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WhHy 15 Duke NluKem 3D THE BEST?

; 'Even running in super crisp BOOXEOO SVGA it blasts
along faster than every other comparable 3D PC title. It's
not pure speed at the expense of versatility either - it is
possible to look up, down, or sideways at any time, with
the bitmapped scenery undergoing minimal deformation
and no speed loss whatsoever. The engine also caters
far full interaction, so bullets leave pock marks on walls,
enemy’s blood drips down crates and earthquakes cause
huge sections to shift altogether, thereby granting
access to new locations. It all contributes to the feeling
of being encased within a grim world as opposed to
wandering through impregnable, static corridors. The
effect is hugely rewarding and is surely the direction in
which such games should be heading.

This potential has luckily been exploited too. So often
games fail to capitalize on excellent technologies but
each of Duke Nukem's levels are noticeably different,
being packed with huge ramps, drops, lifts, jumps and
cunningly hidden secret areas. Nane look the same
{indeed there is often a significant variation within a
single building) and there is always a feeling that there is
a new trick round the next corner. — Edge Magozine
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CIS (GO REALMS) * WorldWideWeb [http://www.3drealms.com) + AOL [Keyword 30 REALMS)
Mature Players: Violence and Adult themes
Developed by 3D Realms Entertai Al Rights Reserved, Exclusively distributed by FormGen, Inc.

All other trademarks are the property of their respective owners.
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Screen Saver &

Entertainment Pack

‘Com#t G2 SoMELT

For more details, make tracks to your local software retailer!
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Multiplayer Action. Play agains! the computer, or up o six
human opponents via modem, network, Intemet, or e-mail,

" Zoom in for a close and amazingly detailed look al the siluatlnn or
= =a | 2oomoul fora global view.
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The Struggle Begins. Each species lands their lirst colony, equally-
equipped with basic supplies - and a powerlul instinet to survive. Will
your drive and ahilities extend to total world domination?

Explore and Expand Your World. Scouting areas fo expand is just one
. ol the ways 1o build an effeclive empire. Mines work best in rocky
Loak for the Deadlock playable demo in selecl magazines or online at mginns. Cracked earth is best for producing energy. Ancienl ruins and
hitp://www.accolade.com artifacts hold strategically useful technologies.




Resource Management Like No
Other. Manaae your initial
population and scarce
resources and build a self-
sufficient, expanding colony.
Choose wisely from farms,
mines, factories, power plants,
R&D and military expansion lo
achieve final victory.

- “Asolid multi-player game fest.”
- -Computer Gaming World

-

exploring, alien huslmg fun” -
-Slrategy Plus - -

~ “Absor inu gameplay.-. the best
S - Visyalsa auml effects that
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b Interactive Enemy A.L. Your incredibie 3D-rendered opponents possess
"7 4 unlgue attributes that will it the balance of power. Intimidation is key
L 7 as they hurl insults and carry out strategies that can mean your doom.

Be®
e

For Windows 95 and
Windows 3.1 CD-ROM.
While a peaceable viclory is possible, war may he inevitable, Ip\U W Vel
Deadlock takes you there in incredibly realistic detail. Engage
your opponents in a hitter strugale to destroy - or be destroyed.
Find out why Compuler Gaming World called Deadlock “A solid Circle Reader Service #292 RATING PERDING

multi-player gamelest.”

Call 1-800-245-7744 1o order, or for more information.
Deadloch is a trademark of Accolade, Inc. ©1996 Accolade. All Rights Reserved. i
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Our New Righteous
Accelerate More T




3D Accelerator Will

an Your Graphics.

INTRODUCING RIGHTEOUS 3D. WHETHER YOU'RE INTO SERIOUS
FLIGHT S1MS OR HARDCORE MUTANT-BLASTING, THERE’S NOTHING IN THE
GALAXY THAT CAN PuMP MORE 3D REALITY INTO YOUR GAMES.

That's because Righteous 3D has
some of the most advanced features
ever designed into a 3D accelerator.

Like real-time interactive rendering,

dual 64-bit memory architecture,

Descent™I: Destination Quartzon 3D Descent™II: Destination Quartzon 3D
Without Righteous 3D With Righteous 3D advanced ﬁ[tel-ing and anti-aliasing,

built-in transparent and translucent effects and Windows® 95 Direct3D™ support, to name a few.
But all this rocket science is just technobabble if it can't make your games more fun.

Which is exactly what Righteous 3D does. You not only get eye-popping visual effects—smooth

textured images and outrageous atmospherics —you get full speed

interactivity. Something no mere graphics board can deliver. ﬁi!]htﬂﬂus all
e —

In fact, Righteous 3D is the first accelerator of its kind that

can render complex 3D images at full-motion frame rates.

And much higher heart rates.

No more pixels. No more herky-jerky

stick figures. Just sharp, clear images that move like nothing you've

ever seen on a monitor. Which can make good games great.

And great games truly awesome.

So get a grip on reality. Visit your computer retailer or

our website at www.orchid.com, or call us for more

information at 1-800-806-9142. And see what
a little adrenaline can do for your system. ORCHID
A Micronics Company

©1996 Mivronics Computers, Inc. Micronics, Righteous 3D and the Orchid Ingo are trademarks of Micronics Computers, Inc. All other
trademarks are the propeety of their respective awners. Descent™ll: Destination Quartzon 3D screen shots courtesy of Interplay”




30 Cover Story:
F-22 Shootout!
ake to the skies with CGW as
We g0 0n a reconnaissance
mission to uncover the next
generation of flight simulators. |
No less than four companies will be releas-
ing F-22 simulators in the next year. We've got
the lowdown on all of them, and we'll tell you
who's most likely to win this epic dogfight.

65 Network Gaming

( gaming is here, and it's way 81 Warcraft Ii
laying with yourself, s to 8L C d&C

de to the best multiplayer games Jrman iy

them up, and how to win. 81 Sid Meier’s CivNet

;.;_:_'- _ 8 Build Your Own Game Net =~ =
For Speed SE eady for network gaming at home-but don’t

- |1 Duke Nukem 3D - Iknow how to get started? Our comprehensive
T MechWarrior 2 guide takes you step-by-step through the process of

SRy : > . setting up your own gaming network over a LAN.
Tﬁ MechWarrior 2: Mercenaries You'll learn what to buy, what to avoid and how to put

- T8 Advanced Tactical Fighters it all together

o ] CEPTEMBER 1000
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Arthur C. Clarke and Gentry Lee present

Understanding the
Octospider’s language
is only part of an
enigmatic tale

of discovery and -
suspense. | ‘ 3
I E "R @R GG




nBuen Usimor, T gE7 SRR
f LIDRLD lINKNOLIN. |

Culiosity is the key to unraveling the alien cha[lenges

e
IMMETISE. S,

ITGPANS A UMERSE. . = 77T =2

LIELCOME TO RAMA. o

| ,Y}m {[; lmnatl & team of astronauls afioard a
Vast alien sna[:asllm thiat fias entered our
solar system from points unknown. Explore
1S 50 kilometer length and you'll discover
secrets of intellient life in the universe.
Nothing can prepare you for - ..
Wihat awal g f’w /f
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Explura a vast world, teaming with organic and artlhc:al
life forms. Dlscmrer algung them both friend and foe.

Inspect every facet of the three dimensianal Raman & )
world'and the rnany nbjents found there,

o

Based on the epic Rama novels by g

Arthur C. Canke i Gentry Lee, \
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| ji fhat’s on the husiness end of my laser this month? What
"/ kind of a bent system do you rate games with? What do

What's On The CD?
Gather, friends and foes: Computer
Gaming World's CG-ROM features
head-to-head gameplay for those
thirsting for the spontaneous and
unpredictible challenge of live
opponents. Accessing online gam-
ing is easy. Just plug into a friendly
game of poker with Kesmai's
Casino Poke, or, if seek-and:
destroy Is more to your liking, try
Kesmai's Hagpoon. Both games can
be accessed through America
Online, which is conveniently pro:
vided on this disc as well as on its
own floppy disk. To earn your wings
before taking flight in enemy territo-
ry, study Robin Kim's strategy for
Jane's Lonagaow AH-64D in this
issue, and then refer to his exclu-
sive fly-through on the CD to learn
top flying aces' tricks. Also exclu-
sive to the CGW reader, Charles
Ardai provides a Zork Nevesis walk-
through in case you're in need of
an alchemist’s spell to free you
from the Forbidden Lands of
Frobozz.

There's something on this CG-ROM
for everyone. The Shareware Awards
are featured this month, complete
with URLS for all the finalists and
playable versions of the winners,
Sample a preview of Activision's
HyrerBraoe and play demos of

o TR S

SrDTENBED 1008

m Mindscape, the

you think you are, journalists? Why did you call one of your
editors, “She Who Must Be Obeyed”?

L ACLESS LBRARY CODE !

M1A2 Asrams tank simulator from
Interactive Magic, TSR's ADvANCED
Dunceons & Dracons: CORE RULES
and many more.

How Do I Use It?
Our CD is a Windows program. If
you have Windows 95, installation
is simple: The CD is Autoplay
enabled-just “lock 'n’ load."
Otherwise, from Windows 3.x, pop
lhe CD into your drive, select Run
from the Program Manager menu,
and type "D:ARUN-ME" (where D is
the letter of your CD-ROM drive) to
run it straight from the CD. Then
lype “D:AINSTALL" to create a CGW
program group on your Windows
desktop. If you have installed previ-
ous versions of the CG-ROM, this
disc will use the program group
already on your desktop. Point and
click to navigate around the CD,
@0 just as you would in any

You can access any of
the regular items (such
as product demos or
patches) simply by click-
ing on the correspond-
ing button,

How Do I Play
The Demos?

To view the demos, first
click on EDITORS' HOT

other Windows program.

PICKS or PRODUCT DEMOS. Next,
click on your favorite genre: Action,
Adventure, Classic, Strategy, or
Wargames. Then click on your fitle
of interest. Each demo has its own
instructions for installation.

How Do I Get

The Patch Files?

Click on Patches under the CGW
Features, and then read the text
window, which has instructions on
copying the files to your hard drive.
You can also access the patches
from your DOS prompt by typing
“D:\PATCHES" (where D: is the let-
ter of your CD-ROM drive) and
copying them directly from there to
your hard drive, We strongly recom-
mend that you back up any previ-
ously saved games before installing
a palch, as this may overwrite your
existing program,

How Do I Get

The CG-ROM?

Newsstand issues come in lwo vari-
eties: with and without the CD,
Each type is clearly marked. If you
can't find the version you want in
the store you frequent, encourage
your retailer to carry it (or subscribe
to ensure that you get a CD every
month). To subscribe, simply call
303-665-8930, and specify that you
want the CD-ROM version.
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JUST THE FAQS

Very Good: A
i high-quality game
| that suceeeds in

How Do We Classify

Games?
Action/Arcade (AC): The

emphasis is on hand-eye coordina-
tion and reflexes, usually emphasiz-
ing fast play over story or strategy.

Adventure (AD): Games where-
in you control an alter ego and

move through a storyline or

sequence of events, where puzzle-
solving takes precedence over con-

versation and combal.
Classics/Puzzles (CP):

Classics are old stand-bys and par-
lor games thal appeal to many dif-
ferent types of gamer. Examples
include: backgammon, bridge,
chess, MonopoLy, parchesi, Risk,
and Souake. Puzzle games are
computer games which emphasize
spatial relationships, word games
andlor problem-solving without
requiring gamers lo follow a story-
line. Examples would be: SHANGHAI,

Terris and Z21G-ZAG.

Role-Playing (RP): RPGs are a
subset of adventure games, bul
stress character development, often
through improving stats or other
attributes. Conversations with non-
player characters (NPCs) and tacti-

HOW DO WE RATI

Average: A
mixed bag. Can
be a game that
reaches for the
stars, but falls
‘shortin several

~§ ways. Can also be

what It does well,
ut lacks flair or
riginality.

SEPTEMBER 1996

~agame that does

cal combat are generally more

important than in Adventure games.

Finally, the game world tends to be

large, and the plot less linear, often
with some questsitreks outside the
main storyline.

Simulations (SI); Highly real:

istic games from a first-person
perspective; you may drive a real-
istically simulated race car, fly a

military aircraft with a meticulous

physics model, or swoop through
a delailed sci-fi environment.

Usually polygon-filled technology
is used 1o build the simulated

world on the fly.

Sports (SP): The sports game
category is a broad genre which
includes action (NBA Live) and

strategy games (FRONT PAGE SPoRTS

FooreaLL Pro) based on sports.

Strategy (ST): Problem-solving,
short- and long-range planning are
the keys here. These games almost
always emphasize resource and risk
management. This genre includes

conflict-based sci-fi and fantasy

games (X-COM, Qurpost, MOO), as

well as “pure” sirategy games and

Weak: A game

with serious prob-

lems. Usually
bugay, seriously
lacking in play
valug, or just a
poorly-conceived
game design—
you should think
long and hard

1 before buying it

“software toys" such as SMCiTv.
Wargames (WG): A subset of

Abysmal: The
rare game that
gels it all wrong.
This is reserved
for those products
so buggy, ill-con-
ceived or value-
less that you won-
der why they were
ever released in
the first place.

stralegy games, these recreate his-
torical conflicts from a command
perspective. They may be tactical,
operational, or strategic, and stress
anything from logistics and fire-
power to morale and leadership.
They may be simple (PAnzer
GENERAL, EMPIRE 1) to incredibly
detailed and complex (PaciFic WAR).

What Is Your

Reviews Policy?

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

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

3) We make every effort to match
the reviewer to the game. We lake
into consideration the preferences,
background and possible biases of
the reviewer and, where possible,
we find people with actual life expe-
rience or special backgrounds that
match a game. We believe this poli-
¢y enhances both the credibility of
the review and the enjoyment of
gameplay when the real world and
the game world are competently
compared.

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




i COMMENDABLE EFFORT.

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

speak, you'll probably agree, MIARATHON 2* Dumubm.. How WiLe It Rum Y UR I.IFE"“

VISIT OUR WEBSITE AT WWW,.BUNGIE,COM, OR cALL 1-800~-295-0060 FOR MORE INFORMATION. ll” ll) jl' III ” I]i ”J ”
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JUST THE FAQS

CGW On America
Online

The leader in game coverage is
now on AOL. Just use the keyword
CGW to find the latest news, strate-
gies and reviews, or look for us in

AMER |{c}\

keyword: CGW

Koyword: CGW

ed Games
Channel.
Check out CG
Currents for
breaking news

and exclusive
onling columns.
Johnny Wilson
takes a look at
N what's hot online
in Baud-y Play, Denny Atkin vents
his spleen, and Diary of an Online
Game Designer shows what il
takes to bring the concept to reali:
ty. Get the scoop on the wheelers
and dealers in The Insider, and let
us know what you really think in
Soundings. Plus, a new game tip
every day!

£ Brteg
T8 Brah Pro Fibd B
53 5o ah Privtirt Had At

We're On The Web,
Too

Point your Web browser to
http:/lwww.zdnet.com/gaming for
expanded coverage of your favorile
games, sizzling debates, and hot

Net

http://www.zdnet.com/gaming
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the newly expand-

links to the best in gaming on the
Web.

This Month on the Web:
b September 4, 10:00 p.m.
Eastern Time: Join CGW Editor-in-
Chief Johnny Wilson, Onling Editor
Kate Hedstrom and Web Producer
Walter Howell at Yahoo!
Computing's Webmaster Of The
Week live chat to discuss games
and the Web.

b Play A Game, Make A Friend:
Rusel De Maria explores the social
aspects of online gaming. Click on
What's New.

» What's The Deal With...
Gimmicks? Do those multimedia
doo-dads really enhance the gam-
ing experience? Check out Martin
Cirulis’ column this month on page
236 and add your twa cents online.

Coming Next Month
CGW's Guide to Online Gaming.
Flip on your modem, attach your
propeller beanie and join us as we
visit the best anline games in each
genre. Pledge boss Martin Cirulis
finds what's hot and what's not in
online gaming networks. He'll tell
you where to go (he tells us all the
time) for the games you want to
play, and how much to expect to
pay to play. We'll also tell you which
are the best options for connecting
to the online world and survey the
modem market to find the best
beepers for the buck.

CGW readers have voted Blizzard
Entertainment’s WarCrait Il the
most-played and best strategy
game lo take over the digital battle-
field. Learn the tricks and tech-
niques of the pros as we explain
the best ways to bash heads in
WarCraft Il Expansion Pack.

As the Aulumn avalanche of games
reaches its apex, be sure to get the
latest scoop on two seductive new
titles-Tomb Raiders and SimCopter.
And, as always, we'll have an exten-

sive lineup of full reviews, including:
Close Combat, Grand Prix 2,
Quake, Back to Baghdad, Power
Play, Elk Moon Murders,
Lemmings: Paintball, Fire Fight,
Cyberstorm, Ballleground: Shiloh,
ZuluWar and more. See you next
month—if we can ever stop playing
Quake.

Who Does What at
CGW, or Spreading
The Blame Dept.

® Denny “Come Fly Me" Atkin is
the Features Editor and Simulation
Editor. Ever wonder why there are
so many flight sim covers in CGW?
Denny’s bigger than the rest of us.
® Terry Coleman s the Reviews
Editor and Classics/Puzzles Editor.
As the rest of the world goes real-
time, Terry remains adamantly turn-
based. In fact, he is at this very
moment frozen in space, waiting for
someone to pour him some iced
tea. Hold the lemon.

® [ave Salvalor is CGW's Technical
Editor. In addition to running the
Technology section, Dave is known
for his stream-of-consciousness
technobabble. Do what we do: just
smile and nod a lot,

® Jill Anderson is our News Editor
and the CG-ROM coordinator. We
don't mess with her; you shouldn't
gither.

= Jeff Green is the Sports and
Adventure/RPG Editor. Yes, it's an
odd combination. Luckily, Jeffisa
delusional schizophrenic, so is Jeff.
® Kate Hedstrom is the Online
Editor and CGW's Misiress of Baud.
What is she really wearing when
she hosts those on-line gaming
chats?

® Elliott “Gunboy” Chin is the edi-
for in charge of the Action and
Strategy/Wargames sections.
Elliott's rocket launcher is bigger
than anyone’s in the business. Just
ask him yourself. &



EPIC MES

High resolution 3D
rendered graphics

Unique network and
modem play options -
A

\
Superchargkd‘weapo ..
explosiohsg@nd sound FX

Only for Pentium®. Only for Windows 95.
Only from Epic MegaGames-

-:'-"H:' —t =-.'—.l'.:-."‘ e rﬁ x ;
World of Wonders UL

Play the latest Epic NegaGamés shareuware
games: http://www.epicgames.com

Epic MegaGames sells Fire Fight as a single game or in a two player network starter pack containing 2 coples of the game - one
for you and one for a friend. To order call (800) 972-7434 in the USA/Canada or call (0) 1767 260903 in the UK/Europe

The two-player 2 CD network starter pack is also available in retail stores world wide through Electronic Arts.
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Studio 3D0 hos surgically fused the human trigger finger fo the
human brain. The result? Star Fighter™— an explosive hard-core
shooter that demands strategic thinking for success. Immerse
yourself in a vast 3D world. Sear. Explore. Scorch thousands of
enemy fargets. Fly anywhere. Fly upside down. Leave the airspace

5 rRanr ] REIVE B

for outer space. You've got new places o see, new places to incinerate.
But don't bask in the nuclear afterglow just yet. Because if you don't use
your head, the inventive aliens will. Usually as a souvenir ash-tray.
Sometimes as a hand puppet. See your favorite retailer or 1o order dired,
dial 1-800-336-3506, or give us a shot on the Web: www.3do.com

¥IDg T0 ADULTS

[.I.IN TENT Ill“ (1] lﬂ

“Ste]lar"’

— Next Genemmm, March 1996

STUDIO

3DO

Studa 300, the 300 lagas and Siar Fighter anh trademarks andior registerad tademarks of The 300 Company. © 1098 The 300 Company. A2 fghts tuserved.
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e lop
100 Gets An

Upgrade

The Best Game Ranking System
Gets Better

g've always
known that
the Top
100 Poll
and lhe
Playing
Lalely lisls
were
important to you. That's whal you tell
us in letters and surveys and that's
what people in the computer game
industry tell us. It's often the first page
in a new issue that they will check out.
It's also been relatively unique. Many
magazines (including ours) provide
ratings where the editorial staff makes
qualilative judgments of the relative
values of games and many provide
lists of bestsellers, but our Top 100 is
a list of the cumulative, qualitative
judgments of hundreds of readers-the
best gamers in the world.

Combined with Playing Lately, a
list of what our readers are actually
playing during the month surveyed,
CGW offers lwo different ways to
glean game recommendalions
from our readership. Playing Lately
indicates what games are hot, right
now. The Top 100 gives a value
judgment that reflects a game’s
value over lhe course of months
and years. Playing Lately offers lhe
most timely recommendations we

A cec

can provide from our readers, and
the Top 100 tells which games are
passing the test of time.

Realizing that gamers often use
these lists to make buying deci-
sions, and that many publishers
have factored in our Top 100 list
when deciding whether to publish
certain games, we have always
wanted these lists to be the best
they could possibly be. In 1989, for
example, we changed the system.
We noticed that more and more
games didn't fit into our two-genre
classification system. Al that time,
we classified games as either
Action/Adventure or
Strategy/Wargames. Where do you
put simulation games in that sys-
tem? Not only was the classifica-
tion system weak, bul there was so
much historical weight in the top
scores that newly rated games
couldn't budge them-even if they
were blockbuslers.

Worst of all, we thought, was the
fact that we published numbers
thal seemed lo promise more exac-
titude than they actually provided.
For example, what was the differ-
ence belween Carrier Force (7.04),
Decision v THE Desenr (7.03),
Eurore AsLaze (7.01) and SeveN
Ciries oF Govo (7.00)? When
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ohiain more
reliable game
rankings,
we’re mailing
nearly 2,000
guestionnaires
each month

to our sub-
scribers. )

Carrier Force was rated by 108
gamers and DEcISION IN THE DESERT
by 35, it could be a considerable
difference.

We had an experl in statistics
look at our process, and he
advised us to move to a letter
grade system lo gel the data to fall

into natural groupings. He suggest-

ed that people understood better
what an A meant in a syslem that
ranged from F to A+ than they did

the meaning of 11 in a 12-point
system. He told us that as long as
we were accumulating data in
order to get historical weight and
trends in the ratings, we would
have lo move the highest rated
games into the Hall of Fame and
purge the rest after two years to
make room for new litles.

We were also painfully aware of
another problem affecting both the
pre-1989 and post-1989
systems-self-selecling respon-
dents. Until this month, all you had
to do to rate a game was fill out
the prepaid postcard bound into
the magazine each month. This
allowed three major forms of cont-
aminalion into the data:

1. The same people could rate
the same game multiple limes over
several months-raising the number
of responses, but giving greater
weight to the individuals who
responded every month.

2. The most vocal and fanatic
minorities were the most likely to
rate games every month-and as a
result could force higher ratings for
games that had limited appeal out-
side their niche. Many a CEQ’s
head has been shaken at the high
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Journey through five SGI-rendered, Embark on a compelling, puzzle- Enjoy over Dl hours of challenging

faithfully recreated 3D solving adventure with stunning gameplay with multiple endings as

environments and unravel the full-screen, photo-realisctic, vyou attempt to reach your ultimate

secrets of Easter Island, Egypt, ray traced graphics as you destination... Atlantis,
Atlantis and the Mayan ana travel through time and space.

Anasazi worlds.

A Graphical Adventure

Free demo disk
www-im-gte-com

THIS OCTOBER, JOURNEY TO ANCIENT GTE Entertainment
CIVILIZATIONS, DISCOVER AN ALIEN RACE AND

SHATTER THE THEORIES OF MODERN SCIENCE.

Circle Reads
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rating of a wargame that may have
only sold 5,000 copies but scored
in our Top 10, or at the score of an
Amiga game thal may not even
have been sold in our country.

3. Software companies could
respond en masse and stack the
deck. (It may he wrong to mention
Accolade, Epyx and MicroProse as
companies who attempted to
cheal, but we're in one of those
“tell-all" moods.) Fortunately, we
did reqular postmark checks in
response to this problem, and we
caught a lot of those attempts, but
surely not all.

PAccolade
Epyx and
MicroProse all
tried to stack
the Top 100 in
their favor at
one time or
another. )

Since that time, we have been
reluctant to change the system,
because we were afraid of skewing
the results in one direction or
another. For example, we knew that
we could save a lot of money in
terms of calculating the poll if we
used our polling capability on
Prodigy, then the World Wide Web,

and then AOL to calculate our dala.

Unfortunately, we quickly realized
that this would skew the dala
toward gamers who had modems
and subscribed to a given online
service. Though we do online
polling for the benefit of our online
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readers, we have continued lo use
the more expensive approach to
create the list in the magazine.

Now, however, we have changed
the system again. Too many people
didn’t understand how we went
from their letter grade ratings to a
numerical presentation in the Top
100 list. So, we've gone fo a
straight 10-point system (think of it
as your version of our 5-star sys-
tem, including the half stars), and
we've done something about the
self-selection problem! We now
mail almost 2,000 questionaires
per month to our subscribers.
These are random, nth name mail-
ings. This means that we are get:
ting valid responses from different
subscribers each month, and we
believe this system will take care of
the contamination described above.
It also gives extra value to our
more than 100,000 subscribers.
Mow you must be a subscriber to
be eligible to rate the games.
Playing Lately is handled on the
same queslionnaire.

The only potential downside is
that when you shift methodologies
and are working with cumulative
data like this, the initial data may
be fairly volatile. The early results
bore thal out, with a number of
titles that rated surprisingly high
for one reason or another. However,
the benefit of cumulative responses
is that you should see predictable
track records as lime goes on.
We'll walch with interest, and we
hope you will do so as well.

You're still getting valuable rec-
ommendations from the best
gamers in the country-there's just
less noise in the translation now.
It's yet another example of how
we're trying to serve our readers
better. We hope you'll agree that
this makes one of CGW's classic
features even more valuable. &
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[1°S TIME T0 SPANK SOME EVIL ALIENS.

Circle Reader Service #191

ES, I'd like to spank some evil aliens. |'d like some more info before | spank some evil aliens.

1-800-920-9997 wwpi acilabh eamlinvantions hitn







11996 Nova Logic

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

¢ Realistic Combat Action

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

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

* Multi-Player—from the people who perfected it

LU 1Lz

The Art of War

www.novalogic.com
Circle Reader Service #220
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an exaggeration to say that type of ammuni-
tion and point of impact for artillery fire can
be changed seconds before a barrage arrives.
‘The apparent ability to do this in TACOPS is an
abstraction that is explained on page 106 of the
User’s Guide. In'short, the TacOps artillery
implementation is effect oriented rather than
procedure oriented.

Abstractions in TacOPs, like those men-
tioned above, and its less than state-of-the-art
sounds and graphics were not oversights in
design. These things were done intentionally
so that the game would perform well under
the Windows 3.Ix operating system on com-
puters dating back to the 386.

L. L. Holdridge
Developer of TAcOPS

Thanks for the clarification. Its ahvays inter-
esting to look at the playersireviewer's
perception in relation to the design-
ers intent and model. Since most
caloulations in a computer game
are handled invisibly, we somic-
times think certain factors are
ignored or overabstracted.
Thanks for the assurances on
your design.
As for the “dud” issue, we
plead guilty. We try to write
headline copy that will draw
readers into an article, but in
this case the deck misinformed. In terms of
design and gameplay, TACOPS is certainly not
dud. Graphically, it is considerably behind the
times, for precisely the reasons you just dis-
cussed. Some readers have pointed out that we
gave the Macintosh version of TACOPS a higher
score than the Windows version. That’s because,
after the delay, we were expecting more, so the
PC version rated lower. I'or eitherversion, how-
ever, the term “dud” was , at best, an overstate-
ment. Patrick Miller should not be blamed for

wordplay injected into the article by the editori-

al staff: We often rewrite the headlines for the
arlicles and, this time, we hurt the article
instead of strengthening it.

WIN95 AND THE NETWORK
GAMER

Am I the only person who thinks
Windows 95 is the most counter-
intuitive, buggiest, pickiest, horrible
excuse for an operating system ever
invented? I'm beginning to suspect a
plot of silence that is keeping people
from talking about the utterly
unworkable Win95, and am wonder-
ing if dissenters are being quietly dis-
appeared by Microsoft goons in dark
sunglasses and black trenchcoats.

Let me say that the only reason |
am faced with the nightmare of using
Win95 is because I am addicted to
PC games and everyone is saying
that this is the future of PC gaming
(please, dear God, let them be
wiong). | am so addicled to PC
games that I have, in my home, four
Pentium 166 decked out ultimate
gaming machines simply for playing
multiplayer games. I don’t use them
for business, word processing, spread-
sheeting, calculating or keeping my
budget.

Games, games, games. | keep my
systems up-to~date and spend way
too much money on games each
month. I buy almost exclusively net-
work-multiplayer games as | can find
few games worth playing on my own.
I know I have a problem and that's
half the battle, right?

I have owned PCs for the last
cight years and have had to deal with
all the frustrations [of] getting games
to work with DOS, I have been
working in the computer graphics
industry for three years now and ama
senior animator on the CGl televi-
sion series Reboot. | work everday
with Unix, Mac and PC operaling
systems. | have had to get all sorts of
games to network properly on my
home system. All this adds up to a
fairly computer-literate person who is
probably above-average in the
amount ()F L‘mnputcr (‘):p{:rit:llcc
most people have had in their lives,

ANDICANT GETASINGLE



For the nearest dealer, call:
888-2-10MEGA, ext, j15

Removable one-gig disks; " Tulied 5 7 L O
unhmlted space;, |

The Jaz™ drive is you,
man. It's fast, it holds
tons of stuff, and it's
personal. You won't find
an easier or cooler way
to upgrade your hard
drive. Just connect it
to your PC or Mac and

you're jammin’: files,
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pictures, graphics, video,
CAD stuff, whatever. And

-

e lomega togo and Jazaie !.ragtemars(s of Tomega (.otpomifon, Pril_:es'l'

with its dark green color,

hey, the cat’s got style.

1GB disks for as low as $99.95.

: 4 Compact one-gigabyte cartridges.
= - Great for graphics, sound, and video.
g 4 o Portable files, Fast, easy backup.
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BLOODY THING ABOUT
WING5 TO WORK PROPERLYI!
I just want to play games.
Network games. | can't even get
Win95 to install on one of my com-
puters (it installed fine on two of
them and all four are exactly them
same). | can't get a Microsoft game
(Crost Compar) to network with
the TCP/IP protocol it demands (or
anything else). I spent six hours this
last weekend trving to figure out
TCPAP settings and adresses
(options for which are spread
throughout so many
dialogue boves

as lo nearly

drive me

insane), and my
computers still can't see
each other. The only game I've
been able to network briefly through
Satan’s operating system has been
WarcrarT [, which runs slower
than under DOS and without many:
of the sound effects. The volume of
Win95 is always cranked (or off)
regardless of whether I try to change
it through the sound control panel or
in the game. [ am using
Soundblaster 16s, the most compati-
ble soundeards there are. And now
one of my Win95 compulers refuses
to run WarCRART 11 at all due to
soundeard conflicts (even though |
ran it succesfully before).

I made the mistake of trying o

ot o3

/{/

switch my modeming over to
Win95. Doesn’t work worth a damn.
I got detailed instructions (which are
about eight times as long and com-
plicated as setup instructions for Win
3.11) and installation disks from my
Internet provider and followed them
carcfully. It still doesn’t work, even
slightly.

My hardware dealer is a well-
respected supplier of Comtex com-
puters, one of the best PC sellers in
Canada. He specializes in network
systems. He and Lare still trying to
work out my problems (we have
been for the last nine months when |
upgraded from 486s). This operating
system is supposed to be the easiest,

muost intuitive
point-and-
click inter-
face ever
created and
/ mass-market-
// ed by an evil, bloated
/
/" don'tunderstand how
anyone (let alone the aver-

software corporation. |

2
age, barely compuler literate
family) can get anything at all
ont of Win95. Lam balfled.
Utterly:
| am scared when |

e

hear of all the hype about
Win95 being the future of
gaming when from my
painful experience so far it has failed
miserably on all counts.
Zeke Norton
zeke@reboot.com
Senior Animator, BLT' Productions
Vaneowver BC, CANADA

Zeke, we feel your pain. We know
you're not alone in experiencing these
frustrations, but our faith in Win95
has always been a little like our faith
in democracy—it’s the best of all the
flenved systems.

This month weve prepared a spe-

cCEDTCNDED (008

cial feature on how to set up
a multiplayer gaming net-
work and get nine of
the best
games
nin-

ning on

it. It prob-
ablywon'l
solve all
your prob-
lems, but we
hope it will

helpy make things
easier.

TO HAFFNER AND TO HOLD

I've been a subseriber to
Computer Gaming World for about
10 years. I read it cover lo cover
everv month [and] I respect your
opinions and reviews very much. I've
watched you follow the trends of
gaming from Apple and
Commodore, Amiga and Atari ST,
to Mac and IBM. [ have owned a
Commodore 128; Amiga 500, 2000
and 1200; and various IBM compati-
bles from 286 to Pentinm.

[ appreciate your coverage in the
July 1996 issue of the Lance Haffner
sports games, [ lave been using
IFuLL CounT BASEBALL since my
Commaodore days and thoroughly
enjoy it. | started my strategy base-
ball gaming on Avalon Hills STA11S
Pro BastatL by playing the board
game. When I 'saw the computer

think

it . f:hc
NI affner
A games offer the
best value in

slmlegy—basecl gaming

today. You can play the games
very quickly and yon don't need a lot
of horsepower. Its almost refreshing
inaway.

Anyhow, thanks again for the cov-
erage. Its good to know I'm not the
only out there, and hopefully this
will help spur more coverage of this
type of product.

Rick Rosinski
Freeland, M1

Some of the most eerily accurate
season replays we've ever experienced
were played using the Lance Haffner
games. We've been playing them
since the Apple 11 days and love them.
As for the ermror on COURT SIDE
COLLEGE BASKETBALL,  guess we're
still confused from when Lance had
to change the title from FINAL FOUR
COLLEGE BASKETBALL.

version of that, 1 had to have it and i
went out and bought a computer
to play it on. The praduct had
some limitations, and thats when |
discovered Flaftmer’s FuLL Count
BASEBALL.

In addition to FCB, I also own 3
N T FooBALL, BaskirsalL: T
Piro Came, and Coury Siok
COLLEGE BASKETBALL. You ny
want to take note that you called
the latter “Full Count Basketball”

in your issue, which is not correct. |




“Strategy Game 0f The Year"

~Computer Gaming World

“Turn Based Strategy Game O0f The Year”

~Computer Games Strategy Plus

[ Great Year!]

| Great Game! ]

R’{[Whical creatures come to life as you battle for control of newly discovered lands in
the award-winning strategy game Heroes of Might and Magic". Explore virgin territory and
capture strategic positions and resources while expanding your influence and establishing
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords

for supremacy. Victory is within your reach if you have the brains and the brawn to take it.

@ Over thirty unique combat units
® Dozens of strategic scenarios

® Custom “World Builder” included
in the Win 95 version

@ Exquisite SVGA graphics

@ Intense Computer AL

@ Multiplayer: hot-seat, modem,

spectacular web offer check out network, direct connect

ittp://www.nweomputing.com

e NEW WSRLD COMPUTING, ING

Available at your local software retailer or order direct from New World Computing at
1-800-251-8664 (818-734-7136 outside the U.S.), or by mail:
P.0. Box 4302 Hollywood, CA 90078-4302,

©1996 New World Computing Inc. Heroes of Might and Magic is a trademark of New World Computing Ing. | | B
All rights reserved. All other trademarks belong to their respective holders. Circle Reader Service #138
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Wizardry is a registered trademark of Sir-tech Software Inc.



adventure .
Wizardry title... -

-, THe, WIZARDRY SERIES HAS SOLD MILLIONS OF COPIES WORLD
THIS FALL, SIRTECH USHERS IN NEMESIS, THE WORLD'S
“FIRST WIZARDRY ADVENTURE. AT SIRTECH “WIZARDRY” IS A : PR i ﬂm iy,
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5 OVER 2 5 GIGAB‘{TES (4 CDs) OF INTENSE VIRTUAL WORLOS :
.ngNG NEW. MEANING TO. THE PHRASE “EPIC STORY.”  NEMESIS r ,

comamss OVER 10;000 FRAMES OF ORIGINAL 3D ART AND Y

- SUGA ANIMATIONS, WITH THE EXCITEMENT OF REAL TIME :
mrr.mcnon

"TH':’S'_;SQAN' INTENSE STORY ABOUT VIRTUAL BEINGS WITH REAL

LIVES AND, REAL ENEMIES AND DANGER AT EVERY TURN. THE

- NEMESIS EXPERTENCE MARKS THE BEGINNING OF YET ANOTHER
Wmaunv Anvsmuns.
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Whatever
Happened 10 ...

Some Vaporware Condenses While Other Games Dissipate

few prod-
ucts that
may have
long ago
been con-
signed to
the “Vapor Forever" category
are currently showing signs that
they are "not quite dead, yel."
Long-anticipated games that
seem genuinely close to release
as of press time are:
BarTLecruiser 3000 A.D.,
HarvesTer and THE ELDER
SCROLLS: DAGGERFALL.

Take 2's strateqy for
BarTLecRuIser 3000 A.D. was lo
move lone-wolf designer Derek

Smart—whose well-known prob-

lems with Three-Sixty Pacific
(money troubles), IntraCorp
(contract differences), Mission
Studios (legal difficulties) and
Take 2 (contractual disagree-
ments) have been well-dis-
cussed on-line—to Latrobe, PA,
where the rest of Take 2's devel-
opers (known for STAR CRUSADER
and Rireer) are located. Take 2
is currently improving the art
(see screenshot) and interface
(see our AOL or Web story)

BATTLECRUISER 3000 A.D.

algorithms built by fractal
genius and pioneer, Dr. Ken
Musgrave. This addition guaran-
tees a better look for the game
than originally planned, but the
true beauty in this game is
below the surface. DAGGERFALL
offers role-playing detail far
beyond games of recent vintage.
Another vintage vapor pro-
gram is Merit Software's
HARVESTER. HARVESTER Was @

. 4
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realistic jet fighter simulation
yel. It packs a top-notch flight model, ter-

perennial dema at computer
industry trade shows and antici-
pated as one of the most con-
troversial adventure games ever
(due to the pradigious blood
and gore factor). Delays in
HarvesTer can be attributed to
both the perfectionism of the

designer and the cash flow diffi-

culties of the publisher. Now,
Merit anticipates that HARVESTER
will be in stores around late

October, and our beta version
looks like the game is in just
about the right condition to
make thal ship dale.

Ironically, at the same time
that these classic vapor litles
are nearing publication, some
nearly complete litles have been
pulled back (even though they
were allegedly "reviewed” in
another game magazine).
Mindscape is attempting lo
make a clear commitment to
quality by cancelling SSI's
Reneaane 2 and their own
WarHanmmer 40,000 AD: Dark
Crusapers. In both cases, com-
pany officials candidly admitted
that the products weren't what
they wanted them to be. They
suggested that cancelling the
producls was less expensive in
the long run than trying to

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

I rain graphics built from real satellite

imagery of Iraq, and intimidatingly realistic
radar and weapons systems. Unfortunately,
you'll be ill-prepared for this realism unless
you're a former F-16 pilol, as the game’s

while Smart focuses on the
game programming itself. It cer-
tainly looks as though the game
will ship in October (1996, not
3000).

At press time, we have
received a "near-gold" version
of Bethesda Softwork’s THe
ELDER SCROLLS: DAGGERFALL.
Currently, the terrain model has
been significantly enhanced by

manual is dreadfully incomplete.
& If you're willing to head to the
Web for tutorial information, or
wait for MSI's add-on manual,
this is as close as you can get to
the cockplit of a real F-16. There
are nagging omissions, such as
the lack of wingmen on most
flights, but you'll be so busy flying
the plane you won't have time to
be annoyed. Despite an instant-

o~ EEDTEMNMRBRER 1005



rebuild a repulation for quality
after putting out inferior prod-
ucts.

In addition, Blizzard
Entertainment has pulled the
plug on Pax IMpeRiA 2, the long:
awaited game of interplanslary
conquest. According lo Blizzard,
this had nothing to da with the
upcoming release of STARCRAFT
since the two games are tofally
distinctive in style and sub-
slance.

We have also received word

from Interplay
Productions that
the rumored
computer ver-
= sion of Axis &
~ALLIES §S off.
Early under-
standings with
the Milton
Bradley division
of Hasbro apparently broke
down when new personnel at
the boardgame company
entered the picture. Apparently,
Hasbro intends lo publish a
computer version themselves
similar to the CD-i version
which was published a few
years ago.

Finally, this just in from
Spain. Generalissimo Francisco
Franco and Champions: The
Computer Role-Playing Game
are both still dead.

READ.ME

his month Duke Nukem 3D k[CkS C!VILIZAI‘ION Il down

to third place, while Warcrart Il holds the number

two position for the third con-

secutive monlh. HEROES OF
MicHT anD Magic climbs higher up the
chart, while Doom Il and NASCAR RacinG
both reappear after a long absence.

You'll no longer find the CGW Poll Card ¥

bound into the magazine, but check your mail box: We mail a
survey to 1,500 randomly chosen subscribers each month, and
we use the results to calculate the Top 100 And Playing Lately
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action mode, this one’s Hot for hard-core sim
flyers, but on the cold side for the USNF “take
off and start shooting” crowd.-D. Atkin

PC CD-ROM

Military Simulations, Inc, (360) 254-2000

Reader Service #301

CLOSE COMBAT -
It's June 1944. The Americans
are attempting to break out of the
Normandy heachhead and the Germans are

= making
4 them pay
in blood
for every
inch of
ground
they take.
In CLose

Comear, a realtime Windows 95 game designed
by Atomic and published by Microsoft, you
command either the Americans or the
Germans, playing each of the 39 scenarios sep-
arately or as part of a campaign. These are
small, highly tactical battles in which you
maneuver squad sections and individual vehi-
cles in areas that typically cover several hun-
dred yards. The interface definilely fakes some
getting used to, map scrolling is slow and jerky,
the zoomed-in view is so blocky thal it's nearly
useless, and giving orders in real time can be
an exercise in frustration. Still, if you like real-
time play and can overlook Ctost Comear's defi-
ciencies, few games succeed as well in portray-
ing combat up close and personal.-P Miller

Windows 95 CD-ROM

Microsoft, (800) 426-9400

Reader Service #302
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each month.
Last Months
_ Month ~ On Charl
1. Duke Nukem 3D (30 Reams) 3 5
2 Warcraft II (Blizzard) 2 7
3. Civilization II (MicroProse) 1 4
4. Heroes of Might and Magic
_ [New World Computing) 9 9
5. MechWamor 2 (Activision) - 9
6. Steel Panthers (ss) 4 9
7 Command and Conquer
;— Hm(VIrgII'I.-"WBSMODd] 6 10
8. Doom II (i) 6
Eg: NASCAR Racmg [Papyms / Virgin) - 5
[_.....W'\

10. Pa er General {SSI] 10 18

FRONT PAGE SPORTS:

BASEBALL PRO '96
FRONT PAGE SPORTS: BASEBALL

Pro is back-but is it better?

Many of the modifications in the ‘

'96 edition are not to the game but to ils
environment. Revamped for Windows 95,
FPS BasesaLL Pro now consists of a number
of small windows that can be turned on and
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Dungeons & Dragons Tug-of-War
Who Has What With Regard to AD&D Titles

ince the glory days of
the old SSI gold box
AD&D RPGs, gamers
have been eagerly await-
ing the next
batch of good
Dungeons & Dragons role-
playing games. The question
of late, though, has been who
will make these games. Will it
be SSI? Interplay? Take 22 It
depends on who has the license, and if
you ask TSR, they'll say three companies
do actually. That’s because TSR's AD&D
line has over a dozen different campaign
worlds,.and each world is its own license.
(In addition, check out this month's CG-
ROM for a demonstration of the AD&D
Core Rutes product.)

S8l still has the Dark Sun and generic
AD&D license, but has decided to fake a
hiatus from RPGs. DeaHreep was their
last AD&D game, and Darx Sun ONLINE,
available exclusively on TEN, will be their
only RPG for the forseeable future.

Interplay bought the Forgotlen Realms
and Planescape licenses. Forgollen
Realms is the most popular AD&D waorld,
and Interplay's first two titles will be set
in this universe, though neither will be an

e.,-J

RPG. The first, Bioon & Maatc, is a real-
time strategy game (see last month's
Hands On section), while UNDERMOUNTAIN
will be a 3D aclion game using the
Descent engine (see Inside
Action in this month’s Action
column for details). They are
working on two RPGs, one
set in the Forgolten Realms
and the other set in
Planescape, set for release in
fate 1997.

Laslly, Take 2 has bought the Ravenloft
license, and their first game will be a 3D
fighting game pitting your player charac-
ter in one-on-one combat in various are-
nas against Baron von Strahd and other
undead crealures. Called Iron & Brooo, it
should be available in the coming
months for the Playstation and PC.

The potential could be there for even
more games from more developers, as
TSR still has many other AD&D worlds
which haven't been licensed as of yel.
Other notable campaign worlds still to be
snalched up include the popular
Dragonfance campaign, the new
Birthright campaign, the Mystaria cam-
paign, the Spelljammer world and the
Council of Wyrms setting.—Eflioft Chin

From G Ratings to X, GT Interactive

Spans the Gaming Market

lose on the heels of GT Interactive’s acquisition of
CFarmGen. publishers of the popular and controversial

game, Duxke Nukem 3D by 3D Realms, GT has moved
into the children's market, too. In two separate acquisitions in
as many weeks, GT purchased Humongous Entertainment, pub-
lishers of the best-selling Frenoy Fist and Putr PutT children’s
games, and FormGen. At the time this issue went lo press,
there were no plans to liquidate, consolidate or change the
operations of either of the two acquired firms. Although a
spokesman for GT was unable to reveal the dollar value of the
FormGen purchase, he did say the purchase of Humongous
was valued at approximately $76 million. These two purchases
follow an earlier GT purchase of WizardWorks, makers of the
“Zone" add-on products, HIZone for HExen anp Herenic, and
F1Zone for Fury 3. The acquisitions, in conjunction with GT's

- exclusive distribution agreement with Walmart stores represent-

ing:over 150'software publishers, depicls GT's goal of largeting

~ allareas of the gaming market.

Acclaim Adjusts PC Game Strategy

s part of Acclaim’s relatively new emphasis on PC Games, the

successful cartridge maker has had to come to grips with the dif-
ferences between the videogame and computer game markets. As a
resull, the Long Island-based company has focused on linding unique
Affiliated Labels lo distribute as it re-engineers ils in-house development
strategy. Currently, the company has distribution and hybrid (develop-
ment/publishing deals) with Pulse Entertainment (Bap Mouo) and Take 2
Sollware (Rieper and the upcoming Broon & Iron (set in the Advanced
Dungeons & Dragons world of Aavenloft). In addition, their long-term
developer, Sculptured Software is hard at work on a 1097 litle called
STRATOSPHERE. STRATOSPHERE iS a networkable real-time strategy game
and fealures some intriguing interplay with flying land masses.

off and moved around for a customized
setup. The main gameplay window conltains
the conventional catcher's perspective, but
after the ball is hit the game switches to 3D
mode, and uses similar graphics as the pre-
vious version. Graphical performance, even
in Windows 95 and a speedy system, is its
weakest position. The Al has a few potential-
ly game-blowing errors as well, such as
some really dumb base-running decisions.
Aspiring Lasordas and Weavers, however,

ON THE SHELF

tistics and managerial options. The ball
games themselves tend to be statistically
realistic, and the superb ball physics add to
this feel.- T Kaiafas

PC CD-ROM

Sierra On-Line, (800) 757-7707

Reader Service #303

should appreciate the multitude of player sta-

e

-

CYBERIJUDAS

Essentially a new edilion of an
intriguing geopolitical simulation
called Srapow PResiDenT, CyBerJupas offers
three approaches fo simulating the role of U.S.
President. You can opt to simply lead the coun-
iry as you did in SHapow PresiDent, a detailed
exercise that integrated the CIA World Factbook
into a game of global diplomacy, economic

management, international espionage and mili-
lary intervention. You can also play the
CyberJudas Gambit, the same game with the
added intrigue of having a traitor for one of
your cabinet members. You iry to find out
where the traitor is going to intervene next so
you can interdict him or her and clear yourself.
Another option is the Cabinet Wars scenario,
in which you have to balance an administration
full of cabinet members jockeying for influence.
Where Stanow Presinent had pacing prob-
lems, CveerJupas has a real sense of urgency
about it, with an ever-acceleraling pace. The
graphics are more intriguing than the bland,
digitized images of ils predecessor; the sound-
frack is appropriately eerie; and the heavy sia-
tistical model underneath the game is more
covert, placing the emphasis on entertainment
rather than on number-juggling. CvserJunas
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CHARGE.

INTRoDpUcING Altterlife] THE LAST WORD IN sims.

P )
i

Welcome o A fterlife. The first world-building

u_
\ HFTEH LIFE simulation that lets you muanage lwo prime planes of
Bk

“unreal estate”™=heaven and hell —simullaneously.

Possessed ol an unearthly sense of humar, it all begins

in a God-knows-where galaxy. There, billions of departed

souls hunger for you o give them what they deserve.

Start with the Pearly Gates of Heaven

ali
= ) . ; . W
or the Fiery Gates of Hell, zone in blocks of deadly ASTERS oF pivine
i PROPORTION INCLUDE Disco INFERNO
Sins or goodly Virtues and build some roads. (picTurep), HELL IN A HANDBASKET

Winpows 95, DOS aND MACINTOSH

¢D-ROM Soon, the dearly departed arrive in droves. AND SRV Most.

K(—:ep them happy and you flourish.

Lose too many along the way and it’s a visil from
the: Four Surfers of the Apocalypso (not a good lime).
Factor in a hall-dozen or so disasters (not including
tolal annihilation), money problems, lost souls,
headaches on the planet below, and things

gel complicaled in a hurry.

T With over 200 artistically rendered rewards, =

,_jUILD AND MANAGE TWO PLANES, 5 i 7 N .-KEEP SOULS HAPPY BY PROVIDING
nearly 300 detailed tiles and buildings, more maps,

HEAVEN AND HELL, SIMULTANEOQUSLY. 1 THEM WITH THE REWARDS AND
graphs and charts than you can shake a pitchfork at. PUNISHMENTS THEY EXPECT, INCLUDING

ETERNAL AFTERNOON, TOOTH OR

Mlus the most sophisticated engine of any sim game
! 1 2 : & DARE AND DREAMADISE (PICTURED).

beginning with the letter <A you've got

i]]!‘illi‘l'. Illll”'.‘i llr {;{IIII(‘-I\IU_VA

A.fl(‘el‘life: Reach the end or die trying.

‘i{ASPER WORMSWORTH AND AnRla lfOLI.OW THE HIGHS AND LOWS
GOODHALO HELP YOU KEEP TRACK OF http://vmnnw. lucasarts.com OF INDIVIDUAL SOULS THROUGH

YOUR SUCCESSES AND FAILURES. THE SOULVIEW FEATURE.

Circle Reader Service # 118
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3D REALMS COMES TO
AS SHAREWARE AW

onoring the ouistanding shareware
in the inclustry, Computer Gaming
World and PC Magazine co-hosted
the Ziff-Davis Shareware Awards at
the Shareware Indusiry Conference
in Scottsdale, AZ this past June.
Selected by the editors of CGVY from a list of the mosl
popular downloads of 1995-96, the most outstanding
shareware game titles for the year ending March 31,

“GET %@ME"
DS

collect the award for
the Best Overall share-
ware game. DUKE
Nukem was selected for
its refreshing spoof of
the film industry, its
gruesome graphics and
its sound bytes with
attitude; it's a fast:

o

| RINGS OF THE MAGI

1996 were: action, splatter game
Action, Duke that's entertaining as well as humorous. All shareware game
Nuxem 3D by 3D winners are on this month’s CD, or available for download from
Realms; Card & the ZD Net software library at htip://www.zdnet/zdi /shareware.
Casino game, = The Shareware application winners, selected by the editors of
Reat DeaL from = PC Magazine were: Business & Finance: SmariDraw 95 by
MVP Software £ SmarlDraw Software, Inc.; Applications: My PERSONAL DIARY FOR
(MVP won for E Wiuoov.'s 95 by CAM Development; Internet Program and Best
{heir third con- |3 S pmmmsmmmmGc1E  Program of the Year:

[=]

FreeAsenT, by Forle
Technologies; Networking: X-
Forum 3 Network MESSAGE
Forum, by Extensions
Software Corp.;
Programming Tools: WinEDIT,
by Wilson WindowWare;
Utilities: WinZip For Winpows
95INT, by Nico Mak
Computing.

secutive year in b
this category for the outstanding Al and personality
in this collection featuring Whist, Black Jack, 31 and
more); Puzzle & Logic game, Rings oF THE Mag! from
MVP Software (a classic puzzle game enwrapped in
a mythical storyline), and Arcade, C y V's KypTon
EaG 95 (an addictive, high-resolution arcade game,
complete with magical sprites). The real scene-steal-
er, however, was Duke Nukem 3D level designer
Richard Gray as he made a return appearance (o

]
=<
bt
=2
TRy
i
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; destroying enemy installations
and conducting reconnaissance
runs. After choosing a mission,
you travel planet-side, where
combat is played out on a beau:
ful hex-map over several differ-
ent climates and terrain. Destroy
. enough Cybrid bases and you'll
| receive credits, promotions and
new technologies, as well as big-
er, badder Hercs. Suffer too

offers a fascinating “what-if?" for would-be
world leaders that is both replayable and salis-
fying.-J. Wilson

DO0S 5.0 + (Win 95 in a DOS box) CD-ROM

Merit Studios, (800) 238-4277

Reader Service #304

MISSION FORCE:

CYBERSTORM -
Sierra’s new robol combal ‘

title, Mission Force: CYBERSTORM

is proof that good turn-based strategy games many defeats, and your com-

aren’t dead. This is actually the third product = manders will terminate you

in Sierra’s Earthsieat ling, but this slick title is  nized defenders of its own: cybernetic troops, before the Cybrids do. Sci-fi generals can at

a sci-fi strategy game, not a space combat the Bioderms, which pilot gargantuan robots last breathe a sigh of relief; we've gol a good

sim. In this futuristic setting, the galaxy has called Hercs. Armchair commanders are able combat strategy title on our hands.-£. Chin

been overrun by technological constructs, the  to select from a variety of Hercs and missions Windows 95 CD-ROM

Cybrids. Mankind, too frail to combat these throughout several solar systems: defending Sierra On-Line, (800) 757-7707

mechanical monsters, has created mecha: bases, mining precious ore for the war effort, Reader Service #305

o CEDTEMBED 100



“You rarely sce this kind of

" complexity in games today.”
F oYe CD-ROM Today
17 3, s
e - " “This program is to international
- o PR relations as Deep Blie is to chess.”
o ey Professor Ben Hunt

Dept. of Politics at

e i 5 4 G G @) New York University

“W YOU ARE THE PRESIDENT Aém THE PREY

O www.softdisk.com/comp/merit
(800) 238-4277 ©1996 D.C. True, Lid. CyberJudas Is a registered frademark of D.C. True, Ltd. All Rights Reserved. D.C. TRUE, LTD.
(7 e 7, Circla Reader Servica #9983 v
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» SIGHTINGS

E}"ﬂ ere’s an early look at the space invaders that will be vying for
1 lroom on your hard drive. Some of these games are still months

away, and they aren’t even playable yet, but at least you can see
what they look like, and get an idea what their intentions are.

