica 2 v .47 45847 Unreal NYR. .. ... ... .. s &0
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34272 Foleon MNYR ..

2098 Folloul, . .o v e nlvins
42586 Fumily Card Gomes CO . ., .
44076 Flight Sim: Expansion Pock €D,

ABYZ4 Tlight Simolotor WOB CD NYR. . ... 50 CUSTOMER SERVICE, CALL 508-443-6125 Mon - Fri 9am-5pm EST
44511 Golf Courses: Mouna Kea €D ; Z

45610 Grond Slom "$7 CD. . . ; 43
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A7895 Links LS 1998 Edition, o .0 vy vannens 46

37926 Magic:Tha Gothering WS CD . ... ...« 31 . -
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43671 Virtwal Pool €D ., : 41
47557 Wor Gods : - e 30
47464 Wing Commander Il Gold . .. . . . 14
44550 WipeOut XL
47889 Zork Grond Inguislior NYR. .. e
43924 Alpha's Home Designer 3D .0 ova v

43538 3D landseape sty
A7642 Americon Gree! CrectaCard Gold ... ..
AB0B2 Ameticon Greet Creatacard Plus .
47193 Best Home Plans by Sunset New

41820 Emergency Room S

AS090 Family Allbum Cregbor. , .. .. covn -
43428 Family Tree Maker Deluse I
325619 Health Bundle .\ ooy vvn s
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39879 Micro CockBook . ... vvvuuinn =y
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44495 Money. . .
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44183 Quicken Deluxe

45808 Visual Home 3D
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Media ON™ Game Extreme

MGPX166 Featuring: MGPX200 Featuring:

Intel 166MHz Pentium® Processor with MMX™ Technology
Intel TC 430HX Motherboard with 512K cache

16 MB EDO RAM/1.44MB Floppy

3 GB EIDE Hard Drive

S3VIRGE 3D w/4MB EDO RAM (METABYTE GIA 3D)
Yamaha Sound on board

16X CDROM

104 Win95 Keyboard & Mouse

Diamond Supra 33.6 voice Modem ¢ 990
e Mini-ATX CASE with 235 Watt Power Supply g
e Microsoft windows 95 & McAfee VirusScan

* Monitor Sold Separately

Intel 200MHz Pentium® Processor with MMX™ Technology
Intel TC 430HX Motherboard with 512K cache

32 MB EDO RAM / 1.44MB Floppy

3 GB EIDE Hard Drive

S3 VIRGE 3D with 4MB EDO RAM

Yamaha Sound on board

16X CDROM

Diamond Supra 33.6 voice Modem

104 Win95 Keyboard & Mouse $1.199
Mini-ATX CASE with 235 Watt Power Supply '+ 7~
Microsoft windows 95 & McAfee VS Scan
Monitor Sold Separately

Intel Pentium® 233MHz w/MMX™ upgrade add $125

®
e & @ & & o & & 8 & 0 @

Intel Inside Logo and Penlium ara reglstered trademarks and MMX
respective corporalions. Frim and specifications are subject 1o
nnly while supplies last,




Media On™  Graphic Extreme

MEPX200 Featuring: Expert Il Featuring:

e Intel 200MHz Pentium® Processor with MMX™ Technology Intel 233MHz Pentium® Il Processor

Intel TC 430HX Motherboard with 512K cache Intel PT440FX Motherboard

32 MB EDO RAM /1.44MB Floppy 32 MB EDO RAM/1.44MB Floppy

4.5 GB Ultra Wide SCSI w/UW SCSI Controller 4.5 GB Ultra Wide SCSI w/UW SCSI Controller
MATROX 3D w/ 4MB RAM MATROX 3D with 4MB EDO RAM

Yamaha Sound on board Yamaha Sound on board

16X SCSI CDROM 16X SCSICDROM

100MB SCSl internal ZIP Drive Miamond Supra 33.6 voice Modem

Diamond Supra 33.6 voice Modem 104 Win95 Keyboard & Mouse $ 2 3099
104 Win95 Keyboard & Mouse Mini-ATX CASE with 235 Watt Power Supply ~ ** ==*
Mini-ATX CASE with 235 Watt Power Supply Microsoft windows 95 & McAfee Virus Scan
Microsoft windows 95 & McAfee VS Scan Intel Pentium® |l 266MHz upgrade add 3175

CIRCLE READER SERVICE #102
T Tl

$2,155

e & & & & & & & & @& O

" ® & & 9 & & 0 ° 0 °




HALL OF FAME

Welnume to the Cooperstown of Computer Games. Here
you'll find, raised upon pedestals, the games that hroke

the records, established the benchmarks, and held gamers in
delighted trances for hours untold.

Starflight
Electronic Arts, 1986
magine an intergalactic role-playing game with
270 slar systems, each with up to eight planets.
Now, imagine creating a custom configuration
for your interplanetary starship and hiring a cus- <4
fom crew fo explore that universe. Such was the setup for S
SwrFLGHT, one of the largest and most open-ended role-playing games ever. Fach
planetary landscape was interesting, since (he program used fractals to generate
unique maps and you had to decide where to mine for the elusive Endurium that
fusled your ship and paid your way.

Your goal in SmaruGHT was to explore the 270 star systems and find a replace-
ment for the planet Arth, your home planet. You needed to find this replacement in
order fo evacuate the residents of Arth prior to an imminent disaster. Along the way,
you ran into the most alien group of aliens ever seen in a computer game. You met
the Velox, intergalactic gossips with a superiority complex; the Spemin, an egocen-
fric race thal make Klingon propagandists seem humble; he Elowan, the species
wilh the most complete knowledge of the galactic situation; and a host of others. If
they all sound bizarre, just remember thal coauthor Greg Johnson also wrote the
weird alien conversations in Smn ControL 2. Not only were the aliens themselves
interesting, but you were also challenged to adopt a negolialing posture with them in
order to wrangle any useful information out of them. This was one of the most innov-
alive facets of lhe system. StarrueHT's scope, quality of wriling, use of fractal-generat-
ed planets, and understanding of ethical
dilemmas made it one of the watershed
products in role-playing history.

ALONE IN THE DARK
(--Motion, 1992)

’Inductees Pnor Tu 1989 ‘
(Dynamix, 1993)

. SimCity

BetavaL AT KronDoR

Maxis Software, 1987
ven when CGW published the first review of
this classic, the ediitors believed SmCiry
would have limited appeal. Why would any-
one want ta play a game aboul urban -
planning? Even SmCrv designer Will Wright didn't realize
what he'd done when he combined the terrain editor from his classic Rap on
BunaeLmg Bay with his interest in building cilies. SmCrry slarted out as a playground
for his imagination and became the most successful “software toy” ever published.
Wright was inspired by a short story from Stanislaw Lem's The Cyberiad called “The
Seventh Sally,"” conversations with his MIT urban planning graduate neighbor, and
many days of creating cityscapes with his old terrain editor. He ended up creating a
game in which you built cities for the benefit of simulated cilizens (the underlying
spreadsheet mechanics of the game). He then noliced that whenever he would
demo the game for focus groups, people would get manic with the bulldozer and
have as much fun destroying the cities as building them. He decided to putin
some air crashes and natural disasters to make things a little more interesting.
When Wright tried to sell the game to Broderbund, the company opted not to
publish the fitle because it wasn't enough of a game. So, in an altempt to save it, he
put in some scenarios with specific victory conditions. Ironically, very few gamers
ever played the scenarios. Everyone seemed lo prefer creating their own problems
and either solving them or invoking Armageddon via natural disasters.