;sapp fit all you space ;ockeys'om
500 ploi or carnpalgn structure,

¢ pose of this game: multiplayer Star Wars. The confirmed
ships for each side are the Rebel alphabet soup (X-, Y-, B-
and AWings) plus the Z:95 Headhunters. And those with
~ Imperfal tastes will fly the four TIE models—Fighter,

- Interceptor, Bomber, and Advanced-as well as the Assault
Gunboat. The other ships have yet to be decided; but
there will be no TIE Defender or Missile Boal, as game-
play will be too unbalanced. In addition to the muitiplayer
| capabilities, X-WinG vs. TIE FicHTer also fealures a gor-

| geous new texture:-map engine (check out the blast door

ABC Sports
College Football
Ia hope stat-obsessed

| gridiron fans can gel
! their collegiate pigskin

ing 1ext-based games available,
because the action spectrum
currently has all the variety of @

1

=

’ fix from the few remain-

'S 3 L b

L;: % . DEFENSIVE BACK team

! W WEIGHT : 185 uses a
i e M’- HOMETOWN : CAMDEN, SC. :

| | GRADUATED : 1996

THROTTIE
WAYPOINT 4

Woody Hayes “3 yards and a
cloud of dust” offense. The latest
altempt to finish atop Ihe coach-
es' poll at the end of the season
is ABC Srorrs COLLEGE FootBALL
by OT Sports. This isn't simply a
rehash of their ABC Monpay
NiGHT FootpaLL game, either (see
the preview of MNF on page
178).

RN rAany Licornas Bl

design

HEIGHT : 5°11

combi-

house touch to creale a look that
effectively captures the energy of
the college game. Al times,
you'd swear you were walching
commercials of upcoming con-

on that Assault Transport), and in the end, looks like
another great space sim. Star Wars fans could fly at each
other this coming Christmas. -1 Nguyen
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expect from an action game,

J the play is brisk and appears a

' bit slanted in favor of the
| offense, Still, there is plenty

| going on here lo keep any fan

happy: wishbone offenses,

| numerous blitzes, the wide-

| open Florida passing attack. In

- addition to many current

| teams, Ihe player lists go back
lo the glory days of college

football, so you can see how

Bear Bryant's great Alabama

teams might fare against Lou

Holtz's best from Notre Dame.

The mullimedia support is a

o naltqn of  fests on W”r,w sel. . freal, featuring commentary from
m BOBBY ENGRAM ABC's The offensive and defensive Bab Griese and Keith Jackson
E RS esalani: 24 SPEEDY 02 gra:jp{;:u_s pldyh{;akil - fhﬂpm“:‘:“i',"' 1esS who never seems to run out of
= A s invencerr 7z dfae  LvIpe ‘al duse OFtheir pro harming tales of touchdowns
ra HANDS: 705 Tackunc: 73 o IOUUNUE counterpart. And, as you'd gone by-T Coleman
.

o
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Obsidian
I ocket Science's Ogsioian
- looks like it might be bizarre
= enough (o distinguish itself
W4 Efrom the growing herd of
Mysrt clones. When the game
begins, your friend Max has dis-
appeared, and lo retrieve him you
must enter a giant, mysterious
structure that has appeared in
the middle of a forest. Once you
pass into Ihe obsidian, you find
yourself in a surreal, Escher-like

environment in which you can
never quite tell which way is up.
As you search for your friend,

you'll travel to four different fanta-

sy realms-all well rendered in
3D. The puzzles that we saw in
the pre-alpha ran the gamut from
simple word puzzles to more dif-
ficult space/physics problems,
and seemed to be well incorpo-
rated into the game’s plot. The
game is due for the PC and Mac
in late October.-J. Green

Outlaws
4, utiaws is another first for
| LucasArts-its first hybrid
|| |jaction-adventure game.
o The Jedi Engine from
Dark Forces combined with
the animation style of FuLl
ThroTTLE will make this game
look unique. Players will also
be able fo
wander around §
the environ-
ment in first:
person 3D
perspective
and interact
with the char-
acters rather
than simply
shooling
them. The
mulliplayer
aspect will

CAME TRACK

strictly fealure shooting action,
but the single-player game
sounds more interesting. With
a rich plot involving revenge
and corruption in the gritty
style of a Clint Eastwood
movie, this may be the first 3D
shooter with a real plot.

-T. Nguyen

ELLBENDER.

Call 1-500-771-3772 for Game Rating laformarion. < /199 Miceosalt Carparation. Al rights reserved, Windows 2 registered trademark and Hellbender is a irademark of Microsaft Corporation,

www.microsoft.com/games/hellbender/
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=g hese are the products in development
I we've actually spent some time with.
They represent some of the most interesting

Hiclmﬂ" NBA Full Coun Press
O - I TR T

team # ) ) ) ) fteam
fouls

Rodman

A Sports" NBA Live fran-
chise is a litlle like the
Chicago Bulls these days.
Sure they're greal, but the
lack of competition is real-
- Iy starting to make things
'dull Now, with Microsoft's NBA FuLL Cousr
Press, it looks like a contender is joining the
tiny PC basketball league-and
in:its current befa
form, il’s already
looking like it might
outplay the champs.
All 29 NBA teams
are available for single-
game, season and play-
off competition, while a
very cool practice mode
lets you work on your moves (including set
plays) in a noncompelitive setting. The game's
2D graphics are cartoony, but sharper than
EA's, and the gameplay hits a solid action-ori-
ented groove. The beta’s Al and stats were
way out of whack (in my first two seasons, the
Washington Bullets were the NBA champs),
but the designers said that these components

e ¢

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

 Mictosoft NBA Full l:nurl Press

Caballos
Divac
Jor

Van Exel

were still being tweaked.

Interface-wise, this Win 95 game is a full-
on slam dunk, boasting just about the best-
designed and mostintuitive screens I've
seen on any sports game. Everything from
substitutions to playbook changes is just
one or two mouse clicks away. The Team
Editor, for adjusting rosters
and editing players could-

n't be easier-which, in
the wake of this sum-

is very good news. Even
better is a button (not
functioning in the beta)
that promises to let
you connect to
Microsoft's Web site to download updated
stats without leaving the game. Multiplayer
support (up to eight players) and a 100-play
playbook (each one diagrammed and
explained) round out a title that-pay atten-
tion, EA-has a serious chance of taking the
PC basketball crown.-J. Green
Microsofl, (206) 882-8080
PG CD-ROM

SEPTEMMBER 1005
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10th Planet Bethesda _ 9/96

ABC Monday Night Football 0T Sporls 9196
RD&I] Blnnd & Magln lnierpla\; 10196
i 2'HPS Simufations 1~ "Fall 96|
Balllegmund: nal Talonsoft Fall 96
Battles of Alexander interactive Magic Spring 97°
Betrayal In Antara Siera 9/96
Callahan's Crosstime Saloon Legend 1096
Crusader: No Rearet Origin 9/96
Dark Earth Vindscape’ 1096/
Diabilo Blizard 9/96
Dungeon Keeper EA/Bullirog 8186,
F22 Lightning 11 Nova Logic 10/96
FPS Foolhall Pro 97 Sierra 86
Gene Wars EA/Bulifrog 10/96
Buardians of Destiny Virgin, Fall 96|
Flying Nightmares 2 Domark Winter 96
Heraes af Might and Magle 1 New World 10196
History of the World Avalon Hill Fall 96
iF22 Interactive Magic - Winter 96
iM1A2 Abrams Interactive Magm 10/98
Interstate 76 Activision = Winler 961
Jedi Knight: Dark Forces Il LucasAts 2197
Jettighter 1 Wission Studios 10196
John Madden 97 EA Sporls Fall 96
Leisure Suit Larmy 7 Slerra - fiigs ]
Lords of the Realm Il Slena 11196
Lost Vikings IV Interplay. | 12196
Magic: The Gathering Mmumse Sprmg 97
IViagic of Xanth Legend . Winter 96
Master of Orion Il MmroProse Fall 96
Mechwarrior: Mercenaries Activision 9/96
Monster Truck Madness Microsoft Fall 96
Wiyst 11 Broderbiind: S Winter8s:
NBA Full Court Press Mmrosoﬂ 996
Nemaesis Sir-Tech 3 9196
New Order Epic WmIer 96
NFL Instant Replay Philips  Fallg6
NFL Legends Accolade Fall 96
Obisidian Rockel Scierce. S Aniee!
One Must Fall Epic Fall 96
Over the Relch AvlonHil = 0196
Pacific Tide Arsenal Fall 96
Pod UbiSoft i . Fallgs
Privateer: The [Iarl(enlng Dngm 10/96
Red Baron 1l Siefa” U 1i9e
Return to Krondor ?th Leue1 Fall 96
Reverence Cyberdreams - Fallo6
Risk! Hasbro Interactive Fall 96
Scrabibfe Hasbro Interactive. © . 8I96.
Shardow Warrlnr 3[] Heaimerurrn(:en Fall 96
SIimEBolf Maxis ~Fallgs
Star Craft Blrzzard ‘Winter 96
Star Fleet Academy Interplay”  Winter 86
Star General S/ 11196
Star Trel: Generations MicoProse  9/96
syndicate Wars EA 9/96
TFX 3 Ocgan : 01197
Tomb Raiders Dﬂmarkf[adus Winter 96
Toonstruck Virgin/Burst ~ 109
Ultima Online Origin 12/96
Vampire Diarles Her Interaclive - Fall 96
X-Com 3; The Apocalypse Mrcumse Fall 96
Xenophage ApogeelFormBen Fall 96
X-Wing vs. TIE Fighter LucasAr!s Fall 96
ZuluWar! incredible Simufations ~* Fall 96




~ FORA
MERCENARY
THERE'S ONIV
ONE DIFFERENGE
BETWEEN -,
IFE AND DEATH...
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GAME TRACK

» HANDS ON

his eagerly anlicipal-
ed title seemed to
be foundering in
development purga-
tory at Virgin, until it
was suddenly resur-
rected under their new internal develop-
ment group, Burst. It looks to be well
worth the wait. Drew Blanc (played by
Christopher Lloyd) is an animator who

»Toonstruck

quality animation. Nobody looks more a
home in a cartoon world than Christopl:
Lloyd, and his live-aclion character blen
almost seamlessly into the animated en
ronment.

The puzzles are still being polished fc
more balanced play, but in general they
tend toward the “find the object to com-
plete the task" theme, though in this ca
toon world, the answer isn'l usually all §

gets sucked into a wacked-out cartoon

world where he must save the lands of

Cutopia from the Evil Count
Nefarious, with the help of his side-
kick, Flux Wildly. While this may
sound like another wander through
Wonderland for the kiddies, it most
cerlainly is not, given that it features
such twisted characlers as a domi-
natrix sheep and a maniacal clown.

Toonstruck plays like an homage
to the old LucasArts adventures

| (such as Sam & Max Hir THE RoAp or

Dy oF THE TenTACLE)-right down o

the onscreen text blurbs and invenlo-

ry system-but updated with high-

straightforward. Players will have to thin
like Bugs Bunny to get anywhere, whicl
some gamers may find frustrating.
ToonsTRUCK iS a relentlessly funny
game, and the designers are laking gre
care to keep the comic timing sharp. Ti
humor leans toward the black comedy
Samt & Max, with robust wordplay throw
in for good measure. Though certainly
to everyone's taste, ToONSTRUCK 00k lit
the favored heir to the LucasArls
throne.-K. Hedstrom
Virgin Interactive,
(800) 874-4607
PC CD-ROM
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»Monster Truck Madness

Boce Ylew Cpticns L

o £ i il M N T 1 . ) i

unday! Sunday! Sunday! Microsoft is known for Windows,
their flight sims, arcade re-releases, and for Bill Gates's
money. Now they want {o add a new item to their reper-
toire: a monster-truck simulator. That's right, Microsoft's
first racing game is not a NASCAR or InovCar Il-clone,
it's MonsTeR Truck Maoness. With great graphics, authen:
tic sounds including an obnoxious horn and Armey Armstrong's “Sunday!

cG

Sunday! Sunday!” Microsoft aims to make this a rowdy racing experience
Utilizing DirectX2, Microsoft plans to use DirectOraw and Direct3D to
make it pretty too, with detailed texture maps on the actual trucks and
DirectPlay for multiplayer support.

So s it an arcade racer or a sim? Well, it's a little early to tell, but the
game does have customizable realism options. The early alpha version w
saw had a physics madel that needs a bit of work (vehicles topple too ea
ily even for monster trucks), but overall, MonsTer Truck MAoNESS looks
quite good. Also, in the grand tradition of Microsoft encyclopedias, you
now get an online encyclopedia of monster truck racing. Use the Instant
Replay option to compare your crashes fo footage of some of “the most

spectacular crashes i
history." The Maoness
i will roll around

! (Sundays) this fall.
~T Nguyen
Microsoft,

(206) 862-8080
Windows 95
CD-ROM




A Flight-Sim for Novices and Aces Alike
Beneath the animated, exoskeleton of Banzai Bug
beats the heart of a Joystick-wrenching, pheromone-
pumping, action-packed flight-sim. Designed for all of
you gamers with better things to do than memorize a
tech manual the size of a calculus book, Banzai Bug
weaves a humorous story-line and wise-cracking
dialogue seamlessly into the aerial action. Lead Banzai
on a mission to drive the bug-phobic humans out of
the house forever. Banzai Bug will be flying off your
local software retailer’s shelf beginning this October.

5

Banzai Bug! is a trademark of Grolier Interactive Inc. GRAVITY

g

i !i{,

N

3 Axis, 360° freedom of flight

GROLIER INTERACTIVE INC.

(203) 797-3530
htip:/fwww.arolier.com

Scores of ground-based and
airborne bogies



Distributed by:

1996 Fox Interactive Inc., Hard Trilagy" 5 1996 Twentieth Century Fox Home Entertainment, Inc. All Rights Feservod.
FUPREL L T o T SRR ot lete veeaeiated losoy are the preperty of Twentieth Cenwry Fox Film Corporation.



Afcada shoét!n at Its fastest and i Heart—accelaratlng, driving
finest as you eliminate terrorists . adventure as you race through
- ‘at Dulles Alrport! _ - New York City to find hidden bombs!

C:rrfe Reader Service #2081
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»F-22 SHOOTOUT

The Next Generation Of Combat Simulators

Rides In On The F-22

hen the first production Lockheed
Martin [-22A Lightning 1l enters U.S.
Air force service in the year 2000, t
will usher in a new era of American air
superiority. Combining stealth, agility,

supersonic cruise and advanced avion-

ics that take much of the workload off
the pilot, the F-22A will be unmatched
in the air combat arena.

What better aircraft, then, to usher in the next generation of flight sim-
ulators? That's certainly the popular view among software companies,
with four F-22 simulators set for release between now and next spring.

DIAMOND FORMATION

In coming months potential F-22 pilots will be able to choose
between F-22 Ligktnimg I, from Novalogic; IF-22 LiGHTNING, from
Interactive Magic; TFX3: Ligkin Strike, from Ocean and DID; and the
long-awaited JerFighen Il, from Mission Studios. Although they all sim-
ulate the same aircraft, each fakes a different approach, running the
gamut from trying to please the instant-action crowd to those looking for

o CSEDTEMBER 10406

by Denny Atkin ——— _—

dead-on realism. Two of the programs run under DOS, and the other two
are Windows 95-native games. We fake an early look at all four games in
the following pages so you can see which ane fits your particular pilot:
ing style.

Despite the varying levels of realism, none of these games should be
intimidating. That's because, despite its sophistication, the F-22 will be a
uniquely easy aircraft to fly. When Lockheed and Boeing designed the
jet's control systems and avionics package, they set oul lo creale an
environment that would allow the pilot to concentrate on the combat
task. The computers that direct the F-22's digital fly-by-wire control sys-
lem help keep the plane from departing from controlled flight, and a new
cockpit display system tightly integrates radar, passive sensor, AWACS
and JSTARS downlinks, and other information to give the F-22 pilot unri-
valed siluational awareness. Thrust vectoring gives the aircraft superior
agility, and ils stealthy design makes it nearly invisible to long-range
radar. In short, the plane's easy to fly, and it can spot ils enemies before
they spot it.

Compared to the accurate simulation of the F-16 Fighting Falcon in
MSI's Back 10 BagHpaD, any of these F-22 sims may initially feel like a

" simplified arcade game. But a real F-16 pilot who drops into the cockpit

of one of the first F-22As will have a similar sensalion.



F-22 LIGHTNING II

irst off the runway will be NovaLogic's F-22 Liciming II. While
Fprevious NovalLogic efforts have tended to skirl the line belween
simulations and action games, the company is making a concerted
effort to ensure that this product will be perceived as a true sim.
Slated for release in early September, this MS-DOS game should be a
pleasant surprise for those players who wrote off the ComancHe series
as arcade games.

FIORD ESCORT The coastal terrain in NovaLogic's F-22 Ligsung Il is
dazzling, but don't let the scenery distract you from your mission,

That said, F-22 Lighrumg Il s still accessible to the less hard-core
sim flyer, and in fact the campaign mode seems geared more toward
the casual sim player. Instead of a dynamic campaign or a branching
mission tree, F-22 Ligtmuna Il features a series of sequential mis-
sions, & la CoMANCHE.

The game consists of five campaigns, each of which features eighl
or ning missions. Each campaign is located in a different potential
trouble spot: Myanmar (Burma), Siberia, and Serbia were strong can-
didates for inclusion as this was being written. Rather than changing
the next mission depending on the outcome of the previous attack,
Novalogic is working on the theory that your reward for winning the
mission is being able to move on to the next one.

Look for these missions to be primarily of an air-to-air variety.
That's true lo the real F-22, which is an air-superiority fighter first and
foremast, with precision ground strike as a secondary role, The F-22
is an extremely expensive aircraft, about $100 million a pop, so the
Air Force will be using the machine primarily on missions involving
high-value largets. Look for AWACS attack and escort missions,
attacks on priorily targets, and defensive dogfighting, as well as occa-
sional ground atlacks using the new JDAMS (Joint Direct Attack
Munitions) precision-guided bombs.

In addition to the campaign, there will be a US Navy Fighiers-style
quick start mode, where you pick the type of mission, the kinds of
planes to include and the enemy skill level, and then jump right in.

These missions will take place over a wide variely of lerrain types,
depending on the campaign. Ocean will give way to green, rolling hills

F-22 SHI]IJWIIT(

and then to infand mountains in one area, while another will feature a
variely of desert landscapes. Perhaps the most interesting to dogfight
over will be the Vietnam-like mountainous jungle enviranment with its
steep, rocky cliffs. Seasons will also come into play, so expect snow
cover in some missions,

It's the terrain that's the most striking feature of F-22 Ligimmg |1,
(To be fair, all entries here top previous efforts in the genre.) Novalogic
isn't using its frademark Voxel Space technique here, but the terrain
graphics are breathtaking nevertheless. There's no ground warping,
visible liling or polygon pop-up here, and because the game is written
completely in speedy assembly language, the terrain flies smoothly at
640x480, even on slower Pentium systems. If you do find things jerky,
320x200 and 400x300 resolutions are supported as well. (The lalter
resolution is great for full-screen displays on 800x600 laptop screens.)

The aircraft look great as well; the F-22 here is by far the most
strikingly rendered plane yet seen in a PC simulation. Control sur-
faces move realistically as you maneuver, and you can walch the
thrust vector as you pull on the control stick. Enemy and allied aircraft
you'll encounter include AWACS, B-1Bs, F-15s, MiG-27s and Su-27s.
All the aircraft are light-source shaded and fully texture-mapped.

Except for a preliminary heads-up display (HUD), the cockpit was
unfinished in the version that | flew, but Novalogic plans to accurately
model the instruments found in Lockheed's F-22 simulator, including
four multifunction displays (MFDs) showing the overall situation,
threat status, larget information and stores status. /

Flight modeling sets Sy
new standards for e
NovaLogic, It's tough to
really put a simulation
of &n advanced aircrafl
like the F-22 through
the wringer, since its
digital fly-by-wire con-
trols help keep the
plane from departing
from controlled flight
and because its
engines are so power-
ful that you can pull off
maneuvers that would
send lesser planes
plunging toward the
earth. Still, the aircraft does properly lose speed in turns, and stall
characteristics seem realistic. NovaLogic says the sim should properly
reflect the F-22's nonlinear pitch rate and accurately model the
plane’s roll velocity and response.

Once you master the F-22's flight characteristics, you'll be able to
lest your skills against other players. You can fly any of the campaign
missions in cooperative mode, or set up melee-style free-for-all air
combat. Network, modem and direct serial connections will be sup-
ported.

Although the flight model, terrain and graphics engine were solid in
the version | tested, the enemy Al wasn't complete, leaving that as the

TARGET DISPATCHED An unlucky MiG-27 falls victim to an
F-22's AMRAAM missile, never knowing what hit it.

SEPTEMBER 1905 cc
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wild card. Assuming the opposing aircralt fly in a challenging and
realistic manner (the quality of the now-complete portions of the sim
imply that they will) then this first F-22 sim should garner quite a fol-
lowing. Only those who desire a dynamic campaign environment
are likely to be disappointed.

LIGHTNING

F-22 LighTing marks the return of former MicroProse chief Wild
IBiI[ Stealey to the flight sim arena. (Interactive Magic's previous
sim efforts, ApacHE, Hinp, and F-16, are cooperative productions with
England’s Digital Integration.) This game is a far cry from the simple
“kill the primary target, then take out the secondary target”
MicroProse sims of yesteryear, (F-22 (the “1" is an Interactive Magic
trademark, not part of a real military designation) promises lo usher
in @ number of technological breakthroughs, and to provide the play-
er with a rich, convincing combat environment. Because the game

HEAD FOR THE ROCKIES With satellile images mapped on accurate ter-
rain elevations, IF-22 Ligiming's ground sports unprecedented realism.

is still a ways off-it won't ship until the first quarter of 1997-| recent-
Iy flew to Interactive Magic’s headquarters in Research Triangle Park,
North Carolina, to meet with IF-22’s development team and fly an
early alpha version.

The most startling initial impression comes from the simulation's
terrain system. Where Novalogic's terrain is representative of lhe
combat arena, and JerFicHTer 3 uses hand-created textures wrapped
on realistic elevation data, IF-22 goes a step further by wrapping real
satellite images on top of accurate Digital Elevation Map [why
caps—throughout?] data. The alpha test version used a Grand
Canyon terrain map, with spectacular results. The final game will
send the player on missions in Bosnia, the Persian Gulf and the
southwestern corner of the former Soviet Union. Approximately
80,000 square miles (a 400-by-200-mile corridor) of each region will
be modeled using photographically accurate 30 terrain.

A welcome feature will be Interactive Magic's unique fractal
microtexturing, which will add detail as you fly low to the ground.
This will spare you the experience of flying over giant, square pixels
that you get when hugging the ground in other sims. Standard
graphics will be 640x480 with 256 colors, but if you own a 3D card
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that supports Direct 3D, you'll be treated to resolutions up to
1024x768 with 16-bit calor.

IF-22 will use a dynamically generated campaign system, similar
lo that in EF2000, where the simulation fracks the progress of the
ground and air war going on around you. The simulalion will exam-
ing the current battle situation and generate a list of potential mis-
sions. As squadron leader, you'll choose the mission for your flight.
Before you lake off, you'll be able to madify aircraft weapons load-
outs, change waypoints to and from the target to avoid radar cover-
age, and alter other mission parameters. Typical missions should
feature four to six aircraft. Many of the missions will be escort
assignments, where you'll fly top cover for F-15E Strike Eagles, F-16
Fighting Falcons and A-10 Warthogs. As squadron commander,
you'll be able to choose how many F-22s to take along-you can
bring reserve aircraft for particularly tough missions.

The development team plans to take special care to emphasize
the F-22's stealth abilities. Lockheed louts the aircraft’s ability to fire
al enemy largels before it's detected-a move the Interactive Magic
quys likened to attacking while invisible in an AD&D game. But you'll
want to plan your missions carefully, since your “invisibility” won't
do you any good if you're flying right nex! to a massive radar-echo
generator like a B-52. 1F-22 will model the Lightning’s data-link capa-
bilities; which will allow it not only to share threal information with
other squadron aircraft but to use AWACS radar to launch AMRAAM
missiles stealthily. As campaians progress, you may be tasked with
air-to-ground duties that require you to carry external weapons, sac-
rificing your stealth abilities for additional firepower.

IF-22 will feature a four-MFD cockpit panel palterned after
Lockheed's F-22 simulator cockpit. The 3D-rendered cockpit will
have the added touch of being fully functional-along with the stan-
dard keyboard and joystick controls most of the cockpil swilches
can be activated using the mouse.

The flight model was slill a work in progress when | examined (he
sim. Interactive Magic explained that the actual F-22 performance
data is classified, so they're basing the aircrait's performance and

LAST RITES This MiG-29 is about to meet its end thanks to the F-
22's ability to fire off-boresight missiles that can actually turn to hit
their targets.
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handling on current F-15 slyle flight models, extrapolating for the F-

ism should make the game accessible for beginners but will hope-
fully still satisfy the hard-core simulation crowd,

Like the early MicroProse sims, as you progress in your career,
you'll be given the opportunity to earn medals and promolions.
Although it's too early to make a call, IF-22 is poised to attempt to
capture the market by combining the fun factor of classic sims with
state-of-the-art technical advances. It sounds like a potentially win-
ning formula.

TFX3: LIGHTNING STRIKE

FX3: LigHTning STRike is the working Litle for the sequel to the
Premiere Award-winning EF2000. Created by the UK's Digital
Image Design and to be distribuled in the United States by Ocean,
this Windows 95 simulator will build on the foundation laid by

- _E‘_I - a
DESERT LIGHTNING TFX3 will use a refined version of the EF2000 graphics engine;
look for the pixellation evident in this early alpha to disappear.

EF2000 and the TactCom mission planner add-on (see next month's
Simulations column for delails on TactCom). This time around
you've traded your EuroFighter 2000 in for the even hotler F-22A
Lightning, and you're off to defend American interests in the Red
Sea region.

The terrain covered by the TFX3 campaign includes Elhiopia,

tion changes each time you slart a new campaign, so your allies
may differ from game to game. Be careful about offending neutral
countries-one misplaced AMRAAM could make a new enemy.

than EF2000 did. Waypoints and cruise altitudes can be altered
based on intelligence data, and you can designale largels yourself.
You'll also be able to assign additional flights for strike, escort and
Wild Weasel (anti-missile radar) mission.

Alternatively, you can plan missions by manning an AWACS con-
trol station, where you can aclively vector aircraft to targets. DID is
aiming to create a tactical command experience with a Harpoon 2
level of inlensity at the AWACS station. The difference here is that
you can jump into the cockpit of one of the F-22s after your orders
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22's agility, power and thrust-vecloring abilities. Varying levels of real-

Sudan and parts of Iran, Iraq and Kuwail. However, the political silua-

TFX3 will give you much more control over your mission planning

are in place.

TFX3 will feature an updated graphics engine, significantly
enhanced from the preliminary screen shots that accompany this
arlicle. Look for lighl-source shading and shadows on terrain, as well
as a new smoolhing feature designed to eliminate pixelation at low
allitludes. All the aircraft models have been redone, adding
bitmapped textures and signiticantly more detail. At the moment, il
doesn’t look like DID will support Direct 3D. Instead, TFX3 wil
directly support the 3Dfx graphics chipset, providing 16-million-color
graphics at high resolulions,

Finally, look for a significantly enhanced multiplayer experience.
Instead of the King of the Skies free-for-all, players will now be able
to form teams. Each side gets an airbase, an AWACS aircrall, a
fanker and ground defenses. The abjective will be to land on an
opponent’s airbase to capture it. Tactics are up to the players. Do
you spread your team out on defense or drive straight for the enemy
airbase? And, when all is said and done, TFX3 will present you with
animaled victory or defeat animations rather than the simple, disap-
pointing “You Won" text messages.

The furlhest out of the fitles here, TFX3 is currently slated to ship
around March 1997, If you want an early taste of TFX3's lechnology,
check out Suprr EF2000 For Winnows 95, which should be available

early this fall.
JETFIGHTER III

hen we previewed JetFiauTen [l in our December 1995 issue,

the product was on the leading edge of flight simulation
technology. Had it shipped in January, as developer Mission Studios
originally planned, it would indeed have pushed the stale of the art
forward. Now slated to ship October 1, this MS-DOS game is in the
middle of the technology pack. It may not cause your jaw to drop,
but it still promises to be a solid, entertaining game.

0f all the sims covered here, JF3 plays loosest with the facts by

basing your F-22 squadron on an aircraft carrier. Although a naval
variant has been proposed, as it stands the F-22 is purely a land-

= e e

FIREFOX REVISITED Although terrain can be handy for defensive
maneuvers in JeTFiGHTER 3, it's probably too late for this Flanker-pur-
sued F-22.
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OH SHIP! JeTFighTen 3 bases its F-22s on an aircraft carrier, but it
looks like you'll be needing a runway to land on today...

based fighter. In addition, the weapons loads in the pre-beta versions
don’t match the real F-22's capabilities. If you're a purist, you'll want
o look elsewhere, but if you don’t mind a little fiction tossed in to
enhance gameplay, JF3's rich mission environment should be a
good draw. In the realism deparlment this is no Su-27 FLANKER, but
then neither is it as simplified as JetFighTer II.

F-22 SHOO

Since the original preview (available on CGW's Web site) was writ-
fen, Mission has added high-res graphics that improve the look of
JF3 dramatically. The over 3.5 million miles of accurately modeled
terrain (based on real-world Digilal Elevation Maps) precludes the
use of satellite imagery, so JF3 uses tiled, drawn textures instead.
The two included campaigns are set in Cuba and Chile, and the ter-
rain covers those countries as well as parts of Florida, Argentina and
Antarctica. The campaigns are scripted rather than dynamic, but they
feature a wide variety of branching missions, so there should be
plenty of replayability. An add-on disc will add new terrain areas as
well as multiplayer play.

In addition, there's now a new aircraft, the FIA-18 Hornet, and pro-
grammer Bob Dinnerman might be able to slip the F-14 in there as
well before the product’s ship date.

If you're trying to accurately relive the F-22 driver experience, this
isn’t your sim, but if you enjoyed US Navy FiciTens or ATF,
JerFigtrer Il could very well provide a wild ride.

The full preview of JetFighter IIl is
available on CGW's Web site at http://www.zdnet.com/
gaming/content/351116/revd/main.html.

www.microsoft.com/games/hellbender/
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The Settlers Il is a unique
new kind of economic simula-
tion. Watch as thousands of your
“subjects” perform their designated
tasks — erecting buildings, building
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command...right before your eyes!

No city council meetings here. Build catapults and
guard barracks to defend your borders and ex-
pand your ferritory. The fate of thousands is in
your hands!

Hundreds of detailed, animated graphics,
intriguing mission objectives and ad-
vanced resource management com-
bine to create the unique guming
experience of The Settlers II.
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/’

i

build the empire of their dreams,
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1en you read Air Force publications covering the

Lockheed-Martin F-22A Lightning Il fighter program,

you can almost sense the writer drooling on the key-

board. Now that Russian fighters have caught up with
their American counterparts in many respects-in fact, an Su-27
Flanker can detect an F-15 before the F-15 sees it-the Air Force is
anxious to regain its air superiority. The F-22A is the dream fighter
designed to do just that.

Among the fighter's advanced features are supercruise (the abili-
ty to cruise at Mach 1.58 without using fuel-sucking afterburners),
stealth, thrust vectoring for superior maneuverability, and an
extremely advanced avionics package that greatly reduces a pilot’s
workload while giving unprecedented situational awareness. The F-
22A is designed to use its stealth to move undetected into firing
range of its target, launch its missile and get away before the
enemy knows what hit him.

Player Aircraft
F-22
F-22

Campaign
Linear
Dynamic
Dynamic
Branching

Simulation
F-22 LigHTinG |l
1F-22 LIgHTNING
TFX3: LIGHTNING STRIKE F-22, AWACS
JeTFieHTER (Il F-22, FIA-18*
*The F-14 may be added before the program ships.

F-22 SHOOTOUT

The F-22 is a big fighter: 44 feet, 6 inches in wingspan; 62 feet,
1 inch in length; 16 feet, 5 inches in height. Despite that size, its
classified radar signature is likely much smaller than that of your
average bird.

e ————e

LLEY)
Estimated Ship Date
September '96
First quarter '97
March '97
October '96

Multiplayer? 0s
LAN, modem DOS
LAN Win 95
LAN, modem Win 95
As add-on (LAN, modem)  DOS
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Command & Canquer by Westwood Studios: wvaw.westwood.com

DEADLOCK

Deadlock Planetary Conquest by Accolade: www.accolade.com
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Havac by Realily Byles: www.realbytes.com

Terminal

Velocity

Terminal Velocity by 30 Realms Enterlainment and Terminal Reality:
wwwv.3drealms.com and www.terminalreality.com

CITY 2000

SimCity 2000 by Maxis: www.maxis.com

STRATEGIC b ANSE" HlIF

Warcraft Orcs & Humans by Blizzard Entertainment: www.blizzard.com

For a free Mplayer Games CD, visit www.mplayer.com
(secret password: joystick) or call toll-free 1-888-MPLAYER.

No latency. No waiting. No kidding. It's the first place to play Mpath Interactive

; 10455-A Bandley Dr.
lots of fast-action games against live opponents over the Cupertino, CA 95014

Internet. It's going to change the way you play games forever. E-mail: info@mplayer.com
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he age of mulliplayer gaming is here. Once
you've batlled even a mediocre human oppo-
nent in @ computer game, the most talented arti-
ficially intelligent enemies seem like wimps.
Human opponents are supremely unpredictable,
and you can't beat the sheer joy of hearing
them squeal in frustration as you nail them with
a missile—again.

Best of all, we're quickly entering the age where it's more common to
find multiplayer options in games than not. As we get buried in more
and more Internet hype, expect the single-player-only game fo go the
way of the 5 1/4-inch disk.

Mext month, we'll focus on online games that give you the oppor-
tunity to frag opponents across the country. This time we're concentrat-
ing on batlles up-close and persanal—network games. Once the realm
of after-hours play in the office, network gaming is creeping into more
and more homes. With many gamers having more than one computer
in the household and the per-computer price of the nelwork equipment
needed dropping to the cost of a single game, there aren’t many obsta-
cles to setting up @ home net anymore. Many single-PC owners are
even installing network cards and hauling their systems to central loca-

1

tions for weekend nel melees. We'll show you what you need to get
started in personal network gaming, and how to set it all up.

We'll slart by looking at the incentives for diving into all this—some
of the best multiplayer games on the market today. We'll show you what
you need to gel them up and running, and then give you some tips on
how to annihilate your victims—uh, we mean beat your friends in a
friendly multiplayer match. Welcome to the real next level.

CONTENTS

Duke Nukem 3D
MechWarrior 2

MechWarrior 2: Mercenaries
Advanced Tactical Fighters..
Warcraft I .......oooiiiiniiinons

Command & Conquer

Sid Meier's CivNet...... k
Building Your Own Game Net
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i MNET PLAY

QUAKE

Come See The Camage Cabaret

nless you've been under a rock, you've no doubt heard

about Quake, id software’s latest horrific hell-spawn, the

shareware edition of which was recently unleashed on the
impatient gaming public.

Many gamers were priming their pumps with Qresr, an initial
release of several DeathMatch levels that at least gave them something
to gnaw on until the shareware was pushed out the door. Bul the wait
is, well, aimost over. The rumor mill has the full, registered version of
Quake shipping sometime in August, so with any luck, it will be oul by
the time you read this. The shareware edition has four ghoulish levels
featuring bone-crushing new weapons and a casl of naslies ghastly
enough to make Freddie Krueger feel inadequate. Fiendish foes aside,
one of Quake's coolest components is its IPX- and TCP/IP-based multi-
player capabilities, because human opponents make for @ more target-
rich environment-and of course there's the taunt factor.

id software, (214) 613-3589, www.idsoftware.com

SERVING UP QUAKE

To launch a TCP/IP-based multiplayer fragfest, you can run QUAKE in
a DOS window under Windows 95 or load the Beame and Whiteside
DOS TCP/IP stack. Each has its relative merits and downsides.
Windows 95's TCP/IP stack is prelly easy to configure, and you simply
edit the Q95.BAT file to enable Quaxe to talk to Win 95's TCP/IP slack.
Of course, running Quake in a Windows 95 DOS window may slow
your frame rate, since parts of the OS are slill in memory and access:
ing the CPU.

The Beame and Whiteside DOS TCP/IP slack is the only real-mode
stack that Quake will use, and because you're running in DOS with

SMART-AXE BEHAVIOR With both'the Pentagram of Protection and

Quad Damage active, even an axe Is a formidable weapon.
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NICE PANTS Using:the No Friendly Fire feature prevents fratricide-as

long as your fellow player has the same pants preference.

much less overhead from Windows 95, you should gel better overall
performance. But DOS TCPIP stacks are notorious for being a royal
pain to configure and get running, and Beame and Whiteside's is no
exception. What's more, latency over the net can be a pain, especially
if one player has an especially slow connection.

Quake can also talk to Kali, which can run IPX-based games over
TCPIIP (see Loyd Case’s Technology column this month for the low-
down on Kali). Once you've started Kali, launch Quake, and create or
join a network game as If you were running over IPX. Closer to home,
you can play Quake over your IPX network, and gelting a match started
is prelly straightforward.

Quake has two kinds of servers: Listen and Dedicaled. A Listen
server is run on a player's machine-usually the fastest computer-
which acts as the server in addition to running the game. Bul if you've
gol a spare PC that's pretty fast, it can act as a Dedicated server, han-
dling all server dulies, leaving all players' machines free of the addi-
ftional overhead. Quaxe will allow up to 8 players when running on a
Listen server, and 16 players on a Dedicaled server. Type “Quake:lis-
fen" 1o launch a Listen server, and “Quake-dedicated 16" to launch a
Dedicated server wilh support for up to 16 players.

In selting up a multiplayer game, Quake offers several options:
DeathMach vs. cooperative, difficully level, starting level, and team-
play. The team-play options enable and disable Friendly Fire. When No
Friendly Fire is selected, your shots won't injure your leammales.
(Members of the same team all wear the same color panis.)

Recently, id inked a deal with Mpath so that Quae will run over the
Internet through the Mplayer Web-based online gaming system. But
you don't need an online service to run Quaxe over the Internet. You
can enter the IP number of a server where Quake is running and con-
nect directly.

What about multiplayer strategy? Well, because Quake has so many
networking options, we've covered those here. For strategy tips on
hiow 1o ferociously frag your friends, check out the Action section on
page 142.



GOLF REAL!

“Of the dozens of computer golf games we've played, the ‘Greg Norman Ultimate
Challenge’ Golf CD is by far the most realistic.”
—~GOLF MAGAZINE, March ‘96
“Norman is also the only game with pure simulation play...”
~Compuier Gaming World, July ‘96
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Now Available

reg Norman Ultimate Challenge® Golf uses vour own
Gsm‘ng profiles and course management strategies to create
the most realistic golf game ever. Improved graphics, sounds, and
animation now make Greg Norman Ultimate Challenge Golf even
better. There’s also a new BONUS Fantasy Course with 18
additional holes of the most challenging golf imaginable. To Goll
Real, see your local retailer or call 1-800-336-3686.

GROLIER INTERACTIVE INC. nm;m_w‘m
/[Iwww.grolier.com

“Golf Real” by selecting
vour own playing strengths
at the start of the game, or...

...use the Swing Meter for
traditional “arcade” style
of play.
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PNET PLAY

- NMEED FOR
 SPEED: SE
Want To Know Who's The Fastest?

he Lamborghini could best me on the straightaways, but its

design, though eye-popping, left it turning like a warm slug.

So | waited for my chance and blew by my adversary, the
Dodge Viper responding to my every command, becoming a blue
streak as | jetted acrass the finish line mere yards away. My silicon
opponents had little to say, bul the human drivers were rather critical,
It seems | had “bounced” a couple of them while negotiating the final
turn. Hope their insurance is paid up for the next race...

While admittedly lacking the painstaking accuracy of say, NASCAR
Racing, Neeo For Speep packs a lot of detail into its arcade racing
framework. The learning curve is moderate-it's fairly easy to jump into
a car and drive competently (with the possible exception of those who
crafted their driving skills in L.A. or New York). But to win consistently
lhe game requires enough skill that you have to constantly refine your
techniques.

The mechanically inclined can even fiddle with the transmission
- without needing a Ph.D. from Lhe Indy 500 racing institute. The cars
y —— . dohandle quite differently, so that a lot of the fun-and straleay-

INEL & . comes from figuring out which vehicle runs best on the various tracks.
The main problems with the original game are more than adequately
deall with here: Several new tracks have been added, you have eight
cars instead of two from which to choose, and the mulliplayer options
let you compete against up to seven other human would-be Richard
Pettys or a mix of human and computer opponents.

by Terry Coleman

ELASTIC COLLISION Bouncing off a hillside is a great way to take out

enemy cars in a tight race.

SEPTEMBER 1995

DONT TRY THIS AT HOME When you see a pileup-don’t panic! Blast

right through it; remember; this is make-belleve.

So put the pedal to the metal, and be happy that EA gave us a
properly tuned sequel, rather than just a new paint job and added
chrome.

Electronic Ars, (415) 571-7171, www.ea.com

HIGH-SPEED NETWORK RACING

Neen For Speen: Dewxe Epimion lets you play net games from one
CD-but everyone bul the “CD holder" must install 170+ MB of graph-
ics and sound to their hard drives. The big decision here is finding the
connection that lets you glide down the track most smoathly. Your
best bet is with a Winsock IPX connection, which has the added
advantage of being able to transfer data quickly. We had some lockups
with DOS IPX, although your "net driver mileage” may vary.

Because this arcade game simulates a 3D environment without tak-
ing advantage of newer 3D video card technology, you really need at
least a fast 2 MB video card or you're going to watch the frame rate
tumble like a "Vette flipping on an oil spill. And if you want to install
less than the 173 MB maximum to your hard drive, you'd better have
at least a quad-speed drive (our best results were with the high-perfor-
mance six-speed Plextor).

As far as processor speed goes, we had fo turn down the detail
level on an older P100 to keep up with the pack. The moral here is, if
you insist on racing your 486 against your friend's P133, don't expect
to be competitive.

Finally, your version of Windows 95 may not properly install the
DirectX? drivers correctly the first time. So go through the installation
routine (wice lo make sure all the video and audio drivers make their
way onlo your system.

GEARING UP FOR A WILD RIDE

It's easier lo slart with automalic transmissions, bul swilch lo man-
ual as soon as you have the controls down. You'll find it more chal-
lenging al first, but once you get the liming down, there's nothing
more exhilarating than shifting down into second gear and passing
your adversaries while going up a hill.

The physics are pretty darn good for an arcade game, but lhe real-
ism isn't. After flipping a car, you can bounce right back up. Use this
fo your advantage: Be aggressive, and have fun!
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DUKE
NUKEM 3D

Rip 'Em A New One

by Thierry Nguyen and Dave Salvator

UKE Nukem's got legs, and those boots were made for
stompin’ Despite Quake’s release, Duke still enjoys top billing
~ from many multiplayer commandos (especially those with
486s). With weapons like the pipe bomb and laser trip mines (which

are begging for net-play use), a fiendishly detailed and interactive envi-

ronmenl, and perhaps the funniest Remote Ridicule system to date,
Durke is a mulliplayer maniac's dream. The thrill of floating above an
opponent who just ran into your Holoduke trap surrounded with pipe
bombs and fapping Alt-F8 to say “Haha, wasted" is something no
other game can malch. Taken as a whole, Duke Nukem 3D is the best
net action game other than Quake on the market today.

Formgen/3D Realms, (602) 443-4109, www.3drealms.com

DUKING IT OUT WITH THE NETWORK
For multiplayer action, you have the head-to-head options of playing

via modem or serial cable. But the real fun begins when you have any-

where from three to eight players slugging it out. Duke has two
options for bringing additional players on board. You can run Duke on
your IPX-based network, or if you're looking for opponents in faraway
places, 30 Realms has a deal with the TEN online gaming service for
Duxe matches over the Internet. (We'll be taking a closer look at TEN
and other online gaming players in our next issug.)

Duke doesn't require you to be logged on to a server; you just need
to have an IPX protocol stack running. Check out our “Building Your
Own Game Network" fealure on page 87 for in-depth details on net-
work configuration. In the meantime, here are the quick-and-dirly
steps you'll need to configure Duke.

Duke's IPX gaming functionality is limited, in that it doesn't allow
dynamic entry of new players once the match has started, and you

TRAP TROUBLE Here, we see a particularly nasty laser mine setup: This
is a case for Mr. Pipe Bomb.

PNET PLAY |

COAST IS CLEAR That's the safe way to clear a laser mine—from & dis=
tance.

must start a net game from the Setup utility rather than from the
game. Players can dynamically leave during a net game, though.

To start a network game, launch the Setup utility in your DUKE3D
subdirectory. From there select Network Game. In this menu, you can
change the number of players (from wo to eight) or lweak other prop-
erlies. All players can also change player name, select a custom-made
User Level, put in a new set of taunts to Duxe's infamous Remole
Ridicule system and change the text of taunt macros.

If your network is supporting several Duke matches simultangously,
you may need to specify a network socket number, or Duxe will attach
you to the first match it sees. The network sockel number can be any i4
four-digit number; client players will attach to a server using that same =~
number. All other players will then “connect” to this server, and when |
the designaled number of players have attached, the fun begins. Once
all players have arrived at Duke's main menu, the server player, called
the Master, sets the level paramelers.

The Master can set the starting level, whether the game will be
cooperative or a DeathMateh, and whether there will be monsters fo
keep you company during a DeathMalch. The Master can also specify
to slart the net game on a user-designed level, if one has been created.
One cool thing about Duke's network play: If the Master decides to flee,
the remaining players can stay and slug it out. So have at it!

“COME GET SOME...”

Know your weapons, and use them effectively. The two best all-
around weapons are the Shrinker and the RPG. The Shrinker is an
extremely powerful gun; it only fakes one or two shots to shrink oppo-
nents, and then you can just step on them. The RPG is powerful, and
it's something you can find pretly quickly in just about every level. It
shoots a bit slowly, but one to three direct shots will usually “gib” your
opponent. Just be sure not to fire from too close.

The rest are a mixed bag. Both pipe bombs and laser trip mines
can be used lo make great fraps. The shotgun can be a slandby, like
in Doow, but its best range is up close and personal. The chain qun is
good for suppression and for spraying in wide-open areas (like the
Stadium). The freeze gun is a nice concept, but too many hils are
needed lo freeze someone, and they can ricochet and hit you. The
only reason fo prefer the RPG over the Devastator is that the
Devastator eats up its rockets like there's no tomorrow, If you have the
ammo and your opponent is cornered, just let them rockets fly.

SEPTEMBER 1995 [~




ATIVE MULTIMEDIA VELOCITY. ELECTRONIC ARTS SOFSOURCE PRIMA ACTIVISION SPOTLIGHT SOFTWARE MINDSCAPE IMAGITEK ALLIA

w
wr
=
w
<
-
<
O

,{E_‘ymv.s i Sports
. " |
y . t_gdmmr e O iACCESS
The 100 Series Model 140 Tour with golf's Iegcnds in Links LS '97
Soundcard delivers llawlass recording, edition. Fealures Arnold Palmer, realistic
30 sound, & 100% gaming compatibility. courses, network/modem play & morel

Hardware 844326 Crystalake IBM CD #43126 Access

CUSTOMER SERVICE, CALL 508-443-6125 9am-5pm EST M-F

Call for your Compuhng Needs ext 391
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games, Phazer Pad leatures 8 butions, help saving the world fram brutal, evil network play, Win ‘93 compatibility & strategic economic sirnulul':on, where
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TG NEW, 32-LEVEL DOOM EPYSODES. id)

Destroy hordes of demans from hell in

Final Doom! Two new 32level edisodes
with new slorylines & awesoma graphics!

IBM CD #42957 GT Inleractive

Virtual Pilot Pro works just like o real
airplane yoke, with multiple fire buttons,
ergonomic design & loads morel

Hordware #38462

CH Produet

42343 AMA Madicol Guide CD .
41404 Afer Dork 3.2 CD

41657 Cleansworp 95.2.0 . i
40453 Encarta ‘96 Encyclopedia GO WINGS
40652 Encorta World Adas CD WINGS
43644 Fint Ald 95 Deluxe CD

39063 1Q Tow Mulimedia CD. :

360825 Jumpstan Kindergarten CO .

3755 lon King Animated Story CD

37642 Managing Your Maney 95 2.0 WIN
37158 Monty Phythan's Comph

40616 Natan Anthiris WINGS
40018 Phn for Windows '95 CD
42252 GEMM B.0 WIN

41384 Quicken Deluxe 5.0 CO.
39744 Ram Doubler 1.0 WIN .,
42751 Tima's Upl WINL, .., .

ia Warte CD

43965 Toy Story Animaled Siory Boak CD 36
36594 TriplaPloyPlus! Spenith CD. . ... ........ 54
43134 Uninsloller 3.0 WINSS . . .. . e s
40000 Windows 95 Upgrede CD. . . 100
33403 11t Hour CO g
43024 Aftadila €O 45
43584 Catr: Your Computer Pat 20
43904 Closs Combat CD. 37
39640 Dark Forces CO 4
41431 Degs: Your Computer Pat 20
43458 Haidi's House 30
40844 IndyCar Racing I CD e 45
35257 links Pro w/ Harhartown Course. . .37
41345 Marathon |1 Durandal CD | e
43158 Mortimer, ., . i iy
41964 Panihouse Infarec 44
35331 Phonlasmegerio €D | . . 53
41385 Quicken Deluxe 6.0CD. ...\ .0 .58
43608 SimCity 2000 Specia! Edition 46
40219 Star Trak: THG *A Final Uniy” €D 46
41716 Ulfimoe Doom €D o aev ey 38
43626 Wing Commander V. . . . .47

42105 Bae Arena Toshinden . . .
42840 Dogm LT
426681 FIFA Inernational Socoer 96
42108 Mortol Kombat 1l

42163 MHL Foce CH
42128 Tokken T
42123 WWF WiesteMania Aracde
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Lemmings Paintball features

packin’ Lemmings, oul to splatter the
enemy! 2 bonus games included.

WIN 95 €D #41123 Psygnosi

Taunt oppanents with RemoteRidicule,
Exolic weapons deslroy buildings, light
and more in Duke Nukem 3D.

IBM CD #41586

44463 3D Program Pod
40715 CHF 16 Combat Sick
40802 CHF 14 Fighter Stick ,
31417 CH Flight Skick Pro

40803 CH rr_; ihr;;ﬂlc. ‘ A e R
I9877 F 13 Eople Tacticol Stck .., . .c0 ..ol
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44510 Sidowinder Game Pad. . . .

35104 Theustmaster F 14 FLCS .

4418 Thrusmaser F 22 Pro

41348 Thrusmaster Farmula T2
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42753 Theustmastar Pinball Wirard
20522 Thrustmaster Pro FCS. . L.
44190 Thrustmaster Pro Rudder Pedals , .
38158 Thrustmaster TGS for FLCS

#41¥23 Diomond Edge 30D 4MB PCIVRAM .. . ..
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39905 Imagine 128 1260 4MB PCI

39906 Imogina 128 1600 4M3 PCI

42910 Jakarta PCI All In Ona Package.

40385 MGA Millannium 30 PCI 4MB |
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42059 Courler 28,8 EXT V. Evarything
37602 Courier 28.8 INT DS PCMCIA F/M
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II's summer again in Allanta, ond the As a Yankee or Confederale, fight the :
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Robert E. Lee: Civil War General!
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Explore the world of Albien and ils World Circuit: Grand Prix 2 features :
5 endless surprises, vast beauty, slrange brutal crashes, plus weather changes, pit C
cultures & hidden dangers! stops and loads more! :
IBM €D £#42019 Blue Byte IBM CD #40221 Micreprose
S

o2 {11} 44149 10xtremm INT D ROM Drive 2
2 a8 120 43544 SPLEX 6X EXT w/PCI Cil
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800-228-7449
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NETMECH
FOR MECH-
WARRIOR 2

Meching The Best of It
|

|
0, you're feeling a little cocky since conquering your enemies

and becoming Khan of your clan? Are you worlhy? Now it's

= time to prove i, freebirth! Wha could be better than frying your
friends with a 75-lon BattleMech? The NetMect add-on for Aclivision’s
MecHWARRIOR 2 features both team and free-for-all missions, with a
wide variety of objectives to brawl over. This is a Deathmalch style
slugfest, with no Al mechs present on the battlefield. Don't worry, you'll
probably find your human opponents a bigger challenge than Als any-
way (not to mention a lot more fun to faunt after you blast one of their
legs off)! You are free to use the custom mechs you've built in the
standalone version of MecHWagrior 2, but you cannot use mech
designs from the Grost BEAR'S LeGACy expansion pack in NETMECH.
Look for that capability in the upcoming MeciWarion 2: MERCENARIES
missions (see page 76). So strap on you neural helmel, mechwarrior,
and let's take a look at what it takes to make this baby run.

Activision, (310) 473-9200, www.activision.com

MECH A CONNECTION!

First, be warned that the version of NetMEcH that's bundled with the
Win 95 version of MecWarrior 2 won't talk to the DOS version, due
o its use of Microsoft's DirectPlay networking routines. Setup on an
IPX network is pretty painless, but if your friends are using the DOS
version, you'll be playing solo. A ray of hope for Win 95 MeciWagrior

B R Gt

HOT GUNS The PPC is a deadly weapon, but it's heat intensive, o make

sure you load up with: heat-sinks or you'll shut down before victory.

SEPTEMBER 15396

ARMED AND DANGEROUS Standard mechs load up the arms With

weaponry, so taking them out first may rob:your opponents of most of
their firepower,

2 players: The DOS version of NetMeck will work with your copy of the
game, although you will lose any custom cockpit contrals you have
configured.

| recommend lha you install the NetMech package into the same
directory as your Meci\Warnior 2 installation. If you follow this advice,
you'll be able to use all of your custom mech designs and cockpit set-
tings in your network games. You'll need to make any changes from
the configuration screens of the standalone product, so make your
adjustments before you link up. Once you are ready to get online, you
need to decide how you wish to connect. If you have access to a LAN,
you can link a maximum of eight people using the IPX protocaol. If you
have a 9600-bps modem or better (14.4-Kbps recommended), you
can either play with three other MechWarriors via Dwango or against
one other person by dialing them directly. Your last option is to con-
nect with a null-modem cable, so thal you can faunt your opponent
both onscreen and verbally.

MECH A BREAK FOR IT

Like many greal multiplayer games, NeTMEecH is simply an extension
of its single-player predecessor. The skills you have learned reaching
this point in your career will serve you well on the battlefields ahead.

If you are fighting a single human opponent, keep your eyes open
for opportunities and your mind open fo the unconventional lactics
you are sure to face in your batiles with these inner-sphere scum.
Keep one eye on your heat meter and pick your shots carefully; three
rapid misses followed by a hit are often worse than a single miss, due
to the heat you will accumulate. Group your weapons wisely, as differ-
ent types of weapon require difierent amounts of lead for your shot to
hit true.

If you're playing on a LAN or via Dwango and have more than two
players, you'll need to work with someone as & team Lo win the day.
Even in a fres-for-all, don't be surprised if some of your opponents
form temporary alliances for the purpose of thinning the pack. You
don't get bonus points for dying with your honor infact, so be pre-
pared lo form alliances of your own to counter these kinds of tactics.
In team play, keep your lines of communication open and coordinate
your actions with your starmates. The clan that forms an organized,
planned altack will quickly gain a factical advantage aver the clan with
no plan for atiack or defense.
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GAMESTILL IN

MW 2: MER-
CENARIES

Activision Mechs You Fay
In The Prequel To MEecHWARRIOR 2

by Thierry Nguyen

n MecHWagrior 2, it was all about honor and glory. In Meck-
‘Waanion 2: GHosT Bear's Lesacy, it was about pride and heritage.
'While these are noble, worthy ideals to fight wars over, Meck-

WeRrior 2: Mercenagies, gives you the most molivational incentive for
fighting a war: cold, hard cash.

In MecHWARRIOR 2; MERCENARIES, you porlray the captain of one of
the mercenary groups during the turbulent year of 3039, 18 years
before the events chronicled in MechWarrior 2. In this prequel, the
clans are advancing, the Inner Sphere houses are busy fighting each
other, and your purpose is to profit from everyone else’s skirmishes,
Your ultimate goal is to become one of the elite mercenary groups that
will be contracted by COMSTAR or another Inner Sphere group for the
epic Batlle of Tukayyid.

WATCH FOR FALLING MECHS

MencenARiEs features a significantly enhanced update of the original
MecHWarnior 2 engine, Detailed textures flow across the landscape,
and the mechs now sport textures on individual components, as well
as insignia. The new multiple-light sourcing is best seen when firing a
stream of missiles in a dark city; the addition of a particle syslem
yields missile smoke trails and richer explosions. An improved night-
vision mode uses a more efficient infrared sensor, instead of the sickly
green phosphorous-type light amplification of the original game.
Finally, a tweaked physics model means that, in certain cases, blowing
aleg off a mech will result in said mech falling to the ground. The
sight of a mech struggling on the ground, waiting lo be finished off, is
one that a ruthless merc will glory in.

CASH OR CREDIT?

Besides the engine enhancements, Activision has dramatically
altered the basic flow of the game. Before, when fighting for the clans,
you were only the military end; all expenses were laken care of by the
government and the laborers. With the new economic system, you liter-
ally have to work for your parts. Your missions are now paid contracls
from various parties. The money you earn will be used to pay for your
mechs, your technicians, your repairs, your weapons, even more pilols.

This addition of money is only one cog in the wheel of the new
resource-management nature of (he game. Since you have to pay for
everything now, you will have to be more careful about weapons and
damage. Damage sustained in combat must be repaired by paid
techs, which means money oul of your pocket-and that's assuming

CcG SEPTEMEBER 1996

"SNO SWEAT On top of everything else, Mercs will have to deal with the
weather, thanks to MERCENARIES” new: particle graphics system.

XPLOSIVE IMPROVEMENTS No more boring polyaans-nearty everything

in the Mercenaries: world is lovingly texture-mapped.

you purchased the spare parts and brought them with you from home
base when you went into the field. Mercenaries will also feature sal-
vage, which means head-shot kills will be rewarded with new arms
and legs to graft onto damaged mechs. This will be a key factor in cer-
lain missions, and will allow you to obtain enemy technology and get
some free parts from a baltle.

STORY MECH-ANICS

Perhaps the best improvement in MercenARIES is the branching
slory line. Instead of the “replay the mission until you get it right” rou-
tine found in the original, the story line now branches: Your perfor-
mance in a mission affects your mission choices later in the game.
Look for moare surprises in missions in this incarnation-not everything
will turn out to be what it seems.

Add to that Novice Mode, which will let casual players who don't
want to deal with economic realities jump in and play, the Instant
Action option (the merc's answer to the clanner’s “Trial of Grievance”),
32 new mechs (in addition to those in MecHWARRIOR 2 and GHOST
Bear's Lgacy) unique to the Inner Sphere and the mercenary groups,
and the chance lo engage in the bigges!, most famous battle in
BattleTech history: The Batlle Of Tukayyid.

This fall, clanners will see just how cool the gritty and money-lined
life of a merc is.

Activision, (310) 473-9200, www.activision.com



COMING IN SEPTEMBER

'Cc‘:mm'a'.nder Zod is waiting http:/www.vie.com

INTERACTIVE
AnRRTLA Iy

0 fmmoiTmar]
[UROTHERS

Z@1996 The Bifmap. Brothers. Licensed exclusively lo Vi rgin Interoctive Enferfainment, Inc. From Renegade
Soltware, a Warner Intecaclive Company. Virgin is'o registsred lrademark of Virgin Enlerprises, Lid.




- PNET PLAY

| ADVANCED
| TACTICAL

Tk 3
o) .
LA SR e A A S e

Mixing It Up At Mach 2

ane's ADVANCED TAcTIcAL FIGHTERS (ATF) has the balance of realism

and accessibility thal makes it a natural for network gaming. It's

not a hard sim to get up to speed in, so you can easily fill out its
maximum of eight players with flight-sim novices.

The novice pilots don't have o feel like largets, though. Because of
the huge variety of planes in ATF, you can give the newbies the hottest
planes in the sky, such as F-22A Lighlning IIs or Dassaull Rafales, and
slick the old-timer aces in museum pieces like F-4 Phantoms or MiG-
21s. In all, you'll find 90 different aircraft models available in mulli-
player mode, from experimental fighters to bombers and transports.

The Quick Mission builder lets you set up raw, head-to-head combat
gither with two teams compeling or in an anything-goes free-for-all.
Victory condilions are adjustable and include total kills (by player or
team), total damage delivered to opponents, or the kill ratio (kills
inflicted versus deaths suffered). You can limit the number of revivals
each player gets, and set a delay interval between death and revival.
You can also adjust the distance from the fight at which a revived
player reappears and whal kinds of armament that player will have.

Multiplayer single missions are also available, for inslance, where
one group of players would be tasked with defending a group of tanks
while another tries fo take them out.

All these options make ATF a blast, whether you're looking for a
quick aerial frag-fest or an afternoon of tournament combal.

Jane's/Electronic Arls, (415) 571-7171, www.ea.com

B

HOG WILD With a massive (if unrealistic) load of 12 Sidewinder mis-
siles, the A-10 Warthog is good choice for multiplayer melees.

cG SEPTEMBER 1945

MIRROR DANCE The rear-view: mirror is an especially useful defense
mechanism. In multiplayer action it's too easy to get caught up in just
what's in front of you.

GETTING CONNECTED

ATF requires a network with IPX support for play with more than
two players. (Two-player games are possible with a simple modem
connection or a direct serial link.) Note that ATF will nof run under any
version of Windows, so you'll need DOS-made IPX drivers for network
games.

For two to eight users, you can use Thin Ethernet, an inexpensive
setup that requires only an Ethernet card and T-adapter for each com-
puter, lwo terminators, and Thin Ethernet (coaxial) cable. This setup
avoids the need for a network hub, but it's slower and will bog down
as you add users. If you have multiple ATF games going on a network,
with a total of more than eight players, you'll need to go to a full-blown
10BaseT (or 100BaseT) setup with a network hub.

KING OF THE SKIES

The best way lo rule the skies in ATF is take the most maneuverable
aircraft., Fly the A-10, EF2000, F-22, Harrier or X-29 and you'll be able
lo lurn inside less agile opponents. The X-31 and X-32 are also highly
maneuverable, but manual thrust vectoring is too hard to take advan-
tage of in the heat of combat.

Load up on AIM-9X Sidewinder missiles, since most of your com-
bat will be at close range. The heavily armored A-10 is a particularly
vicious weapons platform; you can arm it with up to 12 Sidewinders,
along with its massive 30mm cannon.

Although ATF supports only eight players per session, you can run
multiple ATF games on the same network. If you have a large number
of players, you can use tournament-style play to get everyone in on the
competition. The winning team can challenge the winners of the other
games in an ongoing sporls-tournament fashion, until everyone is
eliminated except the final victor. (Meanwhile, eliminated pilots can
continue to play in separate games.)

In single-player mode, ATF normally gives you only 14 planes to
choose from, but if you want to practice flying the more esoleric air-
craft before the big net game, just press the secret keys. Holding down
the Crl, All and Shift keys on the right side of the keyboard, click
Quick Mission, then click Cancel. Hold down the keys again and
choose Quick Mission once more, and you'll be able to practice using
any plane in the sim.



SIMCITY 2000 NETWORK EDITION

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

Player 1

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

Player 2

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

Player 3

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

..)_l-n y oy :',
checks out the new sta-
dium and power plant he
shrewdly got approved
at the city's last real-time
town meeting.

After years as the only city simulator in town, SimCity 2000 now has some
worthy competitors. Namely, you and three friends, competing for resources

BUICLED

B NETWORK EDITION

and revenue over the Internet or a LAN. Or two of you can go head-to-head
over a modem., It’s the SimCity 2000 Network Edition—now ready to compete

for your free time.

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

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

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

power. The Network Edition. Not just multi-layered. It’s multi-playered. X1s

http://www.maxis.com

Available for Windows 95, ©® 1996 Maxis, Inc. All rights reserved. SimCity 2000 and Maxis are registered trademarks of Maxis, Inc. For product or ordering infor-
mation, contact your local retailer or call 800-33-MAXIS. Visit the Maxis Web page at http://www.maxig.com.
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You thought it was just another mining expedition...
You thought the planet was uninhabited...
You thought you'd be home for dinner...

YOU THOUGT WRON

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

Prepare yourself for the role-playing j joumey
of a lifetime! 7
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3 * Blue Byte Soitware Inc. e 33/Sonth Hu’ghlle Road
RSt Suite 201 = Schaumburg, IL. BEI];!IS

Voice: (847)534-7950 ¢ Fax: \@}534-7951
Circle Reader Service #114 hitp: // www.bluebyte.com

at your favorite retailer or call 1-800-93;



Separating The Orcs From The Dorks
In Multiplayer Melees

by Elliott Chin

he battle for Azeroth in Blizzard's WarcrarT Il offers some of
the mosl fun and frantic mulliplayer action this side of
Commanp & ConaueR.

As a multiplayer game, WarcrarT II's options are pretty hard to
match. It supports up to eight players over a network and has four
map sizes for different styles of play. There's a small map for quick
battles, a medium-size map that allows a brief moment of exploration
and build-up before a tumultuous showdown, and two larger maps
that are big enough to allow ample exploration and army-building
prior to an eight-way blood fest. Both the Orc and Human races are
available to all eight players, and WarcrarT Il also allows gamers to
form alliances and team up agains! friends.

With a seamless point-and-click interface, WarcrarT Il is an easy
game for newcomers lo digest. Strategy veterans, on the other hand,
will be challenged by the variety of structures and units they can build,
as well as the quick, real-time battles that demand thinking on the fly.

With over 70 missions between WaRcrAFT Il and the expansion disk,
and an included scenario and unit editor, there is virually no end fo
the variety and number of multiplayer maps you can play on in
WaRCRAFT Il

Blizzard, (800) 953-SNOW, www.hlizzard.com

CONNECTING TO AZEROTH
WancrarT Il matches can be waged over an IPX network. In this

GREAT BALLS OF FIRE To destroy those pesky towers, right-click on
them with your catapults: Catapults” longer range enables them to
destroy the towers easily.

PNET PLAY

TOWER POWER A good strategy for disrupting your enemy’s cash flow

and killing off his peasants is to erect several cannon towers near his
most important gold mine.

setup, up to eight players can participate in a multiplayer match. The
game also supports two-player, head-lo-head play over a modem or a
direct link with a null modem. In addition, you can play Warcrae ||
over the Internet using the application Kali, though fast connections
are necessary for any reasonable performance. Multiplayer games of
WarcrarT Il can be played in both DOS and Windows 95.

By far lhe best mulliplayer feature of Warcaarr Il is the spawning
technology. This unique technology allows up to three people to play
per CD. Only the host needs lo have the WarcrarT Il CD in the CD-
ROM drive, while the other two players can connect and play without
one. For a six-way mach, two CDs are needed, and an eight-player
match requires three,

GOLDEN MEANS

The key to winning is maintaining a steady income. Explore the
map early. The minute you've spotted an extra gold mine, send a party
of military units and a peon to the gold mine and have the peon build
a lown hall while the soldiers stand guard. At this early stage of the
game, it is unlikely that your opponents will have claimed these exira
gold mines, so it is essential that you get there first. Once the town
hall has been built, recruit an additional peon, and then build a guard
tower for immediate protection. This will double your income, giving
you a sizable advantage in growth over your opponents.

One laclic for wreaking havoc on your opponents is building several
towers near his primary gold mine. Send out three peons to your
enemy's mine, and then have one begin construction of a lower while
the other two “repair” it and speed its completion. Once the tower
is built, immediately upgrade it to a cannon tower, and then build
another one. If you're fast enough, you might gel two towers up
before he kills your insidious little workforce. The towers accomplish
two things: First, they kill your opponent's peons, forcing him to waste
gold recruiting extras. Second, they severely inhibit, or even cut off,
his gold supply by making the route too dangerous to travel.

SEPTEMBER 1996
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COMMAND &
CONQUER

Giving Multiplayer Combat The NOD

ammanD & Conauer nabbed the Premier Award for Best

Strateay Game of the Year not only for its engaging real-time

gameplay and high production values, bul also for its
immense success as a mulliplayer game.

In multiplayer matches, Commanp & Conauer supporls a maximum
of four players. Unfortunately, the map sizes are fairly small, bul
between the original game and the mission disk, Coverr OPERATIONS,
there are dozens of maps for multiplayer fans to choose from. Players
can choose to be either the good GDI or evil NOD Brotherhoad. One
advantage C&C has over WarcrarT Il is the variety of army capabilities:
The GDI has large, powerful units, while the NOD has fast, stealthy
ones. These differences lead to necessarily different strategies, which
will challenge even veteran slralegy gamers.

You can also alter the parameters of mulliplayer games, such as
slarting credits, the existence of compuler opponents, the game's lech
level (which dictates the types of troops you can build), and the distrib-
ution of crates around he map that hold money and special bonuses.

VirginWestwood, (800) 874-4607, www.westwood.com

CONNECTING TO COMBAT

Commanp & Conauer can be played over a nelwork with the IPX pro-
tocol. In this case, up to four players can compete in one match.
There is also support for head-to-head play over a modem or null
modem. In modem games, C&C requires that both players have a
9600-bps or faster modem. For the best performance, CGW recom:
mends playing C&C on a 486/100 or better system with at least 16
megs of RAM.

C&C is a DOS product. If you launch it from the Windows 85 desk-
lop, it will take you to DOS mode, and you won't be able lo access
your other Windows applications. Commann & GonaueR For WINDOWS
95 should be available by this fall and will support TCP/IP play over the
Internet.

CONQUERING THE COMPETITION

Harvesters are the weak link in every player's game. Therefore,
guard your harvesters and don't et them stray too far beyond your
defensible perimeter. Check up on your harvesters periodically to
make sure they don't wander into enemy terrilory. Conversely, you
want to hunt down your enemy’s harvesters. On the NOD side, bug-
gies and bikes are good for taking out enemy GDI harvesters, because
they are fast enough for hit-and-run tactics and can flee if the enemy
sends heavy fanks to defend the harvester. Deslroying an enemy

s v SEDTEMBER 1005

MORE 15 BETTER Build at least ane additional:harvester, preferably two,
50 that you can double or triple your harvesting rate and build struc-
tures and units faster.

Bl Al v Al

SALVAGING THE SITUATION When you're being pummeled, as in this
guerrilla attack, you can sell off structures for money and additional
troops.

harvester cuts his income by half and requires thal he waste money
building another one. During that time, you will enjoy a two-to-one
advantage in harvesting liberium and building units.

Shortcuts and extra features available in C&C are detailed, not in
the documentation, but in the README file. These keyboard shortcuts
are convenient for managing your {roops and issuing special instruc-
lions in single-player mode, but they're essential for mulliplayer
james.

During a batlle, at times the selected units bunch up, which leaves
them vulnerable to certain weapons. You can scatler the bunched
units by pressing the X key. If the siluation becomes hopeless, you
can resign from the game. In single-player made, you will abort the
mission; however, in multiplayer mode, you go out with a bang-
literally. To cause all your units to self-destruct, press the R key.



Psychologists say inside every
18 to 35-year-old male, there lies
a potential psychotic killer.
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How [ Leamed To Love TCP/IP

lexander the Great doth bestride the world like the Colossus
his people have buill in Athens, and the entire world trem-
bles 'neath his military might. Today Alex (as he’s known to
his close friends) puls his suave demeanor and athletic good looks to
good use as he addresses the United Nations, announcing thal his
government has made the difficult transition from despotism to
democracy. Only in CiviLizanion can your leader have a reign hat spans
millennia, and only in CivNET can you share that experience with other
human leaders. (It appears the multiplayer hooks in Civiuizanion I won't
be taken advantage of, so don't expect a CivNer Il any time soon.)
One of the reasons that CivNer works is that Sid Meier actually con-
sulted on the design. The upside of this is that the game plays very
like the original Cviization. What comes as less-lhan-welcome news is
that everything looks dated, now that Civ Il is conquering many a
gamer’s hard drive. Another problem is game balance: Humans can't
benefit from the cheats that computer civilizations do, so falling
behind early often means that you stay behind other human empires,
And then there are the infamous bugs. Whereas Civ Il has benefited
from gameplay patches, you don't need these enhancements to play
the game. In CivNer, you either get the latest paich or you console
yourself that you've bought a Windows version of solo CiviLizaTion-
because you aren't going to be playing for very long over a network.
Despite all this, the game works pretty well once the band-aids have
been properly affixed. The parallel turn sequence is a boon for those

*Your cm]mhon raakes us laugh We will agree not to r.rush your E
worthless civilization in exchange for the secrot of Horseback Riding ' |ie

(&) 'Wa ignora your hollov threats'
) Give secrat of Horseback Riding

TRUST ME Diplomacy takes on new life in CivNEer, but don't let some
smooth-talking human emperor persuade you to let him build the

Pyramids (unless you enjoy finishing a distant second).

cG

P MULTITASKING MINIMALISM While it might be tempting to open all
the “Windows to your world" simuftaneously, you're better off warking

mainly from the city and strategic displays-and avoiding lockups:

who hate waiting for their opponents fo move in turn-based games,
and it helps add 1o the tension during play. It's a delight when you
manage to build the Lighthouse under your enemy's nose, almost as
much fun as following the nervous chat messages when you're the
first to discover the military uses of gunpowder.

MicroProse, (800) 879-PLAY, www.microprose.com

CASTING YOUR CIVNET

You can get a decent multiplayer game going under IPX, bul you
are really beller off using a TCP/IP connection-even in a network
game. Since the action is turn-based rather than real-time, latency isn’t
as big an issue as it could be. Even so, you'll want to avoid Windows
3.1x; if you must play with Win 3.1, don't try to play with people who
are using Win 95, unless teeth-gnashing is one of your favorite hob-
bies. Similarly, we don't recommend thal you mix and match very fast
systems-say, P133s-with 486/33s and slower machines. It shouldn't
make a difference, but it does, especially over a network.

When you install Civier, make sure you let the program install the
WinG drivers, even if you are convinced that you don’l need them.
And while it might seem obvious, don'f try to multitask while you are
playing a multiplayer game (although popping your favorite music CO
in seems to work OK in Win 95 CivNET games).

SNEAKY CIVPLOYS

When you design a world, make a land bridge along the Antarctic
coast connecting two larger continents, then research chariots and
horseback riding.

Take a solemn oath wilh all other players not to build the Pyramids,
and ruthlessly annihilate anyone who breaks the oalh.

Make a “Trojan Horse" city of size 2 on your worst enemy's home
continent. After he takes the city, retake it to capture technology, then
run.

The mouse is nice, but using the keypad results in fewer squeaks of
irritation caused by mismoving your unils.
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CGW's Guide To
Creating Your Very
Own Game Net

BY SHELDON LEEMON

omputer games are
twice as much fun
when you play with
a friend, since
human players are always a better
match than a computer oppo-
nent—no matter how sophisticat-
ed the game’s artificial intelli-
gence (Al) routines are. Many
multiplayer games also provide
additional play options when a
friend joins you. For example, you
may both be able to play on the
same side against the computer
(or other human players), as well
as against each other.
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BUILD YOUR OWN GAME NET
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ost gamers like the idea of multiplayer gaming, but
think the hardware is too complicated and expensive.
To play a computer game with one or more friends,

1 you need three things: a game with multiplayer sup-
~ port, two or more computers, and a way to connect the computers
together, These days, it's not all that difficult to meet those require-

-~ ments, Just about all newer titles have some sorl of head-to-head play
~ option, either over a direct serial connection or a network. Coming up
with two or more computers also isn't as hard as you might think.

__f You, or a friend, may already be a two-computer household, where

~ he parents have recenlly bought themselves a new compuler, and

. given the older machine to the kids (or vice versa). Or, you may have a
friend who is willing to bring over a portable (or even a nol-so0-
portable) computer to your house for a friendly (or not-so-friendly)
round of gaming.

- The last step, connecting the computers, is the one thal throws

' most people. Thal’s because when they hear the word nefwork, they

- think of a local area networks (LAN) maintained by large busi-

- nesses-comprised of a huge server with dozens of workstations, and
- ruled by an all-powerful system administrator. Many LAN adminisra-
~ tors have strict policies about gaming on the company network, with
. punishments ranging from a wrisl-slap to summary execution. Most
- of their concern stems from problems with Doom1.0’s network

laying the latest strategy or action game against your
pfﬁends is the current hot trend in games.

~ Selting up a local area network, however,
¢an be an intimidating and frustrating lask.

Stepping in to fill the void is Apexx Technology,
with the GameLAN kit. GameLAN is a simple nel-
working scheme that uses parallel port Ethernel

- adatpers for network connections. We were at first
skeptical, having had negative experiences with par-
allel port hardware in the past, but the GameLAN kits
are easy o set up and specifically tuned for the needs
of multiplayer gaming.

The GameLAN kits come in two forms: a complete kit with two-
adapters, cabling and documentation,

FIGURE 1 Wiring a null-modem: cable.

functionality, which flooded networks wilh excessive lraffic, causing
clients to lose their connections, and bringing overall network perfor-
mance to a crawl. That problem was quickly remedied, and networked
games published since use very little network bandwidth, making
administrators' concerns pretly much outdated. But old policies die
hard, so using your company network may not be an option, even
after hours, for networked gaming. Fortunately, setting up a game net-
work is much simpler, requiring only a bare minimum of hardware
and software and no special expertise. Here's a guide to getting a
game net up and running, S0 you can bring multiplayer gaming
home.

TWO CAN PLAY AS CHEAPLY AS ONE
The simplest and least expensive way to connect two computers for
head-lo-head play is a direct serial connection. All you have to do is to

the basic GameLAN software, Apexx supplies a number of share-
ware games on CD.
We tested GameLAN under Windows 95 and DOS,
picking a variely of games. All the supplied shareware
games or demos-Duke Nukem 3D, Doom, HEREiC,
Hexen and WancrarT 2-ran gasily under DOS. It took
a bit of configuring to get the package to work under
Windows 95, but we attributed this to having to dis-
able existing networking hardware first. We then ran
WancrarT 2 and MecHWagrrior 2's NeTMEcH/95 with
good results. One caveat: Power to the GameLAN
adapter is through a keyboard pass-through that taps juice from
the keyboard port-not all keyboard hardware can support this, so
check your setup. Apexx offers an

and an add-on kit with one adapter and

optional A/C adapter. The company

cabling. The GameLAN dongle plugs
into the parallel port; you need lo discon-

8 B &

recommends that no more than 12
systems be connected together; per-
formance varies depending on the

nect your printer, as there is no pass:
through capability. Connecting to other
computers is a breeze-you use standard,
4-wire, RJ-11 telephone cord, and more
than two computers are connected by a
daisy-chain system-no need fo pop off
the computer cover.

[nstallation works under either Windows 95 or Windows 3.1,
and sets up DOS networking as well. The manual seemed a bit
thin, but it completely described the setup options. In addition to
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PEER PRESSURE GameLAN uses daisy-chained, peer-
to-peer network adapters. To add a new system to the

line, Just plug @ GameLAN ‘adapter inio its parallel
port, and run-a cable to the 1ast adapter in the chain,

syslem.
GameLAN's low-cost, easy selup

and relatively good performance
makes it a great solution for occa-
sional network games. Check it out
by contacting Apexx Technology, PO
Box 9291, Boise, 1D 93702; (208) 336-9600.—Loyd Case
GameLAN 2 player kit: $139.99
GameLAN 1 player add-on: $69.99
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plug a special serial cable, called a null modem cable, into one of
the serial porls on each computer. Since almost every computer
already has a connector for a second serial port, the only hard-
ware you'll need is the cable ilsell. You can buy a null modem
cable (or a null modem adapter that fits on the end of a slandard
serial cable) al almost any computer store for less than $20,
Serial ports come with either 9-pin or 25-pin conneclors, though,
s0 make sure that you get a cable with ends that can plug into
both computers.

If your computers aren't located close together, you may find
that a standard 6-foot or 10-foot null modem cable isn't long
gnough. FormGen sells a 30-foot head-to-head serial cable for
about $35, with both 9-pin and 25-pin connectors on each end.
Or, if you're handy with a soldering iron, you can easily make the
cable yourself. All you need is two female D-shell connectors (25-
pin or 9-pin, depending on which connector your computer has)
and some wire with al least three conductors (such as four-con-
ductor telephone wire). The Transmit (pin 2) and Receive (pin 3)
lines should be crossed, so that pin 2 of one connector goes to
pin 3 of the other. The Ground line (pin 7) goes straight across
from one connector to the other (see Figure 1).

No special software Is required for a direct serial connection,
other than the game itself. Just run the game on both computers,
and select the proper multiplayer option from the menu. Games
like Duxe Nukem 3D and Doom require you to run the Setup pro-

LAPTOP CONNECTORS The'PC card NIC (right) is the least expen-
sive means of connecting a'laptop to'a network. It plugs into a PC
card slot.and accepts an'RJ-45'or a BNC:connection; the Linksys
PG card shown accepts both connectors. If your laptop doesn't
have a PC card slot, thie parallel port ethernet adapter (left) is the
alternative, but it's much'more expensive. The adapter plugs into
the parallel port and accepts an RU-45 (10-BaseT) connection.

gram to launch a multiplayer game. Other games may have an
- option such as Serial Game, or Direct Connect right on their main

-~ bly ask you to check some settings, including the following, to
make sure that the game can find your serial port.

» COM port: Normally you'll choose COM 1 for a laptop com-
-~ puter, and COM 2 for a desktop machine, which usually uses

[ =~} SEPTEMBER 100G

- menu. When you select this type of game, the program will proba-

SayWhatYouMean...

ere's a brief glossary of networking terms you may encounter
while setting up your game net:

10Base-T A network connection using UTP cable with RJ-45 connec-
tors on each end.

10Base2 A network connection using coax cable with BNC connectors
on each end.

BNC A cylindrical connector with a bayonet mount.

Coaxial cable (coax) A two-wire cable with an inner conductor, sur-
rounded by a braided shield, separated by a layer of plastic.

Crossover cable A UTP cable in which a Transmit line on one end
connects to a Receive line on the other, Used to connect two
10Base-T cards together directly, without going through a hub.

Ethernet Hardware standard used by most network cards. Ethernet
cards come in two speeds, 10 megabits per second (Mbps), and
100 Mbps.

Hub A central device where each client maching, sometimes called a
node, connects in a star-topology LAN. It acts as a traffic controller
routing information from one computer to another.

IEEE 802.2 or 802.3 Ethernet frame types, which describe how infor-
mation is sent over Ethernet networks. Novell NetWare 3.X networks
generally use 802.3, while Netware 4.X networks use 802.2.

IPX Internetwork Packet Exchange, the protocol used in Novell net-
WOTKS.

LAN Local area network.

NDIS Network Device Interface Specification. A device driver standard
for Ethernet ce:ds used by Microsoft networks, which allows multi-
ple protected-mode network protocols to be used with the same
card.

NE2000 An Ethernet network card made by Novell. Many 16-bit cards
are NE2000-compatible.

NETBEUI NetBIOS Extended User Interface. The protocol used by
Microsoft network operating systems (Windaws for Workgroups,
Windows 95 and Windows NT).

NetBIOS Protocol used by network operating systems such as
Lantastic and some game titles.

NIC Network interface card. An Ethernet NIC is usually an ISA card
that plugs into your computer.

Null modem A serial cable that crosses the Receive and Transmit
lines, allowing a direct connection between the serial ports of two
computers.

0DI Open Datalink Interface: Novell's device driver standard for linking
a network card to multiple protocols.

Peer-to-peer A network in which each workstation can share its hard
drive and printer with any other.

Protocol An agreed-upon method for transmitting information. You
can think of a protocol as the “language” a network speaks.

RJ-45 A connector that resembles a modular phone connector, but is
larger.

Stack A series of driver programs used to implement a protocol.
Networks are built with layers of software, which insulate-or
abstract-an application from the hardware.

Star-topology LAN A network in which each computer is connected
via 10Base-T to a central hub, If any one station disconnects, all
others remain connected.

TCP/IP Transport Control Protocal/internel Pratocol. Protocol used on
most Unix networks and on the Internet.

Terminator A 50 Ohm resistor pack that plugs into the T-connector on
each end of a 10Base2 network. It prevents signals from being
reflected back down he line, causing noise.

UTP Unshielded Twisted Pair. A type of cabling that uses separate con-
ductors for Transmit and Receive, twisted around each other. Used
in 10-Base-T networks with RJ-45 connectors.
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A direct serial connection is a
great way lo gel starled with nel-
work games. It's cheap, works well
with laptops, and long cable runs
are no problem. Data transfer is
slow, however, which may reduce
the speed at which fast action
games run, particularly on a slow
computer. Also, direct serial con-
neclions are limiled to two
machines. And, in an amazingly
clugless omission, Microsoft does-

TWO-COMPUTER SETUP
_H il s i

THREE-COMPUTER SETUP

&"'E-

E}L_—-

FIGURE 2 Using RG-58 cable'and BNC connectors (also known as 10:Base2), you can daisy-chain multiple
rigs-together to form your own network. The last machine in the chain needs to'have a terminator (inset).

COM 1 for the mouse. Deskiop computers with internal modems,
however, often have the modem set lo COM2, and the external serial
port disabled entirely. In this case, you'll need to remove your modem
or change its sellings before you can reenable your external COM 2
port, Unless you are fairly skilled at resolving IRQ conflicts, you may
want to gel help from an expert before you try turning your second
- COM port back on.
= |RQ: Unless you have changed the settings on your serial port
hardware, use the defaults: IRQ 4 for COM 1, and IRQ 3 for COM 2.
= Baud Rate: Determines how fast you send information from
ane computer to the other. The right selling depends on the speed of

R B e S e R

R

RI-45 SOCKET

LINK LIGHT

10-Base-T Network

n't support direct serial connec-
tions in its DirectPlay multiplayer
libraries for Windows 95-only
modem and network connections.
To overcome these drawbacks, you have to step up to the next level of
multiplayer gaming-a network connection.

WIRING UP A NETWORK

Setting up an Ethernet network requires more hardware and soft-
ware than a direct serial connection, but the benefits far outweigh the
time and money you'll invest. Data transfer across an Ethernet nel-
work is more than a hundred times faster, on average, than a serial
canneclion (about 1 MB/sec), and you'll be able to connect as many
compulers as your games support.

The main ingredient you'll need is an Ethernet Network Interface
Card (NIC). There are lots of differ-
ent kinds of NICs available, but for
purposes of network gaming, the
least expensive 16-bit ISA card will
work just as well as costlier cards.
Look for cards that are compatible
with Novell's NE200O, since most
driver software supparts such
cards. You can find cards such as
the MaxTech NX-16BT at a chain
store like CompUSA or Compuler
City for about $40. You may also be
able to find a used card at a com-
puter show or swap meet for as lif-
tle as $10. If you have a laplop,

FIGURE 3 A 10-Base-T network is another option, if:you want to have a hub: This doesn’t require daisy-
chalning, so you won't'need to, fiss with T-connectors; ibut the hubiitself will run:befween $80-5150. Inset
shows RJ-45 connection into'a network interface card (NIC). The two lightsindicate power ta unit and that a

connection has in fact been'made with another system.

your compuler and its serial port. The key thing to remember is thal
~ both computers must choose the same baud rate. If you have a slug-
~ gish computer hooked up to a real screamer, set both to a speed that
~ the slowpoke can handle. When in doubt, start at 9600 bps, and then
L increase the speed in subsequent sessions to see if both machines
& can handle it.

x
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though, be prepared to pay a lot
more. Typically, laplops require a
PC Card or parallel port Ethernet
adapter, costing anywhere from
$129 to $259.

Inexpensive NICs come with
one or both of two kinds of connectors. BNC conneclors are used
with RG-58 coaxial cable, a thinner version of the stuff that carries
your cable TV signal. This kind of connection is known variously as
BNC, RG-58, Thin Ethernet, ThinNet, 10Base2, or Cheaperhet.
Multiple computers can be easily daisy-chained using BNC T-con-
nectors and terminators. The other type of connector is an RJ-45
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socket, and looks like a giant version of an RJ-11 modular telephone
phone socket. RJ-45 connectors are usually attached to a type of
cable called Unshielded Twisted Pair (UTP), and this cabling arrange-
ment is known as RJ-45, UTP, or 10Base-T. If you want to network
more than two compulters using RJ-45, you'll need to connect each
card to a hub, also called a concentrator, which routes signals

Here’s a quick guide to ﬂnd IMuunatlnn on tﬂe intenet fmm mmpanies that maﬂtel nf:t-

BUILD YOUR OWN GAME NET

between all units connected to it. Hubs can cost between $90 and
$150. This extra expense doesn't add any functionalily, so il proba-
bly makes more sense lo stick to Ethernel cards with a BNC connec-
tor. Hubs do have an advantage in that adding new clienls requires
only that the new rig have a NIC, and a piece of UTP with RJ-45
connectors. Some NICs have both RJ-45 and BNC connectors,

though most have one or the other.

Hardware needed for your DOS Ethernet net-
work includes an Ethernet card (with a BNC con-
nector) for each computer, one fewer BNC cables

working products. than the number of computers, BNC T-connec-
Company Product URL tors for each card, and one set of 50 Ohm BNC
3Com Network hardware www3com.com lerminalors. You should be able {o find all these
Apexx Tectinologies GameL AN nefwork kit vnaapexdechcom — items at any well-stocked computer store. Once
Asante Network hardvare wiasaniecom  youy've rounded up them up, plug an Ethernet
Linksys Network hardware wlniSySeMm - card into each computer and connect the

' m?ech ﬁzmﬂiﬂggﬁme W:ﬁrﬁﬂm machines together with coax. Plug a T-connector

* These pages contain additional information on setting up game networks.

IPX PC Lan Gaming FAQ

Linksys's quide to network setup

Multiplayer Games & Simulations Resources
Setling up Doom on a network

Using IPX with Win 95's dialup networking

vivwicomcal com/~ansinn/landgamers himl
vwlinksys.comiscape/howmain.him
wwwleleport.comi~caustic!
doomgate.gamers.org/docs/FAQ/doomfag/sect . himI#8
wwviscienceuwalerloo.cal~rkparkiinfolcomp/win95ipx himl

into each card, and run a coax cable from each
side of the T-connector to the next computer an
either side. After you've connected all the com-
puters together, place a terminator plug on the
open side of the T-connector on the two end
machines (see Figure 2).

You'll have to sel the 110 port address and IRQ
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for each Ethernet board. Newer boards let you tweak these settings

* from software. The defaul settings for many boards are IRQ 3 (which
* conflicts with COM 2) and a port address of 300 (which may conflict
with wavelable sound cards). Before changing these setlings, you

~ should determine which port addresses and IRQs are free. In particu-
~lar, check what IRQs your sound card, internal modem, and mouse

* use. If you're running Windows 95, you can use the System
Properties window to help determine which IRQs are in use. Usually,
~ IRQ 10, 11, or 12 s free. Clicking the Input/Output radio bulton will
~give you a list of 0 port addresses in use. Once you've determined
which IRQ and 110 addresses are free, go into DOS mode and run the
~ board’s configuralion program. After you've set the IRQ and 10
addresses, the configuration program may allow you {o test your hard-
ware connection by actually sending data packets from one computer

-~ hardware part of the job.

~ ADD DRIVERS TO TASTE

; The next step is to set up and load the network drivers. Most com-
puter games require network drivers that are compatible with Novell
* NetWare, currently the mosl popular nelwork operating system.
Novell's main protocol for sending information down the wire is called
Internetwork Packel Exchange (IPX). If you look at the requirements
listed on the package, you'll see thal most games require an “IPX net:
~ work" for multiplayer mode. The good news is that you don't have o

© install a complete Novell network, replete with file server, network file
system, mail and all the rest. All you really need for gaming purposes
are three small network driver programs, known as an IPX protocol
slack and consisting of:

P LSL.COM: The Link Support Layer.

b NE2000.COM: The ODI (Open Datalink Interface) driver for your
Ethernet card. (The name may be different, depending on your card,
i The Maxtech NIC, for example, uses a driver called NIC2000.COM or

- NWMLID.COM.)

b IPXODI.COM: The ODI implementation of Novell's IPX protocol.

~ The ODI driver file for your Ethernel card can be found on its
installation disk, and you may find the other lwo drivers there as well.

I not, you can download them in a file called VLMUP4.EXE on

Novell's Web site (http://ftp.novell.com). Before you can load these

drivers, you need to create a text file called NET.CFG, which provides

some setup information. A sample NET.CFG file looks like this:

. UNKDRVERNE20WD

FRAME ETHERNET_8023
INT12 '
PORT300

~ Change this file to reflect your own setup. If your card uses a driver
- called NWNLID.COM, for example, replace the NE200O entry with
NWMLID. Be sure to place this file in the same directory as the driver
programs.

Before you start your game in multiplayer mode, you must load all
three of hese drivers, in the exact order listed above. Suppose, for
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~ o the other. Once you're able to send packets, you're through with Ihe

example, that your network driver files live in a directory called C:INET
and Duke Nukem 30's game files are in C:\DUKE3D. A DOS baich file
fo load the drivers and launch the network version of the game would
look like this:

NETDUKE.BAT
REM Load network drivers
C:
COWET
LHLSL
REM LH loads the drivers into high memory, Saving precious low memory
LH NE2000
REM Driver for your NIC (yours may be NIG2000, NRODI, efc.)
LHIPX0DI T
REM Launch Duke's setup program to begin net game.
CD \DUKESD
SETUP
REM Unload network drivers from memory
[PX0DI U
NIC2000U
LSL UL
D\

Once you've used this bateh file to load the network drivers and the
program, select NETWORK GAME from the menu. You'll see a num-
ber of settings that you can change, including:

P Player Name: Select the name you'll use in the game.

P Number of Players: Every machine should show the total num-
ber of players connected.

b Network Socket Number: This number allows you to play the
game on a network that has other traffic on it. Any four-digit number
will do, as long as each machine uses the same number.

common question about mulliplayer games is how
A many copies of the software are required for network

play. From a technical standpoint, the full game soft-
ware should be installed on every computer on the network.
From a legal standpoint, the general rule is that you are required
to buy one copy of the game for each rig on the network. This is
true even when you can install the full game from the CD and
play without having the disc in the drive. In some cases however,
game manufacturers grant a more liberal license. Warcaart Il
only requires one CD for every three players, and both Comanp
AND Conouer and WERewoLr vs. CommancHe come with two CDs,
requiring only one game purchase for every two players. Games
that require you to have the CD in the drive when you play them,
however, almost always require a separate copy for each player.
So before buying a multiplayer game, check with the manufac-
turer to see how many copies you'll need to play legally on your
game nelwork.
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In most multiplayer games, the first player selects Create Game
from the menu, and that player gels to select game options such as
scenario, level, whether computer opponents will also play, etc. The
other players select Join Game. When everyone has joined, the game
starts, and you're ready to rock!

The basic setup described here includes just enough network sofl-

o smei
Corkpasen | s aion | Accees Cork |

Clent hor Micraealt Netwer o

NE2000 Corrguatbin

IPAFSPAcomgatile Protocod

NETBIOS vupport for P45 Pt compatibe Protocel
Fila and prter tharng for Micrssoht Katvorks

T N T Y|

|

Primaty Hetwork Logon:
[Wirdows Logen

P FIGURE 4 Using the Network Coritrol Panel, you can add the four types of network
| components (right). When yoli're done, your:configtiration shotld!look something like

the left panel,

viare to play network games. If you want to use the network to send
files from one compuler to the other at hard drive speeds, you can
use a fasl, handy shareware program from Jackson Software called
IPXFER. You can find this software, along with a complete shareware
DOS network called PowerLAN, on Nick Kingham’s IPX Networking
Web page (hitp:/fwww.ozemail.com.aul/~nkingham/ipx

html).

OH YEAH, THAT OTHER OPERATING SYSTEM...

Once you've set up a simple DOS game network, why stop there? If
you're running Windows 95, you already own a complete network
operating system. All you need to do to is configure the software far
your network hardware. Once you've set up yﬂur peer-lo-peer Win 95

FIGURE 5 To share a drive, right-click its.icon and select:Sharing, This window (rloht)
allows you to set the drve's name and access type.

BUILD YOUR OWN GAM

network, you'll be able to run IPX network games in a Virtual DOS
Machine (VDM) window, without loading DOS IPX drivers. You'll also
be able to run native Windows 95 networked games, like Mecx\Warrior
2, and DireclPlay-aware games, when they begin shipping. Most
importantly, however, you'll be able to use the Windows Explorer to
move entire directories from one computer o the other with drag-and-
drop ease.

You can gel through most of your configuration chores
by clicking on the Network icon in the Control Panel. The
Configuration tab of the Network window shows what net-
work components are installed. If the NIC you installed is a
Plug-and-Play device, Windows 95 may automatically
detect it on startup. If not, you'll have to add a NIC driver
manually, which is a pretty painless task.

Upon opening the Network Control Panel, you may find
the list empty. By clicking on the Add button, however, you
can add four types of nelwork components; Client,
Adapter, Protocol and Service. You'll want to add one of
each. For Client, choose Microsoft as the vendor, and
Client for Microsoft Networks. For Adapter, either select
Have Disk, to load a driver for your Ethernet card from the
installation disk, or if you have an NE2000 compatible
card, select Novelll/Anthem as the vendar, and NE2000
Compatible. For Protocol, select Microsoit as the vendor,
and IPXISPX Compatible Protocol. For Services, select
Microsofl as the vendor, and File and printer sharing for Microsoft
Networks.

Alter you've installed these four components, you'll need to adjust
some setlings. Select the Adapter entry for your Ethernet card, and
click the Properties button. On the Resources tab of this window,
you'll be able fo select the IRQ and Port settings. Make sure that these
setlings match the ones you used when you configured the card from
DOS. Nexl, select the entry for the IPX/SPX protocol, and click on
Properties. On the NetBIOS tab, enable NetBIOS over IPX/SPX.
NelBIOS is another network protocol, used by some networked
games. Under Windows 95, you can enable multiple protocols on one
card at the same time. If you have games that use Microsoft's NET-
BEUI prulucul or the TCP/IP protocol used on the Internet, you can
enable these as well. (We'll have more on configuring
TCP/IP next month in our online gaming feature.)

Finally, you should make some changes on the main
network configuration window itself. Under Primary
Network Logon, select Windows Logon. That way, you
won'l have lo enter a password when you slart your com-
puter. If you want to be able to share your printers or disk
drives with another machine, click on the File and Printer
Sharing button, and select the appropriate check boxes.
On the Identification tab, enter a name for your computer
and for the workgroup. Each computer an the network
should have a unique name, and all computers should
have the same workgroup name. On the Access Control
tab, check Share-level access control, which allows you to
set up sharing from each computer, instead of from a cen-
tral server. Once you've made these changes, click 0K to
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And Now, a

Word from our
Reviewers...

“Talk about your terrific
games-only on-line secret!”
Rick Raymo,

Electronic Entertainment

“The Kingdom of Drakkar is a
thrilling, multi-player
adventure...It's the closest I've
come to actually becoming a
swords-and-sorcery character
or living out a Tolkien novel.”
Michael Goodwin,

PC World

“During my more than

60 hours of play with both
sides, I can sincerely say this
(Operation Market Garden) is a
areat on-line war game.”
Richard Savage,

Computer Gaming World

We tend to agree.

Our web site at
http://www.mpgn.com
offers on-line game tours
and reviews. Plus, you can
download our games directly
from our web page.

Right now, you can play all of
our games for only $9.95/mo.

Multi-Player Games Network
PO Box 2340
Key Wesl, FL 33045
Phone: (305) 296-6665
Fax: (305) 296-4692
Web siter hitp: //www.mpgn.com
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 YBUILD YOUR OWN GAME NET

exit the Network Control Panel. You'll be prompled lo insert the
Windows 95 Installation CD, your NIC installation disk, or both, lo
install the necessary drivers. When you've completed installing the dri-
vers, you'll be prompted to restart your machine so the new sellings
can take effect.

Once you've sel up the software on all the computers and restarted
them all, the names of the various peer machines appear when you
click on the Network Neighborhood icon. You won't see any resources
on these machines yel, because you haven't sel up any
drives for sharing. To enable sharing, open up the My Computer win-
dow, and right-click on the icon of any drive you want to share. Select
the Sharing item from the menu, and you'll see a Sharing properties
fab (see Figure 5).

Click on the Shared As button, and enter a name in the Share
Mame box (like “C_Drive" or “CD-ROM"). You can also selecl an
access type: Read-Only, where others can read files, but not delete or
change important system files; Full, where others can read and write;
or Depends on Password, where you can enter one password for
Read-Only access and another for Full access. Once you've shared a
drive, its icon will change to include an outstretched hand, and the
drive will now appear when you click on your computer in the Network
Neighborhood window or on its entry in the Explorer window.

You can follow the same procedure to share CD-ROM drives and
printers. Once you've sel up sharing on all of your computers, you can
access network drives from your programs just as you access local
drives. And you can use the Explorer window to drag files or directo-
ries from one computer to the other.

If you've set up your Windows 95 network using Microsoft's
IPX/SPX compatible prolocol, you'll be able to play network games
from a DOS window without loading IPX driver software first. This will
only work if all rigs are running Windows 95. If some machines are
using a DOS IPX protocol stack, they probably won't be able to com-
municale with the Windows 95 machines. In thal case, you should
reboot all the Windows 95 machines fo DOS and run the same IPX
driver stack on all computers. Another case where you may want (o
reboot to DOS is if you find your games running slower under
Windows 95. Another very compelling reason fo set up Windows 95's
networking functionality is so you can play networked Windows
95-native games, many of which will soon be using Microsoft's
DirectPlay Application Programming Interface (AP1), the networking
part of the DirectX API family.

END THE DAY WITH NETWORK PLAY

Computer gaming takes on a whole new dimension when you can
purmmel your friends, instead of some cybernetic slow learner. Sefting
up a game network can make you the most popular gamer on your
block. Best of all, it's a lot easier and cheaper to set up a game net-
work than you think. Hardware for a complete four-compuler Ethernet
setup-four Ethernet cards, four T-conneclors, three cables and two ter-
minalors-costs litlle more than four compulter games, about $225.
And the complete selup process shouldn't take more than a couple of
hours or so. Onee you've discovered how easy, fun and inexpensive
nelwork gaming is, you may wonder why you didn't set up a game nel
along time ago. &
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IF YOU THINK WINNING
23AWARDS HAS GONE

TO OUR HEADS.

We're actually just retaining water. Besides, we didn’t spend our days off resting on our laurels,
we created the ever-caustic YOU DON'T KNOW JACK Volume 2, the hard-hitting YOU DON'T KNOW JACK
Sports and an always fresh online version of YOU DON'T KNOW JACK. Check out our free demo at

www.berksys.com, because unless we missed something, my friend, you still don't know jack.
The lrreve|rent quiz show party game

23 AWARDS .
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Look Ma,
No LANS!

LOVD CASE » - TECHNOLOGY

How 1o Piay Mulliplayer Games Over The

Internet With Kali

clwork gam-
ing is one of
the biggest
technologi-
cal develop-
ments of
1996, This
issue, CGW

explains how

tosctupa
local area netwark (LAN) so vou can take
advantage of the increasing number of net-
work-plavable games. But setting up a net-
work in vour house is a complex endeavor,
You need cables, network cards, multiple

computers in one place and an understand-

ing of low o get everything to work,

If that sounds insurmountable, you
should know that you can play most of
the same multiplaver games via the
Intemet. You don’t need a service like
DWANCO or TEN ta get a goad game
of WARCRAFT I or COMMAND &
CONQUER going between you and your

far-lung friends. "The majority of multi-

Scitech Display Doctor: UniVBE, from Scitech
Software, has become something of a de facto stan-
dard in the game business for configuring SVGA
graphics for a host of different graphics cards.
Scitech Software, the creators of UniVBE, has

LAB NOTES

released a new version, 5.2.

Version 5.2 has some interesting features. It sup-
ports the VESA accelerator standards (only with ATI
Mach64 cards currently), enabling some acceleration
capability. It also supports the VESA 2.0 linear frame
buffer mode, which allows much faster access to

player games use the IPX networking pro-
tocol (a protocol is the low-level descrip-
tion of how the data is broken apart, frans-
mitted over the wire and reconstrucled at
the other end). Popularized by Novell,
[PXis a very common protocol supported
by almost every PC networking card avail-
able. IPXis nice becanse it's relatively easy
lo configure by users—no worries aboul
what your computer’s address is or other
arcane data. Its also mostly used on
LANSs, rather than the big, wide-area net-
works such as the Intemel. 'The Intemel
uses a completely different protocol,
known as TCP/P (Transport Control
Protocol/Internel Prolocol), taken from
the Unixworld.

Let's take a closer look at the Intemet,
which is fast becoming the de facto
method for communicating over a wide
area. It’s also dirt cheap these days, with a
variety of large and small companies
offering Internet connections with unlim-
ited connect time for a scant 20 bucks a

month (less in some cases),

Doctor now makes these much mare respectable per-
formers in the DOS arena. Display Doctor was on last
month's CGW demo disc, but you can also download
it from the Scitech forum on CompuServe (GO
SCITECH) or from their Web site, hitp://www
.scitechsoft.com.

ANYBODY OUT THERE?

At first blush, it seems that the Internet
would be an ideal environment for multi-
player gaming—except that most multi-
player games use IPX to communicate
with other computers, not TCP/IP. Into
this gap stepped Jay Cotton, who wiote
the original version of Kali, which ran
under good old MS-DOS. But Kali
wasi't an ideal solution, because vou had
to be able to connect to your Internet
account over DOS-no mean task-and
then configure Kali to talk to your DOS

TCPAP software. Although a lot of peo-

ple., through sweat and swearing, man-

aged to get the DOS version of Kali work-

ing, it wasn't a task for the faint-hearted.

i graphics memory. Scitech has added support for a

i large number of new cards, including the Diamond

i Edge and the upcoming 3D Blaster PCI, based on the

| Rendition Verité chip. Both of these accelerators are

i pretty slow DOS performers (although the 3D Blaster
renamed the product SciTech Display Doctor and i, is very quick at DOS SVGA resolutions); Display

|

i

able to use
Kali95 to
find a
NETMECH
game, launch
NeTMecH and
find an
active
game-all
with a few
mouse

clicks. ’ ’
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FIGURE 1 It's easy to configure Kali under Windows 95.

So what do Kali and Kali95 actually do?
Simple: Kali makes your Intemet connec-
tion appear to be an IPX connection to
your game. This means that all those IPX
games can now be played with a number
of other users over the Internet. This is
pretty heady stuff, but still not the most
profound part of Kali. (Bear with me, I'll
get to that soon.)

Graphical enviromments, such as
Windows 95 and OS/2, however, make
networking much easier. Most configura-
tion is done with dialog boxes and pop-up
menus. So a graphical version of Kali was
written—Kali95. (Despite its name, Kali95
also runs under OS/2-but not Windows

NT currently).

The current version of Kali95 is
labeled 0.9, and is “pre-beta”~but when
I ran it under Windows 95, it was very
stable. And it's radically different than
Kali for DOS. Perlraps the single most
important feature of Kali95 is how you
connect. Lets explore a typical Kali95
session.

The first thing you do is configure
Kali95 as shown in Figure 1.

Kali95 is shareware, but will only run
for 15 minutes at a time unless you buy
alicense (a measly 20
bucks, and well worth
it). You give the Kali

folks your credit card

Kali9s (Iigure 3).

Note that Kali95 works quite well with
DOS games, not just Windows 95 games.
[ was able to get Blizzard's WARCRAFT'2
and Activision’s DOS NETMECH running
under Kali95 without a hitch.

NETTECH PROFUNDITY

Now let’s get to the profound part, |
pull down the Server menu and click on
Connect, which gives me a screen that
looks like Figure 4.

"This screen is the heart and soul of

Gome 1 | Game 2| Game 3| Game 4| Geme 5

‘OAGAMES\WARMFF

. Browse...

lD:\GAME S\WARCRAFT

' M ;

number, and they e-mail | e
aserial number and S Emgm
Key back to you. linter

. Amumeants:
your name, e-mail S
account, the serial num- Riraclory:

- i ;- leon

ber and S number into s

the appropriate boxes, |
click on OKand Kali95 |
is configured. Since Kali

[PGAMES\WARCRAFT

connects to your stan-
dard Internet account,

thats all you need to do

i

T S

to set it up. Of course,

you may want o launch
your network-playable
games with one click, so

tant:

Erichk E

jumpent and Th

Z[0lxl  Kali95 has a game
configuration screen
like the one in Figure
2.You can have up to
five games automati-
cally configured to
run under the Kali9s
menu.

The next step is to
connect Lo your
Internet provider,
“There are a number
of ways to do this, but

Fsady

the easiest by far is
through the Windows
95 dial-up connec-

FIGURE 3 Kali's front-end is easily navigated, including five shorcut buttons to instantly launch

network games.

tion. At any rate, once
you are connected to
your Internet service
provider, you then run

FIGURE 2 You can have up lo five games automatically
configured to run under the Kali95 menu.

L L e ey

Kali95 and represents the future of net-
work gaming, Its not the fact that it’s Kuli
that’simportant, or even the protocol tha
matters. It's how the user finds the game.
Allyou do is click on a server name (the
Kali server list is periodically uploaded to
your Kali setup) and click OK to connect.
Better yet, let's say you're itching to climb
in a battlemech and find a NerMeci ses-
sion. You run down the server list, click on
aserver name and then click on the but-
ton Query Games. Up pops up a list in
the main Kali95 window that looks some-
thing like Figure 5.

Now you can see how many players
are on hat server, what games are aclive
and the IP addresses. You can pop up a
chat window and try to communicate
with one of the players to see il you can
join the game—or you can simply launch
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LOYD CASE

game through their versions of
Kali9s.