Modern Inductees

Master oF ORioN
(MicroProse, 1993)

Panzer GENERAL
(SSI, 1994)

| anms cnsss (Imerpfay Pmducnuns 1988}
-(:amsrea (The! Soﬂware Toolworks 1935}
Dunceok MAasTER (FTL SOFTWARE, 1987)

EngL WeAveR Baseaaw (Electronic Arts, 1986)

| Ewine (Interstel, 1978)
F-19 Steatrh FiohTer (MicroProse, 1988)

- GeTTYSBURG: THE TURMING POt (SSI, 1986}
KAMPFGRUPPE (Strategic Simulations, 1985}
Mech Bricaoe (Strategic Simulations, 1985)
MiahT & Maaic (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

Sio Meien’s Pirates! (MicroProse, 1987)
SimCiry (Maxis, 1987)

SmnruichT (Electronic Arts, 1986)

THe Banp's TaLe (Electronic Arts, 1986)
Utrima 11l (Origin Systems, 1983)

Urima IV (Origin Systems, 1985)

Wm IN Russia (Strategic Simulations, 1984)
Wastewann (Interplay Productions, 1986)
Wlmnn'r {Slr Tach Saflware, 1931)

ZoRK {Infocom 1981)

CeW

Dav oF THE TENTACLE
(LucasArts, 1993)

Doom

(id Software, 1993)

Fatcon 3.0

(Spectrum HoloByte, 1991)

Front Pase Sports Foorsall Pro
(Dynamix, 1993)

GunsHip
(MicroProse, 1989)

HaRPoON

(Three-Sixty Pacific, 1989)
King's Quest V

(Sierra On-Line, 1990)

LEMMINGS

(Psygnosis, 1991)
Links 386 Pro

(Access Software, 1992)

M-1 Tank Praroon
(MicroProse, 1989)

Masten oF Maaic
(MicroProse, 1994)

OCTOBER 1597

Rep Baron
(Dynamix, 1990)

S Meer’s CiviLizaTion
(MicroProse, 1991)

Sio Meier’s Rairoan Tycoon
(MicroProse, 1990)

THE SECRET oF MONKEY IsLaND
(LucasArts, 1990)

THer Finest Hour
(LucasArts, 1989)

Tie FiGHTER

(LucasArts, 1994)

Urima VI

(Origin Systems, 1990)
Uirima UNDERWORLD

(Origin Systems, 1992)
Winc Commanoer I, 11, & Il
(Origin Systems, 1990-91)
Worrenstein 3-D

(id Software, 1992)

X-Com
(MicroProse, 1994)




" omputer game programs have grown so massive, and the :
‘wnumher of hardware configurations has become so huge, :
that incompatibilities and glitches are frustratingly common. |

3D-Ultra Pinball 2—Creep Night
V1.1 for Mac: This version corrects
the “black quit screen” problem, as
well as some sound hiccups.

A-10 Cuba! V1.2: Faster frame
rates, better messaging, and beller
joystick controls are but a few of
the improvements to keep you in
the air longer. Beware: This works
only if you have the previous 1.01
patch installed!

AH-64D Longbow Gold V1.04:
Fixes movie player and garbled
speech problem for the gold ver-
sion of this Jane's combat sim only.

Archimedean Dynasty V1.120:
View clips from the game with the
new movie player, and use the
Transparency effect from the
Vectorgraphic menu to see through
explosions and other environmental
effects. Added Z-buifering allows for
more accurale targeting as well.

ATF Sounds: Better explosions
through optional digital sounds for
NATO FigHTERS or ATF GoLp.

Broken Alliance V1.02: Latest
upgrade for HPS Simulations’ add-
on 10 PANTHERS IN THE SHADOWS.

Civilization II Scenarios V1.1:
Mostly tweaking to balance scenar-
ios and to stiffen the challenge of
this commendable add-on pack.

Command & Conquer for Mac
V1.71: Note: If you fail to trash
your old C&C version (and empty
the trash can), when you play an
Internet game, Mac WCHAT will
detect the old version (even if it's In
the trash can) and prompt you for
an update (even though you've
already updated).

Daggerfall Saved Game Patch:
This magic bullet allows you to use
older saved games with the latest
DacGERraLL palches. It's not fool:
proof, but it helps.

Dawn Patrol V1.7: New wings for
Empire's veteran WWI flight sim.

Diablo V1.04: This amulet of patch
protection prevents invalid packets
from crashing multiplayer games,
fixes the Hidden Shrine freeze-up,

and prevents the Black Death crash.

Dragons in the Mist V1.01: Patch
in the Pacific, WWII.

Flying Corps V1.00a: Additional
hotkeys for camera and cockpit
views add even more visceral
excitement to Empire’s acclaimed
WWI flight sim.

Harpoon Classic '97 V1.63d: The
latest Win 95 executable to make
your favorite fleet more seaworthy.

Interstate ‘76 V1.06: More than a
dozen fixes make this the hippesl,
baddest multi-melee around—
especially since the host no longer
gels double kills, and “partial
deaths” are no more.

Jack Nicklaus 4: Slice, hook, and
putt much faster over the Net, even
when using machines with only
the minimum system requirements.

Magic The Gathering V1.1: Better
Al, sound, and animation are but a
few of the fixes in MicroProse’s
version of the Wizards of the Coast
classic.

MechWarrior Mercenaries V1.06:
Regardless of clan affiliation, all
will benefit from this latest
upgrade, which repairs more
'mech deficiencies.

MDK Sound Fix: Eliminates the
hang-up bug that occurs when you
toss the World's Smallest Nuclear
Explosion. Warning: for DOS ver-
sion of MDK only!

MDK Video Patches: If you
thought the mayhem was merry
before, wait until you see the

PATCHES

Software fixes, or “patches,” for huggy programs have become a
necessary evil until we reach the golden age of standardized
platforms and bug-free programs. New patches are in red.

SVGA-graphics carnage with these
patches for 3DfX and Rendition-
based cards!

Outlaws V1.1: 3DfX support makes
this faster on the draw than Jesse
James. b Check for new palches
on the demo disc.

Settlers 2 V1.51: Midi and mouse
problems are cleaned up, but this
patch makes your current saved
games unplayable. Finish any cur-
rent maps, then start on the nex
map after installing the update.

Paiches can usually be
US Navy Fighters ‘97 V1.3: You'l downloaded from online net:
fly faster with fewer 3D complaints.
This also enables dogfights over

TCP/IP

works (such as CompuServe
and ZDNet), from CGW's
Web site (www.
computergaming.com),
or from the individual soft:
ware publisher's Web site
(see listing below).

X-Wing vs. TIE Fighter V1.10:
Your fighters now handle better
than a wet womprat in an ice storm
on Hoth during mulliplayer games.

b Publisher Web Sites

Many patches are available from the publishers at the following sites:
Accolade: www.accolade.com
Activision: www.activision.com
Apogee/3d Realms: www.apogeel.com
Avalon Hill: www.avalonhill.com
Bethesda: www.bethsoft.com
Big Time Software: wwwbiglimesoftware.com
Blizzard: wwwblizzard.com
Eidos: wwweidos.com
EA: www.ea.com
Epic MegaGames: www.epicgames.com
HPS Simulations: www.hpssims.com
Id Software: www.idsoftware.com
Interactive Magic: www.imagicgames.com
Interplay: www.inlerplay.com
Jane’s Combat Simulations: wwwjanes.ea.com
LucasArts: www.lucasarts.com
MicroProse/Spectrum HoloByte: wwwmicroprose.com
Microsoft: www.microsoft.com
New World Computing: wwwnwcomputing.com
Orlgin: www.origin.ea.com
Papyrus: Www.sierra.com/papyrus
Sierra On-Line: www.sierra.com
SSI: www.ssionline.com
Talonsoft: www.ialonsoft.com
Virgin: www.vie.com
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THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results of
previous months to yield a cumulative average for the best plays in gaming. If you receive a ballol, please return it with your ratings so that other
gamers and game publishers can benefit from your feedback.