In many ways Kali and Kali95
represent the egalitarian spirit so
common over the Intemnet.
There are dozens of Kali servers
around the world. Many Kali
servers are being implemented as
an adjunct service by Internet
service providers (ISPs), and are
free (except for the standard ISP
monthly fee, of course). And with
Kali95, Kali has become incredi-

il Soves e ]

1A Unix Server 206,10.227.6 |- 2

Alsmeda 205.229.106.220 =| _lc““'

Area 013 194149723

alm 15725516 | Help l

Awxis 205.199.96.2

Bytes n Games 2031214468

CastleNet 20497.2144 Query

Icommerciol Link 194641671 x| _ Gemes.

| Add. | Fdie. | EEEE I :
-.Sét'ﬂi-ﬂﬂfﬁ:ﬂll.se_ﬁll'l._ | ? Dofault Server.

o |
FIGURE 4 Kali shows a list of servers where you can join the fray.

the game and try to join. (By the way, a
28.8 Kbps modem or faster is a must for
good response time.) Since
NETMECH has a nice shell to set
up games, | was able to use Kali95
to find a NErMECH game, launch
NErMECH and find an active
game—all with a few mouse clicks.

*, Kalds -

It was one of the most profound
gaming experiences I've had ina
long time.

ARE YOU BEING SERVED?
OK, now what if you want to
simply play some network games

with your buddies, and not worry woking

39 *STARSPAWH=
40 wxxyyyzez

41 rockerl

44 Firebird_One

70 Dilligaf

bly casy to use,
A number of companics arc

sprouting up as paid services to
host network games—companies like
the Total Entertainment Network,

Dwango and so on. But with Kali95, all
you need is an Intermet connection—so
the paid services will have to offer some
significant added value. Its much like
the situation that CompuServe and
America Online now find themselves
in with regard to the Internet. It be
interesting to see which of these online
gaming services will be left standing
after the initial shakeout, especially with
a powerful, readily available network
gaming tool like Kali out there.

How do you get Kali952 You get it by
downloading it off the Internet, of course.
The official Kali home page is http:/;www
.axxis.com/kali/getkali.html. Be sure to
send in your $20, and I'll see you on the

Net. &

Connectad ta Axdis

2213
2213
2213
2213
2213
2213
2213
2213
2213
2213
2213
2213
2213
2213

028670 206.230.39.76

D2B207 206.102.200.221
.79.144.227
.194,193. 160
.40.219.145
-30.118.105
.130,55.202
.69.77,220
.67.161.1008
LB7.161.165
.155.95.215
.71.81.28
.228,212,39

206.130.122.27

D2u427

011601
024453
02680840
027688
027089
006931
noa76e?
nos081
noo9ed

onpecting to Axxis ot 205.199.96.2

for server...Connocted to sarver.

DESCENTZ

about other strangers popping into
your game? Fasy—Kali95 has a
server mode. All you need to do s
communicate your [P address to

2

the other players in the game, put
Kali into server mode, and now
your friends can link up with your

FIGURE 5 The main window shows you Kali servers and, in some cases, what games are playing
on them.

ATl Mach

(Xpression, Pro Turbo and
others) do not support the VESA 2.0 SVGA graphics stan-
dards. However, If you use Univbe 5.1a or 5.2, you may slill
not see 640x480 as an option. The key is to run Univbe with

the -r option (i.e., UNIVBE -r). This disables

Univbe so you can run Longeow at 640x480-better have a real-

Iy fast Pentium, though.

b High-Res Quake: The shareware release of Quake has some
odd features, like the arcane console mode used to set up cer-

PHigh-Res for Loncsow with
an ATl Mach 64 Card: The

64 graphics cards

low-res modes for

lain game commands. To enable any resolution higher than the
default 320x200, you need to run the console. (Press the tilde
key (~) while in the game, or press Esc. then choose Options,
then Console from the menu.) Type “VID_DESCRIBEMODES"
at the Console prompt. This will give you a list of the support-
ed graphics modes, All systems should support modes 1
through 10 (320x200 up to 360x480). However, you either
need native VESA 2.0 support for your graphics card or an
external driver (such as Univbe) to run at high resolutions.

Once you know which mode you'll be running the game in,

you can type VID_MODE <mode number= or put the command
in Quake's configuration file (which is in the 1D1 directory).

S
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MATROX

Vs

_ vwean | From the people who brought you MGA
52 T Tt | Millennium, the world's favorite graphics acceler-
ator, comes the next wave of graphics innovation
for your home PC.

LA

Discover the new Matrox Mystigue. At last you
can experience lruly immersive, wickedly fast
3D game play with all the high resolutions and
color depths you've come to expect.

B

i With Matrox Mystigue's lightning fast 30 texlure
%‘ f mapping engine, you can finally accelerate

§5§ & the avalanche of Direct 3D games coming to
s market. You'll also get the world's fastest DOS

game play with its 32-bit VGA core.

i o

Immerse yourself in no-compromise 3D game performance with
up to 30+ frames per second at full screen and in realistic colors.
That's twice as fasl as the compelition’s 3D decelerators. And for
the ullimate gaming solution, add on Matrox Rainbow Runner Video
to play your PC games right on your big screen TV! "

I
More than just another 3D game accelerator, Matrox I\Eﬂique' ;
integrates blazing fast Windows, video and DOS acceleration
into a single board for the most complete 3D entertainment and
multimedia solution.

Make obsolescense a thing of the past. Add more memory for
4 MB of gaming power or enhance your video performance by
adding on the Matrox Rainbow Runmer series of video upgrades.

Video features include hardware MPEG playback. Grabbing still
video frames from your VCR or video camera. And watching TV
on your PC.

So don't settle for the competilion’s 3D toys. Transform your home
PC into a complete 3D entertainment and multimedia system with
Matrox Mystique. Starting at only $199 (ESP 2 MB, PCI bus),

* FREE GAME B

matrox u.imi:ﬁiy THUNDEF

1-800-362-9349 http://www.matrox.com/mga TRUCIKRalY MEtun“H!u,ﬂz
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e gol a sneak peck
at Creative Laby™
PCL3D Blaster in
development, and
though some rough
edges remained,
wWe were encour-

aged by what we
saw. The 3D
Blaster is the first
graphics accelerator o incorporate the
Rendition Verité chip, which may prove to
be this year’s hottest all-in-one 2DAD,
Windows/DOS aceelerator chip.

The PCI3D Blaster will ship with a refa-
lively healthy 4 MB of EDO DRAM.
Curiously, Creative has decided not to
shipa 2 MB version of the board, opting
instead for the greater texture storage and
onboard Z-buffering 4 MB allows.

Creative plans to ship the product by
mid-September, though no pricing infor-
mation was available al press time, Given
that 3D board vendors are
aiming for the $150-5250
sweet-spot, and given
Creative’s very aggressive pric-
ing on lheir other graphics
boards, we guesstimate the
price will be somewhere
around $25(0-5275.

While the exact software
bundle had not yet been
determined, it will include
aceelerated versions of Risil,
MOON, and BATTLE ARENA
TostinpeN. We were able to
see Tostmpes, and it looked
much better than the unaceelerated PC

CREATIVE LABS' PCI 3D BLASTER ¢ SNEAK PREVIEW

Looks To Kill

The First Rendition-Based 3D Accelerator Packs Some Power

future versions of 3D Blaster, PCI1 3D
Blaster will be Direct3D and DirectDraw
compatible, and will also run titles wrillen
to Rendition’s Speedy-3D APIL

We saw a Rendition-accelerated ver-
sion of id’s Q1151 some months ago, and
were impressed by the extra seene detail
the Rendition chip delivered. id will most
likely deliver a hardware-aceelerated ver-
sion of QUAKE for the Rendition chip first,
and Crealive’s PCI 3D Blaster will he able
to run this enhanced version.

IT'S THE GAMES, STUPID

Ofthe games that Creative had up and
running on this work in progress, the most
impressive was Looking Glass’s FLGHT
Unastrren, written to CGL for the VI~
Bus version of 3D Blaster. Though
Fucir Useisen looked less than stel-
lar on the VLB version, it looked very
good running on PCI 3D Blaster with all
rendering features enabled at a frame size

by Dave Salvator

Interplay’s VR Soccrr: While the game
has its own limitations (see our review Jast
issue), the overall rendering quality was
much improved, with the field smoothed
by Blaster’s bilinear filtering and the frame
rate remaining consistently smooth,

Inthe Direet3D arena, again Blaster
looked good coming out of the gate.
Microsofts MONSTER TRUCK MaDNESS
and HerrBenoi both ran very well.

As the sereen shots here show, the 3D

A SNEAK

Blaster smoothes the “blocky” effect

with its bilinear filtering, and the trucks o Elew
dlon't get "warped” thanks to perspective PRODUCT STILL I DEVELORMENT

correction.

Beeause Blaster is VISSA 2.0 compati-
ble out of the box, we ran DuUks NUKEM
3D at 800x600 sans the UniVBIE, driver
normally needed to run in this mode.
Here again, the frame rate stayed quick
and responsive, even when several mon-
sters came into view,

There was a crash or two, but again we

TAKE THE 3D CHALLENGE The accelerated version of Monsten Truck Maoness (right) shows how the PCI 3D Blaster
smooths textures and corrects image perspective. The Blaster's acceleration also keeps the frame rate fast and fluid.

of 640x400. What was particularly striking
was the ground detail. No, not crashing
into it, but ils level of detail and lack of
warping hanks to the 3D Blaster's per-

were seeing a work in progress, All told,
version, with a smoother overall frame what we saw looked very encouraging,
rate. Both titles were ported to Creative
Labs' Creative Graphies Library (CCLY, a
3D-rendering application prograniming
interface (API) that Creative developed
before Microsoft announced their
Direct3D APL Despite Direet3Ds armival,
Creative plans to support CGL onall

SEPTEMBER 1996 CcG ‘ I i .

and what’s more encouraging is that
DirectB3D5 arrival means many more 3D
speetive correetion. Also gone was the titles in the works that should boogie on
the Blaster. When all the parts are in

place, we'll give the 31 Blaster a full

“rateheting” effect that sometimes occurs
when the fraime rate goes south.

Another CGlLAbased title we saw was
ACTUASOCCER, the [uropean version of

shakedown and let you know what we

find. Stay tuned. &



first-person
action game
justisn't
worllyits sall
today if it
can't handle
the nuances
of multiplay.
Just a few

vears ago,
when multiple-player capabilities were
introduced into the venerable DOOM,
they were considered esoteric. Bul then
the floodgates opened. Since then connt-
less games have surfaced that allow play
between 2 1o 16 players.

In all honesty, though, the percentage
of players who participate in network
gaming is still fairly low: The lion’s share of

DEATHMATCH MAN If you haven't played multiplayer, you
haven't played Quaxe, says id’s networking programmer
John Cash.

[

Digital
Synchronicit

Exploring The Frst-Person Multjplayer Experience

PAUL SCHUYTEMA ¢ _ GAME DESIGN

FAmers still go mano-a-mano w itha
buddy via Ma Bell and a trusty modemn.
AN play has been limited to the corpo-
rate sector (after hours or during those
long, luscious days when the boss is away)
or the college realm. Day by day, though,
that is changing. More and mare of us are
plugging in, via our modems, to the
Internet, and we've discovered that a nel-
work of networks permils some tremen-
dous play opportunities.

THE FOUNDATION OF QUAKE

When QUAKE was in its infancy, the
word multiplayer was already part ol its
design bedrock. Several years ago, when
CGW paid a visit to id Software, there
was much talk about how QUAKE would
tuke advantage of the Internet. Reality
forced id to scale back
many of their initial aspi-
rations (such as allowing
you to I'TP from within
the game or allowing you
o join a game regardless
of whetheritwasona
local computer or a server
6,000 miles away), but
multiplayer capability
survived.

Players can work
together to solve the lev-
els, or they can simply go
nailgun to nailgun ina
race to create the largest
pile of severed heads. Not
surprisingly (a testament
to our beastly heritage, no
doubt), most of us prefer

the more aggressive, less cooperative form
of mayhen.

John Cash joined id to eraft the multi-
player and networking portions of the
Ouakt: code, When he began work on
the game, the design was still rough—no
platforms, doors or weapons. “There was
not much meat to speak of at that time,”
reflects Cash, “justa 3-D world and a
plaver made out of a couple of cubes.”

“Personally, I think that people haven't
played QUAKE until they've tried multi-
player,” Cash says. “The monsters are
pretty tough, but they just can’t compare
toa live opponent. People make it so
much more fun because they are so
unpredictable.”

SERVE THE MASTER

When you begin a QUAKE game, you
are telling your computer o do one of
two things: set itself up as a game server or
go out into the digital world and look fora
server that's already rnning QUAKE. Even
in a single-player game, QUAKE sets up
your PC as a game server. “We've tried to
keep the technology out of the way of
people who just want to play a game,”
says Cash,

Quake uses a client-server multiplayer
syslenn as :lppus::(l ta the peer-to-peer, or

shared-state, method emploved in DooM.

“ The

lion’s share
of multiplay
gamers still
go mano-a-

mano with a
buddy via
Ma Bell and
a modem.
Day by day
though,
that’s chang-

ing. §
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A breakthrough in sound so real,
your PC will have its own groupies.

h

Systems, the professional audio experts, _
inside your PC. It delivers the mind-bending
realism of wave-table synthesis—which uses
actual recordings of real sound effects and
musical instruments. And it plays up to 32
notes simultaneously, adding new detail
and richness to your favorite games
and software.

AWE 32 is the first sound card
that supports 3D Positional Audio’) so you can
hear those dueling guitars coming at you from
different places in the room. It also features

Creative's 3D Stereo Enhancement Technology
which makes your whole =
system sound richer and
merc-powerful ——__

(Our apologies to the neighbors.)

Our downloadable SoundFont” technology lets you

add new sounds and instruments to your card. Add up to
28 MB of memory to create your own audio library. We
even included a microphone and software for recording
_music and sound effects. And, of course, the AWE 32
" is fully Plug and Play and works with Windows® 95,
Windows 3.1 and DOS. So installation is a =

The crowd keeps gl‘OWlllg no brainer.  Chek out our mew fine of

Sound Blaster™ Speakers, sold

untl] they have YOUT hOUSC Surl‘()uﬂded Wﬂl}l L0 separately at your local dealer
Then the chanting begins. "A-W-E.. A-W-E.. A-W-E" complete your multimedia

It seems that Sound Blaster AWE 32" PnP is the first dream system? Pick up the new i
sound card to develop its own cult following. That's Blaster CD™8x CD-ROM and Sound Blaster Speakers too,
because it makes every other sound card seem like a blast at your nearest Creative Labs dealer. But take along your
routr X pase, Suund Hlaster HIIJEHE PoP. Hear IIJhat 'n'uu ve Haen Migging oocwma ingse

The AWE 32 pumvseras ot Car R RTRN R 3 e Eaam  the groupies ==
puts professional =l get carried
sound technology away. D
from E-mu’ Wwww. creatwelans com

CR'" ATIVE
CRﬁJ\TIVE LABS, INC.
For more inormanion e o iaback Service i 405377 T pamer Service ot 0 FA8-5227 w115 0 1996 Corative Tochewdipy Lt Al rgh Cre slogy Lnd Socad Blmeer AWES, Emu 41 Pouinoeal
Audin and Crrstres 1) Seeveo Enhancemers hnolagy wrr trademsards of Creatve Trchoology Lid Sousdbent i & sepitesedd pradesad 2 s 2 vy oo choge wethout moie
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In the 3rd Dimension, Faster is Better. Compare these power systems to our SPEED
DEMON! All have 16MB EDO RAM, 2GB+ hard drive, 17" monitor, 8X CD-ROM,
wavetable audio, subwoofer speaker system and Microsoft Windows 95.

Zephyr Falcon
Video Diamond STB Mafrox Millenium
WinMark 96 227 24.7
Processor 0 MHz Inte! 166 MHz.  Iniel 200 MHz.
Power & Data Protection UPStart none none
Modem with fax JS.Re none none
C CHProducls  Gravis

$3.950 $4,608 $3.999 FASTER! MORE ACCESSORIES! LESS EXPENSIVE!

Like a lightning flash, this system delivers smooth 3D animation and communications.
We use only the finest components, and offer a world-class 3 year warranty!

Check out our www page at:
http://ourworld.compuserve.com/homepages/zephyr_computer_corporation

nghtmngspeed Not the onIy ’"‘[L‘-i ] advantage

1-800-44
800448 3906 g

nside logo/and Pentilim are registéred frademarks of Intel Corporation. ] vaainn kv Thi on e
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TOO BIG FOR MULTIPLAY? E1L5, the Abyss, from Duxe Nukem 3D, shows an inleresting

way to set up a huge level for multiplay. Weapons and health are concentrated at each
end of the level, with special multiplay teleporters allowing players to zip back and forth

without getting bogged down in the maze.

In Doon, information was constantly sent
back and forth between all the camputers
ina given game. Atany given moment, the
“game world” in all the plavers’ PCs would
be neary identical. Essentially, cach PC
was running the game fully, by sending out
information and processing the inputs
fromall the other players.

[n some more arcane, dedicated multi-
plaver simulators, such as those used for
military training, the peer-lo-peer system
is much more refined, Using a technique
known as dead reckoning, the individual
peers estimate the position of the other
players in the environment, thereby cut-
ting down on network traffic.

“We tried several variations on dead
reckoning and were not able to find one
that we were satisfied with,” Cash says.
“Although it’s fine in many cases, the
speed at which things change in QUAKE
and the six degrees of freedom in move-
ment cause dead reckoning to mispredicl
rln'ngs by wav too large a margin.”

QUAKE uses a elient-server approach,
so that only one PC, the game server, has
agrasp of the entire game world. ‘The
server is generally the fastest computer in
a LAN setup, or is a dedicated server for
an online game experience. The clients
are the PCs participating in the game.
“They send packets of data up to the server
for processing and redlistribution, which

contain information about the player’s
actions: movement, changes in heading
{and facing, since you can side-step with-

out changing vour facing), and weapons

PAUL SCHUYTEMA

firing, Chat messages also travel to the
server, as well as administrative informa-
tion like plaver name and uniform colors,

"The server responds by sending infor-
miation that shows players what's happen-
ing in the game world: creation of a new
entities (such as a bullet, a new player or a
teleporter flash), sounds, items that are
picked up, a door opening, ete.

DATA-JAM

“If you have cight peaple blasting away
at each other in a small area, this can be a
fair amount of data,” says Cash. "This
quantity of data can add up to a real prob-
lem when you consider play over the
Internel. 'The primary concern of design-
ers is dealing with the latency of an
Intemel-based game. Any multiplayer
game, whether it uses a direct link, a LAN
or the Intemnet, must be able to handle
the varying amount of time needed to get
information from the client to the server
and back to the client. This lateney prob-
lem becomes magnified if you are playing

N Y R LA A
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Here’s the move
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PAUL SCHUYTEMA

via the Internet and you use a modem to
connect to your service provider,

With round-trip data-travel imes of 120
to 300 milliseconds, the server can
pracess only several input changes each
second, which is a significant limitation
with a fluid action game such as QUAKE.

“Latency problems can be avoided for
quite a few things,” Cash says, “but there
are unavoidable cases where you have to
grin and bear it, The Intemet is also
extremely variable. Its one great big
resource being shared by millions of peo-
ple sa there’s no such thing as a constant
[data flow].”

One advantage of QUAKE'S client-
server design is that the game server can

better handle the latency variances of

THINK IN CIRCUITS This Duxe Level | design follows Gray's simple rules. The level fea-
tures several circuits that are quick to traverse. A great trick in Duke is to use underwater
sections to connect distant reaches of the level.

the players. The server keeps the game
running at top speed rather than slowing
gameplay to the lowest common denomi-

nator—as happened in Doou. P e e = ]
“If Player 1 has a low-quality Intemet Cray spends a large chunk of his new on levels for DUKE NukeMm 3D,
service provider and is getting really rotten  life (since retiring from the military as a “I'or two years, 16 hours a day, seven

play,” says Cash, “it does not affect Players  software engineer for jet fighters) working  days a week, I've been in alittle room

2 and 3— other than to give them a slow-
moving target. The game goes on.” P

DUKE OF DESIGN

Multiplayer action games are a harmo-
nious blend of two elements: the nuts and
bolts of network communication and the
less tangible elements of design that allow
a shared experience to become truly
enthralling,

“Multiplay is definitely the long-term
value in a game,” says 3D Realms’
Richard Gray (otherwise known simply as
the Levelord), “Itkeeps the game alive.”

‘ ‘ You can't create a
single level that's
great for single play
and multiplay alike.
The two are almost
diametrically

opposed. ’ ’

—Richard G e & _ |
ichard Gray, 3D Realms coming soon for PC-CD ROM;
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PAUL SCHUYTEMA

Rlchard Gray, the Levalord oﬂers these three pearls of wisdom to those
designing their own Dukematch Duke Nukem levels:

1. “Always watch out for your frame rate. Remember that most people are still
playing on 486s. A subset of that rule is KIS: Keep It Simple. Don't go crazy with
too many textures. Keep to your theme.”

2. “Keep your levels small. Make it so that any two players can find each other
within a minute. If you think in terms of shapes, then consider a circle as the
best template for your multiplay level. Running at full speed, you should be able
to grab all of the weapons and ammo in the circuit, and run into the other player,
within a minute.”

3. “Come up with a cool idea. Most of those, for me, come from cool

player levels
also present the
player with a
“critical path,”
which takes
them from
lesser monsters
and weapons
up through
larger and more
fearsome foes,

mavies, or a lot of times | dream stuff.”

warking on DUKE," confesses Gray. “T've
been pretty much doing nothing for the
last eight weeks but staring at a wall and
gigaling.

“You can't create a single level that's
great for single play and multiplay alike,”
Gray cautions,

[Tie two are almost dia-
metrically opposed.”

Asingle-player level tends to be larger
and offer a more serpentine path, with the
emphasis placed on exploration. Single-

Amultiple-
player level
doesn't benefit from the same type of
design. The levels need to be small and
the weapons need ta be balanced, so that
skill and excitement are always present,
Weapons and health must be separated.
Another mandate of 3D Realins is that
every nook and eranny must be accessible

to players. A pseudo-exception of that rule

is a siege area, in which a region has a
weallh of health and weapons that a
player can seize and attempt to hold

against an onslanght of other players.

“There really weren't any siege setups
in DUKE,” says Gray, “but we might put
some in the add-on pack. That's my
favorite. | love trying to keep command of
the area, or to storm the bunker.”

Gray is a little guarded about his opin-
ion of QUAKE, “I'm sort of sitting back and
walching,” Gray says. “I mean, do you
want to be on the cutting edge like that?
There are so many limits, like the small
maps, and the palette that's been cul
down to a quarter, and the limited poly-
gon counts on the monsters. ... Or do you
want lo hang back and work with a tech-
nology that delivers the best gameplay? I'd
lake sprites any day if they can give me an
exciting play experience.”

While 3D Realms’ Gray and id's Cash
may not see eye to eye on QUAKE, they do
share one sentiment common to both
games. “I have a single rule,” says Cash,
“Make it fun. If its not fun, nothing clse
matlers.” &
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Every month COMPUTER LIFE is
packed with answers, clear-cut
information, practical tips and
how-to's — everything you need
to wring more power and plea-
sure from your machine.

DON'T
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too — when you subscribe to
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VIRTUAL | © &

JUST BECAUSE IT'S ONLY A GAME DOESN'T
MEAN YOUR HEAD HAS TO BELIEVE IT.

INTRODUCING THE FIRST VR GLASSES THAT GO TO YOUR HEAD. VIRTUAL i-glasses! GIVE '.j
YOU MEGA BIG SCREEN ACTION AND THE FREEDOM TO LOOK IN ANY DIRECTION YOUR §
HEAD CAN DREAM UR SCREEN SHOTS ARE FROM OCEAN’S EF2000, THE HOTTEST NEW
HEAD TRACKED COMBAT FLIGHT SIM. FEATURES: RAPID RESPONSE HEAD TRACKING
IMMERSIVE BIG SCREEN SUPPORTED BY MORE PC GAMES THAN ANY OTHER VR PRODUCT NO INTERNAL CARD
NECESSARY WINNER OF EVERY VIRTUAL REALITY PRODUCT AWARD 3-D STEREQ CAPABLE LIGHTWEIGHT
ERGONOMIC DESIGN SPATIALIZED AUDIO VPC & VR PRO MODELS AVAILABLE STARTING AT $499

HURRY UP AND HEAD OUT TO YOUR N . OR CONTACT VIRTUAL i-O AT 1-800-646-3759 OR hitp://wwwevio.com.

B virTUAL

iI'glasses!

YOU HAVEN'T SEEN THIS BEFORE'"
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The Beas ithin®

Game of the Year

Computer Gaming World

AWARDS

Gabr]el Knight® has done it

again. From the over 4,000
1996 Game of the Year

Computer Gaming World games released this year,

Computer Gaming World /as

Editor’s Choice
awarded The Beast Within"™ 1/
PC Gamer

coveted Game of the Year aware

Golden Triad Award Jor 1996. As with its popular pre-

Computer Game Review decessor, Gabriel Knight: Sins

of the Fathers® (winner of the

Adventure Game of the Year ]
CGW 1994 Game of the Year
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urner
Interactive’s
DixoToPlA,
based on the
books Dinotopia
and The World
Beneath by
James Gumey, is

sel onan

where dinosaurs are intelligent and live
side by side with humans, Unlike most
adventure games these days, the story is
rather modest. You're nol out to refrieve
seeret plans, cateh a serial killer or save
the universe. As Nathan, survivor of a
shipwieck, vou just want to be reunited
with your sister Constance, who washed
up somewhere else on the island. The
game thus revolves around Nathan's
efforts to find her, with a little help from
both humans and dinos.

Fverything in DINOTOPIA s very sim-
ple, which is not surprising, as this is a
family-oriented product, aimed primarily
at kids, although certainly playable by
adults. The atmosphere is nonthreaten-
ing; the dinosaurs generally have a “cute”
look to them; there is no strong language,

» Computer AD&D fans will have to wait a while for
the first official AD&D role-playing game after 8SI's
DearHkeep. Interplay is working on two AD&D games,
both of which have yet to be named, set for release
in late 1997. The first will be set in Forgotten Realms
and the second in the Planescape universe.

¥ After the success of Buriep In TiMe, Presto Studios
has teamed up with Broderbund to publish the third
game in the series, tentatively entitled JouRNEYMAN
ProJect 3. Presto has been working on the story for
several months, and they've added staff to beef up
their strategy of highly polished photorealistic graph-
ics, good story, tough puzzles and a first-person per-

CRYSTAL BALL

uncharted island,

violence or sexual matters; and Nathan is
never in any really dangerous situations.

MAKING TRACKS

DiNoTOPIAS interface can only be
described as minimalist. At the start, there
are only two cursor icons: a hand for pick-
ing things up, manipulating objects and
talking to peaple; and dinosaur tracks for
moving Nathan around the world, Later
in the game, Nathan gains a dino com-
panion, Atrick, and a third icon, an cye,
becomes available. When the eye is
clicked on an object or person, Atrick
might comment on it, providing clues or
information. Items are stored in a scroll-
able inventory box on the lower left of the
sereen, while at the battom center is a
picture of the istand that you use to travel
lo new locations.

In keeping with its kid-oriented focus,
most of DINOTOPIAS puzzles are not hard
to solve, and there aren’t, in fact, many of
them. Each location typically has one, or
sometimes two, important things to do,
For instance, the vital activity at the begin-
ning is learning the language of
Dinotopia, alter which Nathan is able to
travel around part of the island by dino

SCORPIA

Gl

b

cart. "The game is partly linear, but not
strictly so. Nathan can go to any available
location at any time, so backtracking to,
for example, a previous town to pick up a
missed item is no problem.

DINOTOPIA ran cleanly on my system;
it never crashed, froze, locked up or
exhibited bizarre graphics. There was one
place where I ran into something that
might be a bug (more on that shortly).
Sound quality, however, was nat all that
good. The digital voice recordings were
done atavery low level. Even with the
volume bar at maximum for sound and
minimum for music, | still had to turm up
the volume on my speakers, the first time
this has ever been necessary for a game
with internal volume controls.

spective. This game also won’t be released until the
end of next year,

¥ If you're depressed that Bullfrog's THE INDESTRUGT-
IBLEs may be another year away—and you're really
desperate—you should know that Inverse Ink has
teamed with DC Comics to bring Superman and
Batman to CD-ROM. No word on whether they have
the guts to electronically publish Frank Miller's clas-
sic graphic novel The Dark Knight Returns.

b Her Interactive, flushed by the success of McKenzie
& Co. has announced that their next game will be the
Vampire Diaries. You bite, girl!

ADVENTURE/RPG

Jurassic Lark -

Scorpia Roams With The Dinosaurs in Divoror 11 1} u =4 I’P :

ey

isn’t so
much a

game as a
Dinotopia
travelogue. ’ !
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"The speech itsell was uneven in play-
back. Sometimes, it came through clearly;
other times, there was a lot of stuttering
and skipping, making it very hard to hear
what people or dinos were saying. For
instance, the voice of the smith in Pumice
Town played smoothly, with na breaks,
whereas the speech of the two dinos who
pulled the cart was only partly under-
standable. There was no reason | could
discer for these differences, but it was
certainly annoying, the more so as there is
no option for text.

"This sound quality, by the way, was
with native Gravis support. Unlike too
many other products these days,
Dinotoria has drivers for a wide range of
sound cards, which at least puts the game
in reach of a greater number of players.
You don't have to worry about “Seund
Blaster and 100% compatibles only.”

YOU TALKIN' TO ME?

One of the things | found irritating in
the game was the lack of conversation —
there are only monologues. Nathan him-
self, the star character, never speaks.
When you click on someonc, that person
says something, and that’s that. | often
had the feeling that Nathan was being
leetured to instead of talking to people.

everything went fine (not counting the
many jumps | made to get the timing
right). However, in my sccond pass
through the game, the Skybax simply
didn’t move. Nathan dropped down the
cliffside, while the dino remained,
unmoving, at the far right.

“This was extremely puzzling, since |
had done all the correct actions to bring
the creature over, and repeated plays and
restores didn't help. However, when |
booted up the game fresh the next day,
and restored the position, everything
worked perfectly the first try. The Skybax
flew over, Nathan landed on its back, and
that was that. So if you have similar prob-
lems, you may want to try exiling the
game, rebooting your system and then
running the game again to see if that
helps.

There are also parts of DINOTOPIA that

SPARE CHANGE? In Dinaropia, people and dinosaurs walk the streets together.

Lt A ey R SO S

much to see or do, and since this is a large
area, walking around takes a long lime.
And because you don’t want ta lose the
dino by going too quickly, you have to
move slowly.

In real life, mountains may be tall and
deserts large, but this is a game. Pulling in
wide expanses of essentially nothing does
not add to fun or playability; it simply
makes for a boring time.

My general impression is that this isn't
so much a game buta Dinolopia tray-
clogue. A good deal of the world is mainly
backdrop and window dressing. Waterfall
Cily, for instance, has a lot of buildings,
but only three that can be entered.'The
rest exist just to make the city look like a
city. Only a few of the characters are rele-
vant to the story; the majority cither have
nothing to say or make some inconse-
quential remark that may shed some light

¥ Z = are incredibly tedious. When you reach on Dinotopia generally but othenwise
Alpine, you lave Lo visil a monastery at doesn't mean alol.
I e | _ the top of a mountain. So you go up the
iy) 4 . ‘“ & m lg L.... 45 GAG mountain. And up. And up. And..well, KID STUFF

you get the idea. [tappears to go on for- Overall, DiNotopa, with its emphasis

A LITTLE PRIVACY, PLEASE! We don't know what this dinosaur is on exploration, easy puzzles, simple inter-

doing—and we don't want to know.

ever, with nothing to see except snow and

"The place where there might be a tran-
sient bug is at the cliffs. Hlere Nathan has
to jump off at the right moment and land
on the back of a flying dino called a
Skybax. The first time through the game,

SEPTEMBER 1936

pine trees, no one to talk to and nothing to
do but walk on.

The desert is much the same way. Here
you have to lead a blind dino back home.
Of course, you don't know where that
home is, so you begin trudging across the
sands. As with the mountain, there isn't

face and generally laid-back atmosphere
is most suitable for the young novice
gamer who has litlle or no experience
with adventures. Veteran gamers, and kids
who have already plaved the likes of
RIPPER or PHANTASMAGORIS, may find
this one too simple, and a bit dlull. %




From the people
who wrote the book on
fantasy role-playing

7 A

I

...the tinal chapter.

It’s here! The talented F waiting for. The full

= S
team that brought you =] =Sm—— = <k 5 S 360" 3D technology -
the multi award-win- -&?l p_t '@‘/ g N—, combined with fully

ning Star Trail has done e DVER RIVA | digitized music, speech

it again! Shadows Over and soundtrack features
Riva leads you through the twists and turns of the - will capture your imagination like nothing before.
most innovative and realistic role-playing adventure This is it! The fantasy role-playing adventure that
ever written. "Yards of detail and depth is precisely what  goes beyond your wildest expectations. This is...
sets the Arkania games apart from the competition”, “the final chapter”.
says PC Gamer magazine.

Shadows Over Riva is the stunning climax of Corming soon Lo your favorile retail outlet,
the popular Realms of Arkania trilogy you have been or call (800) 447-1230

PO Box 245, Ogdensburg, NY 13669  Tel: (315) 393-6633  www.sir-lech.com SIHTECH
Realms of Arkania & is a registered trademark of Sittech Software. Ine. Shadows over Riva application software copyright © 1995 by Attic Emzriainmant
Sofware GmbH and Fantasy Producuons GmbH World Class Entertainment
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SCORPION'S TALE

Impossihie
Mission?

Scorpia Disavows Any Problems In Defusing Mission CAITICAL

I

o here we are, coming ont of
another dry summer, and
looking forward to all those
Christimas releases that usu-
ally begin showing up
around now; How many will
actually make it to the
shelves before vears end?
Your guess is as gﬂn(! as

mine. Personally, I never
believe a game exists until it’s in my hot lit-
tle claws. That’s the critical factor for me.

And speaking of critical....MISSION
CRITICAL is one of the better things
Legend has done in recent times (even if
the game itself isn't very hard). There’s a
logical (if grim) reason for being alone on
aspaceship that’s in big trouble, and since
it is in trouble, let’s get right to it.

After watching the extensive opening
movie, which explains why vou're here
and why the ship is in the condition it is,
you begin the game standing in a corridor
of the abandoned Lexingfon, with nothing

f you're having trouble finding
things in Mission CrmcaL, keep
in mind that the game pro-
gresses very logically. In addi-
tion to the usual puzzles, there are
important audio and visual clues. For
example, you can find the hull
breach on deck 2 simply by listening
to the breeze. As the noise level goes
up, you're getting closer; as it
recedes, you are losing the trail.

but a note from the captain in your pock-
et. This is a good time to read it and fol-
low the dircctions.

ANOTHER DAY AT THE OFFICE

You can then listen to Tran’s recorded
message about the state of the ship. Let’s
see: There's a hull puncture on deck 2, the
reactor is heading for meltdown, and the

1S IT STUFFY IN HERE? The first order of business is to fix the hull breach before explosive decompression
occurs. You'll find the hull patch kit in the emergency stores cabinet above the computer terminal on deck 2.

main computer is offline. Aside from that,
everything is more or less OK. While time
seems to be precious here, you do have
more than is apparent. There’s no need to
be too nervous about the situation, but on
the other hand, you don't want to dawdle
too much, either. Fising the hull punclure
is the first order of business, if only to
reduce the noise level (heh). This is a sim-
ple matter, once you get your hands on
the patch kit.

RADIATION LEAKS CAN MAKE YOU
PULL YOUR HAIR OUT

Then you can begin making your way
down to Engineering to work on the reac-
tor. Go down one deck at a time (skip
deck 4, which has nothing accessible),
looking in all rooms you can, picking up
everything you can, and remembering o
open any storage cabinets you come
across. As far as | could tell, there is no
limit to what you can have in inventory.

You won't be able to make it directly to
Iingineering; there’s a leak in the system
and the elevator won't go down there.
"That means you have to reach the deck
the: hard way, by going through the main-
tenance corridors from Reactor Spaces.
There’s radiation in some of those corri-
dors, too, and you don't have a radiation
suit. So we'll hope you do have something
else that will guide you along a safe path
to Engineering. (Once you fix the reactor,
you can lake the elevator back up,)

Dealing with the reactor is a simple
matter. You only need to position the gates
50 the coolant from the backup tank flows
in a complete circuil through the reactor
core. Just remember that this is a manual
backup system, so the tank has to be phys-
ically apened first.

Now that the ship is safe (for the

(= SEPTEMBER 1996



THE CRITICS CAIT'T ESCAPE THE SPELL...

“IT MAKES MYST LOOK LiKE A

NEWSWEEK

"3-D GRAPHICS THAT MAKE

WORD jUMmBLE.”

THE WORLDS

OF MYST LOOK LIKE LEGO-LAIND."

COMPUTER LIFE

"ZORK IMEMESIS IS A BRILLIANT EXAMPLE OF
WHAT AIl ADVEINTURE GAIME SHOULD BE.”

PC ENTERTAINMENT/GAM

ES

“1 CAIT'T OVEREMPHASIZE HOW SPECTACULAR
ZORK NMEMESIS LOOKS.”

CD-ROM TODAY

"ALTHOUGH IT'S SURE TO® RECEIVE PLENTY OF
COMPARISOI TO MYST, IT'S i A CLASS ALL iTS OWIL."

PC GAMER

on '1{-_:—'.._{-_;.._“:;5.- ; ._\ -

[Tow ._co_n__;mgc_i'_:_n'rgs__ﬂf“‘.-Cﬁ-l_:!—_ RO

A _ " ALse avaiLaBLE on Ms-DOS*/Winpows 9s CD-ROM @ @ @
CIiviSIONw DARE VISIT HTTP://WWW.ACTIiVision.com o=

Activision and Zork are regi d ks and Zork Ni is is a frad k of Activision. Inc. © 199 Activision. Inc. All rights reserved. All other trademarks and trade names are the properties of Iheir respective holders.
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SCORPION'S TALE

VCR 2000 Unlike most games, the video segments here are important-especially
the advice Commander Tran gives you. Check the clips to find clues about the
reactor and check again after you get the computer back online.

moment), you can head back up to deck 5
and the main computer room, Passing the
wieckage should be no problem (becanse
you did all that looking around on the way
down to lingineering, ri,ght?’}_ However,
Mr. Miura put a code lock on the com-
puter room door. That might stump you
for a little while, bul the answer is as casy
as pie.

Rebooting the system is easy, too, and
then you get the last message from Tran. It
seems the repair work isn't finished vet;
now you have ta fix the TCS communi-
cations dish so you can get in touch with
vour superiors. They didn’t tell you about
days like this when they appointed you
supply officer.

"I'he dish isn'tan nrgent problem,
though, and you can leave that for the
moment. Thisis the time to consider the
material you picked up or saw in the vari-
ous officers” rooms. Especially the room
of the person who, from all evidence, was
aspy or traitor working for the other side.

THERMONUCLEAR WEAPONS CAN
WRECK YOUR DAY

Ul ol, There’s a bomb somewhere on
the Lexington. Ill et it's armed and
counting down to detonation, too.
Finding this nefarious device has just
become a top priority. Luckily, vou don't
have to run all over the ship looking for it.
A moment’s thought should tell you there
is a rather abvious place for the bomb.
Cousider where you found the info and
the key.

OK, now all the major problems have
finally been dealt with. Whew! If you
haven't done so yet, tuke a little time for a
nice, long chat with the computer. With

cG SEPTEMBER 1996

the main system
back up, vou have
access toa lot of
information, some
ol it vital.

When you're
done with that, the
TCS dish awaits,
Unfortunately, the
last of one of the
spare parls you
need has already
been taken.
Fortunately, it is
easy enongh Lo get, as you should know
whete to look for it. The real stumper
is the fact that the vace suit down in the
shuttle bay has no air supply. This makes
doing an VA a trifle difficult. Good
thing there’s a cutting solution to this
obstacle,

vou can finally contact Admiral Decker al
Erebus, This requires setting up a link
through a number of relay satellites.
“There were 12 inmy setup (connting
IErebus as the last one}; it may be possible
to do it with less.

Now you can transmit over the link
and have a long conversation with
Decker. | don't suggest following his
orders, Being respectfully obstinate is the
best course (o take here (especially if vou
want to finish the game).

When you're done with that, you can
bring over the planetary lander from the
science ship Jericho. Nice to know, it has a
more than adequate supply of oxygen
tanks. Help yourself to a couple (and any-
thing else you find, of course). Then you
can suit up and prepare to launch the
lander to the surface of Persephone.

"Then again, maybe not. The lander

maniresc

T TAKES A THIEF After the ship is safe, don't be squeamish about grabbing clues and
running. The captain’s log is interesting but not really helpful. The crew manifest is

essential, however, for access codes.

ACROSS THE GREAT DIVIDE

Onee you're suited up, you can
depressurize and head to the great out-
doors, as itwere. Reaching the dish (vou
won't fall off the ship hull) and making
the necessary repairs is simple. Happily,
this is the very last of damage contral thal
vou need to do.

Before contacting Frebus, let’s find out
whal's in that safe in Dahl's room. You
have what you need to bypass the retinal
scanner by now; you only have to select
the correet pattern, Initially, this may
seer hard, but itisn’t, The spy’s mind
moved in obvious ways.

Alfter clearing out the sale’s contents,

begins a long—very long—preflight check-
oul. We have to do something to pass the
time here, and with enemy vessels on the
way. the moment you've been dreading
lias arrived. Yes, its time to get hyped up.

Not this very second, though. Ifirst acti-
vate the main tactical console on the
bridge for instructions. [t always helps to
know what you're doing, When the pre-
liminaries are completed, you enter a bat-
tle simulator with eight scenarios. All eight
must be completed successfully before
you're reacly for the real thing,

Luckily for those of us who aren’t good
al these sorls of maneuvers, vou can pull
the difficulty down to Fasy and let the
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SCORPION'S TALE

HOT UNDER THE COLLAR? The emergency coolant really isn't that big a deal.
Look in your Utility Belt of Infinite Storage for a tool to open the tank's manual
backup system.

computer do it for you. You still have to sit
through all the scenarios when you do that.
After all that (and having saved the
game as a precaution), just hang around on
the bridge and eventually the first enemy
wave arrives. This time, its for real, so try
not to lose too many drones. You want as
many as possible available for the second
wave that shows up after the first battle.

I LOVE CRASH LANDINGS

Enough time has now passed, and you
can finally ride the lander to a (crash)
landing on the surface of Persephone. Oh
well. Let's take a look around and see if we
can find that tower. Yep, there it is, with a
big ice hill in front of it. oo bad you can
only make it halfway up. Blast it! So near
and yet so far. This is a good time to con-
sider your spare oxygen tank, among other
things. When the way has been cleared,
you enter a cavern. Reaching the bridge
across the chasm should not be hard; vou

ought to have everything vou need to line
Up &1 Wiy OVer,

“The bridge leads to four smaller caves,
One has a basin with a couple of rods,
one has a yellow pyramid, the third a blue
cube, and the fourth an ocher rod. You
shouldi’l need any help getting the cube
and pyramid or putting them where they
belong, If the next step has you puzzled,
think awhile and you may geta hot idea
or two, The last rod will become available,
and ils use is obwvious. Yon only need to
add one more thing; even a small scrap
will do.

This leacls to all sorts of interesting

resulls, especially a portal of some sort thal

GG SEPTEMBER 1906

o off EE2SEY Spares

sSecure scorage area wher
= and machanical spargs arg

SPACE-HARDWARE GEEK The Central Stores room might resemble a sale at Chain Link
Fence Discount Electronics, but it’s fairly easy to figure out which parts you need to fix

the communications relay,

|Jl’il]g?i _\'U“ lo, as }'Oll Eielell] I(.'?]ﬁl. I 05
Angeles, which is not in very good shape.
We'll worry about the cause later; right
now, vou need to reach the ominous black
tower in the distance. If vou had a crowbar,
you could probably open the
mangled door. [ wonder
where you could get one?
Once in the contiol oom,
you can power up the
Maglev transportation sys-
tem. You just need something
lo keep the override switch
down (there’s not much left
in the inventory), and then
you can take a wild ride lo
the tower. Entry to the lower
is fairly simple, thanks to the
tank. When you getin, you
find...oh no!! Its a maze of
twisty little passages, all alike!
Arrggh!l But wait! Don't panic, there’s an
easy solution. If you try going through on
your own, you'll be hopelessly lost. So don't

dlo that. Watch a moment,

and what to do becomes

obvious.

BEHIND DOOR # 1

.AOL‘ Look in on Scorpia’s Lair (keyword: Scorpia).
Delphi: Stop by the GameSIG (under the Groups &

don't need my help, Onee through it,
you'll meet a couple of life forms, who
provide the explanation of what’s been
happening (or has happened) since you
left Persephone. [t ain't pretty.

"The demonstration/puzzle with the
Jiffies is easy. This is just a matter of going
backwards and forwards, and talking lo a
Jiffy in between, until vou've got themall
home. Then it your turn to go back-
wards, back to before everything went
wrong. Unlortunalely, that puts you in
Sick Bay, with 'Iran holding a gun on you
and not believing a word of your story.
Well, we can't really blame her. However,
your time to fix things is limited, and
yvou've got to do something about Tran,
quickly. Hmm, nolice the remote control
there on the autodoc? Remember the
note on the medical console? Do what
needs doing when the opportunity pre-
sents itself. After that, the remainder of
the game is automatic. Until next time,
happy adventuring! %

WloReachScorpla

Eventually. vou'll reacl Clubs menu).
vemtally, you Icach - epie: Visit the Games RoundTable (type “Scorpia”
a large oom with two 0 reach the Games RT).

portals. Take either one;
they both go to the sume
pl;l(‘c. adoor slmighl oul i

S Scorpia
of the Twilight Zone. P

Opening the door is

really simple, and you

PO Box 338
Gracie Station, New York, NY 10028.

Internet: scorpia@aol.com
US Mail (enclose a self-addressed, stamped enve-
lope if you live in the United States):



SPIRAL INTO THE SUBTERRANEAN
TOMB OF QIN SHI HUANGHDI.

EXPLORE FIVE PHOTO-REALISTIC
REALMS OF PERILOUS BEAUTY AND
SPLENDOR.

AIAITY TWOL THL IAYIT OL NOSNEY LEMI4 AHL 38 ROA VI0 8

DIEGDVEH THE WONDER AND MYS
TERY OF CHINA'S MOST RUTHLESH
EMPERDOR,

i LIGHT TORCHES. ILLUMINATE PAS-

SAGES. ENLIGHTEN YOUR MIND.

‘Indianajones.
meets M yst

—STEVEN GREENLEE,

INCREDIBLY BEAUTIFUL, HIGH RE
OLUTION, 3*D RENDERED GRAPH
ADVENTURE GAME,

STORES NOW

l... o

AS YOU FIND YOUR WAY

SDOLVE PUZZLES AND AV

MULTIPLE GAME ENDINGS

COMPASS GUIDED NAVIGATION
WITH PULL"DOWN REALM MAPS TO

OID TRAPS
TOWARD

i GUIDE YOU THROUGH THE TOMB.

INSTRUMENTS CREATES
STERED SOULUNDSCAPE.

DO YOU POSSESS THE WISDOM TO
UNEARTH THE TOMB'S SECRET?
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Price: §53.00
System Requirements:

4BEDX2-66 or better,

Windows 95, 8 MB RAM,
4 MB hard disk space,

1MB VESA-compatible

SVGA graphics adapter, 2x

CD-ROM drive (4x recom-
mended), Windows 95-
compatible sound card,

Protection: None (CD muslt
be in drive)

Developer: Rozner Labs
Publisher: Acclaim
Entertainment Inc.

Glen Cove, NY
(516) 656-5000

REVIEW ¢ D

Acclaim’s Real-Time Murder Mystery Is Two Hours Too Long

by Mark Clarkson

alk about bad news from
home. Laura is settling in for
another semester at college
when she receives word [hat
her father—a respected doc-
lor, scientist and dircctor of
the Los Angeles National
[Hospital —has gone berserk,
shooting people in the halls
of the hospital and taking
hostages. Our heroine scoots up to LA.
where the police let her past the barri-
cades and into the hospital. The hallways
are littered with bodies —more so than
usual — but before she can look for her
dad, some evil relative of the water tenta-
cle from The Abyss swallows her and
whisks her off to another dimension.

Welcome to D, where, according to
the box, “solving the mystery means visit-
ing the dark pit of your soul.” [ wish |
could report a D-lightfully frightening
good time, but, other than enjoying the
game’s creepy ambience, [ was D-cidedly
dissappointed. You'll recognize elements
of a lot of games in this first-person horror
adventure — Myst, THE 7111 CUEST,
PHANTASMACORIA, THE DARK ENE —
every one of which is far superior.

“The game lakes place in a “house”
which supposedly exists inside Laura’s
wacky dad’s head. If this is Dad’s mind, it’s
pretly sparsely lumished, and you'll find
few clues here as to what’s going on. You'll
confront the occasional gratuitous logic
puzzle, but most of D% secrets involve
finding the keys to various locked doors
(yawn).

A TWO-HOUR TOUR

I has some rather interesting ideas
about gameplay. Most interesting of all is
the two-hour real-lime time limit. "That’s
right —you have exactly two hours to play
this game through from beginning Lo end.
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In addition, you can't save your game. If

FEEL LUCKY, PUNK? Redefining the low end in bedside manner, the good doctor in D
gets ready to blow your head off.

you lose or stop, you have no recourse but
to start the game over again. Tvo hours is
an awfully short time to solve a mystery of
any complexity, but since D isn'ta mys-
tery of any complesity, vou'll be running
out of game in about two hours anyway.

1 discovered no way to die in D, or any
way to lose at all short of letting the two
hours expire. In fact, Laura seems virlually
indestructible; I/she fell down a 30-foot
well and landed on the stone lloor at least
adozen times. Iach time, she stood up,
shook her head, slowly brushed dust from
her lapels and climbed out of the well. 1,
on the other hand, was going to scream if
I had to watch her go through that tedious
touline one more time.

“That's another big problem with [
movement through the game is painfully
slow. Laura walks everywhere slowly, care-
fully, as befits the heroine ina creepy
movie. That wouldn't bother me much if
there was some way to skip past scenes
you've already walked through, or if you
weren'tin suchia hurty to solve the puz-
zles for the third time so you didi't have
to start the darmed game over again. The
combination ol a lime limit, no save game
feature and a plodding pace is especially
maddening.

The plot, when it finally unfolds, is ter-

ribly lame. The ending fails to throw
much light on the beginning, while the
actual game, sandwiched in between, has
little to dlo with either one of them. |
found out what the “D stands for, bu
other than that, [ was left scratching my
head, muttering “Huh?”

Any quasi-experienced adventurer will
finish this game by the second or third try.
"That makes for a whole four to six hours
of gameplay, most of which is spent walk-
ing slowly through a house, According to
the box, D sports multiple endings, but
you'll have to take Acelaim’s word for it.
With no way to save your game, the only
way Lo experience nultiple endings is to
go back to the very beginning and play
the entire game over, trying different
things here and there to see if they affect
the ending, No thanks. We D-cline. &

b APPEAL: Horror-adventure fans
looking for a quick night’s entertain-
ment with no long-term commitment.

»PROS: Nice modeling, camera work
and music. An acceptahly creepy
amhience.

b oOrS: Plodding
pace, two-hour
time limit, no save
game feature,
limited gameplay,
no replay value.
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You've got a GD-ROM drive,
a wavetahle sound card
and you've got computer
speakers with the

power and fidelity of a
1963 transistor radio.

You’ve got to get Yamaha

YST™ Multimedia Speakers.

It doesn't matler if you're conquering virtual alien
hordes or calming your nerves with a Vivaldi CD while
. balancing the check book.
Yamaha YST mullimedia
speakers release lhe stun-
ning audio performance that's
already right there in your compuler.

Try playing an audio CO in your CD ROM drive o hear how your speakers really stack up. If you had Yamaha YST speakers

you'd hear smooth, crisp, clean sound. And you'd have plenty of power=wilh ralings from 5 walls per speaker to 45 walls of tolal amplifier power.

D Active Servo  Thanks to Yamaha active servo technology the speakers, amplifier, and enclosure actually interact to deliver deep, tight, salislying bass.
Technology  Ype kind of hass that brings enery and excitement to music and computer games. And for the ultimale in bass power and performance

you've got to have a subwooler. For a complele satellile/subwoofer system choose the System 35 or System 45. Or add the MSW10 subwoofer o your existing

speakers 1o bring them lo life. Y AM AH Ae
And if you look at the bottom of this page, you'll find @ computer retailer who's got Yamaha mullimedia

Tre Way Your Computer
SHOULD SouND.
F—'

speakers. You've got [0 go get them.

YST-M7 Multimedia Speakers YST-MSW10 Sub-wooler System 45 Multimedia Speakers
Yamaha multimedia speakers MSRP from $59.95 - $249.95 al these fine relailers.
‘BEST . T
(ﬁ' “"“’“‘% COMPEZR EOGHEAD ‘ﬁ':f.fé i

To receive product literature, call (800) 823-6414 Ext. 503. ©1996 Yamaha Corporation of America, Computer Relaled Products, 6600 Orangethorpe Avenue, Buena Park, CA 90620.
Al rights reserved. Yamaha, YST, and the Yamaha logo are registered lrademarks of Yamaha Corporation ol America.
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With No

CGW's Action Game Of The Year Retums For An Encore

ves: bloodshot.

Lips: bone dry.
Brain: liquid and
putrified. Action
games have
always made
their mark on
the player. The
good ones cor-
rupt the body
clock, invade dreams and drag produc-
tivity down to the killing floor. But it's only
recently that we've been able to retum the
favor and make a mark of our own.

Of course, you could see the whole act
of computer gaming as a signature. A
game throws up an obstacle; the player
pacifies it, works around it, makes it invisi-
ble. But the game usually leaves behind
no evidence of that pracess and it’s that
evidence that makes games more per-
sonal. It’s like staking a claim: This is the
hole | dug. This is the blood | shed. Thats
the machine | snuffed.

Game designers have of late come to
understand the urge to leave something
of yourself behind, bevond three initials in
a high-score table. So HENEN gave us
breakable windows. DUkE Nuki 3D

-
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onling at the Eidos Web site and

pathfinding. Eidos says it fixes
the problem of cyborgs getting
stuck behind walls and trees and

in eliminating those annoying
control problems, then the patch
will make TotAL MavHeEm a better
game to play.

»The latest ToraL MavHem patch is |

significantly upgrades your units'

splitting up needlessly. If it works

PETER OLAFiSON e ACTION

gave us blood-stained, bullet-riddled and
destroyable walls. We're heading in the
direction of the wholly combustible envi-
ronment. The game’s over when there's
nothing left.

Sometimes the best-demolished
games come from unexpected quarters.
Origin ingeniously reengineered what
had proved something of a liability in
Ui VI —an experiment in avatar
action that wasn't fully appreciated by the
RPG’s hard-core followers — into an asset
in CRUSADER: NO REMORSE. The result

-

»The sequel to Interplay’s
PlayStation hit, Loaded, is in-
bound for the PC. Look for the
Windows 95 native version of
Re-Loapep in December. The top-
down shoot-em-up promises
more strategy, character and
interactivity...and copious
amounts of blood.

continued on page 134 ke

R . ‘
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was a very English angled-down action
game —essentially, an uncartoony Fscape
from the Planet of Robot Monsters with
more puzzles —whose commercial and
artistic success still resonates in
the recent release of Domark’s
Tom Maviiesm and SCIs
GENDER WARS,

For the follow-up, due in
September, look for more of
the same —in the best sense of
the term. ['ve played an alpha
version of CRUSADER: NO
REGRET for the last week or so,

BLOWING CHUNKS Amidst fiery explosions, our
hero uses one of No ReGReT’s new weapons to tumn

a hapless opponent’s body into a collection of flesh
chunks.

and I'm hooked all over again.
My signature is all over its
tiered, factory-like levels —
which I've left nonfunc-
tional — and will be again.