TOP ADVENTURE GAMES

TOP ACTION GAMES

HET 1 Pandora Directive . Access
_ Quake Pack 2: Dissolution nl Elermw id/Rogue 9.1 2  Gabriel Knight 2 Sierra 8.29
. Tomb Raider N ides 838 ~ |'3" Realms of the Haunting Interplay 8.08
Duke Nukem 3B . ; Apogee/3DRealms 8.38 4 Rama A A Sierra 7.79
' . EAfOrginT B ‘5. The Neverhood = " Dreamworks 7.66°
FEANE S 8.10 6 Spycraft Activision 7.56
© idSoftware . 803 {7 Circle of Blood IR RS Vil 7.63
EA/Origin 7.86 { 8 Full Throttle : LucasArts 7.52
 Activision 7.82 9 leisure Suit lLary7 Sierma’ Rieerd6
EA 7.54 10 Lighthouse Sierra 7.44

TOP SIMULJ\TIDN/SPACE COMBAT GAMES

! ‘scoRe R : _BAME COMPANY SCORE

rkeier Systems . 836 1 Wing Commander IV . EANOrgin. . 840

_B aley Systems > MechWarrior 2 _ Activision 8.17

. Berkeley Systems © 8.1 - MechWarrior 2: Mercenaries. ~ Acfivision B.14

P ~ Siera 7.25 AH-64 Longhow EA/Origin 8.1

/5 'Incredible Toons ~  Slema 7.4 1.S. Marine Fighters EEER 7.89
6 Incredible Machlnez . ~ Siema ; 705 Silent Hunter Ssl 7.89
Mind Grind . Microforum 7000 X-Wing vs. TIE Fighter LucasArs 7.86

8 Monopoly Virgin/Westwood 6.89 EF2000 ~ Ocean 7.68
9 Baku Baku I N Y : 595 Flying Corps Empire 7.67
1L.S. Navy Fighters EA 7.59

TOP SPORTS GJ\MES TOP STRATEGY GAMES
A g 2 COMPANY SCORE
‘1 LinksLS' arcraft Il Expansion Disk - Blizard 8.89
2 Nascar 2 Warcraft Il Blizzard 8.81
Live: S S0 Heraes |l ~ New World Computing 8.79
EA Sports 8.25 Red Alert Virgin/Westwood 8.79
- MicraProse . 809 Civilization Il ; MicroProse 8.76
~EA Sports 7.63 C&C: Covert Operations Virgin/Westwood 8.31
S W Ry Command & Congquer ~ Virgin/Wastwood 8.29
~ Sierra r 7.57 .| 8 Civilization 2: Scenarlos ~ MicroProse 8.22
 Z'EA‘Sports’ 753 '8 RedAlert: Counterstrike. ~ Virgin/Westwood' 8,20
EA Sports 7.49 Heroes of Might & Magic New World Computing 7.90

TOP ROLE-PLAYING GAMES TOP WARGAMES

Blizad 8.78 -Steel Panthers It Campaign:Disk: 8510 ;
Bethesda 7.45 Steel Panthers Campaign Disk 55l 8.69
~ New World Computing 7.17 Steel Panthers Il - 5§ 8.48
~ DBlue Byte 6.09 _ Steel Panthers S8 8.42
S A ; Battleground: Shiloh . TalonSoft 8,09
i Battleground: Antietam TalonSoft 8.07
. Tigersonthe Prowlll ' HPS 7.91
Battlearound: Waterloo TalonSoft 7.72
~ Battleground: Gettyshurg . TalonSoit 7.53
Robert E. Lee: Civil War General Sierra 7.34

cowW OCTOBER 1997



* .
Al 'Stwl Panﬂlars L‘ampainn Dlsk

GAME

Heroes Il

Diahlo
ciuilimtlon I
Links LS

Steel Panthers Il

o Stael Palﬂhﬂ's

Wing I:nmmander v o

' Tomb Raider
Duke Nukem 3l]
A7 You Don't Know Jack If

Pandora Directive

o oo patons

Nascar 2

~ Command & Conquer

23

24

26
28

Gabriel Knlgh! 2

NBALive'87

NHL 97

' Civilization 2: Scenarigs

Red Alert: Counterstrike

 You Don't Know Jack

MechWarrior 2

 You Bon’t Know Jack Sports
MechWarrior 2: Memenarles

" Crusader: No Remarse

32

34

36

38

w0

a4

2 ;@_- 3 a & &

AH-64 Longhow

The Hm_ for Speed SE

Grand Prix 2

s Battlegrnund. Shiloh

Realms of the Haunt[ng

‘Battieground: Antietam

uuska
Tlgers on the mel tl

Heroes of Mlght & Magic
us: Harine Fighters s

Silent I-Iunter

_ Grusader: No Regret

X- '.'ﬂng vs, TIE thhter

--:_Interstata 16

Rama

Battieground: Waterloo

EF2000

. Fiying Corps

The Neverhood

] CI\F’dﬁlElCrﬁ i L.auuargn D;s{
Wareraft 1l Expansion Disk

. Virgin/Westwood"
: Virglnﬂ"u’sstmud

EASaorts

COMPANY

Blizzard'
e R
New Wurld Cnmputmg" i I
 VirginMestwood
Blizzard

MicroProse .-

' Acceés
S

SSl

EA/Origin

iEidos,
Apogee/3DRealms
‘Berkeley Systems: . P 836

Access

Sierra
Sierra
EA Sports

MicroProse
Virgin/Westwood

Berleley Systems. _5'-:

Activision

Barkeley Systems ¢

Activision
EA/Origin
EA/Origin
B
MicroProse
TalonSoft
Interplay

TalonSoft.

id Sunwarg_

New_ World Computing

S5
EAGi |
LucasArts

Activision -

Sierra
TalonSoft

Ocean

Empire
Dreamworks

'uaka Pack 1: Scnurga of ﬁmagnn id Snftmmfl-flpnutm G e Ey

s

52

GAME
._‘Ihema l-lnspltal
Tripleplay '97

54

b6

56

58

60

" Jagged Alliance: Deadly Games.

Nascar Racing
US. Navy Fighters
FPS Football Pro ’97

© Lords of the Reaimil .

Spycraft
The Need for Speed
Circle of Blood

H Hlll. Hol:key 196

64

65

66
68

70

A

74
s

7%
.«'Jack Nicklaus 8

T

80
81
82

84

8

a7

88
90

%2

100

' Missionforce Cyherstorm

Battleground: ﬁanyshnrg
Fuli Throttle.
Advanced Tal:tu:al Fighlers
m Live, 95
' Fantasy General

 Warbinds

Leisure Suit Larry 7
PS Fnothall PI'II 'BB
laggeﬂall
F-22 Lightning 0l
Lighthouse

CivNet

Priuateer 2
,:'MDK' AT
"PGA Tour Golf aas

Tony LaRussa 3 BE

Rohert E. Lee;: Civil War General

ProPinball

Dutiaws
| Magic The Gathering
I’nﬁef fliess

Incredible Toons
Zork Nemesis
System Slluck

. Descent i

Virtual Pool

Tunns!ruck

Anvil of Dawn

 Syndicate Wars

Jetfighter Ili

. B of Rifles Campaign Disk

The Need for Speed Il

Terra Nova: Strike Fotce Centaurt

Hexen

COMPANY
. EABIlifrog

EA Sports
Sir-Tech”
Sierra

EA

Sierra

Siera

Activision

EA

Virgin

EASparts |

TalonSoit
[licasArs
TV
ss|

Interactive Magic

Sierra

S

Bethesda
NovaLogic
Sierra
MicroProse
EA/Origin

_Playmales :

EA Spons
A{:m}ade
Stormfront Studlos
EA Spuﬁs

Sierra

_ Empire

LucasArts T

. MicroPross

Sierra i
[nterplay
Sierra

Activision

EA/Origin

" Interplay

Interplay

Uingin

S’ :
New World Compunng
EAJBUffrog

Mission Studios

S

EA

Looking Glass =

Ravenfid

TOP 100 GAMES

TYPE

SCUHE
@ ? 64 |

763
?53-"__;
7.62

G

7.57

T

7.56

75

7.53

Ry

7.53

o2

7.50

7.48

T8

7.46

7.45

!44
7. 44.:'
7.43

T

7.40

e

7.37

45

7.34

T
7.31
e

7.25
7.4
7.24

7.21

it

7.19

749

7.18

7%
7147
AT

7.16

A

7.10

Rer0e

7.09

Games on unnumbered lines are tied with game on line above. %t = Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, S| = 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.
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MARTIN CIRULIS