In this 10-mission stand-
alone game, you're still a renegade
Silencer working for the rebels, still forg-
ing vour way toward exit elevators and
teleports, and still wearing that absurdly
shiny red suit that a blind bull would spot
amile away. The details of the story were
abil vague in the version | played, but il
opens aboard a star freighter bound for
the World Iiconomic Consortium'’s moon
base and ends with a toe-to-toe slugfest
with that outfit’'s bad-guy chairman, Onee

again, you're icing the inhabitants, rifling
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‘ ‘ We're

heading in
the direction
of the wholly
combustible
environ-

ment. , ’



PETER OLAFSON

INSIDE ACTION

through their belongings and throwing
swilches that open doors,

Oh yes, | forgot. You get to blow things
up....big-lime, Everything in NO REGRET
seems to have a jet fuel tank inside il, and
everylhing is negotiable, The artists have
essentially created two parallel libraries of
in-game objects. One is nonmal and fune-
tioning, with nice flickering lights and
blowing steam. The other is entirely
blown to hell. In No Recricn its blown
deeper into hell —everything must go! —
and you'll write your path across the
moon in handsome, bumed-onl frans-
formers, equipment, lockers and crates. |
hope the Consartinm is insured.

Happily. the artists have exercised the
same creativity on death scenes. Of
course, usually vou'll just open up with
vour sidearm—machine ])isltﬁ. shotgun,
rocket Fmcher—and the enemy will fall
down and cooperatively issue a little pud-
dle of blood.

But on the first mission, vou'll find a
pipeline with a control wheel. “lum the
wheel, and the darkened oom next door
will spring into view as a pipe vents a
white cloud behind a waiting guard. Hes
frozen (and, if vou replayil, in at leasta
couple of different statuesque poses, to
boot). Now vou can drop by, give hima
shot, and reduee hiny to a sort of human
Shurpee. Or you can just let the forces of

»¥continued from page 133

PAlso coming from Interplay is DeSCent To
UnpermounTaiy for the PC, a 3D first-person
action game with RPG elements, such as level
advancement and sub-guests. Sel in the
Advanced Dungeons and Dragons world of
Forgotten Realms, your character will brave the
dungeons below the city Waterdeep and ulti-
mately confront the Drow goddess, Lloth.
Descent To Unpermountain will use the Descent 3D
game engine and is due in October.

»The 3D0 32-bit console is effectively dead, but
before it went it gave birth to a raft of Pentium-
class PC games. The 3D0 Company's software
arm, Studio 3D0, will release in October the iso-
metric blaster CapTaiN QuasaR, the BaLL BLazer-
like BarTLESPORT, KiLLING TIME (in which Doom-like
action meets 71H Guest-like FMV), and
StarriGHTER, a 3D flying shooter.

L

yWitchaven 1 needs a good cheat.
Otherwise, the whole thing is one
pitched battle. Hit Backspace, type in
one of the code words below (without
the nasty quotes), press Enter and
voila: You're cheating.

“Levelx” (where x is a number from 1
to 15) warps you between levels.
“Nobreak™ prevents that annoying ten-

dency of weapaons to shatter.
“Showmap” gives you the full map.
“Spells” gives you nine blasts of each
spell.
“Potions” does the same for the drinks.
And "killme” does the obvious.

mature do their work, and wait until he
melts into a silvery pool with a bone init.

I've also created shricking human
torches, (What a way lo go: naked and
cooked.) Or, as | discovered in the mines
on the second mission, naked, cooked
and skinless. If [ go this way. | hope some-
one puts a pair of old pants on me, puts
my head ona pillow and turms off my
computer. But there’s no dignity in No
REGRET.

Oh, you'll natice a few other touches,
You won't find eredits on the
corpses you leave behind —the
Weasel from No Remorsi:
seems not to be a factor here —
and so have less reason to put
hapless eivilian employees to
the sword for their wallets. The
puzzles are thicker on the
ground, and the artwork more
solid and streamlined.
Undliscovered areas and level
Donders are now represented by
stretehes of metallic ceiling
rather than darkness.

And NO REGRET struck me
as significantly (and usefully) harder than
its predecessor. While [was able to fairy
coast through the original CRUSADER
without worryving about getting killed so
much as getting lost, Ispent a good two
dlays slogging through the first NO
Recrezr mission, s a richer, more con-
spiratorial environment, and I can’t imag-
ine anyone who enjoved NO Rivorse
nol enjoying NO REGRET,

ALthe same Hime, ona e :utcphleﬂ
level, Tean anticipate complaints that—
as | said at the outset — this is more of the
same. NO REGRiE is to the urigin;ll what
WING COMMANDER IV is to WING

CoMMaDER T The play ethic hasn't
materially progressed.

Rather than maintain the same blow-
everything-to-hell theme, Origin could
have added compelling reasons for not
blowing things up —or exercising special
caution injust how it's done. Perhaps
under one set of circumstances you don'l
want to blow out the lights —which are
once again perpetual and institutionally
bright in NO REGRIZ —or in another

you'd want to avoid damaging a keycard

ASHES TO ASHES Anather of the ghastly ways to go
in No Recrer is reduction to ashes; here the foe is
being turmed into fine dust.

mechanism because the allemate path is
so raught with robotic ngliness. [ hope
CRUSADER 11— due in the second half of
1997 — gives the game a touch more
sophistication,

In the end, though, none of these tacti-
cal considerations stopped me from play-
ing, or even slowed me down. loday, I've
been at it almost cight hours straight. My
eyes are bloody, my lips are dry and you
could probubly suck my brain out with a
straw:

But I'm happy: And | have No
REGRIET, B

M ee  eerewmemum




The battle doesn’t begin until I say it begius.

[t'’s my game and I control the course of conflict.
[t you want to play then you better get serious.

This ain’t no lily-livered,
thumb sucking mama’s boy game. Huh-uh.

This is war. Messy and mean.
somebody’s going to get hurt

and it ain’t gonna be me.

['ve got you in my sights
and you look like a sucker.

H puny little Cybrid sucker.

Missjos L RA
“EARLY CONTENDER FOR BEST STRATEGY GAME OF 1996.” - staaticy pius macazine s, 19SIon]s

Introducing the strategy war game from the EarthSiege™ universe. -Yber. St rm~ ¢ 5
(ALY See your software dealer, call 1-800-757-7707, or check out http://www.sierra.com. e -1J
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Price: $29.95

System
Requirements: 1BM
compalible 486-66 or
better, 8 MB RAM,
VIGA graphics, 2x CD-
ROM drive, 62 MB
hard drive space; sup-
ports most major
sound cards.

# of Players: 1-16
Protection: None
Designers: Capstone
Publisher: Intracorp
Inc.

Miami, FL

(800) 468-7226
Reader Service #: 317
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REVIEW * WITCHAVEN li

> Duke’s Ugly

Gousin

Capstone’s Second Witch Hunt Is Anything But Bewitching

by Peter Olafson

don't think anyone set their watch
by Capstone’s WitcHavin when
that 31 action-RPG game sur-
faced last year, but a lot of people
craned their necks to sce what
timme it was, The first game to use
3D Realm’s Build engine,
Wrrenavin was hardly going to
beat out QUAKE, but it was a step
beyond Doos, and there was
plenty of space between
those two industry land-
marks to throw one hell of
aparty.

Since then, of course,
the life of the party has
arrived: 3D Realms
released its own Build
aame —the immaculate
DukE NUkEs 3D —and
an interesting side effect
las been to throw
WCHAWENS flaws into
reliel. DUk, polished and
refined over months,
emerged pink and shiny
from the bath,
WITCHAVEN now comes
off more like the poor cousin with dirt
undler his fingernails.

Which is just another way of saying
that, with novelty no longer in its comer,
the recent WrrcHaven 1: Broon
VENGEANCE has its work cut out for it. It
has to hang by its own hook, and I'm
afraid that hook doesn't have much bite.
While a step up from WITCHAVEN in cer-
tain respecls, the excention in others is
mediocre at best,

Awitch whose sister you killed in the
first game wants to exact an elaborate sort
of revenge, and you're to explore 15 large,
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sequential levels to accommodate her. As
usual, this means depriving everybody in
sight of their lives while artfully preserving
your own, making off with whatever was
on the floor behind them, and using it to
reach deeper and darker places while
advancing in level.

THE POOR MAN'S DUKE NUKEM

"The graphics have advanced, too.

NO MATTER HOW YOU SLICE IT... Wirchaven Il isn't nearly as
good as Duke Nukem, or even Wircraven for that matter. The game
is sluggish and bugagy, and gameplay is uninspired.

Omamental touches like stained glass
and tapestries abound. (Theres alsoa
wonderfully reflective dark water effect,
but, alas, no way to swim beneath it.)
Weapons like arrows and axes stick in
walls they've struck and some can be
telrieved. Room architectures are more
claborate —with bigger and broader lev-
¢ls. And while the earlier levels make dis-
appointingly little use of Build's most 3D-
like features, the cffects improve as you
progress. Level 12 in particular has some
nifty spiril staircases. The gooly-looking,
stuffed-animal monsters are still around,

but the game’s much better supplied with
burnished knights —well drawn and
animated and all too willing to stick you in
the back — if they can stop walking into
walls before they reach you.

And remember how you'd sometimes
find the goblins in WricHAVEN fighting
cach ather, or how thev'd sometimes pick
up their sword and shield before coming
out to play? Well, here you'll sometimes
find enemy troops praying in
chapels on one knee. [ dont know
why | like this, but there’s just
something appealing about NPCs
doing something with their lives
other than waiting around to
whack you with a sword.

However, that’ an effect rather
than a theme; there’s no sense of
story or progression. Oh, sure,
there’s the status-quo rendered
introduction and end-of-level
screens showing your stats. But this
is very much a packet of indepen-
dent levels, linked by teleports,
which could probably have been
arranged in almost any order. DUKE
often gives you a glimpse of the
level into which you were headed, and
Doos at least displayed a map between
levels, WrrCiawveN 11 doesn't even have
that glue.

FOUL ERRORS

Moreover, WITCHAVEN [1is home to a
whole host of lechnical annoyances —
both major and minor—that often
recuce playing to a chore. There's the
speed. .. IHake that back. [ts more like,
“What speed?” As | was still slashing my
way through the first level in 640 x 480
SVCGA on a 133 MHz Pentium with 32




Now that you've landed on the fuel your economy, deploy your

= last planet, all you have to do is army and destroy Enemy Nat}‘ons._..

feed your people, power your city, *= e I‘ o before they destroy you.

THE BATTLE BEGINS
SUMMER 1996
Available at all major retailers

or match your wits
against dozens of players
| on the Internet

Contral the action through
multiple real-time windows

Maneuver across
photo-realistic
elevated terrain
in stunning
Hi-Res 3-D
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REVIEW * WITCHAVEN Il

mysellwarping to a different part your foot, it was typically when your ene-

of the room without doing any- mies were the size of thimbles. FHere, sup-
thing special to get there. plied with sword and shicld (and as much
Sorry, but I'm being paid to magic as you can grab), vou're often
review this game, not bela test it, expected to go toe-to-toe with e enemy
and I'm surprised these problems and effectively club the game into submis-
weren't caught and corrected dur-— sion to make progress.

ing prochiction. 15 work, hard work, and perhaps in the
Beyond that, there are some interest of realism it should be hard work.
gameplay issues that failed to On one han, this is a weleome change

impress. [ you're going to strew from the kill-ime-please monsters of

piles of gold and silver around an DooM and its variants, and anticipates a
UP CLOSE AND PERSONAL In Wircraen II's favor, action  RPC, hell. man, don'tdoit simply - generation of hand-to-hand 31 action
is very intense and feroclous: Battles are gory, hand-to- for its own sake (i.c., experience games to come. The flipside: [ts also likely

hand melees. points). Give us somewhere inter- to be an unfamiliar, and pulclltiitﬂg' nfuri-

megs of RAM and a 4-meg video card, my
character, without waming, suddenly
started walking as if he had a gimpy leg,
Ordinarily, I'd assume that I'd been hil
with aslowing spell or had collected a
cursed item...except that WiTciaweN [1
has neither. The game had stopped
scrolling and started jerking,

"The problem —and this is supported by
online reports —seems to involve the
claborate animation that appears above
the pools used to enchant the players’
weapons. Once | stepped into one, my
weapons glowed, the animation vanished
(it's a one-time only deal) and my speed
went [rom 60 to 0 in | second.

Would that this were the only problem.
Keypresses were routinely delayed or
ignored to the extent that it got to be a
pain to cyele through menus or just bype
in the name of a saved game. Ivery time |
accessed the options screens and retumed
to the game, | had to recall the status bar
at the sereen bottom. In WITCHAVEN,
repeated use of a weapon wore it down;
here they've carried that model to a
ridiculous extreme. | was frequently
informed that my sword had beeome use-
less after simply swinging it in cmpty air.
(How hard would it have been for the pro-
gram to check to see whether it ad actu-
ally hit something rather than counting
swings?) There’s more. The player
appeared to climb stairs on his knees,
When an axstruck an open door and the
door then closed, the ax would remain
suspended in emply space. [ walked
through closed doors and lived, walked
into walls and died, and sometimes found

[+ ] SEPTEMBER 1996

esling Lo use it: a weapons shop, an
inn, a monster who wants a bribe, a mer-
cenary who needs ajob.
And the final villain, with the omate
name of Cirae-Argoth, is no great shakes,

ating, experience for action gamers used
to quick resolutions and easy victories.

As in DUKE, the Build editor is on the
CD. Unlike in DUk, its actually sup-
ported by 20 pages of the 52-page printed

manual, which is awhole
lot more convenient than
having to print the thing
oul on your own and
thumb through dozens of
pages of look-ulike text.
Unfortunately, neither set
of does is particularly
complete, and both are
lacking a basic walk-
through. Also, why isi't

copying the editor onto

WHAT AM I NOW? Despite the fantasy trappings, this isn't  your hard disk an installa-

an RPG. The story isn’'t compelling, there's no character
interaction and you're given nathing to do except kill goofy

monsters.

For one thing, she’s far too easy to kill:
Knock her minions down with the Nuke
spell, then start launching pike axes al
long distance, and she’s history. And for
another, wasn't able to work up either
righteous rage or lanatic {ear al this rather
pelite woman in the tight outfit. 1 didn'l
wanl Lo hil her with axes; [ wanted to buy
her a jelly doughnut and a cup of colfee.
(Nice long ending animation, though!)

NOT EXACTLY A SAVING GRACE

For all that, WrrcHwen 1 does have a
leg up on the con petition in iwo respects.
One is its ferocions difficulty level. DUk
often allowed vou to gun the baddies
down at a distance with high-tech

weapons; when you got around to using

tion option?

But these are relatively
trivial advantages.
There’s anew kid in
town, name of DUKE, and he's set the
stanclard for Build games. For the
inevitable Wrictiaven 11, Capstone
would do well to take a long, close look at
something different. &

PAPPEAL: Anyone who wants a
medieval slugfest and isn’t too picky
about sluggish gameplay.

»PROS: Ferocious, in-your-face
action and an included Build editor.

PCONS: Sluggish
game speed,
hugay gameplay,
no continuity in
the story and a
generally weak
use of the Build
engine.
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_ ZAK’'S BACK AND HE’'S OUT FOR
* BLOOD! Get released from cryonic |

hibernation by rebel forces and put |

your super-human abilities to the |
| ultimate test. Uncover a world of |
' {e mystery, Intrigié and danger! With |

~ high performance graphics and
| game play, a ripping sound track and
| two CD’s loaded with the hottest |

action on the shelf, Cyberia® sets a |
| new standard for all-out action! '
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TIMIE IS
YOUR LWWERPON.

HISTORY IS
YOUR BRTTLEFIELD.

Battle time's deadliest warriors - NMaster ouver 4o weapons -
Conquer < different worlds - Or the future is history.

i T
Available on MS-005°/ Windows® 95 C0-ROM and coming soon on Sony PlayStation”

Chech out the demo at hittp.//wuwu activision.com or http://wwuwmeafee.com/mforhome/. See store for specia display.

Acthdsian Is 3 registered trademak of Activisin. Inc. Adeling SoBverg feteralional and i Commands are wademarks of Adeine Sottware Infermatioeial. 1995 Adaling Software Intermationat
N rigtns reserved. Publaied and divtitbuted by Actniaion, Toc: AY céher trademarks and trade romes ane Ihe property of their regpective holders,
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STRATECGY ¢ QUAKE DEATHMATCH

Kill ’Em All!

A Guide To Inflicting Maximum Damage

In Quake DeathMatch

by V. Long

&

.

...From the squishy splatter of
a body bursting apart, | knew I
had teleported onto some poor
suckerwho had stepped
across the spawn spot at just
the wrong time. I savored the
tele-frag for only a second
before the full-auto staccato
of nailguns rudely reminded
me that it’s kill or be killed.
Circle-strafing each of my
assailants, | lobbed the
grenades that would scatter
their giblets in spectacular
tentacles of red. ..
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cave it lo id Software, developers
of QUAKE, to rekindle the twisted
desire to immerse ourselves in

visceral bloodbaths where we
mercilessly chase down play-
mates, blast them to bits, and
gloat like fiends—all good-
natured fun, of course. Whether
you play a head-to-head duel via
modem or engage inone of the
numerous 16-player slanghterfests hosted
all over the Intemet, the path to the
biggest grins is paved with everyone else’s
body parts.

“There’s little doubt you're in a hurry to
make as much progress along that mur-
derous path as possible. So hereis a
alimpse of how [ whip thiough my bud-
dies like a hurricane. Elite Death-

Matchers will find much of what I say
intimately familiar; those less hardeore
should find these pointers helpful in
aceclerating their assault on the upper tier
of DeathMatch dominance.

GUN CONTROL

Ever notice in DooM or QTesT (the
public QUAKE “engine test”), how you'd
effortlessly hit whatever was in front of
your gun? Well, QUAKE is a lot more real-
istic: no more auto-aiming, so the farther
away the target, the more difficult it is to
hit. By whatever means, leam Lo hil the
bull’s-eve—especially when it nins around
and shoots buck. It might help to type
“CROSSHAIR 1" al the console to acti-
vate Crosshair mode. Lead your target:
Airm where it will be, not where it was.
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The Slipgate Complex
Legend

W weapens Aomss

B Ammo W Ame

1 Heath EY adtadts

W Tt Bl St port

- — e ——ET————t = ————

he most important thing to con-
sider when looking at the Quake
maps is that these levels are truely
3D: floors on top of floors on top
of sewers. So remember that not
everything shown on this map is on the
same level. Let's use the Slipgate
Complex map, pictured here, to demon-
strate how to read a Quaxe map (most
gamers are intimately familiar with this
first level). The pictures are visual cues
to only a few of the key locations on the
map. While this map doesn't show you
every item, the four following Death-
Match maps do show the locations of all
weapons, health and power-ups.

This is where you start when play-
ing a single-player game at the
Slipgate Complex.

This is the lower level when you

walk out of the elevator, with the
bridge in front of you. In the water, to
the right, is a cavern leading to an

cG SEPTEMBER 1936

underground pool with Mega Health.

In DeathMatches, you'll find the

Pentagram of Protection here. To
get to this ledge, you need to find the
portal that teleports you here.

Quad Damage is here. Shoot at
the TV screen with the rotating
Earth to open the secret door.

This is the sniper point that's

above you when you are running
down the winding slopes. Make a run-
ning jump onto the stairs next to the
opening, and then hop in to find
Mega Health.

Here is the BioSuit, which you
need to don before you take the
plunge into the green slime.

This is the location of the Mega

Health that you find after jumping
under the bridge and swimming into
the pool. Behind the health is a secret

door that lets you out into the exit
room. Swimming right, instead of left
for the Mega Health, takes you up an
elevator to Grey Armor.

When you get the BioSuit, tumn

left, dive into the water and do a
180-degree turn. To your left is an
underwater corridor. This corridor
runs directly underneath and along
the same path as the corridor that
takes you to the exit room. Swim all
the way down, and at the end of the
passageway, swim up through a hole
in the floor. Here you'll find the yellow
armor, grenade launcher and the tele-
port portal that takes you to where
the Pentagram is located.

The elevator at the underground

pool with the Mega Health takes
you to this secret door. If you step
out, you'll find Grey Armor and the
corridor you began in.
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NINJAROACH WAS TELEFARAGGED BY VANDALL
NUGGET WAS TELEFRAGGED 2Y SKULKER
DENNY WAS TELEFAAGGED 23Y MIDIGUY
VANDALL 'WAS TELEFRAGGED %Y SUPEAMAaN

MULTIPLE TELEFRAGS Oh, the bloodthirsty joy of a 16-player frenzy in which the tele-
frags just keep coming. Stay off the telepads or risk being snuffed.

‘This is what Right-sim jocks call deflec-
tion shooting, Ifyour shots miss, try more
lead. Keep at it until you see red pixels
spray over your larget—that indicates a
direct hil.

Don't get trigger happy though. Use
short, controlled bursts, even for cover
fire, Better yet, develop the steely nerves

moment; this will ultimately eam you
more frags than you can imagine. Take a
tick longer lo aim carcfully, particularly
with the donble-barrel shotgun or grenade
launcher, and... blammo! You've bagged
another frag, "The only exception is the
‘Thunderbolt: Swinging the lightning

beam side to side cuts into anyone within

THE ALL-SEEING EYE

Your adversaries will have a tough time
aiming at targets they ean't see. Although
the Ring of Shadows power-up provides
complete invisibility (except for your eye-
balls), you can also find excellent conceal-
ment in the deep shadows generously
sprinkled throughout QUAKE. Avoid cross-
ing open spaces, and stay close to the
walls,

The 3D nature of QuakE underscores
the importance of spolting threats from
above and below. Accordingly, “freelook,”
the ability to look up and down, is invalu-
able. You'll need freelook to blow snipers
out of their perches overhead, as well as
to safcly negotiate water and low-gravity
environments. Although lreelook is avail-
able using either keyboard and mouse, it’s
most intuitive with the latter (“mouse-
look™), Mousclook lets you look in all
directions fluidly-which is absolutely vital
to rapid larget acquisition and superior
acenuracy.

MIGHTY MOUSE
‘The mouse is goad for more than just

required to hold your fire until the right ils are. mouselook. 15 al the core of Death-
S ——— e 7
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QUAKE DEATHMATCH ¢ STRATEGY

Weapons
NG =
SNG =
556 =
GL =
AL =
I =
Ammo
(L =
RK =
5P =
85 =
Health
HL =
Teleport
DS =
W=
Access
DR =
SOR =
W=
W o=
Armor

AR1 =

Artifacts
VS =
NV =
S0 =

Start Point
STR =

Nailgun

Super Nailgun
Super Sholgun
Grenade Launcher
Rocket Launcher
Lightning

Celis

Rockets
Spikes
Sholgun Shells

Helth

Destination
Teleport

Door
Secrel Door
Switch
Walkway

Ammor
Armor 1
Armor 2
Armor Inv

Invistbilty

Invulnerability
Super Damage

Start Point
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0 matter how good you are at
beating up monsters solo or coop-
eratively, expect an entirely differ-
ent beast when you play against
fellow humans. Burn these basics into your
brain so you can do unto your playmates before
they do unto you:

» Never stop moving, and always run. This
makes you a much more challenging target.
Simply toggle on the Always Run option in the
menu. Even if someone spots you, you won't be
gasy to hit.

» Flee when necessary. Staying alive is a prereq-
uisite to earning frags, as well as of depriving
your enemy of another notch on his belt.

¥ Leamn the level. Know where you are and
where you're going, o you can hit the ground
Tunning as soon as you spawn on a level. You
want to beat everyone else to the power-ups,
which often require extended trips through
slime. (Be sure to grab that Bio-Suit before div-
ing in.) Beware of potential ambush points and
kill zones; other dangerous spots include tele-
port destinations. If you've done your home-
work, you'll know the places to avoid. Also,

STRATEGY * QUAKE DEATHMATCH

TheBasics
being able to recognize telltale sounds from dif-
ferent parts of the level gives you information
about where the other players are.
b Help the Quake environment beat up on other
players. Pump some lead into a radioactive con-
tainer and watch the resulting conflagration clear
the entire room. Blast someone into the molten
pools for a permanent visit lo the lava gods.
Follow your prey into a teleporter and hope for
the splat of a successful tele-frag.
» Scavenge for frags. If you happen upon a fire-
fight in progress, hang back and pick off the
survivors. We affectionately call these buzzard
kills, but hey, a frag is a frag. Or better yet,
don't even bother waiting for survivors; go for
all the frags by lobbing in a generous helping of
fireworks.
» Use the mouse, the controller of choice by
everyone at id Software. Although the keyboard
is easier 1o learn initially, the mouse lets you
perform advanced maneuvers and use
mouselook (the ability to look in all directions
fluidly).
» Practice, practice, practice! 'Nuff said.

Weapons
NG =
SHG =
556 =
GL =
AL =

IT =

Ammo
L=
RK =
5P o=
S5im

Health
HL =

Teleport
05 =
™=

Access
DR =
S0R =
W o=
W =

Armor
AR =
M1 =
AR =
ARV =

Artifacts
NS =
V- =

Mateh mastery: Proficiency with the
motse maximizes vour potential to shoot
accurately while evading enemy fire.

“Circle-strafing” (circling around a tar-
get while shooting it) is the fundamental
manenver—all DeathMateh experts excel
atit, [ts not too difficult to learn: Point
your gun at the target, sidestep (using
keys) in one direction, and turn (using the
mouse) in the ather direction to kccp on
targel, For example, to circle right, you
siclestep right while turning left. Properly
executed, this manuever lets vou sweep
around the target faster than he can lum
to snap off a good shot at you.

“Tim Willits, an id level designer and
cutthroat DeathMatcher, has his own
variation, which [ call the “broken circle-
strafe.” Its a circle-strafe made up of
approximately four or five abrupt stop-
and-go arcs. Willits accomplishes this by
nsing the default DOOM mouse conligu-
ration (mouse button 3 = strafe). It keeps
his left hand free for sandwiches and is
deadly enough to get him called various
foul names during DeathMatches at id,

The key to circle-strafing is properly
coordinating the turn with the sidestep.

Nailgun

Super Nailgun 1
Super Shotgun i
Grenade Launcher
Rocket Launcher
Lightning

Cells
Rockets

"
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Shotgun Shetls
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Secrel Door
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Arrmor

Legend

Armor 1
Armor 2
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SD = Super Damage
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used.

"The degree to which you tum with the

Mouse

around

STRATEGY ¢ QUAKE DEATHMATCH

controls the radius of vour circle

the target: The faster you turn in

For QuakeSuccess

ousers don't actually use just the mouse.
It's most accurate to say they use a com-
bination of mouse and keyboard. | find it
easiest to divide their functions roughly

into fire-and-movement, where the mouse controls aim-
ing and shooting, and propulsion, where the keys are

Although three-button mice are superior, the sad fact
is that their two-button brethren outnumber them over-
whelmingly. Because I'm such a promiscuous computer
user, never knowing which PG I'll be on next, |'ve
designed my personalized configuration for the mare
common two-button mouse. (Most people find the

relation to your sidestepping, the tighter
vour circle (“decreasing-radius circle-
strafe”); the slower, the more open

(“increasing-radius circle-

strafe”). Make adjustments to

your circle by integrating for-
ward movement lo hn'ng you
closer to the kill and by
backpedaling to put some
distance between you and
the target.

“Whip tum” gets you

around obstructions with an extremely
sharp tun. 'To do this, you tum and side-
step in the same dircetion at the same
time. Is used much less often that the cir-
cle-strafe and variations, but it’s always a
handy way to keep your moves from
becoming too predictable. You can also
toss in jumps to make your motion appear
even more erratic.

“I'ly-by,” also called “joust,” is devastat-
ing both in narrow corridors and open

areas. Although it looks like a jousting run

default configuration comfortable enough though.) Here's
the setup | use:
= \ouse button 1-attack

= Mouse button 2-mouselook

» E-forward (left middle finger)

= D-backward (left middle finger)

= S-sidestep left (left ring finger)

o F-sidestep right (left index finger)
* Spacebar-jump (left thumb)

POWER OUTRAGE Nothing lights up my evenings like a prolonged zap or
three. Look at that delicious spray of giblets.

[ e o

Weapons J"M
NG = Nailgun Legend
NG = Super Halgun I
e | | M Wesgora  pooess The Abandoned Base
GL = Grenadz Launcher | [ Armo B Ame
RL = Rocket Launcher [ Heatth EY Aects
mmll_T = Lightning ] Teispo S oot
CL = Celis
RE = Rockats
SP = Splkes
85 = Sholgun Shells
Health mi
HL = Health j_‘]
Teleport =
DS = Destinalion 5 Gl
TP = Teleport “Llj
Access |.=\_;-
DR = Door ‘—r'é‘%
SDR = Secrel Door il
SW = Switch ™
WW. = Walkway d
Armor
AR = Anmor
ART = Armor 1
ARZ = Armor 2 " =
ARV = Armor Inv ‘ 2 ﬂ — =
Artifacts - — :;'-
VS = Invisibility |
INV = Invuinerabilty | P o ﬁ K
SD = Super Damage
Start Point — =
STR = Slart Point —~ e | @ / [H = 36
e s ia';}'
T MK
WA 0
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Weapons
NG =
SNG =
586 =
6L =
RL =

IJ =

Ammo
CL =
AK =
5P =
55 =

Health
HL =

Teleport
05 =
TP =

Access
DR =
SO0R =
W=
W =

Armor
AR =
ARl =
AR? =
ARV =

Artifacts
NS =
NV =
S0 =

Starl Paint
SR =

NotAllGunsreCratedguol

ace it: You love firepower, but in Quake, the biggest gun isn't
always the best. Select your weapon wisely, or you're doomed. The Thunderbolt is the crown jewel of the Quake arsenal: Nothing is
Many players gravitate to the Nailgun and the Perforator (aka Super  quite as spectacular as a jagged bolt of lightning toasting all flesh in
Nailgun) for the tremendous rate of fire. The garden-hose effect of fly-  its path. Swing it side to side and everyone inside ils arc gets a sear-
ing nails makes deflection shooting much easier. The spike-shoolers
work best on evasive or fast-moving targets up to midrange.
Rockets and grenades inflict tremen-
dous damage and will injure anyone within
their blast radius. Although using combat
rockets in close quarlers is often suicidal,
these puppies are great for long-
distance sniping; be sure to hit the F11 key
for the handy Zoom In feature. (Note that the
rocket's exhaust trail gives away your position.)
The grenade launcher is arguably the tricki-
est weapon to handle, but because the pineapples detonate immedi- amped on the Quad Damage power-up.

“leaving a gift."

ing jolt. Note that the Thunderbolt has a limited
range, and it can kill you if you discharge it while
you're submerged. The only times you should
consider pulling the trigger underwater are when
you have the Pentagram of Protection or you
will rack up multiple frags-or both.
Many players mistakenly shun the boom-
sticks. Keep this in mind: In Quake, both the
Jras=)  single- and double-barrel scatterguns deliver
their loads of buckshot instantly. Nails and rockets
don’t. Plus, either shotgun packs an explosive punch when you're

ately on direct contact with humans, developing an accurate grenade And never, never ignore the ax! I've taken a surprising number of
1oss will earn you lots of respect as well as frags. The grenade heads with this trusty tool. It's deadliest when you can pin a stunned
launcher is also very handy for bouncing ordnance around comers victim into a comer and take solid whacks. There's no recoil to knock
and clearing small rooms. Bounce pineapples off corridor walls so you away from the target, so you spend more time chopping and less
they land behind you, or time chasing.
toss some off lifts as you're going up. The id programmers call this
(passing close enough to touch shoul- increasing-radius circle-strafe. This lets experienced players. For many players,
ders), the fly-by is actually a stretched you keep your gun on farget Unroughout the natural reaction is to pivot to line up
decreasing-radius circle-strafe followed the entire pass. the crosshairs—generally a fatal mistake,
immediately by an equally stretched [use the fy-by for terrifying less- hecause then they're sitting ducks when |
= FJ' .
Nailgun
Super Nallgun F.g( B
Super Sholgun o
Grenade Launchel :
Rockel 131.;:ner : B8 e L Legend
Al il E = ""15 B weapons Arcess
Cells ii ‘ M % 1 Ammo B Amor
ol B [ Health I atitacts
Spikes
Sholgun Shells EBFE : -L] LI[ISY T I Telepor Bl stert point
Health L1 %N r
Destination I
Teleport :
SR T
Doot a
Sectet Door Bl
Swlch
Al I GE
Walkway | I- il
m S
Arrmor 1 HL L e
Armor 1 TP
Armor 2 u ]
Armor Inv ! I
[g=
Invisibilty (SX=ig
Invulnerability 3; \i;g::
Super Damage (1
Start Poinl ! The Bad Place
STR! L

-
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* B characters, 2 cha
and a nasty surprise.
Special moves, combhos
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* Blood sucking, claw slas _
ing, tail whipping, karate
kicking, fist ramming, body
slamming, blood spurting
action — need we say more?
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immediately return for seconds, combo good for taking two targets is player, where you suddenly over-rotate

Although it's best to finish off vour frags  “Mobins strafe,” which looks like a figure  your tum by about 180 degrees and begin

one at a lime, the chaos that permeates cight encircling the two targets. It consists  a circle-strafe in the opposite dircction.

DeathMateh lrequently makes it neces- of circle-strafing one player until you My [avorile mouse maneuver is also

CRANIAL CUCARACHA The House of Chthon is a great level for jumping onto an oppo-

sary to take on multiple adversaries, A

nent's head, aiming straight down and administering a terminal migraine.

reach a point between him and the other

the maost obnoxions—and therefore gratify-
ing—way lo slap another player across the
face. If someone is hot on your ail, flip an
“up yours”: Spin 180 degrees as you cease
forward motion, and then run backward
with both barrels up your surprised pur-
suer’s nostrils, It instantly morphs their
moment of imminent glory into a humili-
aling spanking,

GOING OVER THE EDGE

"These fancy moves deserve equally
extrenie tactics. Some hardcore veterans
use the “rocket assist” for super-high
jumps to reach gnodic:; or prime sniper
paositions. Simply run forward, look down
at your feet, jump, and then launch a
rocket into the ground direetly beneath
you. Definitely make sure you have
enough health and armor to survive this

Plant Trees for America_

Trccs provide food, shelter, and
nesting sites for songbirds.

Trees increase property
values, and make our
homes and neighborhoods
more livable.

Trees help conserve
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 Lo 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 1o grow in your area
will be given to each person who joins

« the Arbor Day Foundation.

Your trees will be shipped
postpaid at the right time for
planting in your area, February
through May in the spring or
October through mid December
in the fall. The six to twelve inch
trees are guaranteed to grow, or
they will be replaced free.

To become a member
and to receive your free
trees, send a $10 member-
ship contribu-
tion to Ten Blue
Spruces, National
Arbor Day Founda-
tion, 100 Arbor .=
Avenue, Nebraska
City, NE 68410.

Join today, and plant your Trees
for America!

The National
y Arbor Day Foundation
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stunt—cither the Mega |Health or
Pentagram of Protection power-ups will
do nicely.

Abrutal tactic 1 like to use—which John
Cash, id’s “network guy” and a top-flight
DeathMatcher, calls the “Hug of
Death"~comes in handy when you're
near death and refuse to flee from some-
one bent on blowing you away with
explosives. Charge the attacker and hope
for a point-blank blast that incinerates
him as well. Its almost as satisfying us dlis-
patching someone when you're down lo

nn|.\' two percent health,

My absolute favorite is something |

call the “SkullCracker.” According to I'M THE AXE MAN The axe has three good qualities: it won't push your enemy away, it
Cash, the id boys love this ane, especially won't flash like a gun and reveal your position, and it is the best weapon for humiliating
on the House of Chthon level. If some- your friends.

one is in a comer, leap onto his head,

stand there as he wonders where you ground and you're doing a jig on his you'll find yourself unconsciously incor-
wenl, and then blast loads of buckshot comse. poraling many of them anyway. Besicles,
straight down into the victim’s brainpan. Don't worry if none of these pointers the only true rule is to have fun, and in
The poor soul generally doesn't realize feel comfortable for yourstyle of play. As +— Quakk DeathMateh, that's expressed in
what’s going on until he crumplestothe  you improve your DeathMateh skills, the official mantra: “Kill ‘em alll” &

Originally developed for
military air combat simulators,
the ThunderSeat uses the
sound output from your
favorite sound card to

. - generate realistic, vibratory
“A DOUBLE MUS1 ' sensations. You’ll not only see
POPULAR ELECTRON - / and hear but FEE L your
il ; . 4 B ~. Simulations literally reach out
STRATEGY PLUS f .~ S_andtouch you-- though

‘“shake, rattle and roll” more
accurately describes what
you’'ll feel in a ThunderSeat!
Prices starting at $159.99

Forra FREE CATALOGUE CALL
1+ 800 * 8-THUNDER

17835 Sky Park Circle = Suite C
{ Irvine, CA 92714-6106

C{[E 714'= 851-1230 FAX: 714 « 851-1185
,'L R
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THE SOFTWARE IN THIS ADVEATISEMENT 1S RATED FROM KIDS TO ADULTS TO TEEN BY THE ESRB.

Marvel Comics, lron Man, Titanla, Mahter, Mr. Hyda, Yellow Jacket, Goliath, Absorbing Man, Doughbay, Blackout, Zola's Fmalm Amim
2ola, Baron Zemo, and the distinétive likenesses thercol arnxndemnms of Marvel Characters, Inc. and are Used with permission. © 1998
Marvel Characters, Inc. All rights roserved. X-O Manowar ™ ™ & © 1996 Acclaim Comics Inc Acclaim is a ulvlalun and registorad irndemark
| of Acclaim Enterlainment, Inc. ® & © 1886 Acclaim Ei Ine. All rights

IN HEAV'Y METAL

AlLlaim’

entertainment inc

www.acclaimnation.com



The good news id, you've just inberited an island resort from your dead uncle.

The bad news is, your-uncle was ane twisted son of a bitch.

Vark Ryden:

e M
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hroughout the
past decade,
Chess pro-
grams have
found clever
ways to be
competitive.
SARGON
assigned string
variables fo
squares, a creative way of differentiating
their importance. BATTLE CHESS brought
animation and a sense of humor to
the genre (see this month's Hall of
Fame, on pg, 232). And every other
month, it seems as Hlﬂllg}] some
new chess program proclaims itself
as the strongest of all time, with the
greatest number of features: “See
our unparalleled Chess database,
with all 2700 games from the
match between the Caliph of
Baghdad and Marca Polo; plus the
Chosen Ones versus the Infidels
classic tournament of 1186.” Amidst
this inereasingly cutthroat competi-
tion, the CHESSMASTER series has

*Mindscape has rather ambitious
plans to bring CHessmaster 5000
online, and part of this scheme is
already up and running. Anyone
who enjoys a bit of pawn-pushing
should visit http:/iwww.
chessmasternetwork.com, which
(if you can manage to type it in
correctly) is one of the best gam-
ing Web sites we've seen.
Califonia State Chess champion
and National Master Curt Schilling
is a frequent contributor; as is the

been an oasis of quality, selling over one
million copies. When you considerthe
excellent lutorials, tough Chess problems
and many and varied computer oppo-
nents that CM4000 boasted-what could
be left for this new version? A lot, actually:

“KASPAROV IS LOWER THAN A
DOG.”-BOBBY FISCHER, 1993
CM5000%s Chess engine is now 32-bit
and optimized lor stronger play when
using any Pentium chip. Yet with the more

IS IT MY MOVE? Dream match-ups can be
recreated easily-imagine the calm Morphy versus
the fiery Alekhine, with Fischer time controls.

president of the California Chess
Association. One of the more con-
troversial threads currently running
is a list of the top 10 Chess
Masters of all time. In addition to
the expected pull for Bobby
Fischer, there is a surprising
amount of support for Tigran
Petrosian. Whether or not you rec-
ognize the names, drop in. The
comments are well informed and
far more civil than on many gam-
ing Web sites.

TERRY COLEMAN -

Pawnto
Infinity

ChessnisTer 5000 Makes lts Move

powerful engine comes a welcome
increase in the number of low-to-
medium range opponents for average
players. These opponents—Moderate,
Light, IZasy, Kamikaze and other boring
but descriptive names—play a lot like the
rank-and-file players vou tend to meet in
weekend Chess lournaments: They can
sometimes come up with near-brilliant
combinations, then lose their way in mod-
eralely difficult Rook ending. These mid-
level opponents offer a good starting
point—belter than consistently losing to
expert players and getting demoralized.
CM5000s greatest attribute, though, is
the variety of computer opponents based
onstyles of Grandmasters past and pres-
ent. Here, you can see how that never-
played match between the elassic style of
[fischer and the bold, adventurous play of
Kasparov might really turn ont, or simply
pil your own style against “Spassky” or
“Karpov.” Over 70 GM styles are included,
from the eccentric Bird to the nervous
Nimzovitch, with the opening books for
cach specifically tuned to accentuate that
plaver’s particular style. Adolf Anderssen’s
flair is unmistakable, as he attempls to
ensnare your pieces in wild, attacking
King’s Gambits. Capablanca elegantly
simplifies o a superior endgame, while
Alekhine tries to complicate even the
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“ CM5000
is simply the
best program
ever designed
for the main-
stream chess

player. ’ ’



TERRY COLEMAN

PNormally, point where you're winning the majority of PIf you've taken the full install option, it isn't
one of the these games, give yourself only 5 strictly necessary to have the CD-ROM in the
best ways minutes-until you can tackle the computer on  drive to play a game. But the program does

to improve your play /sn’t simply to play light-
ning-speed chess. But there's an exception:
play “Dr. Pepper” Chess of “10-2-4" instead.
Give yourself 10 minutes for the entire game,
and a stronger computer opponent only 2
minutes, then play a four-game malch, alter-
nating colors. Save your games and use the
CM5000 auto-annotator feature to find flaws
and improve your play. When you reach the

a equal-time footing. Then move on to a
tougher opponent.

MIf you're having trouble making headway
against the Grandmaster personalities, try
turning off the computer's opening book.
Warning: This will not work as well against
the Morphy or Capablanca styles, which
depend more on natural moves than hard-
coded “memorization.”

check for the CD before loading, so that you
can use the opening library editor, etc. If you
have another CD, such as an audio CD, in the
drive, the program won't load. So wait to load
your “Ferrante & Teicher's 10 Great Chess
Themes" until after you've launched CM5000.
PYou really need at least a Pentium 90 to get
lhe full use of the program, and we recom-
mend at least 16 MB of RAM.
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Price: $54.99
Required: 486-66 or
better, Windows 95, 8
MB RAM, SVGA graph-
ics, Windows compati-
ble sound.

# of Players: 1-2; mo-
dem, network, Internet.
Publisher: Mindscape
Novato, CA

(800) 234-3088
Reader Sarvice #: 327

N

mast quiet position. Morphy’s pieces seem
to effortlessly find just the right squares to
maximize their mobility. [ischer, it seems,
does everything well.

If you somehow manage to lire of these
opponents (more than six dozen), you can
design your own, adjusting such attributes
as playing strength, mobility, control of the
center, King safely, and how the com-
puter player values each piece. Advanced
players will find that while the GM styles
may lack the endgame savvy of a real-life
Fischer or Capablanca, the endgame Al
is improved over that of CM4000,

MY RATING IS WHAT?

One of the few weaknesses in
CM3000 is the rating system lor human
players. You can play game after game
against quality competition, yet the only
way the program rates your progress is in
how you match moves from classic GM
games in a quiz format. Il you were a
poor student, but knew Capablaneas
games, vou would be raled higher by the
computer than you deserve—setling vou

up for some disappointment in live play

against a correctly rated human,

On the plus side, the tutorials are much
improved over CMA4000; they form a
library of sorts that takes you from the sim-
plest rules of Chess to intermediate con-
cepls such as open files and the impor-
tance of the 7 rank. Passed pawns, pawn
structure and weak versus strong squares,
in parlicular, are explained in concise,
clear language—a big departure from most
Chess books, let alone Chess software,
GM John Nunn chimes in with his

[avorite Chess problems, and GN Yasser

cG SEPTEMBER 1086

Seirawan—the only American plaver in
the last 20 years to qualify for the
Candidates’ pre-waorld championship
evele-discusses advanced tactical and
strategic themes, then illustrates them

SNAP THE STALK CM 5000 lets you practice against odd
repertoires, such as the Corn Stalk and Fred openings.

Once you find ways to exploit weak opening play like this,
your entire game will improve.

willi the 1993 Game of the Year between
Kasparov and Karpov. Simply wonderful

stulf for any level of chessplayer.

FATHER TIME COMES CALLING

As expected, CMS000 supports a num-
ber of stunning Chess sets and boards,
willi the true-perspective view coming
very close Lo that of a physical board and
picees. Still, its the gameplay functions
that outshine the chiome. Time controls,
for example, can be set for the usual
moves/iminute, il]ﬂ\'L'sa"g:ll‘l‘l(f, tolal
time/game, or you can use the new
Iischer clock, which adds 3 seconds for
each move you make. Alternatively, vou
can play “hourglass,” where the less lime
your opponent uses, the less you have to

use~tense stull, indeed.

In the end, there’s little to find fault
will in CM3000. Your favorite GM isn't
included? Recreate his style with the
handy editor. Tired of sparring with the
computer? Play a human
over network, modem or
Internet—all are sup-
ported. Sure, the MIDI
tunes could stand
improvement, and
CM5000 isn't likely to
take out Kasparov anytime
svon. Then again, Big
Blue didn’l fare so well
against Garry, either.
Maybe there’s hope for all
of us Chess-plaving
humans—especially when
we can improve with
quality software like
CMS000.%

'This is "leny Coleman's farewell Classics
G Puzzles colwmn, as he hands the reins
over to longtime CGV contributing editor
Charles Ardai. Terry’s opinions may still be
found in the Strategy/Wargames column
each month.

PAPPEAL: Anyone who loves Chess.

PPROS: Wonderful tutorials, luscious
graphics and the hest array of com-
puter opponents in the business, plus
multiplayer sup- =
port.

PCOMS: The MIDI
music is lackluster.
It would be nice to
see a realistic rat-
ing system.




Paradise is a place where
ice cream makes you thinner, your photon torpedoes

never miss their targets, and every computer has 3D,

real-time video and an FM radio.




Paradise is a place

A sonic boom for game players. And more.

Anyone who's ever glued their eyes to a computer game knows
that it's a lot more fun to play when your ears come along for the
ride. So why settle for wimpy sound when the Paradise« Sound
& Radio Card gives you big, brawny, movie-theater sound?

And that’s not all. For the price of an ordinary sound card,
Paradise adds a built-in FM
tuner. So while you surf the
Net, you can act}ilally listen to X‘VEvelfable Sound

! adio Card
radio stations on your PC. o

Even when you're not playing
the radio, Paradise turns your
PC into an audio powerhouse.

P  PARADISE.

Whatever you play or record — The All-n-One Solution
. . That Gives You High-Quality
games, software or multimedia — Audio & FM Stercomms 5 shiiws

Paradise makes it sound bigger ... RRRI R
and better. 35

Already have a sound card? No problem, buy just the radio
card. There’s also a high-end version with 128 voices and sound
samples you can use to create and record your own sounds.
Whichever one you go for, a quick-install guide makes it easy to
plug and play. So tune in, turn on. This is Paradise.

s




that comes in a box.

Easy-to-use 3D power and real-time video.

The world is going 3D. Why is your computer stuck in the
second dimension? With the new Paradise accelerator card, it's
never been easier to upgrade to 3D. And, because it’s based on
today’s hottest 3D technology, Paradise turns your PC into an
experience that'll make your eyes pop.

With Paradise, those small,
jerky images will be a distant
memory — because the card
has an MPEG accelerator for
full-screen, full-motion video.
Download a film clip from the
Net, and it’s just as good as

P  PARADISE.

3D VideoGraphics
Accelerator Card

watchirlg iton TV. The Complete = A

: Graphics Accelerator for _

In fact, you'll get better IDand MPEGVideo =5, gyups :
performance when you run v eananie G

just about all your Windows®
applications. And, because Paradise integrates MPEG, 3D and
2D Windows acceleration in a single card, you'll drive a far
more souped-up machine with just one easy-install upgrade.
But hey, nice thmgs are supposed to happen in Paradlse

: '-'-}I DHII.IDS
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Price: $49.99

System
Requirements: IBM
compatible 486-33 or
better, 8 MB RAM, 10
MB hard drive space,
SVGA graphics,
Windows 3.1 or better,
2% CD-ROM, Sound
Blaster-compatible
sound card.
Protection: None (CD
must be in drive)
Designer: Soggy In
Seattle

Publisher: Sirius
Publishing

Scottsdale, AZ

(602) 951-3288
Reader Service #: 319

REVIEW » TREASURE QUEST

Still Life
With Trili

Treasure Quest Is No Charmer In The Dell Puzzlebook Tradition

by Arinn Dembo

here’s i old

saying:
“Everyone is
always com-
plaining about
the weather,
but no one
ever does any-
thing about it.”
Likewise,
everyone's always saying
that they want to see some-
thing new in compuler
gaming, but how often do
we get a product we've
never seen before? [isn't just that the
industry uses the same basic plots over
and over again, and it isn't just that the
same themes are constantly recycled. The
teal issue is that virtually any game you
see on the shell is part of some prior tradi-
tion; it's very rare to see a whole new type
of game, one that doesn't it into any
known category.

TirEASURE QUEST genuinely tries to be
anew breed of cal, both in game design
and in public relations, with its “Solve the
Mystery, Win One Million Dollars” slo-
gan. Fven those of us who wouldn't ordi-
narily be interested ina “mullimedia mys-
tery challenge” might have found the idea
altractive. Those still unsure might be
enticed by the lovely “host,” Terry
Farrell-better known as Lieutenant Dax
on Star Trek: Deep Space 9. Despite this
dubious chrome, however, TREASURE
Quist doesn’t have much to offer.

LOOK BUT DON'T TOUCH

So, what exactly is a “multimedia mys-
tery challenge?” Well,if you've ever sat
down on a commuter train with the latest
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1 HATE GEOMETRIC PROOFS It isn't enough to have the
answer. To win the prize, you have to show your work!

book of Dell pencil puzzles and a ball-
point pen, and you sucldenly found your-
sell thinking, “Hey! What this really needs
is a CD-ROM version!” then TREASURE
QuEsT might briefly hold your atlention.
Clicking through this game is much like
flipping through a puzzle book. As you
pass from sereen Lo screen, you encounter
all the classics of the genre: eryplograms,
word scarches, riddles, puns, fill-in-the-
blanks, obscure hinls.
The premise here is
that you are a student of
linguistics. Your favorite
professor, Jonathan
William Faulkner, has just
died, and he’s tumed his
house inlo a giant enig-
ma, His entire fortune—a
million dollars=will go to
the person who solves
said enigma. There are 10
rooms in the mansion,
and each of them has
been carcfully arranged to
suggest a quotation: not

necessarily a famous one,

archl-

just a ||ll.'al|linghli sentence or
phrase. Every objeet, every sound,
every strain of music is a clue. When
you have discovered the quotations
for all 10 rooms, you may be able to
solve the final mystery of the game,
which probably has something to do
with the one puzzle that the profes-
Ml sor was never able to solve in life:

B that is, who murdered his lover,
many years ago, and why?

In the course of “solving the mys-
tery,” you are asked o unravel seem-
ingly endless screens of audiovisual
encryption, cach scrambled mes-
sage more incomprehensible than
the last. Yon begin the game in the profes-
sor’s den. As you progress, you find
hotspots that access the other rooms of
the house. Every screen is a collage of
clues to some puzzle or another. The
rooms are not rendered in three dimen-
sions; they aren't like the rooms or sereens
of a standard computer game, which cap-
lure a sense of space. Instead, each room
is o landscape of ideas, with photograpls,

quotations, words and puzzles all pasted

LAX DAX The advice from Terry Farrell isn't helpful, and
her fans probably already have better shots of her down-
loaded from the Internet.




'BATTLE OF THE | =

An accurate, riveting first-person

simulation of the Civil War battle between the
Monitor and the Merrimack, America’s first
clash of Ironclad warships.

You're captain of the Merrimack, the Conlederacys
gamble on future technology: a seemingly indestructible
ironclad warship. Union gunlire bounce

harmlessly off your metal sides. You've rammed and
sunk the wooden warship Cumberland; the Congress
s scorching the late alternoon sky. The waters of
\ Hampton Roads are littered with hodies and debris.
| You're bearing down on the ailing Minnesota for
your third kill of the day

47 Hidden in the shadows of the foundering Minnesota
is the Union’s version of an ironclad, the Monitor
Smaller and more maneuverable, but with less
gunpower, your nemesis awaits. Your epic appointment
iny is about to begin. The greatest naval battle of the Civil View Fram The Manitor
War: the worldss first clash of two IRONCLADS.

These exciting features put you right in the middle of the action!
. . . y - . - LI E 1 .
* Historical detail enriched by e Full 3-D reconstruction of both s o ot

actual logs, notes and letters ships based on original blueprinis w‘i'}'{'w
- elld
e Batlle scenes recreated from e Live actors in accurate period
historically accurate maps and charts  costume

¢ Simple, uncomplicated interface




REVIEW ¢ TREASURE QUEST

f you think the “Official Guide" might shed
some light on the million-dollar prize, think
again. For your $20 you get: 31 pages of
lyrics and music to the songs on the sound-
track, and a list of songs by room; 9 pages of
background on “the Professor's
lost love™; 14 pages of Terry :
Farrell's “spirit guide” dialogue; 26
pages of audio clues with screen-
shots; 5 pages on how to use Win
95's screen capture utility to make
“maps” of each room; 7 pages of
information on Sirius Publishing's
Internet access service; 17 pages on
the video utility that comes with
Treasure Quest—all in only 158 pages!
Given the overall snake-oil flavor of the Treasure
Quest experience, | wasn't surprised that the
“Resource Guide" was 20 bucks’ worth of hot air
What did surprise me, was that the book was
authored by Steve Schwartz, a seasoned profes-
sional in the field, and that it was put out by Prima
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Ireuest: TneOFiclalResourceGuide

Publishing—which supplies hint books for many
good computer games. | expected better from
them.
Only 24 of the pages are genuinely useful. Pages
40 to 64 partially solve one of TREASURE
Quest's puzzles, give some explanalion of
how lhe game works, and prouide paper

had been like this, and if Prima had
printed each of the game's puzzles and
clues, the guide would be helpful. We
all understand that you can't just give
us a walk-through—there 7s a million
dollars involved. As it stands, however, this $20
white elephant just adds insult ta injury; with so lit-
tle new o offer, it could have been a lot cheaper.

If you can't get a refund, and you're determined
to finish Treasure QuesT at any cost, this book
might help. Personally, | think that a Viking funeral
for the game and all associated materials would be
more therapeulic.

on top of one another.