Whats the Deal
Eithics?

with..

early a year
ago | started a
minor news-
group brush-
fire when |
made a fairly
oblique refer-
ence to a dubious moment in game-
reviewing history. This minor debate
eventually came to a head with a
thought-provoking letter, published in
this magazine. In it, the reviewer |
made reference to—Mr. Trotter—very
graciously explained the bad situation
he had found himself in, and the
resulting state of mind that led him to
overrate a game that he was review-
ing (for a competing magazine), after
having written a strategy book for the
selfsame game. Mr. Trotter's eloquent
explanation certainly dispelled my lin-
gering resentment over the incident,
and almost made me feel bad about
bringing it up at all. | say “almost”
because | think anything that leads fo
healthy debate in the industry is a
good thing, regardless of how awk-
ward it can be.

Unfortunately, one aspect of the
online squabble lingers on. We still
haven't settled the issue of ethical
behavior on the part of a game
reviewer, and to be honest, some af
the stulf I'm hearing out there is start-
ing to bug me again.

Recently, some professionals have
begun lo express an almost imperial
arrogance toward the consumer. It
goes something like this: “If only you
poor slobs had the slighiest inkling of
the true machinations of publishing,

you would realize the simple truth:
We Gods-amongst-gamers make so
little in the way of royalties from the
sale of these strategy books that only
a maron would believe we'd risk our
credibility by purposely giving a bad
game a good review just to sell a few
more books."

b (€ Readers
must be

able to
helieve not
only in the
magazine

they read,

but aiso in

the individ-
ual writers
who write

for it. 77

Mow to a certain extent, this point
is valid. If you readers could look over
the average strat book conlracl, you
would indeed see that no one is
going to get rich from royalties
earned in Lhis business. On the other

hand, don't let anyone fool you into
thinking that there's no difference in

your next advance if your last guide
was for Quake instead of THis Means
War. Anyone who does a strat guide
wants it to be for a Top 10 game.

But be that as it may, the technical
reality of how much a reviewer stands
lo gain financially is actually irrele-
vant, compared to how such situa-
lions appear to the average reader. To
mangle a phrase from this decade’s
favorile fantasy hero, "Impropriety is
as Impropriely does."

Who cares what we "in the know”
really know? What matters is what
readers think when they see the
same name on a review thal they saw
on a $20 strat guide. Do they sagely
nod and say, “The realities of profes-
sional publishing make it unlikely that
we're the victims of a scam™?
Somehow | suspect the more likely
scenario is thal the magazine that
publishes that review loses another
customer forever. Even in cases
where the game, the review, and the
strat guide are all of high quality, it
does the business litle good if a
writer is responsible for a big money
guide book and ihen pens the review
of that same game. If we lived in a
world where reviews were written first,
and strat books second, it might be
different—bul we can all remember
seeing guides that have beaten the
game to the shelves.

Il just doesn't look good, and it's
a practice that should stop, if for no
other reason than the fact that the
amount of money to be made from
the review is pallry compared to the
money made from the slrat guide.

Why give even the appearance of
impropriety for a paltry few hundred
dollars when the book has already
earned you a few Gs of cool, hard
cash? Let somebody else do the
review, so that people have one less
reason to believe that all gaming
journalists are “on the lake."

All computer game magazines
exist on Ihe fine edge of reader trust,
(Okay, reader trust and the desire to
see cool screenshots of games tha
are going {o be vaporware for at least
another two years.) Readers must be
able to believe not only in the maga-
zine they read, but also in the individ-
val writers who write for it, or logically,
they're wasting their money. While |
am thrilled that some of you out there
will stick with the Fourth Eslate
through thick and thin, /'m nat going
to be the one explaining, “Gee—sure |
wrote a great review of that game, but
it had nothing to do with the company
flying me down to see their late beta
for an all-expenses-paid week...."