Il’s |1m\ihlu that this idea
could have been made al
least mildly amusing by a
team of good, professional
game designers. Yel
TRrREASURE QUEST is jusl
another tedious experi-
ment in multimedia, filled
wilh sound bites and brief,
noninteractive walk-ons
from "Terry Farrell. Your
only option is to click
through the sereens, look-
ing for hotspots that allow
you to move on to other
sereens, and occasionally
typein the solution to a
puzzle. Playing this game
takes a lot of work with a
peneil and paper. There
are several word scarches
and cryplograms, and you

have to copy each one,

AT LATROBE

amold Palmer

Arnold Palmer at _Q{
|u—||1L first in our Tour Player .’-‘ﬂ‘?
s, delivers far more than 18 holes

o 16.7 Million
I.\L\\ I:niu. LS
has unlimited screen reso-
lutions and up tw 16.7
million  colors—resolu-
ton independent means
that Links LS can match
any monitors maximum
viewing capabilities (even
]f!{!U:J 200 and hwhu}
and up to 16.7 n‘ull:on
colors means the finest in
color  quality  possible,
You've simply never seen
any goll simulation soft-
ware this good!

Featvres include new Post-Shot Reactions and .r”h‘f.rfpfc' Views!

Ihe Most Realisti ation EVER- The totally new terrain rendering engine and ball
flight give |1n|n | S ared ||1ﬁm never hLinr-L achieved in the gaming industry, As Links has alw; avs
done, we render not just the hole itself but the entire course and more—you lierally can hit yous
ball a half=mile our of Imundq' Now, authentic ground, sand, and grass textures combine with
le'um-. shadows and fog, ta give you a course so lifelike you can almost feel the wet grass! Our
cengineers have reworked ‘the ball ci} namics giving you true-to-life ball flight, Fade your drive just

like the pros or watch as your high arching wedge shot actually backs up on the green.
enlan Daardar Canden #9408

of golf. The Amold Palmer expe-
rience includes a virtual realicy

tour of Arnie’s workshop,

office and trophy room. Roam

freely in 360 degrees and examine
the twols of the trade behind the legend.

Listen to Mr. Palmer give insights and rec-
ollections about his PGA and Senior PGA
tours through Access Software’s exclusive mul-
tmedia foomge, Then tee off as or against the
digitized Arnold Palmer, who nor uni\ looks &
sounds exactly like Arnie, but plays with the same
style and tenacity thar defined t,u Legendary Grand
Master of Golf,

LHapaiua— Resting on the wind- swept
plins of the Golt Coast, two glorious
Hawaiian Island courses have been selected
to i gure Links LS as the first in the
series of Resort Courses. The Arnold
Palmer-designed  Kapalua Village Course
has a distinetly European flavor v Cor
manding view of the West Maui moun-
tains. The 7,263 yard K“lp'tlll:l Plantation
Course showcases expansive slopes, deep ==
valleys and unique native vegetation.
l;'ﬂf mare n‘n‘n:f"’ (Ifn“i .l' 809 30{}‘48”.‘)
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MULTIMEDIOCRE It's [udicrous to have puzzles on
CD-ROM that you must use a pen and paper to solve.

because you don't gel the chance to
work with them on the sereen. You can't
use the cursor to circle words on a word
search or copy a eryptogram to the
game’s “notebook” so that you can fiddle
with it. There are no puzzles that involve
the manipulation of objects. Your mouse
is nothing but a page-tuming device. You
have to work even to tumn the pages, the

cursor doesn't change when

4

you pass over a hotspot. You
have to click at random to

find each one, Thus, this
CD-ROM is actually inferior
to a puzzle book-you can't
wrile init or burn the pages
freely. Its look-but-don’i-touch
multimedia, the very worsl
kin.
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TAKE THE MONEY AND RUN
‘I only thing that this
game has going for it is the cash
prize, and even that's marred by
four pages’ worth of rules and conditions.
You see, “solving the mystery” of this
game doesn't involve just writing down
the quote for cach room and the final
solution: You also have to tum in an essay
of 1,000 words, minimum, explaining how
you derived your solutions from the avail-
able clues. Furthermore, in the event of a
tie—if two people tumn in the correct solu-

TREASURE QUEST ° REVIEW

tions by certified mail on the same day—
the tie will be broken by grading the
respective essays for content, deductive
reasoning and infuitiveness,

If you're just looking for entertainment,
vou may want to take your quest else-
where; this hybrid of computer gaming
and puzzle book tradlitions is sterile — far
more successful as an experiment in mar-
keting than as a game. TREASURE QUEST
is a real novelty, all right—and playing it is
enough o lum anyone into a born-again
consenvalive. &
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PAPPEAL: For Dell Pencil
Puzzlehook fans with immense
patience.

PPROS: Lots of
pretty pictures, and
it didn't crash.
PCORMNS: Ahout as
much fun as mak-
ing paint dry by
hlowing on it
through a straw...
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Fhe Story
the rumored UFO crash at
Roswell, New Mexico: Why
did the military suddenly shul
down and seal off che
Roswell complex?  And
why the frequent refer-
ences to the lost Mayan
civilization? It starts out
like a hundred other
cases. $500 a day (plus
expenses) to track down a 4
missing person,  As you
pick up Thomas Malloy's trail,

you realize you're not the only one
looking for him. By the time you dis-
cover that he's ex-military and knows
what really happened on July 6, 1947,
it's too late. The povernment’s |}IH:.US[
secret is loose and you're trapped in a
d(.‘ldl) game of cat and mouse with
the most powerful and ruthless
agency in r||1c world, Based on the
novel by Aaron Conners.

What is the truth behind — The
ity of
Fo]low one of three narrative paths lead-
ing to seven different endings. Choose

N w (VY
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teractive mov 1’. A

‘eatres ¢ Enjoy the differ-
ence ”nlhfwnod cinematog-
raphy, acting, editing, stunt
work, music, and direc-
tion make as the world

of Tex Murphy becomes

The most replayabil-
any interactive movie w dare!

between twa levels of I!';\
The first level offers a

complete  on-line
hint system to help
you through the
lml[‘hu yuzzles,
Ihe second level—
I-ﬂr L'XI)LT[ !:":”“l’r.'u'-—
has no hints available,
but rewards pl.wu-. with
higher bonus points, extra
puzzles and ’m.mmn Qur
unique “Virtual World” engine
allows you to slip under desks, Tifle
rhrough drawers, and see the flies
tanning in the light fixrures.
Without the restrictions of ren-
dered paths, you can explore Tex’s
ihrcc-c‘imc_nsioml world with full

freedom of movement,

amazingly real. Starring
Barry Corbin (Northern
f:'_\'.{mmr.v. Whr Ciames),
Tanya Roberts ( View to

a Kill, Beasrmaster),

Kevin McCarchy
(Imvasion of “the ﬁn{ﬁ'
Snatchers, Just Cause), and
Chris Jones (Uneder a
Killing Moon, Martian
Memorandum, Mean
Streets) as Tex Murphy.
Directed by Adrian Carr
ngf'. Daown Under,
 Man from Snowy River,
y The Power f\;m.@ 75).
; Original music by
Richie Havens and
Nicole Tindall.
1' or more info, call
1-800-800-4880
— -\ o .—J' e

== __:——-_:_;?‘w.“’—"J*J
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Price: $39.99

System
Requirements: 1BM
486-66 or better
processor, 8 MB RAM,
Windows 3.1 or better,
1 MB hard drive
space, SVGA graphics,
2x CD-ROM, Windows-
compatible sound
card, mouse.
Protection: None (CD
must be in drive)
Designer: Eyeware
Interactive

Publisher: Byron
Preiss Multimedia

New York, NY

(212) 989-6252

Reader Service #: 320

REVIEW ¢ ESCHER INTERACTIVE

- EScher-A-Sketch

by Allen L. Greenberg

he works of M. C. Fscher

stand firmly at the intersec-
tion of arl and science. and il
is precisely this tension that
FSCHER INTERACTIVE: ART
OF' T INFiNTTE explores.
“I'his is no screen-saver, and
puzzle fanatics will find a hid-
den treasure here amidst the
arlistic displays and curios
IEscher has heen infinitely popular in the
United States sinee his work was intro-
duced by both Time and Life magazines
in 1951, His faniliar, eye-catching litho-
graphs and drawings have easily found
their way into the lniman collective con-
scious (and subeonscious). Arguably the
most popular of Fscher's works are his
“tessellations,” or mosaics, in which a

planc is divided into metamorphosing,

VEXED & CONVEXED Determining concave/convex relationships—
an Escher trademark—is even more difficult under time pressure.

interlocking ligurative shapes. There are
also his absurd realizations of impussible
views linked logether into one scene. such
as staircases hat both descend and
ascend at the same time,

ESCHER INTERACTIVE presents a won-
derful overview, with over 600 ‘.;|m|1[|_-- of
the artist’s work=imany of which include
recorded comments by Fscher himself.

Certain “spherical” drawings may be

cc SEPTEMBER 1905

Skip correct!
Youscore Lpoint.

Escher’'s Work Confounds And Delights On New CD-ROM

which the user is
encouraged Lo find
the three-climen-
sional figure hiding
amid other details.
Finally, there is
also a hrilliant little
puzzle game in
that the user must
| decide whethera
stirface is convex or

concave, based on

LEANING TOWERS Only Escher could take something so simple
as a pair of columns and transform them into an interesting

perspective puzzle.

examined in magnification to the full
extent of the program’s resolution, Other
designs have been disassembled into
blocks, forming puzzles that are clearly
impossible to
reassemble, at least

in this universe.

PATENTED
PATTERNS

Breaking down
cerlain patterns, il
is possible to watch
individual pieces
ke their lascinat-
ing lrnsforma-
tions. There are so
many patlterns
upon which the
artist has worked
his magic that the
selection of picces is quile impressive.
FFinally, you are invited to audaciously take
hold of the pieces, as though you were
nsing a drawing program, and subjecl
them to teansformation or mutilation. The
resultant mutation may then be printed
out as proof that nothing is eternal,

One of the program’s hidden chal-
lenges s being able to interpret perspec-
five. There are some “magic” pictures in

ather objects
which may be rest-
ing on il, initor
attached o it, Its
nol at all an casy
task, and there is more than one level of
difficulty. A time limit increases the pres-
sure as you decide whether vou are staring
al an outer wall or the inside of a cube,
Canyou then lean a ladder against it? Or
hang a fixture from a wall? Perhaps the
images are completely incompatible!

Fscher’s life, history and background
are covered, as well, with use of video and
narration, just to complete the presenta-
tion. Anyone who appreciates the artist’s
work will enjoy FSCHER INTERACTIVE, as
will those with an eve for the unusnal.
Think of it as a stoll trough an imaginary
and interactive Fscher museum. %

PAPPEAL: Anyone fascinated by
Escher's genius will find plenty of
entertainment value here.

PPROS: Escher’s works are displayed
with style, and the puzzle game is
nicely integrated into the presenta-
tion. The best multimedia product yet
from Byron Preiss.

PCOMS: Even with Escher's own
comments, the
treatment has trou-
ble keeping up with
the deep art; many
drawings and litho-
graphs are dis-
played with no
hackground.




THE GREATEST

= < CHESSMASTER

OF ALL TIME CAN

COACH

YOU OR

RUSH

IT’S YOUR MOVE.

A 27,000 game dotabase lets you relive, Battle real-life experts or, Pick your 3D chess set. More than 20 tutorial medules, from
replay or revise every move of famous it you choose, edit their playing The Chessmaster® has ten new ones beginner to advanced, help you
matches like Fischer vs, Spassky, style just for fun. and 13 classics. improve your game.

Far over ten years, Chessmaster has Want to learn from thousands custom designed True-Type chess

reigned as the leader with the right  of games played by masters like font and again, you've got the world’s

moves. And now, he’s got even more.  Kasparov, Fischer and Karpov? No  finest chess program ever.

WANT TO PLAY HEAD-TO-HEAD?

the raw power of a new 32-bit tutor is only a window away. MOVE TO OUR ON-LINE NETWORK DEBUTING JUNE 30TH AT:

Windows 95 chess engine - 26 And graphics? Well, the new ~ WWW,CHESSMASTERNETWORK.COM
. = o, AND CHECK OUT THE EXCITING CHESSMASTER NETWORK!=
even more powerful than ia Chessmaster 5000 has more

For experts, the big challenge is problem. Need advice? A personal

the program that beat { sets, more boards and
three grand masters at the T more dazzling 3D game
1995 Harvard Cup. For : views than anybody’s ever
beginners, the Chessmaster B < offered. Add that to a new
guides players of all skill levels library of 2,000 named opening
through 20 new interactive lesson vartations, 60 new opening hooks,

plans to teach the game of chess. 30 new playing personalities, a

CHESSMASTER 5000 .., i

IT’S TIME YOU PLAY THE MASTER. 5000




COMPUTER GAMES

CHIPS &BITS .

POB 234 DEPT 10751 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.net

“QVERNIGHT SHIPPING In S $4 per order, Mall to Canada, PR, HI, AK, APD, FPD $4 per arder. Worldwide airmail $6 per item. Handliag $2 per shipment. Hardware orders may requin ndditional shipping charges. Visa, MC and Discover accepled.
Checks hald 4 weeks. Money Orders undar $200 same as cash. C0D $8. Defectives roplaced with same product. Most lloms shipped same day. Shipping times may vary.

'NEMESIS: THE

pemests £

The —(Hewdyg Adventure

unique combina-
tion of elzments
creates rich game-
play destined to
revolutionize the
adventure/rpg
standard. 4 CD's
packad with

QIRTECH extravagant multi-

1BM HARDWARE

CH F16 Combatstick  $58
CHF16 Fightarstick 596
CH F16 Fightstick £38
GH Mach 3 Joystick 825

CH Pedals S48
CH Pro Padals §14
GH Pro Throttlz 508

GH Virtual Pilnt Pro. 869
Graphics Blaster 201 $108
Graphics Blaster 202 §133
Graphics Blaster 302 $179
Gravis GrIP Controllr 584
Gravis GriP Pad 2 Pak §24
Gravis PC Game Pad 519
Gravis Pheono Joystk $83
Head-On Game Modm $175
Joyswitch ]
Loftech WingMn Wrrior $85
Logitech WingMan  $26
Logitech WingMan Extr 845

Msoft Sidewndr 3D Pro 856
Msoft Swadr W MWZ 574
Space Orb 360 589
Thrustmaster.
Driving Control T2 $108
FI6 TS $108
F22 Pro $125

FLC F16 System  $108
FLCS Limited Ed. 8399
Firght Contr, Pro 39
Flight Cantrol Sys  $52
Game Card $25
Pro Play Goll Sys.  §559
Rudder Contr. Sys.  $98
Weapon Cont, Sys. 588
WizPinball Cntrl,  $32
¥L Action Control, 524
XLC Joystick Bundl 344
Phazer Pad 47
e GP1 574
: US RAbtes 28.8 PV Int 5189
B VEX1 Vit Realty HG 8819

media, delver an
epic story. CD $42

[ Z Meet
Commander
Zod.  You'll
answer 1o him
as you lead
armies of beer
sswilling,
druken robot
soldiers from
planet to plan-
et destroying
averthing that
Se stands in your
=L way! CDS$44

'QIN' Enter an epic
adventure game
where the ultimate
weapon s your
mind. Sobve puz-
| zles and avoid
traps as you find
your vay toward
multiple  game
endings. Explore 5
photo  realistic
realms of perilous

IBM ACTION IBM ADVENTURE

Anon Flux 44
Alphastorm 40
Amnk S48
Area 51 87

Crusader No Remorse  $43
Crusader:No Regret 548
Cyber Gladators W85 343
Dark Forces L2l
Dark Forces Jodl Knght $47
Die Hard Trifogy 346

Doom 2 W33 45
Duke Nukem 30 S
Final Doam §46
Firetight 438

Hard Boiled W95 £40
Hatetic Shad Serp Rdr 837

Hexen W35 £50
HyperBlade &40
MOK 44
Marathon 2 342
Marvel 2090 W35 34
Mayhom 546

Mortiticator W85 S44
Nocradroma WA5 $45
Powersiave Wa5 42
Proy 550
Quake Sharaware §10
Rodney Malthews 340

Ruins 544
Shadow Warnor 49
Silencer W35 £44
Space Hulk 2 544
Star Trek Genrins W35 848
Tenka S0
Terminator Fulr Shock $44
Tora Nova 30
The Fallen 40

Time Commando 40
Umimate Doom W35 $37
Warhamr 40K Dark Grus$3a3
X5 £a7
Zombievilla 340

™

DUKE HUKEW

‘DUKE  NUKEM
30'Ass stompin’
aens have bnd-
ed, and the
humans. suddenty
find themselves
atop the endan-
gered species sl
The odds are a
million to one, but
Duke  Nukem
knoves whal's gol
(LT 1o be done, Kick
= dlien bull! CO$48

‘THRUST-
MASTER
GRAND PRIX
1" Gives you
the competi-
tive edge
with  vari-
able throttle
and braking
al your fin-

gertips and lightning fast thumb acti-
vated shifting. Securely clamps to your
desktop. Total steering range is 180

degrees of travel.

;.I I ”lﬂ'"'l"“f i‘-:i.:ﬂm_.‘ (_}_J

Tih Guest 2 118h Hour $43

Tih Guest 529
Aden Quest W35 345
Altrion 539
Align Trilogy 346
Alripohs 2097 W35 4
Azragls Tear 339
Bad Mojo Was B2
Beavis Butthd Vit St $33
Bedlam 46
Beowull Sd45
Birthright W5 $48
Black Diamand sS4

Blast Chamber Wi5 540
Callahans Crstm Satoon$42

Circle of Blood L2
City of Lost Chitdren 840
Clandestiny 548
Creatures 533
Crow W95 s4z2
Dame Was Loaded 334
Dark Earth W85 545
Dark Eye 39
DarkGeed 2 48

Dawn of Darkness L0
Death Trap Dungeon 342

Discworld 2 40
Double Trouble 340
Dovin in the Dumps  $39
Drowned God $40
Druid Daemons Mind  $33
Echoes 211
Ecstatica 2 0
Figiting Famasy 0
Flipper 44
Full Throttie 545
Gabriel Knight 2 $53
Guardians of Desting 546
HardJack 248
Harvoster sS40

Heart of Darkaess $55
Hunter Hunted W35 545

§74

'SPACE HULKC A
huge space ship is
racing towards tha
Imperial  planat
Debvar Il The
honor has betallen
the Blood Angels
chapter of Imperial
Space Marines to
board this Space
Hulk and divert it
from its course
ol evil destruc-
tion. CD§15

1BM ADVENTURE

Incr Shrinking Hero 543
Interstate 76 W95 S48
It the Shadows S48
Iron John Hawk 45
Istang o Dr Moreay  $40
Joe's Apartment W85 $44
Joutneyman Project 2 546
Jumanp 42
KO7.Princeless Bride  $25
Karma Curse 12 Caves 540
Kingdnm 0'Mapie 542

Knights Chase 538
Leisure Suit Lany 7 $48
Lighthouse 21
Lign 2
Mission Code Millerium$34
Mission Critical 39
Mission Qoze Contrel 529

2
& $52
Hyst 548
Mystary of 7 Mansions 8§35
Nemesis s42
luir $43
Novmahily 548
Ddyssey S84
Pandora Directive $46
Pramtasmagoria 2 §55
Phamtasmagatia $52
Planettall Was 544
Police Qust 5 SWAT 847
Power Dotls 330
Pray tor Death 529
Fresto L E)
Promiged Land 21

Redjack’s Revénge 56
Aeturn 1o Krondor 545

Return to Zotk 29
Reverence 843
Ritdulte Master Lu 835
Ripper 8
Rivers of Dawn i

IBM ADVENTURE
506 Spinal Frontier 845
Seritiny 537
Sectdt of the Lueor 542
S3a
840
s42
Shivars sa7

Simon Sorceror 2 $39
Skybary fnto the Voriex$44
Snow Grash Was 544

Solar Crusade L2 L]
Spage Bar Wa§ 344
Space Bunnigs Mst Die 345
Spycrali WS 547

Star Trek 25 Annivrsary 520
Star Trek Judg Ri Col 538
Star Trek Voyager 8
Star Tk Str FIt Acad 46

Super Stardust 535
The Dig ST
The Trial &4
Tibrd Mitlenium WA5 844
Thieshold 84
Time Gale s42

TimeLapse Anc. Clvil ~ $46
Titanic Jrny Out Time  $44
Tme Wip Dt Brain W35 536

Tomb Raider 40
Toanstruek £
Torin's Passage £48
Touch 3
Treasure Quest 346
Under Killing Moon 518
Urban Decay $39
Ulepia 536
Varuna's Forces 545
ok Pirites 543
Voyuur 2 842

Welcome to Future $44
Woodilt & Schable  §32
XenoPhage 36
Lotk Nemess 553

eals Daasdasr Candna #4000

BLOOD & MAGIC
The 15t ever real-
time,  sirategy
computer game
based on a naver
before seen area
of the mast popu-
far AD&ED v, the
Forgatten Realms,
where you com-

Ihe precision of
B detailed  strategic
game play and the
compeling chaos
¥ of the battiefiekd as
you assume the
roke of the North or
the South. 7 histor-

'BATTLE ISLE
2220 SHADOW OF
# THE EMFEROR'
| Wil you be abi o
maintzin the morale
of your troops whie
guiding  them
though 20 dfierent
campaigns and

your  strategical
ablities. CD$35

‘WARCRAFT 2
The hattle
between the el
ores and the nobla
humans rages on.
With  pawerlul
new allies, femfy-
ing new creatires
g and ingenious
new weaponry,
the struggle for
{he domination
% of Azeroth con-
tinues. CD$46

DESTINY Control
the devedopment of
mankind, from fhe
Stone Age fo the
Space A, Pl
determine the fale
of the univesse, but
unlike any god
game ever devel-
oped,  Destiny

‘AZRAEL'S
TEAR' This is a
18t person,
real time 30
adventure role
playing game,
featuring com-
plex interac-
tion with other
charactlers,

high tension combat, and a host of puzzles for
you o solve, Complex puzzles réquiring imagi-
native engagement with the game and top qual-
ity digitized sound effects! CD $39

30 Ulie Poll Crp Nght - 842

30 Uiea Pinhatl s40
BatleSpont £33
Daggers Rage Wo5 529
Deadiy Skies 838
Divide Wa5 84
Double Switch W35 844
Dragonbleart 513
Galaxis 338
Go-Man 47 514
Hive 2 $38
Hypor 3D Pinball $4
Incredible Hulk $35
Krazy hean 0

Lode Runner Nat 40
MS Retrn of Arcde WH5529
Mass Destruction §35
Madmum Surge £35
Mission: Impossible  $40
Monty Pythns Wste Tmed36
Mortal Kombat 3 W35 348

Panzur Dragoon 539
Pinball Musions 529
Pinbadl Mania 529
Pinball Workd $35
Prize Fightor s47
Peo Pinball The Weh 528
Psycho Pinball 525
Rebel Assault 2 87
Ruad Rash WE5 o
Spud 1 530
Squeenls 40
Tetns Gold §25
Thexder 2 W05 540
Toh Shin Den 4
Toal Pinball r ]
Tunnel B1 840
Virtua Fighter £38
WWF-In Your House  $40
Warms 3

Waorms Reinforcemnts $25
XMan Chidrm Atom W95542

ADD Three Worlds 826

Anvil of Dawn 534
#Arch Mage Wa5 48
Arena Deluxe ur
Betrayal al Antara 48
Cyberdudas 839
Dask Sun 2 s19
Death Keep W05 539
Diablo 6
Dungeon Mastar 2 38
Eldor Scrolls 2 $49

Eve of Beholdr 1-3¢a 519
Halts of the Dead 538
Iron & Blood 542
Knights Xentr PG13 534
Lnds of Lre Thene Chos$25

Lands of Lore 2 48
Lords of Midnight &6
Marnberranzan 18

Might & Magic 3 815
Pool af Radiance $19
Pools of Darkness 19

Raventoft Stiahd 50
Ravalft 2 Stn Prop sS40
Riftwar Legacy 523

Rims Atk Shadow Riva $46
Seceet Silver Blades  $19

Shadow Caster $15
Skyrealms of Jorune  $33
Star Trail 336

Star Trok Deep Space 9533
Star Trek THG Frl Unity $46

Stonekesp 550
Terracide $42
Thunderscape $44
Ultima 7 Serles 815
Uttima 8 Pagan s18

Ultima 9 Ascension 852
Ultima Undrwld 1 £2 815
Unlimited Advanlures 519
Wizardry Gold W95 536
Warld of Xeen 24

Aces Collection 8
Attack Stack s
Bullirog Pak 522
Fun Pack 3%
Gamer Varigly Pack 529
1D Anthology 364

Kings Quest Anthl ]
Lepend of Kyrandia Srs $25
Lost Adventures )

Megapak 5 2
Might & Magic Tl 519
Mile High Club 526

PawierHies Battiteh 516
Space Duest Anthology $48

Star Contral Coll 19
Star Trek Emissary L8
Take Ten $198
The Archives 1 s27
Utimate Game Collct 529
War Chest §38

IBM SIMULATION

1943 Euro Alr War  $44
ATFE 548
A0 Attack 2]
A0 Tank Killr 2 W5 848
ACS Navy Fightrs Gld 848
AH 64D Longbow 51

Aces Deep 2 8
Aces Over Europe 55
Across Desert 1941 845
Across the Rhine 45

Air Gt Pefe 1942 Gld $34
Alr Warrior 2 Wa5 544

Alien Altianca S48
Apache 842
Archimedean Dynsty 544
Armored Fist 328
Army Air Corps 42 S48
Assault Rigs 535

Battle of the lronclads $46



Price/availabilily may change. All sales final,

EATTLECR

SHILOH

IBM SIMULATION

Battlecruiser 3000 845

C nd Aces W35 847

te Gt Nvi Bris $35
Dawn Patrol 2 $42
Daytona USA 40
Descent 2 S48
Descant Bundle 526

Destruction Derby £a7
Destruction Derby 2 840
EF 2000 Tacicom 838
EarthSiege 2 W85 S4B

Evasive Action §1g
F1G Fightng Falcon  $46
FA 18 Hornet 548
Falcon 3.0 324
Falean 4.0 532
Faleon Golg %52

Fight Fale Baghdas 369
Fighter Dusl 2 W95 539
Fighter Duel Pro 334
Flight Unimtd Wa5 336
Flying Nightmares 2 542
Formula 1 Post Seasn 40
Ganymede W35 £
Great Naval Battles 4 843
Great Naval Battles 5 §44
Gy Wost 519
Havoe W95 4
Hell Cats Over Pacit 344
Hind Helicoptar 4
Indy Car Reng 2'W95 S48
Indy Car Reng Comp $25

Jet Fighter 3 48
M1A2 Aurams &5

M5 Flght Sim 5.1 £53
Mehwrer 2 Ad-On W85 529
HWarrior 2 346
 MechWarrior 2 Add On $26
fechWarrior 2 W35 $44
Mechwarrior 2 NetMech$15
Mechwrrior Mercnrles  $48
MegaRace 2 $29

‘THRUSTMAS-
TER F-22 PRO'
With & powder
coated  metal
base, glass filled
ABS handle, metal
gimbal  mecha-
nism, and heawy
gauge spring ten-
sion, the F22
PRO gives you tha
etige you naed In
advanced tactical
warlare.  $125

'BATTLEGROUND
4 SHILOH Covers
the 2 days of Apdl
6th and Tth
1862, where the

ston, launched a
s bold  surprise
B attack  against
i Grants  unsus-
pecting  Union
Amy.

'SOLID  ICE'
Feel the need
for speed?
Solid Ice has it
all, spine snap-

ping body
checks, bullet
Iike slapshats,
great glove
saves and spec-
tacular goals

combine to give
your one solid
game. CD $39

IBM SIMULATION IBM SPORTS

Monster Truck Rally  $40
Nascar Racing 2 $48
Naser Reng W Trek Pk $47
Need Speed Gold W35 545

Raly 539
fied Baran 2 W35 48
SU-27 Flankar §39
Sall 95 $39
Shattered Steel £45
Sierra Pro Pilnt W95 845
Silent Hunter £36

Silent Hunter Patrl 1§24
SimCopter Wo5 x|
SlamScape W25 44
Speed Racer W/ Brain  £29
Super EF 2000 W85 840
Super Tank Commander840
TFX EF2000 845
Tank Commander Net 19
Test Drive: Off Read 842

The Darkening 854
Tie Fightr Coll 7
Trophy Bass 2 49
Trophy Bass 548

Urban Runner W55 529
WMX Racing Wa5 544
Viper W85 $35
Werewoll v Comanch 833
Wing Commander 3 $33
Wing Commandr 4 W85547

wings of Glory s
Wipe Out $38
Wipe Out XL 540
Wil Pack §15

World Rally Fever 244
World of Combat 533
Wild Circ Gran Prix 2 §41
Wild Cire Track Attck 342
¥eCar Exprmntl Ren 544
¥-Wing Collector 524
X-Wing Vs Tie fighter  $47
Yeagers Air Combat  §15

Call NOW to Order! Source 10751

800-699-4263

‘HIND® The Hind
will conlain a
free  for all
arcade mode so
new sim enthu-
sfasts can jump
Into the cockpit
& quickly enter
combal action.
For  weteran
players, Hind
contains a
delailed mission
planner! CD $44

‘SECRETS OF THE LUXOR' Embark on a mysterious,
danger ridden journey into an anclenl pyramid.
Spectacudar 3-0) images and animations come 1o life as
you explore comidors of aps and puzzles, GO $42

ABC Manday Night FB 552

APBA B Ball 3 [xh)
AllStar Bsbil Wos 533
City Golt §3a
Collg Slam Bsktbll 844
EuroGoll 844
Fly Fishing 830

Frank Thos Baseball 544
Fron Page Football 97  $48
Front Page Basebil 95 548
Front PQFBProS6 S48
Gana Fishin' $25
Grang Slam Basebli 96 544
Greg Norman UG Gelt 546
Harihall § 340
Jack Mickiaus Muirlid  $40
Links LS $46
Links Pra Courses ea  $19
Links Pro 385 $19
Madden Football 97 *$40
Microleague Bashall 36 540
Mindscape Golf 544
NBA Live 98 40
NCAA Bball Final 4 97 §44
NCAA Champ Bskabll 544
NFL Super Bowl 539
NHL Hockey 96 §44
NHL Powar Play W95 $41
Nick Faldos Champ Goif$34
0ld Time BsbalWos S48

Qlympic Soccer $40
Olympic Summer Gmes340
PBA Bowling 332
PBA Bawling 2 $35
PGA Tour 96 Sawgrass $19
PGA Tour 95 Spnsh Bay$19
PGA Tour Gell 96 538
Rocket Jockey s42
SimGolt 838
Super Motocross W95 333
Tripte Play 97 348

World Series Baseball $39

‘TOMB RAIDER
Dive into the
action packed fan-
tasy world of Infa-
mous adventurer
Lara Croft, In her
quest 1o retrieve
the legendary
“Stion”, Explore
an  emdronment
g that takes you
through  jun-
gles, ruins and
morel €D $40

1BM STRATEGY

Afterlite 7
Age of Industry W35 544
Alexander 39
Alleglanca 4
Ancient Empirs W35 §44
Ascendancy £44
Blood & Maplc $45
Caesar 2 W5 S48
Capltalism s42
Chaos Overlords Wo5  £29
Citiz Beawir Aty 42
Civilization Network 847

Civilization 2
Chvillztn 2 WAWES M2
Cotonization 325

Comm Cong Covert Op §22
Comm Conquar Rd Alrt $48
Command & Conquer  $47
Command & Conquer 2548
Commnd & Congr W35 548
Complete Carriers War 542
Conquerer AD 1066 544
Conguest Mew World  $46
Dark Easth Strtgy Wo5 845

Deadiock ur
Destiny W5 s
Dominion k11
Duna 2 $29

Dungaon Keeper 45
Emporor of Fadng Suns$42
Empire 2 §29
Empire Dix Mstr €0 5§22
Enemy Nations W85 544

Exploration 30
Flight Commander 2 538
Free Enterprise 539
Front Lines 34
Gendor Wars $42

Genghis Khan 2 £34
Heroes MEM WB5 834
Heroes Might & Magic 834
Herots ol MEM2Z 534

[ TR P A I e e

‘MAGIC:  THE
GATHERING' This
top salling trading
card game is now;
for the first tima,
an interactive mul-
tiplayer onling
compuler game.
It's an addictive
fantasy game fea-
luring  wizards,
exploration,
adventure and role
playing. OD $41

‘ADED  CORE
RULES' Al of the
coe ADAD game
Tules a mchuded in
thes single produd.
Al of these books
ae presented in a
nch ted form that
can be accessed
and  manipulated
through the soft-
vars own word
processing  pro-
gam.  CD$S0

‘DIABLO’ As a young boy, you retum to your vilage to
find it razed and your family dead. Exploration of the
countryside reveals that a simikar fate has befallen all the

nelghboring towms, except for one, CD$46

IBM STRATEGY
Into the Vioid 54 Bridge Dix 2 W25 £32
Jagpd Aling Deadly Gm 543 Chessmstr 5000 Was 835
Jagged Allance 325 Connections 34
Lords of the Realm 2 548 Dragon Dice 544
Lost Admiral 2 530 Golden Nugget 529
Machiavelli the Prince 519 Jeopardy Platinum Was523
Master of Magic §40 Kiik & Play §34
Mastor of Orion 52 Magic Gatherng W85 $44
Mastor of Orlon 2 5 Monepoly 40
Mission Foree 8 Monty Pythen Holy Grails41
Navy Strike $41 Muppet Treasr lsland  $40
Kew Horizons 534 Power Chess W95 338
Qutpost Wa5 =1 Shnghail Grt Mom W95523
Pax Imperia 2W95 846 Take Your Best Shot  $19
Pirates Gold $19 USCF Chess 540
Railrd Tycoon 2 Dl 824 Vegas Games 95 W95 524
Return Fire W5 87 Virtual Pool 40
Romance 3 Kingdoms 4834 You Dont Know Jack  $30
Selthers 2 39
Shadow of the Emperor£35 IBM W““MMES
Shattered Nations 8§48
SimCity 2000 W85 551 hegis 519
Spacevard Ho! 4 W95 524 Alnka Korps 42
Star Cantrol 3 w7 Aige de Camp 5
Star General W5 544 Altied General 543
Starcralt Was &46 American Civil War 845

Syndicate Wars Wo5 848
Tranpsort Tycoon Dix 842

Vikings 7
Visions Glory 539
Wages of War W95 $29
Warcraft 2 L]

Warcrah 2 Add On~ §29
Warhmmr Shad Hm Rr £43

Warlords 2 Dix &
Warlords 3 42
Warwing L2l
‘Waedan Ship Iren Men $39
Warlds of War S48

X-Com Apncalypse  $42
X-Com UFQ Defense 524
F4 4

r .

American Ghal War V2 $24
Battlegrnd Gottyshurg $42
Battleground Antletam  $42
Baltleground Ardennes 834
Battleground Shiloh 842
Battieground Sinal 342
Battlaground Waterloo $42
Bantles in Time $35
Banleship Bismark £2%6
Eoroding Napol Invada $24
Charge Light Brigade  $16
CincPac Midway £26
Civil War 186164 $38
Givil War Mst Plyr 542
Givil War No Gn Glor ~ $16
Closa Combat Wa5  $39

Custers Last Command $32
D-Day Amer Invages 539

Dreadnoughts $29
Fantasy General $43
Fitth Flzet 9
Filth Fit Scen Mod 1 $19
Gene Wars s44

German Raider Atlants $19
Harpoon 2 Defuxe $29

Harpoon Classic $19
High Command $19
Invsion Amrca General $44
Iron Cross 2 £33
Last Blitzkrieg L2
Operabion Crusader 539
Over the Reich §39
P02 3

Parthers Shadows Map523
Panthers In Shadows  §42
Panzer Genaral 2 $42

Panzer Ganeral §29
Fanzarnlity 42
Perfect Gen 2 wiScen 830
Foint of Attack £24
R E Lee CW Gen W35 548
Stalingrad 539
Sulingrad Campaign 529
Steal Panthors $39

Stoel Panthars Cmpgn  $24
Steel Pthrs 2 W85 $44
TACOPS 44
Third Reich Li]
Tigers on Prowl Camp  §23
Tigers on Prowl Map 523
Tigers on the Prow! 542
V Victory Bundla $28
War College L5}
War in Falklands 519
Wargme C52 8D1-14ea$15
Wargame CS2 Upgrade 55
Wargame CS3 Rifles 539
Warpame Const Set2 $39

Da!linrllal:lll;.mhmmlmaﬂmmﬂwmwmmrmsuﬂmﬂmmm.twuuuchssnmuuhml-ﬂlhudlmhd.l:mmtumihmuﬂlhunmued.

'PT.0. 2 Two
opponents, two
stralegies. The
year is 1941 and
the scene is tha
Pacific. Japanese
Zeros appear on
the horizon, mark-
ing the begenning
of WWIl. From
Pearl Harbor to

A-18 HORNET
There's 28 differ-
ent Persian Guif
combat missions
1o test your shalts,
you can blow up
everything from
ammunition
depots using the
M&1 Vulean can-
non to MiG fight-
ers wilh an
AlMG Side-
winder! CD $48

‘JAGGED
ALLIANCE:
DEADLY GAMES'
This award win-
ning game contin-
ues with every-
thing you asked
for and more.
Naw )

multiplayer, sce-
narip/campaign
editor, new terrin
and a muttituds of
missions. CO$39

Spend the specified
amount on any In
stock software and
choase a free IBM
game from the corre-
sponding list below.
Requ must be
made at time of order.

SPEND $B0
Return af the
Phantom, Casino
Gambler Kit 3.5,
Falcon 3.0 3.5,
Arcade Act Kit 3.5

SPEND $160
Grandest Fleel 3.5,
3.5, Railroad Tycoon
3.5, Jutland CD,
Perfect General 3.5,
Battles in Destiny 3.5

IBM BUDGET

Blond Bowl $19
Fade to Black $19
Fields of Glory £14

§1a

519
Grey Wolt $19
Nerves of Steel 316
Pirates Gola $19
PowerHins Batteh ~ $16
Stunt Oriver 514
Tek War s

Terminal Velocity $19
Under Kiling Mogn  §19

Cawres,
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EVER SEEN GROWN " REVIEW SHOTS WITH _ GOOOAAAAALS! " TWO GAMES IN ONE:
MEN CRY? INSTANT REPLAY! INDOOR & OUTDOOR SOCCER!
Striker 96™ meets you head on with state-of-the-art soccer including an exclusive indoor soc-
cer option! Exhibition, league, tournament and championship modes! Simulation and arcade
options! View from seven different camera angles. The #1 team sport in the world comes alive!

FOR INFORMATION ABOUT THE ESRB RATING, OR TO COMMENT ABOUT THE APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. Copyright © 1996
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DENNIS MCCAULEY _ SPORTS

Gentlemen, -
otart Your
Modems

Race With A fast Crowd In Online,
Multiplayer NASCAR Racivg

ver wasle lime
on your com-
puter? Ldo, In
fact, it scems |
wasted an
entire decade
of sports gam-
ing playing
ho-hum

games like
baseball, football, basketball and ice hock-

ey. Just recently, though, T was rebom,
The blessed event took place at about 190
MPH on the steep-banked curves of
Talladega Super Speedway. | was driving
in Papyrus Software’s NASCAR RACING
LEAGUE prototype, which is an online,
multiplayer competition. This ambitious
project is code-named Hawaii, perhaps

EA Sports is working on the fol-
low-up to NBA Live '96, and this
looks to be a major upgrade
graphic-wise. NBA Live '97 will
purportedly include 3D motion-
captured moves from
Sacramento King's All-Star Mitch
Richmond and Tyus Edney, as
well as Golden State Warrior's
1995 #1 draft pick Joe Smith.
EA is shooting for a release to
coincide with the start of the
new NBA season. The $55
Million Dollar Question: Will

ON DECK
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EAT MY DUST The NASCAR Racing LEAGUE prototype
Iets you race head-to-head with up to 35 would-be
Richard Pettys on NASCAR Racing courses.

because it's a sim driver’s paradise. Believe
me, it's the most fun you can have ina car
with your hands still on the steering

wheel.

| Shaq be in a Lakers or Magic

i uniform?

i Virgin Interactive Entertainment is
also riding on the 3D motion-
capture sports bandwagon with
its upcoming GrAND SLAM '96.
This baseball title is said to
include unlimited camera angles,
pitching and batting meters,
and—here’s an ominous one—
commentators “loaded with per-
sonality.” We'll see what kind of
i load they're talking about when
| it's relgased in the fall.

“ Papyrus’
Hawaii is a
sim driver’s

paradise. ’ ’

My past ignorance of rac-
ing? [t could be a cultural
thing. Growing up in an
urban area north of the
i Mason-Dixon Line, I never
R |1 11uch exposure to motor
sports. In fact, | sort of tuned
my nose up at the whole
NASCAR scene, seeing it as
mindless fun for Dukes of
Hazzard types. Boy was |
Wt l“g. I]] {i“.‘l. \\'i”] o VOTa-
cious appetite for gaming, I'd played just
about every lype of computer entertain-
ment product on the market, except for
auto racing sims. Finally, while evaluating
a steering wheel controller for CGW Jast
year, [ gave INDY CAR RACING a test drive.
Like so many before me had discovered,
the adrenaline rush of big-time virtual rac-
ing is instantly addictive. When 1 found
out there was a place where I eould go
head-to-head with up to 35 other speed
freaks, I just had lo experience it for
myself.

LAP DOGS

Logging onto Hawaii, the first stop is
the Race Scheduler. This screen recaps
the races that are forming up, as well as
the status of those in progress. 'The key
points to note here are the track, the race

SEPTEMBER 1936
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DENNIS MCCAULEY

length and the skill level. Want somc free

advice? Don'tsign up for a race at an unfa-

miliar speedway. At best you'll be cating
the dust of the leaders. At worst your car
will end up in little pieces. Keep an eye on
the length of the race, too. Most are set up
for cither 5 or 10 pereent of actual course
laps. Oceasionally, however, an ambitious
driver may propose an even longer race.
"Ihe choice is yours, but the additional
laps can be tedious if you drop behind.
Most important is the skill setting.
Newbies start Hawaii al Level 0
their way up with solid entings. ‘The game

L and work

won't permit players to enter races bevond
their abilities, but open races usually show
wide deviation in driver skill levels,

Anyone logged onto the syslem can
“nominate” a race. Players who've signed
up for an event wait in a chat roon unfil
sufficient slots are filled. Hawaii then
automatically fires up the copy of
NASCAR on vour system, and drivers go
throngh the usual practice and qualifica-
tion stages. Warm-ups are abbreviated,
however, lasting only long enough for Tasl-
minule adjustments before the cars move
to the starting line. At the diseretion of the
individual who initiated the race, there
may or may not be a pace lap. NASCAR
purists tend to insist on one, while Type-A
drivers prefer a quick green flag,

"Ihe Hawaii server supports every liack
included on NASCAR and the ‘Track
Pack m]mnsmn kit, hul;_,,um.as.m only

~ (ualifying brid

fyou v.ant tu drive the NASCAR Racing LEAGUE prototype
jile it lasts, a few preliminaries are required. First you'll
2 to own a copy of NASCAR Racing. Next, download
extracting HAWAILEXE from Sierra’s web site
ierra.com). Run the file and follow the installation
structions. After that, all that's needed is a cool head, a hot
setup, and a stomach for long distance charges to Boston.
ress time there were no local dial-ups for Hawail, and
r Intemet connection just doesn’t provide the oomph

jred to keep pace with NASCAR's intense graphical environ-
In technical terms this is due to NASCAR's demand for
cy. In layman’s terms Lhis translates to big phone bills,

;sinée that's what you'll be getting once Hawaii hooks you and
regls you in. And hook you it will. The first time you find your-

among a pack of brightly painted Fords and Chevys running

ul 6iit at 'Dega, or sliding around the curves at Martindale, it's

r. You might as well sell your other games. Keep the
. though. You're gonna need it when the final version of

Hawaii goes online.

SEPTEMEBER 1008

Like Colorado's Coors Field, HarogaLL 5
is & batter's paradise. Would-be Nolan
Ryans playing the game should try the
following strategies to improve their stuff.
pBefore pitching to each batter, view the
back of the player's card by hitting the
Backspace button twice, and then check
out the batter's contact and power rat-
ings. If the batter has low contact rat-
ings and high power ratings you are

probably OK to pitch to him as long as
your pitcher's stamina is high. The
more fatigued your pitcher is, the more
likely it is that even poor contact hitters
are going to hit the ball.

kAlso, pay attention to your opposition’s
batting order. If first base is open in a
tight ballgame and the current batter
has good contact and power ratings,
check out the batter on deck. If he’s
deficient in either category, select
Strateqy-Intentional Walk to walk the
slugger and pitch to the weaker player.

permitted to race on courses alreacy
installed on their home systems. Judging
from a recent weekend | surrendered to
the Hawaii prototype, Tilladega and
Allanta seem to be the most popular
speedway choices.'Dega, of course,
appeals lo speed demons, since you never
have to take vour foot off the gas. Not
quite as fast, Atlanta nonetheless offers a
challenging 1.5 mile course.

I awaii is a great spot for organized
play as well, a fact that has not escaped a
number of online racing associations. For
the true NASCAR bulf, what canld be
better than participating in an entire
championship season using actual
NASCAR tracks and ncing against a cou-
ple dozen equally obsessed drivers?
Hawaii's sctup allows password-protecting
race entry, so a elub can casily sehedule
races and then limil aceess to members,

 CRASH COURSE

Crashes —automabile, not comput-

- er—are common on Hawaii — perhaps

- too common. Typically there’s at least one

+ pileup on the opening lap of a crowded

field, especially if inesperienced users are

' in the race, While veteran drivers find this

maddening, it does tend to thin the herd a
bit. Also, there’s a scary sort of rush in try-

g loweave vour way liu'nugh awreck-

age-strewn course il close to 200 MPH.
Warse are the erashes in which one of the
Dack mirkers accidentally takes out a
passing leader late in the race. And worst

of allis the oceasional jerk who logs on for

the sole purpose of causing as many

' wrecks as he can.

Drivers can chat as well as drive during
arace. Since it’s a near impossibility to
simultancously type and control the car,
[Hawaii includes eight preset messages
activated by function keys. These can be
edited to suit the plavers needs and tem-
perament. Accidents typically elicit nasty
responses from the vietims, and inept dri-
vers will find they can run but can't hide
from their angry competitors, Trash talk-
ing is fairly common too, so pack a thick
skin along with your racing gear..

Give the crew at Papyrus major points
for Iawaif’s polish, The system juggles
dozens of users and integrates scamlessly
with NASCAR. In several hours online
over the course of a week, [ had no prob-
lems cither gelling or staying connected.
Hawaii rins NASCAR in cither VGA or
SVCA, at the user’s discretion. While
bath look good, SYGA makes reading car
numbers much easier. 'This is a big help
when you need to identify Mr. Clueless.
You know — the guy who tried to pass you
in the tri-oval, and left both your cars scal-
tered from here to Daytona. What's thal
they say about paybacks?

FINISH LINE

So where is Papyrus going with all this?
Considering the recent agreement that
parent company Sierra signed wilh
NASCAR fo form an entity called the
NASCAR Racing League (NRL), it
seems prefty clear that the free ride won't
last forever. Factor in the planned release
of NASCAR 2 ater this vear, and you can
bet that bigger and better things are in
store for online racers. &
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- You feel the sweat dripping off your brow, hear the roar
'\ of the crowd, taste the sweetness of victory. Your pulse

race; as,you await the shot from the starter’s pistol.
Today i is ‘the day. This is the moment you’ve been
training for your entire decathlon career.

Bruce Jenner’s World Class Decathlon, using rea?me\
action, is a realistic simulation of the World Clas: 3
Championship. Endorsed by the World ChamplonﬂiB;ruce
Jenner, the title promises to bring all the excitement of

this year’s Summer Games directly to players so they cqn
compete for the gold in their own homes! N

S

.1
! Includes all ten decathlon events, from the 100« n'fe];er |
dash to the pole vault, the discus,-and’ more! y

Il Practice in single events, one by one, or starl and
compete through a full 10-event decathlon.

[l Assume the role of one of eight competing athletes from
around the world.

BBl Bruce Jenner, the World Champion Decathlete, appears
as your “on-line” coach, providing hints and tips on
how to excel throughout the game.

To order call: 1-888-446-2440 (North America only) oOr 919-461-0722
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Look for the DECATHLON Demo
on our web site!

www.imagicgames.com
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(2 THE GREAT MODERN

LEAGUE L

|| Cuarerbacks feam

You want stats? You got stats!
Track over 100 different
categories in single game

or full season play.

Make your own plays and create  Tho host foothall gameplay to ever hit the PC

your own players with the best
Play Construction and Team
Editor ever made!

For More Info On Legends Football ‘97 Visit The Accolade Web Site At http://www.accolade.com
To order direct, call 1-800-245-7744



UAME.... .. Meets Three =
S— L

[ I P e

t's not always sunny on the ¢ Vil R
gridiron - battle it out in snow, » 20 man rosters require most
sleet, and rain. You’ll have to of your players to play both A

adjust your gameplan to win. offense and defense. Get T T
G ready to use Dan Marino as R:i"e‘s;favor tie rinning

a defensive back or Junior g 2
T e— | Seau at running back!

» Goal posts were placed in
the front of the end zone. The
“Post” pattern was commonly
used to run defenders into
the posts for an easy touch-
down reception.

@ The football is larger and
harder to throw. Do you take
a chance on the pass or grind
it out with a running attack?

uild a football dynasty like
ballas or San Francisco. Draft,
rade, and manage players

hroughout entire careers! : § 7
o Play a little rougher on the .""&.!
* All the NFL teams and players from four legendary receivers. You can hit them J
eras of foothall: 1996, 1968, 1950, and 1932! anywhere on the field until : %
. : the ball is thrown... and it's R 4
 Incredible 3D graphics all legall 2
. i ifi i
' g;l ::ﬂi;;ds%‘l{i:ig:l:eam speuflc stylesand ® Players like Dick Butkus ruled ;ﬁi
the gridiron, paving the wa |
. FARlE T g , paving y ¥
- Intense multi-player action using the Gravis Grip for the modern day player. 2
Multi-player adapter

 “Time Travel” with teams to create fantasy matchups
* Action and Coach Mode play

oflBw P
i S
COMMES  pAVERSE

NTL license avaulable on PC version ooly. Legends Football ‘37 and Sport Accolade are trademarks of Accolads, Ine. 121996 Acenlads, Inc. All rights reserved NFL Team Namés, logos, helmet designs, and untform designs are trademarks of the team indicated
NFL is a registered trademark of the National Foatball League. The PLAYERS INC. loga {5 a trademark of the National Football League Players.
This is an olficially licensed product of the National Football League Players, NFL Praperties Inc., and the NFL Quarterback Club, Inc. Scruens shown are fram the PC version. NFLPA license valid far all modern players and seloct era players only.
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GAMESTILL IN DEVELORMENT

t's a hot, muggy
evening-the lemperature
in the mid 80s, the humid-
ity typically high for this
seaside sports town, This is
Frank Gifford coming to
you from Hunt Valley,
Marylan, as we take a
look at OT Sports and
their first game, ABC'S

Moxnay NiGHT FooTsaLL. We've been

looking forward 1o this one for a long

time, as we trust vou have, Now heres AL”

“Thanks, Irank."Tonight we look at a

talented, experienced team with mem-

bers going all the way back to the vener-
able Coaches CLup FootsalL, one of

Kordfell Stewart

I CAN START, COACH If, like Bill Cowher, you prefer using “Slash”
near the goal line and then moving him to WR for two-point conver-
sions, you can do both from this screen.

the more interesting action atfairs. But its

been a tumultuous off=scason for Doug

Whatley's crew. The difficulties surroun-

ing MicroProse’s parent company,

Speetrum HoloBvie, the joint venture

with Disney Interactive=whal does all this

6
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SNEAK PREVIEW * ABC'S MONDAY NIGHT FOOTBALL

Ready For Some
Foothall?

ABC'’s Monpay NigHT FoorsaLL Is A Pigskin Celebration

by Terry Coleman

portend? Can the additional funding and
new marketing muscle translate inlo a
winning scason? And what about this
being a Windows 95-only product? Here's
Dan with a look at the match-ups.”

“Thanks, Al. When you talk about
compuler sporls foothall, you have to talk
aboul FRONT PAGE SPORTS FOOTBALL
PRo. Even though Pat Cook and com-
pany have won the CCW sports crown
three of the last four vears, they really
showed their age last year, Sierra can'l
continue to hide their valnerabilitics
behind a graphic smokesereen il they
expeet to hold off the OT Sports guys.
And what about FA Sports? Are they nin-
ning scared with their perennial vapor-
ware, MADDEN NIFL 972 Frankly, the only
other legitimate contender is Accolade’s
NFL, LECENDS, It seems the time is right
for OT Sports to miake its move. And
Desides, Moxpay NiciT Foosan. has
us for announcers, How can it lose?”

GET IT KICK-STARTED

"The familiar hom riffs form their cireu-
lar, staccato counterpart to video clips of
wide receivers defying gravity to catch
touchdown passes with their lingertips.
I ank Williams Jr. bursts onto your moni-
tor with a bevy of voluptuous females to
spark an undeniable party atmosphere,
belting out the famous theme song, And
sure enough, Al Michaels, Dan Dierdorf
and Frank Gifford are right there to lend
commentary and play-by-play. There’s lit-
tle doubt that an American institution has
found its way to CD-ROM, in style.

ABC’s Moxpay NiGHT FOOTBALL is 2
far cry from the tame multimedia
shenanigans of ABC NOTRE Davik:

FOOTBALL, to name bul one example.

"This has the potential to be real profes-
sional football, or at least as close as the
average fan can get to it The main inter-
face sereen is a marvel. As you move your
mouse over cach of the windows, audio is
automatically triggered. Iiverything from
1995 NFL Films close-ups of your favorite
pro team-say, Miami Dalphins OB Dan
Marino breaking the all-time T pass
record-to the highlights from the game
you are currently playing, are available
with just a mouse click.

OT Sports deserves a lot of eredit for
taking chances. Instead of having Al
Frank and Dan play it safe with vanilla
commentary, the designers encouraged
them to approach the voice-overs as
though they were calling the actual game.
While last-minute trades may result in
some gaffes, it’s worth it. Nothing caplures
the feeling of watching a Monday night
game more beautifully than listening to
Al’s duleet tones deseribing Emmilt
Smith plunging for a crucial first down,
I'tank setting the stage for the confronta-
tion, or Dan eriticizing a questionable
call. All you need is popeom and the bev-
crage of your choice=its better than TV,

PLAY-BY-PLAY

Of course, all this multimedia won't
malter if the game can't follow the blocks
and hit the hole. In the game, as in real
life, some things are obvious: Pittsburgh is
likely to have quarterback woes this year,
Fmmitt Smith will rush for a lot of touch-
downs; Deion Sanders is an all-world cor-
nerback, Fven in this early version, [ was
able to play several games with multiple
outcomes, all of which were reasonable,
given the teams various strengths and
weaknesses, Those who live and die by



You're coach, player and general manager of an NFL team.
Better kick ass if you want to protect your assets.