You folks out there don't have
months of design notes, long person-
al talks with the designers, or pleas-
ant tours through spifiy offices to
help you get the most out of a
game...and neither should we. If we
are in a position fo know so much
about a game then we obviously are
a little too close for an impartial judg-
ment. We should leave that particular
review o someone else. Period.

Absolute impartiality, both in reality
and appearance, should be the only
real ethic in this business...everything
else is just sophistry and smoke. &

Computer Gaming World (1ISSN 0744-6667) s published manthly by Zift-Davis, Ine. One Park fuenue, New York, NY 10016, Subscription rate is $27.97 for a one-year subscription (12 issues). Canada and all other
countries add $16.00 for surface mail. Postmaster: Send address changes to Computer Gaming World, P.0. Box 57167, Boulder CO B0328-7167. Canadian GST registation number is 89371 0442 BT Canada Post
International Pub’s Mail Product (Canada Distibution) Sales Agreement No. 1058649, Periodicals postage paid at New York, NY 10016 and additional malling offices. Printed in the U.S.A.
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gy FOOTBALL
.= GAMES...

“The freshest premise of any
computer footbhall game in years.”
- Computer Gaming World

. e “(Legends) has an incredible
S e e look and feel...top-notch...
= gameplay and game mechanics
are cutting edge.”
- M3

e :
v “One of the top five most
anticipated titles of 1997.”
e S - George Jones C/Net

“Graphically appealing and easy to
control...stacks up with the hest
foothall sims around!”

- On Line Gaming Review



E GREAT MODERN

) Amam Toomg
| i

You want stats? You got stats!
Track over 100 different
categories in single game

~ or full season play.

ded Brown

= - “...impressive strategic richness...
ez F o V—

Make your own plays and create b@&UﬁfUl gfaphiCS and SOIid gameplaYo i
your own players with the best -Computer Gamt’ng World

Play Construction and Team

Editor ever made!
Download the demo today at WWW.accolade.com
To order direct, call 1-800-245-7744




GAME... . Meets Three

leg o d ary [[asw

It's not always sunny on the - e Sl
gridiron — battle it out in snow, » 20~man rosters require most

sleet, and rain. You’ll have to of your players to play both —
offense and defense. Get Rules favor the running

adjust your gameplan to win. ready to use Dan Marino as game.
a dezznsive back or junior
Seau at running back! » Goal posts were placed in
¥ the front of the end zone. The
» The football is larger and “Post” pattern was commonly
harder to throw. Do you ta.ke used to run defenders into
a chance on the pass or grind the posts for an easy touch-
it out with a running attack? down reception.

Build a football dynasty like
Dallas or San Francisco. Draft,
trade, and manage players
throughout entire careers!

o Play a little rougher on the

Advanced A.1. with team specific reveiuams. You ean. hli; them i e
styles and coaching strategies tall:! :al?i': :I:'owenflfan:l"i‘t'ls : g
 Intense multi-player action using alllegall ,_ é |
the Gravis Grip Multi-player adapter » Players like Dick Butkus ruled . I'&‘ |
o bl el %

> “Time Travel” with teams to create fof 3,’;“,,'.,";’;“‘:’:;';‘,? ,:E:;ay ! g 5
fantasy matchups o :ﬁ

= Action and Coach Mode play LI gl :’; |

\ =y A i
LA\ AW ). -

i 4 ™ |
PLAYERS=
Logends Foatball '98 and Legenda Foathall sro teademarks of Accoladn, Ine. @ 1997 Accalade, Inc All Rights Reserved. NFL toam anmis, logos, helmot desigos, aod unilorm dusigns are trademarks of the team

indientod. NFL and the NFL Shield ars registernd trademarks of tha National Football League. The PLAYERS INC. logo is o trademark of the National Fuotball Leagun Players. This is an officially liconsed product of
the Natinnal Feathall League Playees, NFL Prapertion Ine, anid the NFL Quartarback Club, Ine. NFLPA license valid for all modern players and select era players only,
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