For Windows 95 and DOS CD-ROM. T“: pH I I-I ps

http://www.philipsgames.com

The NFL Shield design is a registered trademark of the Nalional Football League. © 1996 Philips Media, a division of Philips Electronics North America Carporation
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SNEAK PREVIEW ¢ ABC'S MONDAY NIGHT FOOTBALL

cheat codles are advised to get their
pigskin fix elsewhere; MONDAY NIGHT
Foomsa L rewards those who understand
football

IFor example, OBs are rated for their
ability to roll out to the right or left. "This
nicely simulates the differences between
Steve Young and Dan Marino without a
lot of complicated rules, And unlike
sitmilar systern in the old Utiivare
Foosatt. it works. The huge plaving
ficld gives you a quarterbackis-cye view of

Infinite Audibles s

Trips .

Twing i

FORMATION SMORGASBORD Choose your favorite for-
mation flavor from today's dozens of combo specials.

replay. Mix well.

'MIS!‘ KNIFE Finally, rub salt in the wound. Go to the
multimedia screen and watch your completed pass on

INSERT FORK Then avoid a nasty blitz aftertaste by
sending your receiver on one of 14 audibled pass routes.

5w

SEPTEMBER 1005

the defense, so that you can read the deep
zone coverage, note the blitzers, and take
approprale aclion,

“The actnal plays you call are depen-
dent upon your team’s playbook, which
includes an editor, so you can create your
own custom plays. This is simple to use,
as it follows standard Windows 95
[Esplorer conventions, lissentially, the
game system assumes that the coaching
staff calls plays in to the huddle for cach
formation=very close to the real thing,
"This may sound limiting, but it isn't.
MOoNDAY NIGHT FOOTBALL has the most
robust system for calling audibles yet:
Simply click and pull to adjust a receiver's
route, change the hole the runner hits and
pull the lead blocker closer to the point of
contact. You can even change blocking
assigniments, As you create new plays and
variations on old ones, just save vour
plays—such are the advantages of Win 95
gaming.

BACK IN THE POCKET

Make no mistake, MONDAY NIGHT
FoommsaLL is an action game. The scoring
tends o be alittle high, but every game
won't end up 41-38. Whereas mostaction

cent slats, MNI tends toward a more
even balanee. So you can't take your
third-string receiver and cateh 10 straight
passes against the likes of Rod Woodson
or Aencas Williams. In fact, until vou
touch the joystick, the computer controls
all of the players on the field during cach
play. The game is quile playable in coach-
ing mode, but its admittedly more funas
an action game onee you get the controls
down. And in a major coup for O''
Sports, this will be not merely the first but
one of the only major computer football
releases this fall to include modem play.

INTANGIBLES

“Iiere are nice touches throughout.
Unlike FroNT Pace SPoRrts Footsat L,
for instance, MoNDAY NIGHT FOOTBALL
lets vou designate any player as your punt
returner. On kickoll coverage, you don'l
lave Lo suffer the indignity of watching
vour star fullback get injured ona mean-
ingless play. Each player can be desig-
naled for two positions, plus a specially.

“Thus, Kordell “Slash” Stewart can play
both quarterback and wide receiver, plus
field goal holder, without dismipting the
game syslem,

Additionally, you can maodify the stats if
you feel that Aikman’s arm is losing its zip,
or if Brett Favres endurance is likely to
diminish without painkillers. Our advice
is not to tweak too much, because the
player ratings are provided by Stats, Inc.,
the people who invented “vards alter
catch™ and other such down-and-dirty
slatistics.

Asifall this were not enongh, there are

CGW learned just prior to
press time that OT Sports is
close to singing a deal with
Dwango. Dwango feels that
it has the latency problem

licked-so much, in fact, that
you would be able to play
Monpay NichT FootBALL in
action mode. We'll keep you
posted,

ahost of trick plays included, so that you
can repeal Marino throwing the Flea
IMlicker, Jerry Rice tooling left on a flanker
reverse, or Steve Bono’s unlikely 70-yard
quarterback draw: | ate in the game, you
might feel audacious enough to try an
all-out block of a punt. The Tist goes on
and on.

So the question remains: Will MONDAY
NIGHT FOOTBALL be a hit? The talent’s
abviously there at O Sports, and they're
due a division title. The graphic look has
all the picces, provided the coaching staff
puts it together in time for the season.
And the plan to have the game on the
shelves in September has the guys putling
inalot of extra time in training camp. ‘The
game has the advantage of being the first
on the block with the 96 season players
and teams. Can the intuitive interface
overcome the leather-helmet offense of
NFL Lecknns and the late-season blitz
of defending champion FRONT PAGE
Spor1s oot PRO? I so, we could
see anew champ come January, &



GIE Entertainment

Visit-our web site to enter the Rawlings” contest.
http://www.im.gte.com



Price: $39.95

System
Requirements: 486-66
or better, DOS 5.0, 8
MB RAM, 11 MB hard
disk space (58.5 MB
for full installation),
SVGA graphics
adapter, 2x CD-ROM
drive, Microsoft-com-
patible mouse, sup-
ports most major
sound cards, joystick
optional

Protection: None (CD
must be in drive).
Developer: Stormfront
Studios

San Rafael, CA

(415) 479-2800
Reader Service #i: 321
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REVIEW * TONY LA RUSSA BASEBALL 3: 1996 EDITION

Power Hitter

Humble Yet Strong, Tony LA RussA 3 96 Slams One Out Of The Fark

by Jeff Green

here is no shortage of show-

boats in the world of sports.
[rom megalomaniacal NFLL
stars jiggling heir overpaid
tushies in the end zone
because they finally eamed
their paycheck, lo NBA stars
strutting and trash-talking
their way down the court—
there’s a lot of athletes out
there who never tire of beating their
chests and proclaiming to the world how
great they are.

But for every Deion Sanders or Dennis
Rodman (to name two random players),
there’s a low-key, no-nonsense athlete
who goes out there day after day and, with
little pomp and circumstance, gets the job
done. In the world of computer baseball
simulations, such a game is TONY Lo
Russa Basisa L 3: 1996 idition, While
the makers of the new crop of bascball
games are all busy flapping their arms and
doing their Superior Dance aboul how
theirs is the ultimate in ultra-realistic, 3D
bascball action, TONY La Russa 3, with
none of the graphic bells and whistles of
its competilors, is quietly proving itself to
be perhaps the best pure baseball simula-
tion of them all.

A SWING AND A MISS

For the 1996 Edition, Stormfront has
significantly updated the game’s statistical
capabilities, but has not touched the
graphics or interface at all. Depending on
your bias, of course, that’s cither good or
bad news. The bottom line, graphics-wise,
is that ToNy La Russa 3 '96 is now woe-
fully out-of-date compared to its fashier
cousins, FARDBALL 3, FRONT PACE
SPORTS BAsEBALL 96 and “TRIPLE Pray
07, If vour main concern is state-of-the-
art visuals and immersive arcade action,
shop elsewhere,

When playing a game, both pitcher

and batter are nicely rendered, but it's a

ce SEPTEMBER 1406

static sereen: no matler who's playing,
you're always looking at the same two
images, both wearing the number 1. The
playing controls are harder to master than
those in games like HarpBaLL, and field-
ing and base running s so tough that —
after serewing up enough plays —you'll
probably just want to let the computer
cover it or you,

[Hitting the ballis also difficult, but
again, whether this is good or bad
depends on vour perspective. When you

JOHNNY WiLSON | LA REAYG 262

made, where you can indulge in the kind
of minute, strategic decision-making that
is at the heart of this game. The best
improvement is the inclusion of head-to-
head hatter/pitcher statistics and situa-
tioral batting stats (such as how well a
player does on the road, at night, ete.) that
can really help you out when you're
tweaking your hatting orders and pitching
rotations, Now when you're playing a
game, you can call up a screen that will
show vou how the current batter and hit-

SA 566. HA-40° Bl 121

FLASH IN THE PAN Tony La Russa’s graphics, state-of-the-art just a year ago, are now
starting to look a little crude next to the competition.

consider that the greatest hitters in the
major leagues only hit the ball a little bet-
ter than 3 oul of 10 times, TLRB3 is much
closer ta reality than arcade-based games
that consistently let vou connect on the
first pitch."That said, it can getawlully old
to strike out all the time —and guys like
Tony Gwynn really ought to get a hit once
in a while. You can make it casicr on vour-
self by manually jacking up a batters hit-
fing ratings — but that would be cheating,

FULL COUNT
TLRB3 really excels in Manage Only

ter have matched up historically, giving
you a better pool of information from
which to make a pinch-hitting or bullpen
decision.

“The Statistical Leaders sereen is a stat
geek’s hog heaven. This is a humongous
databasc of player performance numbers
for both real-life and any sim seasons you
create, which you can study in a near infi-
nite variety of ways. As your season pro-
gresses, vou can compare pitching, field-
ing and batting performance among all
players in the league, by division, team or
position. This information is so rich, espe-
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Announcing The Elder Scrolls:
Daggerfall, Bethesda’s latest installment
in the Elder Scrolls Series and the sequel
to the award-winning TES:Arena.

TES: Daggerfall is one of the most
ambitious computer games ever devised.
This is no dungeon hack, no bit of fluff
with medieval trappings. Daggerfall’s
world is twice the size of Great Britain,
filled with people, adventures, and scenery
as real as reality. This is a world designed
to allow you to play the game any way
you want. Be the Hero or the Villain...
or anything in between. :

TES: Daggerfall is all your favorite
‘movies and books wrapped up in one
‘package—with hundreds and hundreds
of hours of playtime. Prepare to
experience your new obsession.
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REVIEW * TONY LA RUSSA BASEBALL 3: 1996 EDITION

cially with the new situational numbers,
that it’s casy 1o get lost in endless study
and forget abont playing the game. For
example, did you know that in 1995
Seattle shortstop Lnis Sojo batted 336 on
artificial turf but only 221 on grass?
(Imagine your loved ones” joy as you go
around reciling those kind of stats all day:)
My only complaint about
this screen is that it would
be much better if you
could customize the col-
umn orcler to just see the
numbers you wanl; [ was
frustrated by the inability
to sec all the batting Tiple
Crown categories on one
screen.

Tony La Russa
Basesar L. 3 includes three
play-by-play anmounc-
ers— I lank Greenberg,
Lon Sitmmons and Mel
Allen (who passed away this summer) —
who now mention the players by name.
‘Though the announcing can get old, il
actually does a good job of tracking infor-
mation throughout a gaine or season lo
help provide the oceasional kemel of use-
ful data, In one game against the Red Sox,
Mo Vaughn stepped up to the plate,
whereupon Mel Allen announced that
“he’s hit five doubles off left-handers this
season.” Yeah, | know: big whoop. Bul
that’s the kind of dinky little stat that
can make or break a game for you if

Tony theTipster

ired of striking out all the time? Do what _
many ballplayers do: cheat. When you come |
up fo the plate, hold down the M, E, G, and |
. - A keys simultaneously to jack up your power
rating and start hitting the ball out of the park.

Follow the GM Challenge mode through enough sea-
sons, and you'll see a big change in store for the major |
‘leagues, Somewhere around the year 2040, female play- |
“ers will start to appear. Let's hope they don't all look like

Wally Joyner.

If you have a fairly generic name—like, say, Jeff
Green—you might be thrilled to know that you can go to
the Edit Player Stats screen, change the name to your

_own, and hear announcer Mel Allen say your name out
loud when you come up to bat.

ce SEPTEMBER 1005

you pay attention and mike adjusl-
menls accordingly.

FEELING A DRAFT

Along with exhibition and season play,
TLRB 3 offers two special mades that
greatly expand the game’s replayability.

"The Fantasy Draft lets you participate ina

FEEL LIKE A NUMBER The new situational stats add a
whole new dimension of strategic gameplay.

dralt o create your own league with any
number of teams, using a Rotisserie-style
point distribution if you desire. The GM
Challenge, somewhat akin lo FRONT
Pacit Srorrs BasesalLs career mode,
lets you run a team (or leams) over a
number of seasons —retiring older players
and scouting the minors for new (fiction-
al) players based on preferences that you
establish—in hopes of building your
numerical rling as 4 manager.

"The GM Challenge in particularis a
blast. Onee you've taken it many years
into the future it gets really interesting,
because most of the real-life players have
retired, so vou can't just fall back on famil-

~far mames to win. You need to keep a con-

stant eye open for promising minors, stucly
your younger players and their evolving
stats, and keep juggling your roster, balting
order and pitching rotation as necessary.
Even if I cheated by artificially pumping
np my players” ratings, if 1 then backed off
and let the season play out from a dis-
tance, I'd find mysell falling further in the
standings, because the ather managers
were busy improving their teams by doing
what [ wasn't doing; managing,

"There’s a couple areas where the game
could still use some big improvements. Al
he top of my wish list would be an casier
way Lo import updated real-world statis-

lics. Although the new version includes
96 rosters, there were so many trades and
injuries early on that every team needed
serious editing right out of the box. You
can now import and export stats to text
files, and you can download and import
stats off the Intemet through Stats, Inc. —
but no matter what you try you're still
going 1o be stuck doing a lot of typing if
you're trying to stay current, Stormfront
should trv to find a way to let players
seamlessly integrate new stats into their
baseball universe without all the fuss.
Second, tracling is still a crude apera-
tion. You must perform all player trades
manually, for both voursell and the com-
puter, which means that the digital oppo-
nent will accept any dumb, infair trade
you propose. | purposely created terrible
stats for a fictional rookie pitcher, one
Gimpus Von Beanball, and then success-
fully traded him one-to-one for..Creg
Maddu. It would much more satisfying if
the computer would reject trades; even
better would be if it could propose its own
tracles, and announce trades between
other teams as the season progressed.

BOTTOM OF THE NINTH

TONY La Russs Baserat 396 oceu-
pies an interesting netherworld between
the pure text-based baseball games like
SrRAO-MANC and the HARDBALL-style
arcade games. Though the game's on-the-
ficld action has pretty much been
cclipsed by the competition, its still a
great game for those who find the text
games too dry. Other games might put
vou deeper inlo the action of baseball, but
no game is better than this one in putting
you deep into the universe of baseball. %

rAPPEAL: Fantasy league fans,
numbers geeks, and any other would-
he managers who lie awake at night
playing out seasons in their head.

»PROS: Rohust, fascinating statisti-
cal model, endless replayability
through Fantasy
Draft and GM
Challenge modes.

PCONS:
Graphics and
arcatle action
aren’t up fo par
with the latest
competition.
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IN: Tomb of the

iddle Kingdom
According to legend, 7,000,000
men labored for 15 years to build
this beautiful and secret palace of
the dead. Think you can navigate
around all of its deadly traps and

pitfalls? 33993
Order #34305

Duke Nukem 3D

“It's the ultimate game for unleashing
all your pent-up aggression.”

- PC Power 33 s 98
Order #34300

Descent Il

Prepare yourself for 30+ new levels of
outrageous, 360-degree, 3D, power-

blasting sensory insanity! S 4 45“

Order #31923

Dark Forces
Features exclusive Jedi™ 3D techno-
logy, realistic lighting, and incredible

amospheric cffects!  § 4933
Order 822623

Power 2 Play v
Play any DOS game (CD or disk) from
Windows! Easy one-step setup with 2~ |

single mouse click! sz 4Bﬂ 1l

Order 428586

Nakamichi Speaker System
— with Subwoofer
This 3-piece, state-of-the-art
swtem delivers exceptionally
natural and dynamic sound,

sIBH 38
Order 430628

Get The Latest
Gaming Hardware

At The Lowest Prlces'

NEWLOM.

NewCom 8X IDE
CD Drive Kit

Watch your
games run
smaother
than ever!
This super-fast,
S-speed CD-ROM Drive boasts a data Ntk .

“ONLY
transfer rate of 1200 KB/sec and an average access (i
af 150ms! Bottom line: you experience the smoothest-ever gar

animations, and video! What's more, this outstanding drive is yours at an ' o

; C'rrier #.'1'5 170
incredible price. Call The PG Zone today while supplies last! /

#35108 NewCom 6X IDECD Drive it ..................... 574.98
#35106 NewCom 4X [DECO Drive Kit .....................84998

Total Gaming Solution with ACCURA 288

28.8 Kbps Modem, Games, and More. Regular Zone Price $244°%°
Your passport to the Internet - and fun! M. Rebate - 520%
* ACCURA 28.8 Kbps DSVD internal modem = Papyrus NASCAR Racing Your Price 522 493*
* Quarterdeck InternetSuite? & WebTalk o Smarlcom Message Cenler LE | After Rebate
The Hages Total Gaming Solution has it all! Communications Message Center. A racing oy #33331
game. Fun on the Internel, Gaming over a single phone line. Allows voice transmission while plaving games!
#33332 Tolal Gaming Solution vw/ACCURA 288 External DSVD ... oo eeee e $268.98
#32082 28.8DSVD It ISACAID <. v it $129.98
*Rebate effective through 8-31-96
" ONLY

Terminator s 98

64/3D

Accelerator

* G4-bil performance Order #31647

* Five-year warranty e PCI Bus

Nest-generaion 3D acceleradon delivers the most exciting gameplay wnd
L increased productivity. Get lighning-fast, high-resolution GUI acceleration
B L S| with DirectDruw and DireetVideo support, and refresh rates as high as
—. 120112 2MB single-cycle EDO DRAM, Features 4 64-bit $3 VIRGE 3D engine!

S Pe Zone 23050 e 800 419 9663

M Over 20,000 products Crodi cands e o chuangee el the onder ks shippecd. Mot peosdocts ship the same day foe Your Source Code
3 wnermight delivery, Packarges shippod overeight 21 87 for the find 7 pouincds aod $1 for exch “ "'a""
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Price: $39.95
System Requirements:
486DX-66 or higher,

REVIEW ¢ BRUCE JENNER'S WORLD CLASS DECATHLON

Pulled Hamstring

Interactive Magic’s Olympic Hopeful Stumbles At The Finish Line

by Gordon Goble

carly naked, a 3D-animated
runner hurtles through the
countryside of an ancient
land, bounding gracefully
over Lhe obstacles in his
path, heaving small objects
as far as his mighty muscles
will allow. He serves as a
solid precursor to the mod-

e decathlete, and also as
a dramatic opening lo BRUCE:
JENNER'S WORLD Class
DECATHLON. Jenner himself then
appears, and one almost expects
hint to plug his latest exercise
device, but thankfully, he does
not, Instead, this is just the first of
many limes we'll see the 1976
Olympic decathlon gold medalist
throughout the game, offering
hints, instructions, and a gagale of
personal ancedotes onwhat is
arguably the ultimate athletic dis-
cipline.

Unlortunately, aside from
Jenner’s generous presence,
DECATILON is vel another
reminder that replicating track-
and-ficld competition ona PCis notan
casy thing to do—al least not in this basic
a format. Sporting weak animation and
very little in the way of required user
prowess, DECATTILON offers a madicum

overall coordination skills. The kicker is
that cach time you add points to a skill, a
cerlain amount of endurance is removed,
So you've got to make improvements
carefully, because it a guy blows his wad
on the 100 meters he won't have as much
left for the next event.

On the field, you view your digital
decathleles ina close-up view, and, for the
racing evenls, inan overhead view as well,
The animation is usually sufficient, but in

\J Decathlon - High Jump - Johl;my.l:.le.uh Attempt 41
Game Iwh Y""' I:lb HﬂthaﬂEveﬂﬂ

MISSED IT BY THAT MUCH Most of the decathletes in Worp CLass
DecarHion take the “floppy” approach to high jumping.

events like the 1500 meter race, the over-
hiead view is blatantly out of sync with
what’s really going on. In addition, the
lough-to-gange perspectives of the high
jump and pole-vault can be a tad annoy-

exception is the 110-meter hurdles, where
you hold the left button for speed, while
tapping the nghl atjust the precise
moment o clear each jump.

TO THE SHOWERS

What keeps DECAITILON moderately
fascinating is the need to monitor the
competition. Who's leading? Is he strong
in the next event? Do you expend more
energy on another high jump attempt, or
is your current mark
enough to hold the
lead? This makes
for interesting tacti-
cal judgments and
is certainly the pro-
grant’s brightest
spol.

But, ultimately,
DECATHLONS big
problem is that it’s
far too easy and
quick. I had played
the game for just
aver two hours,
practice and tutorial
time included,
when I'd become
the proud recipient of a silver medal at the
mid-difficulty level, The game does sport
multiplayer capabilities on a single com-
puter, which spices things up a little, but
not enough to vault this one onto the

Windows 95, 8 MB RAM;
27 MB hard disk space,
VGA video adapter (SVGA
supported), 2x CD-ROM
drive, Microsoft-compati-

of tactical preparation lollowed by loads of  ing, as s the 400 meter race points sys- podium. &

repetition and a smidgen of good timing. — tem, which sometimes awards nothing for

Moderately intriguing out of the blocks, no logical reason. P APPEAL: Track-and-field fans who

ble mouse; supports

Sound Blaster compatible

sound cards.
Protection: None (CD
must be in drive).

Designer: Holy Mackerel!
Media in association with

Dallas Multimedia

Publisher: Interactive

Magic,

Research Triangle Park,
N

(919) 461-0722
Rearder Service #: 328

the game becomes substantially less so
down the stretch.

ON YOUR MARKS

The object of the game is simple: build
awell-rounded athlete and send him into
battle. You begin with a “defanlt” kinda
guy, one who sports equal skills across the
board. To create a winner, you'll need to
customize his sprinting, middle-distance
running, weight throwing, jumping and

SEPTEMBER 196

So, what's the gamer doing during each
event? In short, not enough. Running seg-
ments involve fittle more than a left-mouse
button click to begin the race, and then the
add application of lefi-button speed bursts
and a right-button lane change. Things
don’t get imuch more exciting during
jumping and weight throwing, One click
initiates the approach or throwing motion,
and another will release the weight or leave
the ground before fouling, A pleasant

don't know where else to tum;
gamers looking for a quick lunch hour
fix; Bruce Jenner groupies.

FPPROS: Interesting and lengthy com-
mentary from Mr. Jenner, guotl strate-
gic maneuvering
of player stats.

rCOrS: Not
enough game;
dated, jumpy ani-
mations; no feel-
ing of accom-
plishment.
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It’s SlamScape. And it just might drive you insane.

After a devastating accident you find yourself in a mysterious
sanitarium hooked up to the highly experimental SlamScape Simulator.

A previous experiment gone awry has trapped 16 innocent people in this
twisted simulated world and it’s up to you to get them out.

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

i
Q\[PIE

* 4 life threatening zones, 5 twisted levels.

* Real-Time 3D graphics.
(60 frames per second on PlayStation'™)

AVAILABLE ON: o
PC CD-ROM & PravyStaTion

e, ; g ; DeveLored By
Experience SlamScape at www.viacomnewmedia.com
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Developed by
Digital Integration

INTERACTIVE
MAGICE

@ 1996 Interaclive Magic

Look for Apache and Hind
Demos on our website!
www.imagicgames.com

PO Box 13491
Research Triangle Park, NC
27709

To order direct: 888-946-2442
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Introducing A new game from Digital Integration—developers of “Best

Simulation of the Year,” Apache. Climb into the cockpit of the
H l N D most highly armored, heavily gunned and fiercely tenacious
combat gunship of the Eastern Bloc. Strap yourself into the Hind-Mi-24.

Expect the fast action and powerful 3-D visual effects that only the makers
of Apache could provide. Visual effects that make the absolute most of new
low-altitude terrain technology and advanced artificial intelligence based on
actual Russian army activity.

Experience full tilt combat, soviet style.

Unlike other helicopter flight sims, Hind incorporates
troop deployment, troop drops and pick-ups. There’s
even a multiplayer feature that allows for the ultimate
mission: head-to-head combat with the Apache.

Just remember, once you get the enemy in your sites,

lock in and fire when ready. You may not get another chance.

Circle Reader Service #107



ugust, 1995,
Windows 95
is released
and the face
of the sinu-
lation world
changes for-
aver, The
days of

sound card
and video card configuration, of locating
VESA drivers, of praying for support for the
more esolerice sim peripherals on your sys-
tem, are past. Now getting started with o
new simulation is as easy as popping a CDD
into your computer and watching it auto-
mattically load. DOS is dead forever,

In an alternate universe, perhaps. Our
reality is one where most of the sim action
is still taking place under MS-DOS,
where the few Win 95 simulations are
ports or minor cnhancements of DOS

games. Other than the usual faster com-

the works-a device to better
take advantage of the mode in

one of your MFDs (Multi-
Function Displays) on a mono-

ON THE RADAR

chrome monitor, If you don't have

an old Hercules card gathering

dust, ThrustMaster may have a

solution on the way.

i your tastes tend more towards
the historical, you'll want to check out Grolier’s

Padlocki
The Futu

Breaking Qut The Crystal Ball
And Forecasting The Future Of Sims

»Our ultra-sensitive Internet worms have picked up a
hint that ThrustMaster has another cool project in

sims like Faicon 4.0 and Back To
BagHpap that allows you to show

DENNY ATKIN * _ SIMULATION/SPACE

puters, the sim world today doesn't look
dramatically different than it did this time
last year,

That’s going ta change, though. The
promised PC renaissance is still on the

way, its just arriving a bit more slowly than

we expected. When il finally takes hold,
look for sims 1o arrive that will make

today’s games look positively primitive,

HARD CHOICES

As always, the most dramatic changes
will come in the area of hardware, 1
you're a dedicated flight, space, or racing
sim fan, you've probably come lo terms
with the expensive reality that you need to
replace your system every two or three
years to gel the horsepower necessary lo
run the hottest software. We're entering
another cycle of hardware upgrades now.
Look for new standards to hit in 1997 for
the early adopter crowd —standards that

the mainstream sim players will have 1o

BATTLE OF THE IRONCLADS

adopt by 1995 1o stay current,

Chicf among the upcoming changes is
the microprocessor. Intel has wrung near-
ly all the performance out of the current
Pentium design that it can. Our testing
showed 200-MIHz Pentium chips are a
mere 1010 15 percent faster than their
166-MHz brethren, and that's with the
addition of other high-speed components
such as SDRAM memory. With the
motherboard running at a relatively poky
66-MI Lz maximum speed, souping up
the chip’s internal clock speed any further
has diminishing retumns.

The Pentiums not dead vet, though.
The new MMX Pentium chips will start 1o

upcoming BarTLE oF THE IRonCLADS. This naval simula-

tion set during the War Between the

States puts you at the helm of the

highest-tech vehicles available at the
time-the Monitor and the
Merrimac-for both historical and
“what-if" missions. If the Al is up
to snuff, this Civil War ironclad
sim will be a welcome respite
from the frantic pace of modern
combat. History buffs will find it
worth the purchase for the beauti-

| fully-executed QuickTime VR tours of the ships-espe-
cially since the real things are still sitting under water.

SEPTEMBER 1336

“ The

Pentium

isnt dead
yet, but its
days are

numbered. ’ ’
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DENNY ATKIN

VIVID NIGHTMARES FLviNG NicHTmares 2 will be one of
the first sims to try to entice you o buy a 3-D
card—dropping one in your system will yield dramatic tex-
tured graphics at resolutions up to 1024x768.

appear in coming months, and will give
the design one final performance boost.
"These chips should help the speed of
even older simulations, hanks to their
bigger 32K internal Ll caches. But the
strongest boostwill come for sims that
take advantage of the new MMX instrue-
tions, which can considerably specd
graphics manipulations on systeims wilh-
out 3-D hardware. Iacon 4.0’ develop-
ers report a 30 percent frame-rate
speedup on systems that take advantage
of MMX support.

The real action will soon move to a
chip with a imore promising future,
though. Intel’s initial Pentium Pro designs
were lousy sim engines. They ran 16-hit
cade more slowly than a comparably
clocked Pentinm, and the support chips
couldn’t pump out video very quickly.
Look for a new Pentium Pro design to il
soon thal does away wilh the internal 1.2
cachie; this will hurt performance a bit but
drop prices dramatically. "The perfor-
mance shortfall will be made up by the

addition of MMX instructions and better
support [or running older 16-bit code. By
late 1997 we expect the upgraded
Pentium ro 1o be the chip of choice for
performance-hungry sim fans.

"The next most significant change is
one that, happily, won't require you to
replace your entire system. ['ve scen carly
Alphia versions of flight simulations that
take advantage of the second-generation
3D chips from Rendition and 3dfx, and |
was absolutely blown away. Onee you've
flown a sing on a system equipped with
good 31 card, going back to standard
SVCAis like watching a cartoon. Be
warned that its a little early o make this
jump, though. "The first-generation 3D
chips such as S35 Virge and AITs 3D
Rage are based on older 2D designs, and
while they provide some impressive tex-
ture and filtering effects, they don't pro-
vide the 3D speedup of the ground-up

designs.

PERIPHERAL VISIONS

You may not be stuck looking at those
dazzling 31 graphies on your dinky old
15-inch monitor, either. Gateway's
Destination system is just the first of the
“big-sereen” solutions for gamers. | expect
lo see more systems and separate moni-
tors with sizes of 25 to 31 inches pop up
over the next year, eventually dropping to
prices not much higher thana TV of the
same size. And we won't necessarily be
watching these sereens from across the
rooni—a 3l-inch monitor on a (sturdy)
desk is the closest you can get right now
toa “virtual reality” experience.

Speaking of VR, don’t expect VR glass-
es to be a significant factor over the nest

Some hints to get you cruising smooth-
ly in Back 10 BAGHDAD:

MYou can speed up mission loading a
bit by making sure to load
SMARTDRV.EXE before starting the sim.
It still takes a long time, but the wail is
noticeably shortened.

PHere's an odd one: some gamers have
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reported thal Back 1o Baghoao, a DOS
game, actually runs smoother under
Windows 95. Especially if you have lots
of memory.

Hf you're using a Hercules monitor to
display the MFD, be aware that this
configuration won't work under
Windows 95. You'll have to boot back
to DOS or the secondary monitor will
be scrambled.

vear. Mind you, they're a fot of fun to use,
but until the resolution reaches at least
640480 at prices lower than the current
low-res umils, they just can’t replace your
monitor.

But don't think you're thiough buying
new harcware vet. I'm going to be first in
lin for a force-feedback joystick when
they hit the market in coming months.
You haven't experienced flying a sim until
vout find yoursell overspeed in a dive and
your joystick fights you as you atlempl to
pull up. Once vou've used a foree-feed-
back stick, older designs seem positively
flaceid.

SOFT SELLS

What will you be running on all that
new hardware? [t won't be Windows NT
4.0, at least not in 1997. N'T's hardware
protection features and poor DOS com-
patibility make for terrible performance
for your old DOS games—if you can get
them to nim at all. And despite the addi-
tion of DirectX 1o N'T 4, don’t expect the
majority of 32-bit Windows games to be
very compatible with the new OS.

You will, however, very likely be run-
ning Windows 95 (or the upgrade, code-
named Nashville, slated to ship in
Iichrary, 1997). There haven't been many
compelling Win 95 sims vet, and the
best—such as SU-27 Franker and Fucii
UNLIMITED=are also available for DOS,
But that’s going to change soon. Most of
the sims sel for release next year are
designed specifically for Win 95, And now
that the DirectX toolkit is reaching matu-
rity, those games will finally start to really
take advantage of the operating system,
making the upgrade worthwhile—espe-
cially in conjunction with the hardware
upgrades outlined above.

[t's the hardware that’s going to change
the face of simulations, but Win 95 will be
the glue that ties it all together and makes
it easy for develapers to take advantage of
the new features, DOS holdouts will find
that OS getting only a little more sim sup-
port than AmigalDOS in a year or so. And
unlike the premature passing of the Amiga,
the belated death of DOS is a good thing,
an event that’s long overdue. %
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kLearn from
experience:
Ride with
us on a
sample
Longhow
mission on
this month's
CG-ROM.

STRATEGY °* JANE'S AH-64D LONGBOW

Longhow
Buliseye

Staying On Targel In Jane's Chopper Sim

by Robin G. Kim

he tactics required to survive
in the realistic combat envi-
ronment that Jase’s AH-46D
LONGBOW portrays are quite
different from those most vet=
erans of fixed-wing llight sims
are used 1o. This article will
take you beyond the basics
covered in the manual and
training missions, helping you
make the most of vour Longbow
Apache—the deadliest attack helicopter in
the world—when flying at the highest real-
isim and difficulty settings.

LOW AND SLOW

For a fighter pilot, getting low and slow
in hostile territory can mean big trouble.
For the pilot of an attack helicapter, flying
nap-of-the-earth at 50 knots, 20 feet off
the ground, is business as nsnal. Use the
collective to control altitude instead of the
evelic, because the collective is much

NAP OF THE EARTH Reducing collective to descend this slope
while keeping the nose high avoids unwanted acceleration. At
the right sink rate, the flight path marker will follow the contour
of the hill as shown here,
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PERSISTENCE PAYS OFF The 30mm chain gun can kill even a T-80 lank if you hose it

down long enough at close range.

more responsive and helps maintaina
constant speed. The flight path marker,
available only with the Transition
[HADSS (Integrated Helmet And
Display Sighting System) mode. is a valu-
able aid when flying in the weeds at any
speed. Just keep it pointed in the direclion
vou want to go.

"Ihe quick stop maneuver, a rapid
deccleration to a hover withoul gaining
altitude, is an important one to master for
staging bob-up attacks or just to peek over
the top of a ridge. The key is to modulate
the collective to maintain altitude as you
flare with the cyclie. Be prepared to add
lots of collective as you slow down and
translational lift disappears. Stay above 10
feet=higher if pointed downhill-to avoid
hitting the groumd with the tail boom,
Onee vou're below 15 knots, activaling
Hover Hold will finish the job,

Becanse popping np from behind a hill
tends lo expose you to any threats lurking

to your flanks or rear, get us close as possi-
ble to the hilltop so vou won't have to rise
as high. A quick 360 degree sean before
unmasking, to check for enemies vou
may have bypassed, never hurts cither. If
you must go over, rather than around, a
hill, do so at the lowest possible altitude;
staying in the ground clutter will often
prevent your detection by enemy radar
even when they have a clear line of sight.

MEMORY MAP

"The Longbow radar system memorizes
every targel it detects. The TSD (Tactical
Situation Display) shows a map that com-
bines what the radar sees now with every-
thing it saw carlier. This is an invaluable
situational awareness aid, but note that
the last known locations of moving targels
get stale over time after contact is broken.

If your ingress flight plan happens to
take you near a tall hill far behind the
front lines, it's useful to “preload” vour
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STRATECGY ¢ JANE'S AH-64D LONGBOW

the Hellfire’s LOAL (Lock On After
Launch) mode is rarely useful except for

it’s better to rotate the entire
ship ina circle while remain-
ing in ground radar mode attacking from behind a hill at close range
than 1o endure the informa-——— or when you have to bob up higher than
tion loss,

The TADS (Targel
Acquisition and Designation
System), with its wide field of
view, complements the

about 40 feet o lock onto your target(s). If
your wingman launches a Hellfire at a tar-
get you've ordered hin to attack, avoid
tuming so far that the target leaves the
"ISD view, because vour wingman will
Longbow’s radar, Your match the tum, causing his missile to lose

Copilot/Gunner usesiteon-— lock and miss.
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stantly to scan for and call Hellfires don't work against airborne
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Bl
L
=T
(-9
"
—
=
L=
[
=T
el
—J
p-
"

helos or Su-23s. which, coincidentally, are
PERIPHERAL VISION The TADS acquisition mode has the
advantage of allowing you to track targets outside the ground
radar’s field of view. Since line of sight works bath ways, it will

as “friendly” or “larget” can vour biggest threats. Unlike SAMs and

be safely ignored; all others AAA, these will lnmt you down in your

range radar sweep before proceeding,
"Though it’s prudent to scan around peri-
odically for air threats, using the 360
degree air radar mode has the unfortunate
side cffect of clearing the Longbow’s
memony of all targels as well as Priority
Fire Zones. Unless you gel into a dogfight,

raclar map by popping up for a quick long-

"The heart of the Longbow Apache
weapon system is the RIY (Radio
Frequency) Hellfire. Rocket pods offer
more shots, but it’s usually best to equip
bath choppers in vour element with full
complements of 16 1ellfires each.

Staying low and at a distance renders
you undetectable to enemy raclar. Hence,

he early AH-64A Apache Is available
for selection in any mission.
Choosing it over the AH-64D
Longbow version will more accu-
rately simulate the historical missions in
Panama and Kuwait, and offers a greater chal-
lenge—much greater—in campaign missions.
Similar in most ways to the Longbow Apache,
the AH-64A’s lack of radar profoundly
diminishes its capabilities. Its ¢
main disadvantages are poor- Etee
er situational awareness aids
and decreased firepower.
Without radar, line of sight
is required to spot targets with
the TADS—if you can see
them, they can often see you.
Detection of aircraft behind you
becomes impossible. Even
worse, there is no TSD or ASE to map targets
for you; you have to build a mental map in your
head. You must also classify all targets yourself
using only the TADS view.
Without radar, you're left with laser-guided

AN o

Hellfires, which have a shorter range than the
RF variant, cannot attack multiple targets simul-
taneously, and require you to stay exposed as
you guide them in.

How do you cope with all these disadvan-
tages? You must rely heavily on your
Copilot/Gunner. When on the move, cycle con-
stantly through the targets he’s spotted so you

% , know right away when new

ones appear. Use the Ctrl-T
and Alt-T commands often
« to prioritize the target list.

§ close ranges more frequent-
ly, so be cautious, especial-
ly when cresting hills.
Always keep an escape
route in mind should you sud-
denly need to retreat behind cover.

If you decide it's just too tough for you,
remember this: The AH-64D is not even in ser-
vice yet. The A version used by US Army avia-
tors to kick butt during Desert Storm is still the
best they have.
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dre eneiics, hidling places; keep tabs on them so they
also tell you which targets may be able to spot you. can't sneak up from behind. Enemy
SWEET SIXTEEN choppers are best engaged from maxi-

mum range with two Stingers each—one
rarely does the trick. The Su-25 moves fast
and is hard to bring down, so avoid i,
Ivade its devastating strafing attacks by
putting it near your three or nine oclock
and moving fast. Orclering your wingman
to attack a distant airerall is usually not a
good idea because he'll charge out toward
il, heedless of danger. However, if you're
about to get tangled up in a dogfight, use
the “weapons free” command to let your
wingman fight on his own,

SPEED VS. STEALTH

Different missions require different tac-
tics. For close air support tasks where vou
must clear a path for advancing forces or
hl.'lp (ll.'{l..'nd Elgili]'l.\l in [)I](.'”I'I'I].ng {f’l'l(‘l'nl\‘.
attack quickly — even if it means risking
more exposure than you'd like. Killing the
enemy after they've run roughshod over
your comrades on the ground won't eamn
you any melals,

It vour job is to clear a landing zone for
transport helicoplers, again you must start
ont fast, this time to build a big enough
lead that vou can afford to take vour time
sanitizing the LZ. Most other missions
involve attacks on point largets where
time is on your side. These favor a slow,
cautious approach throughout.

"The tactics and procedures presented
here should enable you to pilol your
Lomghow Apache more effectively in the
electronic battlefield. Just remember to fly
low, stay invisible, and make every attack
an ambush—chivalry is dead. %
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TERRY COLEMAN -

Star of Wonder.
Star of Might

SSI Tries To Conquer The Gaming Galaxy

With Smr GENERAL

twas with great amuse-
ment that [ recently read a
cumpctilnr’s comment
about STAR CENERAL as
case of “sequel-itis.” Cute,
certainly-but totally off the
mark. Actually, when you
look at the best strategy/
wargames of the last year or
s0, almost all are sequels,
Comnn & CONQUER was essentially
DuNE 3, and Civ [l and Warcrarr 11
have somewhat obvious origins, as does
FANTASY GENERAL. Even the best histori-
cal wargame, STEEL PANTHERS, wouldn'l
have been possible withoul the inter-
facefaccessibility lessons SSI learned
from Panzisr CENgRAL, The reason that
these games overcame the dreaded
“derivative” stamp was that they added
enough of their own newly addictive fea-
tures. When a sequel is notably less than

the original, as with ALLIED CENERAL,
everyone knows it. But the argument that
all sequels are but pale shadows is simply
laughable, Elfstones of Shanmara is at least
as goad a novel as Sword of Shannara,
and Codfather Il has, if anything, more
depth than the original movie. Games are
no different than books or filims. All such
media try to bridae the gap between art
and entertainment,

STARS THAT GLITTER

The upeoming STar GENERAL s a case
in point. Senior seripter Chris Carr and
others in the mysterious SSI Special
Projects Group crafted a pretty good back
story for IANTASY CENERAL; you'd expect
more of the same for STAR GENERAL
Instead, SS1is basing the game on The
Fleet anthology series, edited by David
Drake (of Hammers Slanmmers fame) and
Bill Faweett. No resting on laurels here,

mll

Ironically, by staying with the familiar
GENERAL turn-based game system—albeit
with some modifications—the situations
from the books can be most faithfully re-
created. There's certainly no shortage of
tactical and strategic challenges: hunling
down blackmailing raiders in the depths
of space, reducing a galactic salient,
launching preemptive strikes al assem-
bling invasion fleets, mounting relief expe-
ditions, even destroying your enemy’s
industrial infrastructure.

‘The first difference that you note from
the rest of the GENERAL series is that the
action is primarily naval-space navies,
that is, Every possible ship from tiny recon
vessels with virtually ne firepower to

»That other classic space conquest game, ReacH FoR
THE STARS, is finally being redone for Windows 95.
SSG will develop the product, to be released by
Microsoft next year.

»“I'm not dead yet” Department: Magic: THE
GaTHERING Would seem to be stillborn after the depar-
tures of first Arnold Hendrick and then Sid Meier
from MicroProse, right? Wrong. Our sources
informed us that Sid will receive upwards of
$400,000 from Spectrum HoloByte to finish the
game. MicroProse still expects the game to ship
sometime this fall, but given the storied history of
this product...draw your own conclusions.

» This Month's “Bang for the Buck”: SSG's latest
compilation, THE CoMPLETE CARRIERS AT WAR, isn't per-
fect: It still has only VGA graphics. The lack of com-
bat animation may turn off those weaned on CommanD

- & Conauer or WarcrarT Il. And there is no campaign

mode. What this bargain set does give you is a highly
playable and tense re-creation of every major aircraft
carrier engagement of WWII. The CAW ConsTRuUCTION
Kit is also included, if you want to simulate obscure

| engagements near South Java, or if you wonder how

Midway might have turned out if the Battle of the

Coral Sea had never happened. The excellent docu-

mentation, tough Al, and the addition of new scenar-
Mrcontinued on page 198
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‘ ‘ STAR

GENERAL has

scope that
even PANZER

(GENERAL

lacks. ”
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TERRY COLEMAN

Mrbcontinued from page 197

ios for the Atlantic and Mediterranean theaters
make this a worthwhile addition to any
wargamer's shelf. Contact SSG ((904) 469-
8880] for more info; the package has a street

rLy R

price of about $39-45.
ONCE MORE INTO THE DRINK SSG's

CompLETE CaRRIERS AT WaR offers the best WWII
Pacific gaming series at a bargain price.

»Bonus “Bang for the Buck": Avalon Hill made
its reputation with board games, and in that tra-
dition, the new Hannibal is one of the best |'ve
seen this year. Using an adaptation of the ele-
gant We the People system, Hannibal uses
cards, political markers and a fast-paced combat
routine to make the Second Punic War playable
in under three hours. Scipio Africanus at Zama,
Hasdrubal, Hamilcar, the other Hasdrubal ("he’s
not my brother®), double envelopments at
Cannae, elephant charges, sieges, starvation over
the Alps, the tactical genius of Hannibal-it's all
here. A fine game for novices and veteran
gamers alike; very replayable. $40, Avalon Hil,

miassive battleships able to take out most

smaller ships with one volley are included.

Space combat is broken down into missile
and beam attacks, which are matched
against the defenses (armor, shiclds, ete.)
of the defending ship. Losses are splil
between destroved and damaged units,
much like kills and wounds in FaNTASY
GENERAL. Also, as with all games in this
series, you can get a good iden of expecl-
ed losses before committing to combat.
More powerful ships tend toward
areater firing ranges and fuel consump-
tion. Resupplying ships in the great galac-
lic ocean requires fleet tenders, star bases
and relil stations—a nice touch, as
opposed to the fleets of Paxzir
CENERAL, which never
seemed to run out of
fuel. Rescarch, always a
Crneral, hallmark,
translates here into
Tech Levels, As new
‘lech Levels become
available, unit costs
increase, as well as their
capabilities: better
beam/missile defense,
bigger huel tanks, longer
movement capability,
and greater search
range. 'To keep lormula-
ic players from cracking
the system, wild cards are included in the
mix. My favorite are the missile boats,
chieap and very effective against much
more expensive ships. The tension of

quality versus quantity is made more

acute by unit limils in some scenarios.

STAR SOLDIER

Onee youachieve “space superiority”
in a given star system, the scenario isn't
over. You must move transports of troops
to orbit and assault the planet. While
combining space with planetary combat
has been around for years in the sci-fi
board game arena, there have been few
attempls on the computer side. The latest
was STAR LEGIONS, a distant descendant
of the old STAR FLEET 11 game that
crashed more often than the local demoli-

tion derby.

CARRY A BIGGER STICK The advantages of high-tech
weaponry are obvious on this Level-6 battleship: great
defense, plenty of fuel and massive weaponry.

Star GEneral, handles this balancing
act by equating 15 tums on the planetary
surface to | tum in space. This works well,
but has the danger of bogging down in sce-
narios where there are too many planets to

@

pShort of cash in Arterure? Just type in
“S@!" and you'll get an easy 10 million
Pennies. But there's a catch: If you use
this cheat five times, you'll be greeted
by an old friend from Star Wars. It's
pretty easy to figure out what's going to
happen once you see the surprise
guest...

bIf you enjoy trashing your AFTERLIFE with
various disasters, here's a new one for
you. Type “SAMNMAX" (all caps) three
times. Just ignore the menus that pop

up and continue to type. Then clear out
the menus and you'll get an interesting,
but a bit disastrous, cameo.

~Thierry “Scooter” Nguyen

S Wilimington

HOLDING BACK THE FLOOD The
Wilmington-Charleston corridor is your
lifeline to Europe in American Civi Wa,
Defend it at all costs.

bIf you are playing the Rebels in
American Cvi. War with the Union on
the highest Al level, it will target your
coastal cities in a way that’ll make
Winfield Scott's Anaconda Plan look like
a rowboat on the Potomac. You can't
defend the entire Atlantic coast, so you
should fight to keep Charleston and
Wilmington. Build up the coastal batter-
ies and spend the resources to place an
ironclad in Wilmington. With a little
luck, you can hold this key port until the
end of the campaign, even if Charleston
falls.~Terry Coleman
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Starship Troopers

INTO THE BREACH This close-up shows a typi-
cal drop zone, with easily defensible terrain

between your troops and the enemy production
centers. No one said this was going to be easy.

CLOSE ASSAULT 2400 Save some Tech Level
advances for ground combat units, so that you
can wipe out planetary opposition quickly. Note
the icy terrain here, as opposed to the lush
greenlands in the other example.

assaull. The planetary assault itself resem-
bles a high-tech WWIL aitbore paradrop,
complete with drop zones and intercep-
tion by encmy air forces. PANZER GENERAL
fans will be in their element here, as tanks
and infantry are much the same inany
era-only with more killing power. There
are plenty of different worlds and temain
types for vour soldiers to fight over, from
ice worlds to deserts o rich, green farm-
Jandls. Still, it's the weapons that delight:

roduction (nters

Type

Agridome

Factory Complex

Mining Complex
Production Plant
Miitary/Industrial Complex
Orbital Docks

Products

Food and natural plants
Resources from raw materials
Metals and related materials
Final goods

Ground units

Spaceships

CG SEPTEMBER 1936

Ganss guns, plasma ord-
nance, personal jump
packs, hover tanks, even
mega-molecule refractive
armor. Unlil someene gels
around to making a first-
person 31 space simuli-
tion of Steve Jackson's
classic Ogre supertank
game, this has enough sci-
fii lavor to keep any stra-
tegy gamer content for
carth years.

Once you make plan-
etfall, you must capture
and hold all the citics on
the planetary map for two
turns. Alternatively, you
can just eliminate all the
defenders. After you have
crushed the opposition,
you have the option of
building production cen-
ters (see chart).

‘The detail doesn't stop
willi the worlds, either.
Unlike most space games,
he galaxy of S1AR
CeneraL s full of space
dust and debris. You may
attempl to mine asteroids
for resources. If you get too
close toa black hole, your
vessel will get sucked into its gravity well
Ton storms disrupt ships of cither side, car-
ing little about their lofty aspirations of
galactic conquest. Nebulas and rifts wreak
havoe with scarch and recon missions. And
all of these potential hazards are right out of
a1950s " lechnicolor film=both beautiful
and deadlly.

Still, the heart of any CENERAL game is
the robust campaign, and STAR GENERAL
shouldn't disappoint—so long as you don't
mind playing the Human side. 'The alien
races run the gamut from the sneaky
Cephians with stealthy ships to the bar-
barian Khalians to the paranoid and over-
powering Dragonians. There is even an
inscctoid race, the Xritra, thal genetically
engineers ils ships—talk about biotech! For
those who wish to play the campaign
from the the alien side, maybe STar
Crneral, s in the works? To be fair,

STARS IN MY POCKET The panoramic graphics are more
than empty prettiness. They help you to keep the jumble
of ships straight, and they showcase the space “terrain.”

FIGHT AND RUN AWAY Every ship in Stn GeneraL has

its place. The destroyer here can be deployed for starbase
defense or be used as a fast, inexpensive escort for troop
transports.

(here are plenty of tactical and strategic
challenges in each of the four planned
campaigns. Search-anc l—tlvslmy missions,
marine landings on vacuum planetoids,
sneak attacks to gain rare isotapes, fights
for control of asteroid belts=all caleulated
o present a variety of problems for any
aspiring [leet commander.

Additionally, Star GrneRaL plans to
support both network and modem as well
as c-mail play:. To further facilitate multi-
ple human play, SSs designing specially
balanced scenarios outside of the cam-
paigns. Wil all of this be enough to avoid
the dreaded sequel-itis label? 1f the sce-
narios | played in this carly version are any
indication of the quality of the final prod-
ucl, STAR GENERAL will be one of the
bigges! hits of the gaming galaxy.

IFwe're lucky, maybe SS1 will evendoa

sequel... &






The Destination Big Screen PC.
We’ve changed the way you look at

Gateway 2000 has pioneered a whole new computer category that merges the fundamentals of a fully configured
multimedia PC with the impact of a big screen TV. We call it the Destination™ Big Screen PC. Now you can surf the Net and
watch TV at the same time! Kick back with a gang of friends and dive into the latest multimedia software applications, all
from the comfort of your couch. Or from anywhere else in the room thanks to a 31-inch VGA monitor, wireless keyboard and
Field Mouse® remote control.

It’s all part of Gateway’s tradition of bringing value, service and technological advances to customers first. To find out
more about the Destination Big Screen PC and our whole family of desktop and portable PCs, give us a call today.
We’ll give you the big picture.




| Hold the phone!
i reviews FITITE

“A multimedia dream machine.”
—Janice J. Chen & Jim Forbes, Windows Magazine

“Theridea’s such a natural one, you wonder
why someone didn’t think of it before.

On a scale of 1 to 10, Destination is a 10.”
—Don Crabb, Chicago Sun-Times

FEWAY2000

“If you don’t want one of these
you’re not breathing.”
—Aaron Goldberg, Computer Intelligence InfoCorp

“The keyboard and hand-held remote use
radio-frequency signals, not infrared, so there are
no worries about line-of-sight problems.

The home PC has been redefined. Gateway got

this one right.”
—Jim Seymour, PC Magazine

“Finally a PC that’s truly a family experience.”
—Robin Raskin, FamilyPC Magazine

i':ﬁide

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

......... %888_846.0010
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D5-166

W Intel® I66MHz Pentium® Processor

B 16MBEDO DRAM

B 256K Pipelined Burst Cache

B Destination 31" VGA Color Monitor

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

B 2GB 11ms EIDE Hard Drive

B 3.5" Diskette Drive

B 38X CD-ROM Drive

B 16-Bit Hi-Fi Wavetable Audio Card

B TelePath®28.8 Fax/Modem

B 7-Bay Charcoal-Colored PC Case

B Wireless Keyboard w/ Integrated EZ
Pad™ Pointing Device

B Field Mouse® Remote w/ Integrated
Trackball and Four-Channel RF Receiver

B Microsoft® Windows® 95

B Destination Software Collection

W Gateway Gold™ Service and Support
for Big Screen PCs’

$3899

D5-200

B Intel200MHz Pentium Processor

B 32MB Synchronous DRAM

B 256K Pipelined Burst Cache

B Destination 31" VGA Color Monitor

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

B 3.2GB 11ms EIDE Hard Drive

W 3.5" Diskette Drive

B 8X CD-ROM Drive

B 16-Bit Hi-Fi Wavetable Audio Card

B TelePath 28.8 I'ax/Modem

B 7-Bay Charcoal-Colored PC Case

B Wireless Keyboard w/ Integrated EZ Pad
Pointing Device

B Field Mouse Remote w/ Integrated
Trackball and Four-Channel RF Receiver

B MS Windows 95

B Destination Software Collection

B Gateway Gold Premium Service and
Support for Big Screen PCs’

$4399

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

2\ ~
NO PAYMENTS
Ask about our “90 Days

2000

1l

Software

Destination Software Collection

B Microsoft Encarta® 96

B 3D Atlas

B Nickelodeon™ Jr. Play Math!™

B Hunsel & Gretel and The Enchanted Castle™

B MS Magic School Bus™: Solar System

H Monopoly™

B The Hive™

B You Don’t Know Jack™ (may not be
suitable for children)

B MS Plus

B MS Cinemania®'96

B MS Works 95

M Quicken® SE (available only in the U.S.)

B Harman Interactive SmartTV,,
Programming Guide

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

$699

Designed for

No Payment” Program!
& m in'rﬂl dG
m Toll free from Canada \N\=/ ' : in‘l
$00-846-3609 s 9‘ “You've got a friend in the business.”™ i
| Toll frec from Puerto Rico ¢ entiu
| 800-846-3613 8 8 8 8 4 6 0 0 1 0 pEMHN Microsoft

Windows 95

©1996 Gateway 2000, Inc. GATEWAY 2000, “G” logo, TelePath, Field Mouse and *“You've got a friend in the business™ slogan are registered trodemarks, and Destination and EZ Pad are trademarks of Gateway 2000, Inc.
The Intel Insides Logo, Intel and Pentium are registered trademarks of Intel Corporation. All other brands and product mames are trademarks or registered trademarks of their respective companies, All prices and configurations ar
subject o change withoul notice or obligation, Prices do not include shipping or applicable sales tax.

http://www.gw2k.com/destination
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% Bring It On

Blizzard Delivers New Campaigns And Challenges For WArcraFT Il

by Elliott Chin

ven after exhaust-
ing three-hour per-
formances, great
HUSIC groups
sometimes reserve
a final burst of
energy for that
ousing encore at
the end of the
show. Similarly, the
artists at Blizzard, after deliver-
ing a wonderful medley of
ral-time strategy gaming in
Warcrarr 11, have returmed with an
encore called BRyonn 1HE Dakk PORIAL
to extend the experience further,

Dark PORTAL is the expansion set for
Warcraer I, and its a greal follow-up to
the original hit, with new scenarios, cam-
paigns, terrain, heroes and challenges,
This expansion disk offers, first and fore-
most, two new campaigns for the Orc and
Human sides, each with 12 scenarios. Let
the Oreish or Human general be fore-
wamed, though, this isn’ta walk in the
park. Play the first scenario of the Human

campaign and the first thing vou'll notice
about the DARK PORTAL expansion set is
that it is incredibly tough. ‘The computer

f you're losing but don’t want to
resort to cheats, try these tips to
get a leg-up on the computer
opponent or your friends in multi-
player battles.

1) To win, you need lots of gold. The
first thing you should do is recruit as
many peons or peasants as possible to
harvest lumber and mine gold, because
any cash shortage will invariably slow

SEPTEMBER 1936 CG A :h

DON'T PLAN ON SLEEPING With the new scenarios
and campaigns, the expansion set is sure to keep many
gamers happily occupied in the land of Azeroth again.

now starts out with a lot more
units, and you're usually na
very inferior position as
vou begin each sce-
nario. And that’s as it
should be, since the sto-
nyline now has vou leap-
ing into the veritable
belly of the beast. On
the Human side, you
have taken the battle to the
Ores, having traversed the por-
tal into their realm of Dracnor,
battling enormous odds in the
hopes of ultimately exterminat-
ing their evil. The challenge

Running Down Your Focs

the luxury of diverting resources from
military production to structure build-
ing. Guard towers are especially useful
if you expect to be attacked by air
units. Since towers have relatively low
hit points, surround them with farms,
which can absorb a lot more damage.
While enemy units are busy trying to
get past the farms, the towers can
chew them up easily.

from the Orcish side is just as tough, as
you now must unile the many warring
factions of the defeated Horde and begin

anew the quest for bloodshed.

NEW BLOOD

Two Ihing.'i stand ot regarding the new
campaigns. Blizzard has made a good
attempt to really differentiate the two
campaigns, and both advance a different
slaryline. Unlike the original, where the

first five or so missions in cach campaign

were identical, DARK PORIAL campaigns

BAD DRAGON One of the coolest features of the
expansion set is the addition of hero units with
incredible stats; Deathwing the Black Dragon is the
most gruesome example.

If you have air units, you can cast the
spell on a flying machine or zeppelin to
make reconnaissance runs in secret.
Other units are too slow to take advan-
tage of the spell.

4) On the Orc side, have your Death
Knights resurrect slain peasants.
Because they are the easiest and quick-
est units to kill, peasants can be dis-
patched quickly by accompanying

Price: $29.99

System Requirements:
IBM compatible 486-33
or better, 8 MB RAM,
2x CD-ROM Drive, hard
drive, SVGA graphics,
DOS 5.0 or higher;
requires Wazcaarr Il to
play; supports most
major sound cards.

# of Players: 1-8

over IPX network
Protection: None (CD
must be in dnive)
Designer: Cyberiore

your troop production. 3) On the human side, make exten- grunts and then raised as more power- Studios

2) Build towers early because they sive use of invisibility. Cast this spell on  ful skeletons. A single death knight with Publisher: Biizzard
will not only prevent enemy troops from  a knight, the fastest ground unit, and ~ full mana can thus create a ready-made Fg%ﬁga&mem
entering your base, but also allow you  send him to scout out enemy territory. ~ war party of five skeletons in seconds. (800) 953-SNOW

Reader Service #: 323
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STRATEGY/WARGAMES

an o

start out completely p- cgusa: 7]

different depending
on the side you've
chosen, and they
continue that way.
Another nice touch is
that the missions
aren't as mindless as
some of the earlier
missions in
Warcrart 1. Since
they assumed that
everyone who buys
Dark PoriaL will
have already played
through WarcrArT
11, Blizzard went
ahead and made sure
all the scenarios in the
new campaigns were
challenging and very tough. In niany
cases, you'll need to maximize your strate-
gy by exploring quickly, building camp
immediately and sending out your forees
for quick strikes and to diverl enemy
attention. 'The new campaigns will thor-
oughly frustrate many gamers, but then
they'll also challenge you to think quickly
and act efficiently.

Aside from the new campaigns, there
are also 50 new scenarios for single and

REVIEW * WARCRAFT Il EXPANSION SET: DARK PORTAL

= ALES50 s [ HOE00

DWARVES ON PARADE Enemy installations are much tougher to crack in Bevonp
THE DaRK PORTAL; Use dwarves or sappers to clear away clusters of enemy troops
and to destroy towsrs.

multiplayer games. They are much
tougher and in some cases, much weirder,
than the stand-alone scenarios from
WARCRAFT 1. There is one scenario set up
like a chesshoard and another where your
units are heroes on steroids with multi-
plied hit points and damage. But most of
the added scenarios are fun and different,
keeping the variety alive in the gameplay,

GREAT HEROES AND

~ (heatingYour Way ToVictory

he tough missions in DARK PoRTAL are sure to stump more
than a few Wancrarr Il players. Here are some cheals for
those times when you don't care to fight fairly. To use
them, press enter and then type the code.

Unite the clans—Automatically wins scenario.

You pitiful worm—Automatically loses scenario.

It is a good day to die—Grants invulnerability and super strength to your
units and buildings.

Glittering prizes—Gives you a hoard of gold, lumber and oil.

Valdez—Boosts your oil reserves.

Hatchet—Speeds up your lumber harvesting.

Every little thing she does—Upgrades player's magic.

Deck me out—Upgrades units.

On screen—Displays entire map.

Make it so—Accelerates building construction.

There can be only one—Automatically wins campaign.

Tigerlily—Enables scenario jump.

Level Name (e.g. Orc15)—Jumps you to the appropriate scenario; the sce-
narios in the Dark PormaL campaign are 15 to 26.

Disco—Changes soundtrack to a more contemporary tune.

SEPTEMBER 1996

MONSTROUS DRAGONS
BEYOND THE DARK PORTAL
also has new hero units, and
unlike in WarCRAFT I, they're
more than just pretty faces. Now,
the heroes have enhanced stats.
Each side has five heroes, and
they are beefed-up representa-

| tives of some of each side’s basic

troops. There is a footman hero,

- named Danath, with triple hit

points and attack, as well as an
archer heroine, gryphon riding
hero and other units. The Orc’s
dragon hero, Deathwing, in par-
ticular, is awe-inspiring, and there
is a certain feeling of exhiliration
in commanding this hovering

. behemoth of death to lay waste

to Human villages.

Another nice feature that
you'll find in the new campaigns
is a new type of terrain, the
Orcish homeland, where trees

dare |'|'Il|fi|"'(_'ll s, Tﬂ(.'kﬂ
and goldmines are
black, and the sea is
bubbly and green.

Allis not perfect in
the Dark PoRTAL,
though. For ane, the
missions are at times a
bit too difficult, and |
fear some may give up in
desperation before they
crack the particular sce-
nario they are stuck on.
Many others who man-
age to defeat the com-
puter will still notice
some Al flaws, such as
the fact that the enemy
never uses Goblin sap-
pers. Also, when | tried
to create a new map with the new Oreish
terrain and hero units, [ couldn't.
Fortunately, Blizzard has a patch in the
works that will fix this problem. Look for it
at Blizzard’s website al www.blizzard.com,

With all the new features, the much
more challenging and intelligent scenar-
ios, and the new campaign, BEYOND T11E
DARK PORTAL is a musl-buy for any
WakcrarT T fan. Best of all, though, is
that Blizzard isn't trying to rip you off for
the chance at new conquests and more
WaRCRAFT gaming. At less than thirty dol-
lars, you have no excuse not to pick up
this expansion set. All gamers who
enjoyed their sojourn to Azeroth and
wanted to stay longer will definitely want
to experience this rewarding encore to an
already wonderful game. &

YAPPEAL: Anyone who enjoyed
Warcrarr 1l will love this expansion
set, and those who dig real-time strat-
egy gaming or fantasy will want to

get coples of both Warcaarr Il and this
expansion set.

PPROS: Two new campaigns, dozens
of new single-player and multiplayer
scenarios, hero units that actually
have heroic stats, and more challeng-
ing missions.

+COMS: Some
missions may be
too difficult and
frustrating to sus-
tain interest, and
the Al still has a
few flaws.




They beat you sens’e}es-s.

They kxdna{pfpecl _:\y-oui* partner.

You wake up from an eons-long sleep only to find

yourself on a forsaken planet filled with anary

weapons and
15 butt-kicking
power-ups

Over 20 types of
vicious enemies
and 12 diabolical
bosses

mutants. You've got to outsmart them, outblast

them, and escape from this hell hole
once and for all. Power—ilp,
my friend. You'll be

here a while,

Touching down this fall on PC CD-ROM & PlayStation™

I
Play the demo: "'Id"""fl‘"hl'f 3p _""
. . or w
www.viacomnewmedia.com by
49 s Call (800)-469-2539 to order VIACOM
Maysioion | ENTERTAINMENT NEWMEDIA..

£ 1996 Viacom International Inc. All Rights Reserved. Viacom New Media, The Divide: Enemies Within and all refated titles, logos and characters are trademarks of Viacom International Inc. Microsolt, Windows,
and the Windows logos are all registered trademarks of Microsolt Corporalion. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc.
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REVIEW * AFTERLIFE

- Jne Hell
0f A Game

LucasArts’ First Strategy Game Takes You On A Ride To Heaven And Hell

by Tim Carter

Really dysfunctional traffic systems, long - beer runs out, whichever happens first).

“Studies have shown that the only thing— gaps between sites, and other unpleas- Fyerything must be paid for by, you

antries are all to be desired, not avoided.
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to keep lost souls from wandering off is the
promise of free beer.”

age advice from
Jaspar, one of
vour expert advi-
sors in Lucas-
Arts” new sim,
AFTERLIFE. As
you might guess
from the title,
AFTERLIFE is
sort of a celestial

SIMCrY, where players con-
trol the construction of both
heaven and hell. There is a lot
of humor in the game, and,

guessed il, pennies from heaven, collect-
ed from souls as they
come through the
front door. A key ele-
ment to success in
AFTERLIFE is gelling
vour pennies-per-
soul rate high
enough that you are
not trapped in deficit
spending. Even if
you keep the afterlife
solvent, you may
face other perils that
can greatly disrupt

your planning, el

while most of the jokes are

puns, the humor adds a very

can [recze over, or

WELCOME TO YOUR AFTERLIFE Your helpiul assistants, Jaspar and Aria,

vour subjeets may

along with the game's humor and dual-realm approach, make for some fun
strategy gaming.

nice touch both in terms of suffer destruction at

dialogue and the overall strat- the hands of the

egy one must purstie o be successful. This makes sense, of conrse, and also—— Four Surfers of the Apocalypso, ta name

As a Demiurge (the game’s way of means that vou can'tsimiply duplicate only two possible disasters.

sutting you in control without actually the construction of one plane in the “To miake matlers more complicated,
I £) ) |

calling you God), vou are responsible for other. The basic units of zoning are heaven and hell are connected to a planet

all aspecets of the development of both rewards (in heaven) and punishments (in

Price: $49.95

System
Requirements: IBM
compatible 486-66 or
better, 8 MB RAM,
SVGA graphics, 2x CD-
ROM drive, 8 MB hard
drive space; supports
most major sound
cards; Macintosh 0S
7.1, 33Mhz 68040 or
PowerPC.

Protection: None (CD
must be in drive)
Designer: Michael
Stemmle

Publisher: LucasArts
San Rafael, CA

(800) 98-LUCAS
Reatler Service #: 324

heaven and hell. As inits many predeces-
sors, a large part of AFTERLIFE revolves
around zoning arcas for various types of
development and constructing roads to
conneet them all together.

To make things more interesting, the
basic goal of development in heaven is
the opposite of that in hell. That is, in
heaven, you must strive for harmony, effi-
ciency, and an casy time for all. This
means planning follows the same basic
lines as other planning sims, with the
emphasis on minimal traffic jams, good
homes for everybady and so on.

Inhiell, on the other hand, the objective
is lo make the residents” lives, well, hellish,

(=] SEPTEMBER 1906

hell). Each plane has
seven different types of
zone, based on the
seven deadly sins and
their mirror illl;l:__;L'.-._ the
seven heavenly virtues,
In addition, players can
(amel should) buy resi-
dences and Training cen-
ters for demons and
angels, roads, bridges,
heavenly gates, and even
[JL‘L'I’ hil"ﬁ \\']“_'l'l‘. iI}S[
souls can be held eap-
tive until their domiciles
are reacly (or until the

of mortals (not Iarth, but distinctly Farth-

MUNICIPAL BUNGLING 101 City planners will delight in cre-
ating traffic snarls in hell, Invest in long windy roads, and
make sure everything leads back to a single, narrow highway.
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REVIEW ¢ AFTERLIFE

hell. For instance, some
worshippers believe in
heaven or hiell only
(HOHOs), and thus
will go to only one
plane. Others believe
that heaven and hell
awail (HAHAs) and will
thus serve their time in
purgatory and then
head upstairs for their
final reward, Lither

may believe in reincar-

HELL'S GOT LEGS Many of the punishments and rewards are wacky
and funny, like the ultimate lust punishment, The Big Tease Shower,
which drives you so horny you go mad.

like), which affects the supply of souls lo
the afterlife. A decent world war can
quickly overload an unsuspecting deity,
parlicularly if he/she/it does not have the
cash on hand to purchase an entire strip
of beer halls,

"The residents of your planet also hold a
number of religious beliefs, which in tum

affect the requirements of heaven and

~ Hementary Strategy

whenever possible.

to a good start,

key to a positive cash flow.

send out beneficial vibes.

things which are not in the rule book.

CG

nlike earlier sim games, ArTerLIFE does not
necessarily reward a rapid initial expansion.
Everything costs money, and cash usually
becomes pretty short around the 100 year
mark. (Or earlier, depending on your spending habits.)
Since the flow of souls grows gradually as your planet
develops, there is no need to rush into massive building
early in the game. As a general rule, only build the
absolute minimum, and go for quality over quantity

The following tips should get your first few games off

»Manage your vibes carefully. In hell, bad vibes are
good, as they make the environment less pleasant. In
both heaven and hell, better vibes mean more sophisti-
cated buildings. Better buildings mean more souls per
square, and also more pennies per soul, which is the

PTrain and house demons and angels from the begin-
ning. Imported workers cost a lot of money, and topias

PAlways listen to your advisors, and check with them for
feedback often. They will give you advice about many

SEPTEMBER 1936

nation or an cternity in
the altedife, which will
abviously influence

vour EI\'(_'I'iI“ |!I‘ }l)liliﬂi{ M.

(Those who believe in
reincamation are the most profitable souls
to have around, as they pay each time
they arrive.)

On the whole, AFTERLIFE is a well-
designed simulation that adds a lot of new
twists to a successful game genre.
CGameplay is further helped by the overall
humorous approach, and by the diversity
between heaven and hell,

HELLISH DOCUMENTATION

"The game's only real fault is that it was
released with completely inadequate doc-
umentation, The manual is a little booklet
that comes inside the CD case, and pro-
vides only the most elementary informa-
tion about the zoning possibilities and the
commands. There is almost no attention
given to how to play, or how the various
aspects of the game intenelate.

"The on-line tutorial provides some
help, and in fact, as tutorials go, is quite
good, but it simply cannot make up for
the complete lack of other documenta-
tion. Just to show that they are not com-
pletely neglecting their paying customers,
Lucasirts has included a few excerpls
from the strategy guide.

Fuh? Why not just include a little errata
note saving “We have all the information
you really want, we just figure we can get
you lo shell out a few more bucks to read
it The last time | checked, strategy gnides
were supposed to provide gamers with
additional hints on winning, if they fell
they needed them. Information erucial to
playing the game in the first place should

come with the game itself. Anything less is
either incompetence or gouging,

"The only mitigating factor in the case
of AFTERLIFE is that in the course of play-
ing the first few games most people will
pick up all they need to know to be sue-
cessful. In part this is because the basic
game system should be pretty familiar to
players by now, and beeause your celestial
advisors will provide detailed, useful
advice when things start to go wrong,
Paying attention to their requests will
guide you past most problems, along the
way leaching you how to play. Still, this is
no replacement for a decent rule book.

Still, the paltry instructions that do
come with the game are enough lo get
you going, and even when you are losing,
AFTERLIFE s a lot of [un to play. | have
always questioned the long-term replaya-
bility of strategy simulations like these,
which do not have an opposing player lo
race against, The success of SmCr,
amongst others, suggests that [ am in the
minority here, but I do think that building
the same type of heaven and hell time
after time has a tendency to get boring.

Why couldn’t the designers of
AFTERLIFE have added in a multiplayer
oplion where one player controlled hell
and the other heaven? The rivalry scems
like a natural, and it certainly would give
the game a longer life on my hard drive.

Inn the end (grin), if you like this sort of
simulation in general, you will probably
have a great time in the afterlife. If
SIMCHY put you Lo sleep, the humor of
AFTERLIFE might keep you awake for alit-
tle while. And when you're not busy
laughing, you'll have a great time playing
Demiurge and doling out rewards and
punishments in the afterlife. %

PAPPEAL: Fans of SmCiry who like
laughs with their city building.

PPROS: Lots of humor, two distinctly
different and challenging realms to
manage, good on-line help and a fresh
approach to plan-
ning sims.

PCONS: Horribly
inadequate docu-
mentation and
gameplay that
eventually gets
repetitive.
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STRATEGY/WARGAMES

Price: 559.95

System Requirements:
1BM compatible 486-33
or better, 8 MB RAM,
55 MB hard drive
space, SVGA graphics,
Windows 3.1 or better,
2% CD-ROM, Windows
compatible sound card.
# of Players: 1-2, hot-
seat and e-mail
Protection: None
Designer: Frank Hunter
Publisher: Interactive
Magic,

Research Triangle

Park, NC

(919) 461-0722

Reader Service #: 325

REVIEW ¢ AMERICAN CIVIL WAR

American Civie WaR:
More Firepower On
THE RoAD FROM SUMTER
To APPOMATTOX

by Terry Coleman

he War Between the States is
more than dry listory lo most
Americans. Tales of families
tom asunder by the war, of
homes decimated, and of rel-
alives who never came
home, are passed from one
generation to the next—right
along with the stories of great
struggles at Geltysburg or
Shiloh. I distinetly remember hearing
some of these stories one night as a
teenager, and (having memorized most of
these tales) being unable to place one of
the soldiers” names—I had never heard it
before. This heretofore unmentioned
ancestor buried in my family’ Civil War
lore tumed oul 1o be my great-great-great
uncle. Seems that my great-grandmoth-
er’s side of the family conveniently forgot
to mention the man’s existence to me for
many years. His “un-person” status came
about simply because the man had fought
for the Union, and-you gnessed it-he
had thereby forsaken his native
Mississippi.

BETTER TIMES ARE COMING

With a denial of reality that would do
my great-grandmother proud, the com-
puter gaming industry has ignored a sim-
ple fact: American Civil War games sell,
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THE FATHER OF WATERS 1863 scenario: New Orleans has fall-
en, and to keep the Mississippi River out of Union hands,
Pemberton must hold the Vicksburg fortress and slow Grant’s
advance-challenging for both sides.

even the mediocre (BLuk AND Grey by
Impressions) and the poor (Emipire’s
Civit. War). Now, of course, that
Talonsoft’s BAITLEGROUND: GETIVSBURG

has made the Civil War again fashionable,

the floadgates are open, with both Ack:
OF RIFLES and Roperr E, Lig: Civil,
War General. (wonder where they came
up with that catchy title?) on their way
even as you read this. But as challenging
and enlertaining as these taclical/opera-
tional games might turm ont to be, where
does that leave more strategically-minded
gamers?

"Thankfully, Interactive Magic knows
diamond in the rough when they see it
Anurican Civie Waiis the third
attempt from Frank Hunter to perfect his
T Roan FROM SUMTER TO
APPOMATTOX design. And a long, difficult
road it is, where vou must tackle the
tough decisions faced by Abraham
Lincoln and Jefferson Davis, Should [
remove the ineffective General Halleek
and put Ulysses S. Grant in his place,
regardless of the consequences? Do 1 risk
violating Kentucky’s neutral status? How
do 1 get that blasted Stonewall Jackson
out of the Shenandoah Valley?! If the

answers o questions
such as these were
simple, it wouldn't
be much of a game.
They aren’t, howev-
er.As a result,
AMERICAN CiviL,
Wak is a complex,
rich and ultimately

satisfying game.

WAS MY BROTHER IN THE BATTLE?

"Thue to the strategic scale of the game,
the smallest unit that may operate inde-
pendently is a division; more commonly,
vou maneuver corps and armies. Fach
division is comprised of brigades, so that
you may have famous units such as the
Iron Brigadle serving in their historical ole
as part of the Army of the Potomac.

IZach unit begins as green, and with
combat experience, can be transformed
into a hardy group of velerans. Naturally,
more experienced troops have better
combat modifiers. So, for example, its not
incommon for a group of veteran troops
armed with inferior weapons to defeat
larger forces comprised of mostly raw
recruils. Inexperience tends to be more of
a problem for the Union, since the Rebels
rarely get enongh volunteers to swell the
ranks sulficiently to make up for their loss-
es. Allin all, though, the game provides a
good simulation of the manpower ditfer-
ences between North and
South-althongh the Confederates did a
better job in real life of blending green
troops into crack units without losing
much efficiency, a situation that the game

doesn’t faithfully recreate,



|
MAGIC

© 1896 Interactive Magic

NTERACTIVE
icic

PO Box 13491
Research Triangle Park, NC
27709
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'n 1989 the ultimate tank game was M1 Tank Platoon® from MicroProse® It
was strategy, tactics, and action combined in one great simulation called “The
Best Tank Game Ever!” by Computer Gaming World.

M1 Tank Platoon was created by game designer extraordinaire, Arnold
Hendrick, founder and chairman, “Wild Bill” Stealey, and the other dedicated
professionals of MicroProse, Inc.

Now, Arnold and "Wild Bill” are at it again—ready to deliver the next “Best
Tank Game Ever” in iM1A2 ABRAMS from Interactive Magic. With more strat-
egy, tactics, and action than before. /ncludes netwaork and modam support for
Head to Head or Cooperative combat for up to eight Players!

Get all the details at www.imagicgames.com.

M1 Tank Platoon is a registered trademark of MicroProse, Inc. iM1A2 Abrams is a trademark of Interactive Magic.
©1996 Interactive Magic. All rights reserved.
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REVIEW « AMERICAN CIVIL WAR

Combat won't do much for those
weaned on Warcrart 1L Gone are the
miniatures-stvle battles of SUMTERTO
APPONINTTOX, vielims of poor Al and
unmanageable real-time command sys-
tems. While no doubt a painful decision
for the designer, this radical change has
improved the game immensely. When the
competent strategic Al out-mancuvers
your army, you must now save yourself
through your wits instead of your mouse.

[ anything, the combat options have
been pared back tov much, Now, all vou
have is a choice of Skinnish, Low or

Moderate inlensity, You make vour choice,

rating here can change Defend orders to
Attack=never a dull moment.

Inspiration = Affects overall morale of
troops, and may give “morale shifts” to
combat odds; leader may attempt to rally
routed troops; an Army commander with
high inspiration trains troops more effec-
tively.

Initiative = Based on leaders experi-
ence and innate sensc of timing; directly
alfects casualties and morale during and
after battle.

"Tactical Ability = Primary combal res-
olution statistic; nuay increase with experi-
ence.

tions to the front and of colton to Europe,
is essential for any hope of Rebel victory.
Yout leam how: to juggle production; to
defend against amphibious invasions; to
get your fast vessels past the Union naval
blockade; and to manipulate Furopean
politics for more aid (and maybe, evenan
carly end to the war). And you play the
game again, and again, cach time with a

different strategy ...

ASKHOAN FAREWELL

Are there problems with AMERICAN
Cvar War? Well, the Win 95 interface
works, but at times, it’s slower than a snail
racing on a cold plate; mnning the game
in Windows 3.1 is even more sluggish, You
can'l really open multiple windows, cither.
"oy be fair, the wonderfully complete nan-
ual inelules a nice tutorial. And the game
itsell, while compley, has a nice intemal
logic. The multimedia add-on disk isn't
Ken Burns, but it is professionally done,
and certainly better than most Civil War
fare for CD.

When you balance the irritations versus

HERE A LEE, THERE A LEE Send “Marse
Robert" to Memphis, where he has a good
chance of retaking Tennessee and/or threaten-
ing Kentucky. Just make sure to train your
green troops heavily first.

VIRGINIA REEL Meanwhile, leave Joe
Johnston as commander of the Army of
Northern Virginia. While not as popular as Lee,
Johnston can easily hold Fredericksburg
against large numbers of Union troops.

the number of options in the game—
changing the Confederate capital, modi-
Iving slavery status, the scenario editor—it’s
hard to go wrong with this game.
Provided, that is, that vou aceept

the computer rolls the bones (in more
ways than one), and a lot of mimbers gel
erunched, based on the relative morale,
training, weaponry, xuppi_\-‘. terrain and
leadership of each foree, Wwould have
been nice to try outflanking, refusing
flamnks, frontal attacks, and other options,
but  respect the decision, obviously macde
to keep the game’s complexity from getting
oul of hand. (Besides, if it's battle intensity
vou crave, Talonsoft marches onto a new
BATTLEGROUND every couple of months,)
Alter the battle, the loser retreats and the
victor is generally exhausted —a pretty fair
simulation of Civil War confliet.

THE SOUTHERN SOLDIER BOY
Where the game really shines is in its
depiction of leaders. Over 100 star-
adomed military minds of both sides are
rated for:
Aggressiveness = A personality trait

much like Battle Lustinan RPG. A high

- CG SEPTEMBER 1796

"This unique blend of ratings allows the
leaders to emulate their real-life roles.
McClellan, for example, is an inspiration
to his troops. While perfect for training
and whipping an amy into shape,
McClellan is so hopeless tactically that he
eventually hecomes a liability: 1f vou
remove “Little Mac” before his approval
rating with the average Yankee soldier
drops, however, vou will find that your
approval rating as President drops drnmal-
ically: [ts ol casy being Lincoln. ..

What does scem casy at first is playing
the Confederates, with their dashing, tal-
ented leaders such as Lee and Jackson.
But you soon find out that all these abili-

ties and more are necessary to halance the

Norih's enormous advantage in men,
materiel, and huge Union flects, poised to
strangle the waterways of the South.
Eventually, vou figure out that the
detailed supply riles are more than just a
nuisance. The transfer of food and muni-

AMERICAN Cvi, WAR for what it is: the
hest strategic-level game on the entire
War Between the States. I'd like to think
that, torn as he was between North and
South, my great-great-great uncle would
agree that this game does justice to both
sides of the conflict—and to all the brave
soulswho fought in it. %

PAPPEAL: If you're into Civil War
grand strategy, this is the only game
in town.

pPROS: Depth and tremendous
scope, from naval conflicts to the con-
fused fighting in the Trans-Mississippi.
Leader models and politics are excel-
lent and seamlessly integrated.

»COMS: Interface fails to take advan-
tage of Win 95;
long load times
on anything less
than a Pentium
90. Strategic
combat is realis-
tic, but way too
streamlined.




For IBM®PC & Compatibles on CD-ROM.

RGNS

! 1-Boo-879-PLAY hitp://www.microprose.com
Lo Call 1-Boo-771-3772 tot Inld mation on Game Ratings. MicroPiose Soltlware, Inc. is an official licensee of Magic: The Galhwering.
RUIRE BRLE e EhE G Magic: The Gathering is a registered trademark of Wirards of the Coast, Inc. Moob MicroProse Software, Tnc, Al ights reseved.
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Price: $49.95

System
Requirements: IBM
compatible 4865X-33
or better, 2x CD-ROM,
2 MB RAM, 1 MB hard
drive space, MS DOS
5.0 or higher
(Windows 95 compati-
ble); supports most
major sound cards.

# of Players: 1-2
Designers: D. Ezra
Sidran, Ed Isenberg,
Andy Kanakares
Publisher: GameTek
Aventura, FL

(800) 426-3835
Reader Service #: 326

REVIEW ¢ THE WAR COLLEGE

- The Battlefield’

GameTek's War CoLLeae Just Doesn’t Make The Grade

by Patrick C. Miller

ost gamers are
willing lo over-
look a little
marketing
hyperbole if
we're really
interested ina
game. But
there are the

()(:(.'&l.‘ii()lli!l oul-
rageous claims that you just
can'tlet slide. When I saw on

T War COLLEGE box that the
UNIVERSAL MILITARY

S Aror (Land 1) is “the
best-selling computer wargame
of all time,” my BS sensor blew a
fuse. Sorry, Game'Tek, [know that revi-
sionist history is de rigueur these days, but
you might as well tell us that Attack of the
Killer Tomatoes won an Oscar.

While War COLLEGE is, in some ways,
an improvement over UMS 11, in other
ways, its as bad or worse than its prede-
cessor. To say the combat model is unreal-
istic is to put it nicely. Unbelievable and

SATELLITE RECON OF ANTIETAM War CoLLEGE'S impres-
sive battlefield maps were constructed with the help of
satellite photos, but they can't hide the fatally flawed
combat model.

CG SEPTEMBER 15996

NAPOLEON'S AUSTERLITZ BLITZ WaR CoLLEGE'S point of merit is its
detailed online encyclopedia. Here, the French victory over the
Russians and Austrians at Austerlitz in 1805 is described.

ridiculous are more appropriate. You don't
have to play this game long before yon
find yoursell staring in disbelief at your
monitor. Depending on your frame of
mind, one of bwo reactions is likely: You'll
cither quit the game in disgust or have a
good laugh at this so-called “military bal-
tle simulator” which Game'Tek hails as
“the most sophisticated” and “most sue-

cessful” of all wargames,

MILITARY CASE
STUDIES

Rather than claiming, as
UMS 1 did, that it can
simulate any battle from
history, War CorircE
takes a new tack by offering
four battles spanning
ancient times to World War
L. The battle of Pharsalus in
48 B.C. pits Caesar against
Pompey during the Roman
civil war. At Austedilz in
1805, Napoleon faces

Russian Field Marshall
Kutuzov. From the
American Civil War,
there’s the bloody clash at
Antictam in 1862 where
Union Major-General
George MeClellan takes
on Confederate General
Robert I5. Lee. Finally,
from World War |, there’s
the 1914 battle of
"lannenberg in which
Cerman General von
Hindenburg attacks a
Russian anmy command-
ed by General Samsonov.

With the exception of
Pharsalus —and only
because it includes no fire combat —it's
difficult to tell that most of these battles
were fought decades or centuries apart.
Practically the only discemible difference
between scenarios is that formations avail-
able in some eras aren’Lavailable in others
(although there was maost definitely a
square formed around Pompey’s camp
when [ approached it with Caesars
cohorls).

THE SOUND OF SILENCE

"There’s also the matter of the game
having absolutely na sound. What game
publisher in the 90s produces a game
without sound? Even the rudimentary
games | played on my Kaypro 1l back in
the mid-80s had sound. But with War
COLLECE, once you gel past the music in
the introductory sereens and the online
encyelopedia, the game is lotally silent.
Apparently, professors at the War
COoLLEGE wanl il quict in their class-
rooIms.

After loading the game, you can scroll



Fig. 1; Electric chair Fig. 2: Gallows Fig. 3: Guillotine

Where's the sport in that?

CRIME IS RAMPANT.
JAILS ARE OVERPOPULATED,

ENTER THE COMMITTEE OF RECREATIONAL TERMINATION (C.O.R.T.),
HELL-BENT ON PUTTING THE SPORT BACK INTO CAPITAL PUNISHMENT.
YOU'VE BEEN SENTENCED: DEATH OR DEATHDROME™
YOUR ONE CHANCE FOR SURVIVAL RIDES ON A FUTURISTIC DRIVING MACHINE.
THE RULES ARE SIMPLE:

PLAY OR DIE.

DEATHDROME

Play like your lfe depends on it it does

SINGLE/MuLTI-PLAYER

Ur 70 8 PLAYERS ON A LAN, - AVAILABLE ON: -
2 PLAYERS ON PLAYSTATION™ coming soon PC CD-ROM & PuaySTanion
Experience DeathDrome at www.viacomnewmedia.com V|ACOM
L1980 Viacom International Inc. All Hights Reserved. Viocom New Media, DeathDrome and all refated tites, logos and characters are tragemarks of Vigcom Internabional Inc
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STRATEGY/WARGAMES

REVIEW » THE WAR COLLEGE

through the four scenarios and either
elect o play one or view the online docu-
mentation that provides detailed historical
background on each battle. Bucking the
trend of recent wargaming titles that pro-
vide minimal information on their sub-
jects. WaR COLLEGE provides back-
ground information that is quite well done
and is by far the best aspect of the game,
Not only dloes it give a strategic overview
of events leading up to the appropriate
battle, but it also covers the leaders and
armics involved, as well as the formations
and tactics they employed. The maps out-
lining the maneuvers of the armies are
excellent. For those unfamiliar with any of
the battles, this information provides a
valuable orientation prior to assuming
comimand.

Once you've selected a scenario, you
pick the side you'll play and head into
battle. The first thing vou natice about
the battlefield map is how realistic terrain

Commander;
Col. Joseph H. Bartlstt

SCORECARDS With a click of the mouse, players can learn the status of their
units. The game’s interface is fairly intuitive and giving orders is refatively easy.  proceed to “warp” through one
another, both continuing on

elevations appear. The next thing you
notice is that nearly every unit in your
army is deployed in column with its
flanks facing the enemy, causing you to
blurt out your first expletive. Fortunately,
although Wak COLLEGE is a real-time
game, it starts paused, enabling you to
issuc orders and gel the situation sorted
out before combat begins, The game
nuns in one-minute pulses, but you can
pause the action al any time Lo issue new
orders to your troops.

ORDERS TO GO

Giving orders is a simple process
because there are so few options from
which to choose. Besides telling your
units where you want them o go, you can
order them to adopt an attack formation,
a defensive formation, form into column
or, at Austerlitz, form into square. Units
can also be instructed to fortify their posi-
tions or conduct a forced march. All fire
and melee combat results are handled by
the computer. You have no control over
the targels your units select for fire. Right
clicking on any friendly unit provides
information on its status.

In one of the strangest design decisions
of the game, all artillery is treated as ifit's
permanently attached to infantry and cav-
alry formations. Therefore, you have no
ability to mass artillery fire where you
need it most. In addition, artillery can fire
in any direction without penalty and
never sulfers casualties proportionate to
the unit to which it’s attached.
"This means that units with only
a few men remaining can con-
tinue to inflict heavy casualties
on enemy units, even if the
enemy units are behind or flank-
ing them. Until a unit is com-
pletely destroyed or runs out of
ammunition, the artillery
allached to it fights as if its at full
strength.

If fire combat seems ridicu-
lous, melee is even worse.
Imagine: a brigade of Union
infantry counter-charging a
brigade of Confederate infantry.
"The two units clash, inflict casu-
alties on each other and then

their merry ways in opposite directions.
Perhaps the designers got the idea for this
innovation while watching Gumby move
through solid objects.

TRENCH WARFARE MADE EASY

Even heavily fortified units act is if they
have no mass whatsoever, rendering a
strong defensive line nearly useless. On
muking contact with the line, enemy unils
need only to briefly endure casualties and
then pass through it. The entire concept

makes a mockery of the deadly trenel war-
fare that dominated World War . In some
cises, during melee, units being attacked
from the flank or rear inflict more casual-
ties than they receive. While playing
Pharsalus, [ encountered a situation in
which I repeatedly attacked two enemy
units from the front, flank and rear without
inflicting a single casualty: Is it a bug or a
feature? Who can tell with this game?

Using the game’s default settings results
in battles with horrendous casualty rates,
At Antietam, | destroyed nearly 80 per-
cent of Lees anmy: Units will not rout
until they've suffered more than 30 per-
cenl casualties. After that, they will quick-
ly reform and retum to battle, only to be
totally destroyed. Fortunately, you can
adljust the settings for musketry, artillery,
melee and morale. But this begs the ques-
tion: Why couldn't the designers set these
factors at more realistic levels instead of
forcing the player to do it?

As for the artificial intelligence (Al), it is
definitely not the world’s best, despite the
quote on the game box which says it's
“recognized as ‘the world’s best!™ The
anly good thing is that War COLLEGE is
also modem and network playable, so you
don't need to suffer through the bad AL

No amount of hype, gross exaggeration
or inflated claims can disguise the fact that
War CovLECE is a poorly designed prod-
uct that lacks entertainment value and fails
miserably as a historical simulation. In the
tradition of UMS 11, WaR COLLEGE is vel
another game that will long be remem-
bered by those who buy it as a purchase
they wish they had never made. %

PAPPEAL: Those who have an inter-
est in the four battles portrayed or
who are fans of UniversaL MiLmay
Simuaror 1l might find Wan CovLece
enjoyable.

MPROS: Wan CoLLece provides ency-
clopedic treatment of the battles it
includes, has good terrain maps, a
fairly intuitive interface and
modem/network play.

PCOMNS: The game =
self-destructs with [
its ludicrous com-
bat model, warping
units, lack of

sound effects and
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THE MARKETPLACE

PO BOX 5008 Glendale His, IL 60139
We Buy & Sell New & Used IBM Games & Hintbooks
Top Dollar paid for newer games. Check or 10% more for
credil usually procassed in just 1-2 days. Qur Used games
have boxes disks & manuals more in stock call lor prices:
“**Used Games™"* NHL Hockey95CD 525
Allied General CD $36  Phantasmagona 836
Apache CD $34  Police Quest5CD 536
Ascendancy CD §33  Prmal Rage CD $35
Beavis & Butthead §30  Shivers CD $30
Caesar2 CD $32  Space Quesl 6 $32
H ! Civilizaticn 2 CD $36  SpacewbucksCD 83§
Poi i ’e i Comnd&Conquer $36  Stonskeep CD 535
o LpeaglSioras dop)'i 3 Conquerar 1086CD  §32  Terra Nova CD 536
] v Cyberia 2 CD §36  Tie Fighter 520
AIWAV Va e Y =5 = Dark Forces CD $28  TopGunCD 333
CIREVE AVERIIE Zallgs i The Dig CD $33  Torin Passage CD  $36
VNl nr e nrre 5 Dragon Lore CD $24  Warcraht CD 525
jJ Lr IJJ'“” er ur ‘“ 7 1] EF2000CD 537 Witchaven CD $30
Vit & Earthsiege CD §30 WingComdr3CD  $33
*"()J ,-l_['l' ‘l _”l' ./'J'J “ u‘ i Entombed CD $23  WingComdr4CD  $41
T i Fri Pg Sp Bbl 94 $15  *"New Games**
f.]ﬁ"' 2 {2y inniEs 1 i Fit Pg Sp Fibl 95 §25 ATFCD $3
i’ it g Full Throttle CD $29  DBuriedin TmeCD  S28)
5100 iz sullrizols A i Gabriel Knigh 2 $33  CongstNewWorld 538
atl sl b The Hive CD $33  Descent2GD $40
a2, .'-lf] 21lEa Sies5080- i Jewelsof Oracle CD 834 Jagged Alliance $22
= 'J . l:“f 7 ,’Jd @ Mechwarrior 2 CD $34  LionCD 522
4] i A i Nascar Racing CD $34  Spycralt CD $42)
IJ] ‘”] llg JJJ:J"" Ul fi NBA Live 95 CD $25  ZokNemisisCD  §42
[ far Gzuniny i For details o lo order Call B 1-800-525-GAME
< y'{‘HU” ,J!‘ ‘!J!]Hﬂ:-i i Free UPS Shipping with purchase of $§75 or more
Toa \]er] . Viza, MG, Discover, Amer Ex, Cashier Check, Money Order accepled
Worlts a1l Driler Wlall. gam 8pm moni Shipping UPS S5, Overnigh $9 COD avaiable $10
Al games must have onginal boxes, disks & manuals (NO COMES) n good
condilion, working, corrplate & virus fea. Any unacceplable qames wil be retumed
al your exponse $5 ups per box. Prces Subject o changa & Avaitablity
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WE PAY CASH FOR USED GAMES

ToSell Us Games or Make Inquiries Call: ~
1-800-514-2637 .

WE HAVE OVER 2,000 TITLES!

$25 Silent Hunter-CD
Silent Steel-CD
Sim City 2000-CD
Sim Tower-CD

19 Space Bucks-CD

111h Hour-CD

Aegis Guard. FIl-CO
Alien Logle-CD
Aliens - CD

Allied General-CD

3-C0
FH Ighter-CO
Gabriel Knight 2-CD
Gr. Naval Bitles 4-CO

3§25

’E :

12-5 Mon-Fri CST
In Canade, call 605-339-2060
call for authorization before shipping or
FAX list for current quotes to 605-334-8766 |

(include your refurn address & FAX no. )

WE SELL USED IBM GAMES

Call for current title availibility

1-800-377-8578

10-9 Mon-Sat, 12-5 Sun CST

Most items shipped same day. $5 Reg./$9 2nd Day Air
VISA/MasterCard/Discover/Maney Orders/Cashiers Check
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Alone in_Dark 2
ache-|

Ascendancy-CD

Bad Mojo-CD

Ballle Beasl-CD

Bio Forge-CD

Blue and Gray

Breach 3-CD

Caesar 2-CD

Civ Nel-CD

Civilizalion 2-CD

Comnd & Cong-CD

Comnd Aces Deep-CD

Conquer AD 1086-CD

t:nm?, New World-C0

Corridar 7

Crusad/No Remrsa-CD

Cybermage-CD

Dark Forces-CD

Dmant 2-CD

ruld-CD

Dutn Hukem 30-CD
Dungeon Masler 2-C0

Earthseige 2-CD
EF 2000-CD
Fantasy General-CD
Fran| Lines-C
Franl Page FB "98-CD
Full Throtlle-CD

Hive-CD
Jagged Alliance-CD

29 King's Quest 7-CD

Leg. of Kyrandia 3-CD
Leis. Suil Larry 6-CD
Lords of Midnight-CD
Los! Eden-CD
Machiavili/Prince-CD

9 Mechwarrior 2-CD

Menzobermanzan-C0
Mysl-CD

Nascar Racing-CD
Need for Speed-CD
milnn Consplracy-CD

Phun'lusmnnnrln -C0

Police Quast 4

Falice Quest 5-CD

Power House-! CD

Primal HIE

&uast fur Inr;n ]
Ravenloft

9
Rebel Assaull 2-CD

Red Baron-CD
Relentless-CD

Shannara-CD

19 Shivers-CD

29 RAipper-CD 3
Riz&Rule Anc.Emp-CD
10 Rmnce of 3 King. 4-CD 29

13
25

Space Quest 6-C0

Slar Trek Fin. Unity-CD 24
Slar Trek Interactive-CO 22
Star Wars Chess-CD 19
Steel Panthers-CD 32
Stonekeep-CD 24
Sirike Commander 10
TFX-CD 19

The Dig-CD 32
Thunderscape-CO 18
Tie Fighter 15
Tie Fightr Call. Ed.-CD 34
Tony Larussa BB 3-CD 24
Top Gun/Fire al WIll-CO 29
Tarin's Passaj n -00 33
Trauh’% Bass-! 33
avy Fighleu -0 28
Ultima 8: Pagan 19
Under Killing Moan-CD 14
V for Vig.:Viciry Pk-CD 25
Warerall-CD 26
Warcrail 2-CD 33
Wing Commander 3-CD 18
Wing Commander 4-C0 35
Witchhaven-CD 8
19
35
CALL FOR MORE TITLES
CURRENTLY IN STOCK!

1008 W. 415t Street ® Sioux Falls ® South Dakota ® 57105




V FOR VICTORY

'D-DAY UTAH BEACH 1944' thrusts you into the role
of a military strategist during the Normandy invasion of
WWil. As the American commander, you must over-
come German resislance 1o occupy the Cotentin penin-
sula and the vital port facllities at Cherbourg. CD $12

ARCADE ROLEPLAYING SIMULATION

Castle Woltenstein
Fade 1o Black
Magic Carpet Plus
Quaka Shareware
System Shock
Tek War

Total Ruin |

Total Ruin I

ADVENTURE

2:11th Hour Damo

7th Gst
Alone in the Dark
Biolorge

Casthe Wall Sharoware
Chaos Continuum

Day of Tentacle
Dynamix Bundle 1
Entombed

Flight Amazon Qun
Fortraas Dr. Radiaki
Fortrss Dr Radiaki
Fourplay

GrailQuest

Inca 2

Indiana Jones Desklop
Jack the Ripper

Kings Quest 6§ OEM
Last Fls Shelk Hims
Marph Man

Nervas of Steel

Nomad

Prince Parsia Callect
Prophecy

Psychotren

Relentless

Raturn of the Phantom
Fax Nebular

Rex Mebular

Sam & Max Hit the Road
Savage Warrioss
Secret Monkey Island
Shakii the Well

Simaon the Sorcorar
Spelleasting 101

Star Trek 25 Anniversary
Star Trek Judgment Ris
Swap

Tom & Jerry

Tommy

Under Killing Maan
Wetlands

Wall Hunt Be Hunted

ARCADE

5ih Dimensian
Airberne Rangor
Alinns Ate My Babystr
Chaas Enping
Creapars

Crime Patro!
Drug Wars

FX Fighter
Gabliiing 3

Gorg
Microcosm
Mever Mind
Flotox

$19
$19
$18
510
$15
§19
510
510

$4
$12
$19
86
$9
314
$9
519
83
$9
$9
]
43
516
519
$19
$9
12
$9
516
816
$19
316
317
s18
516
$16
§12
$16
$10
$19
$12
£18
8
%20
314
46
£a
$19
519
$19
$14

Sink or Swim S8
Sleepwalker 59
Soceer Kid 59
Super Arcade Games 20
Top 100 Games V2 si2
Vaxing 56
Wild Streats 36

BUNDLES

Allied Forcas 52
Five Ft Ten Pi 1 $19
Five Ft Ton Pk 2 518
Five Fi Ten Pk 3 s19
Jat Pack 319
Mystery Collection 318
PGEA Tour/Wild Tennis 512
Populous 2/Pwimaongr 815
PowerHits Battich 516
Take Ten 519
Top 50 Games 516
Top 50 Games £16
Zool Bundio 1 & 2 519

EDUCATIONAL

Algebraic Proposor ]
Destination Mars 519
Dinosolt Typing Tutor 39
Dyno-Quest 30
EvoCuest £9
EcaCuest 59
Playtoons Case Collabor ¥
Playtoons Mand Prince 39
Playlouns Secrt Castle &9
Playtoens Uncla Archi $9
Print Shop Dix Bus, $9
Quarky Quaysoo Turbo 50
SuperSolv Outnumbered 519
Toomwarks 59

EZ Sound %6
Gravig Eliminator Crd 319
Gravis PC Game Pad 318
Lablec CS150 Sphrs ]
PC Symphany 519

REFERENCE

Apolio 13 18
Card Caliector s12
ESPN Imer Soceer $19
Everywhere USA Gde 56
Flying Warbirds 519
NFL Yearbook g12
Porsonal Tralner SAT £9
Rohatech Macrass 15
Us Atlas 38
U3 President 58
World Atllas 33
World Atlas 1]

CHIPS &BITS inc.

Shop our Online Catalog at www.cdmag.com/chips.htmi

SOFTWARE
CLEARANCE!

RETURN OF THE PHANTOM

The legendary Phantom of the Opera has
raturned! As Inspector Raoul Montand, you
are the only one who can pursue the Red
Death Into the past and prevent him from ter-
rorizing the present!

Dark Sun 2 519
Dark Sun $10
Dragon Lore 819
Eye of tho Beholdor 1 $19
Eyn of tha Baholdar 2 $19
Eye of the Beholder 3 319
Kingdom Far Reach §19
Magic Candle 3 $9
MegaTravaltar Zhodani 9
Might & Magic 3 515
Might & Mgc 5 Dark 518
Pool of Radiance $19
Pools of Darkness k]
Rome Pathway Power 19
Secrot Siver Blades 19
Sentingl Worlds 1 39
Shadow Castor 315
Shadow Sarcorar 3.5 512
Shadow Sarceror 5.25 59

Star Trek TNG:Finl UmtyDnmoSS

Tales Magic Prop Shad

Thunderscopo 519
Ultima 7 Saries 515
Ultima 8 Pagan 318
Ullima Undarworld 2 30
Ultima Undrwid 1 & 2 515
Uinlimitad Adventures 519

SIMULATION

ROLE PLAYING

Champions of Krynn 516
Curse ol Azure Bonds $16
Dark Queon of Krynn 518

Alr Cmbt Paclic 1942 6
Air Warrior 319
Assignment Miami 59
Batlle Command 86
Cyber Race 58
Dawn Patrol 3.5 2
Dawn Patrol CO 318
Dulta V3.5 59
Dalta V CD $19
Evasive Action 519
Falcon 3 301 Fght Ter 512
Faloon 3 502 Mig 28 1]
Faleon 3.0 516
Fightar Wing 519
Flight Sim Toolkit $16
Fly the Grand Canyan 59
Great Nav Bant Sconn ]
Gray Wall $19
Gunship 2000 14
Gunship 59
Hi Octane §10
Lightepoed &9
Maximum Cvarkill MD2 59
Megafortross MO 56
MetalTech:ES Speech 519
Precision Approach %12
Privatoar $15
Real Wanther Pilot 59
Renagads F16
Sea Wall 315
Seal Toam 3.5 512
Seal Team CD $15
Star Crusader MD 519
Strike Commandar $15
Stunt Drivar F14
Sub Battle Simulator 512
Tank 514
Terminal Velocity s1g
Tost Dr 3 Road & Car 56

Ultrabots CD
Ultrabots5.25

Wing Comm 1 Deluxe
Wing Comm 2 Deluxe
Wing Comm Academy
Wing Comm Armada
Wings of Glory

Wolf Pack

World Circuit 3.5
World Cirguit CD
X-Wing MD 2 B-Wing
Yeagars Air Combal
Zone Raiders

APBA Baseball
Avalanche Infractive
Blood Bowl

Brett Hull Hockoy 95
ESPN Spons Shans
Hardball 3 Play Disk
Internat! Spons Chal
Internatl Sports Chal
Jack Nicklaus

Jack Nicklaus ClipAr
Jack Nicklaus ClipArt
Jack Nicklaus SE C1
Jack Nicklaus SE G2
Jordan in Flight

Links Pro 10 Prairig
Links Pro 10 Prairia
Links Pro 11 Devils Isl
Linka Pro 11 Davl 1al
Links Pro 12 Riviera
Links Pro 13 Troon N
Links Pro 14 Cog Hill
Links Pro 15 Pelen Hil
Links Pro 2 Pinahurst
Links Pro 3 Banfl Spmyg
Links Pro 386

Links Pro 386 Golf
Links Pro 4 Balfry

Links Pro 6 Firesing
Links Pro 6 Firestone
Links Pra 7 Pabb Baach
Links Pro 8 Cast Pines
Links Pro 8 Cast Fno
Live Action FB
Microleage Personal Golf
NFL Coachos Glub

NFL Videa Foohall 35
NFL Video Football
PowarHils Spoils

Pro Football Analyst
Sarious Soccer
Sideling Sports

Sport Accolade Gri 2
Sperting Triangle

Tig Broak Tennis

Tam Landry FB

Tony LaRsa BB2 TD 83
Tany LaRissa BB
Uitimate Football CD
Unnecess Roughnss 35
Unnecessary Roughness
Waynae Gretzky Hock 3
Warld Hockey 95

$16

$15
512
$19
315
15
$15
518
515
316
$19
$16
515
$19

$19

520
§12

59
$12
$12

800-699-426

POB 234 DEPT 10753 ROCHESTER, VT 05767
INT°L 802-767-3033 FAX 802-767-3382

Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.net

Source
10753

THE GRANDEST FLEET

Only one fleet will be left afloat in this thrilling
masterpiece from QQP. Experience the grueling
campaigns, the agony of defeat and the exhilara-
tion of victory!ll Develop cultural resources and
manage the growth of your population.

Insane Closeout Reductions!

316

Pool Master 519
Pawar Pakar $15
Prol Zany Giveaways $6
Prof Zanys Jokes 36
Puzzle Gallery 1 86
SNL 20th Anniversary 59
Salitaira sz
Solitaires Journey 516
TV Guide Crossword 12
Take Break Crosswords $9
Take Your Best ShotCD 519
Ultima Trivia $16
Universal Neverlock 519
Video Game Sclut 2 ]
Wirt Reality Studio 2 $6
Wayne's World 59
Weord Hunt 36

Aegis $19
Antietam $15
B-24 §15
Banzal 54
Ban Napalaan SDG L]
Battles of Napoleon 315
Charge Light Brigade $16
Civil War No Grt Glor 516
Canflict Kerea $15
DDay Begin of End 515
Dalend the Alamo $19
Dreadnoughts Bismark. £9
Finlds of Glory 514
Fifth Eskadra 319
Fitth Fit Scen Mod 1 518
Fleet Med s19
Flight Gmmad 2 MB $19
Gary Grigsby Pac War §19
Gary Grigsby War Russ 318
German Raider Atiams 819
Harpoon 2 19
Harpoon 2 BS2 Wastpac 519
Harpoon Classic 518
Harpoon Classic 819
Harpoon DS 2 36
High Command s19
Iron Cross §19
Kamplgruppe $15
Line in the Sand -1:)
Long Lance 19
Malta Storm $19
Marianas Turkey Shoo! $19
Operation Overlord $19
Pacilic Slorm Sclamen £19
Rod Sky Meming 519
Rising Sun $19
Second Front 515
Shilah 515
Task Force 1942 3.5 516
Task Foroe 1842 5.25 $0
Tho Great War £19
Typhoon ol Steal $15
LIMS 2 Planat Editer $4

Catz W85 819
Dogz Was 519
LawnMower Man Screan Sur 59
ScreenToyz Latnina 9
SereenToyz Stilch 3
ScreenToyz TNT Tad £9
Ballle Bugs £19
Battles of Dostiny 512
Glash af Stesl $19
Canquer 519
Conquerod King 3D1 59
Crisis Kremiin 53
Darklegions $10
Detroi 315
Empire Dix Scenario 1 56
Fort Apache 3.5 16
Genosia 3.5 ]
Gatysburg Turn Point 515
Grandest Fleet 3.5 516
Grandes! Fleel CD $19
Jutland CD s19
Kashan Conspiracy $9
Machiavell the Prince 519
Perfect General 518
Pirates Gold £19
Raliroad Tycoon S14
Realms 816
Rules of Engagemant 512
Sabre Team £12
Sabre Team s12
SimCity 2000 SD1 S14
SimCity 2000 SD2 314
SimCily Class Graph 14
Spaco Hulk 515
Star Legions $9
Starship s
Syndicate Plus £15
Themae Park 519
Linnatural Selaction 19
Warlords $9
Warlords 2 519
When Two Wrids War $15
TRADITIONAL
300 6
Arcade Action Kit 12
Bridge Olymplad 516
CD Romix 2 Prima 56
Casino Gambler Kit 58
Demon Blug 36
Dr Thorp's Mini BikJk 56
Elements 59
GamePack 2 %9
Hoyle Casino Coll Was 515
Heyle-Blackiack W95 515
Hoyle-Poker W5 %15
Hoyle-Solitaire WSS 815
Island Casino 518
Lodoss War 1 514
Lodass War 2 514
Lodoss War 3 518
Lodoss War 4 518
On Target &6
Crigama 14
Papatazzi 519

V Victory Market Grdn 3.5 519

V Victory Utah Beh 512
V Victory Valiky Luki 518
V Victory Velk Lkl £12
War in Falkiands 519
Watarion 59

OVERRIGHT SHIPPING in US $4 per order, Mail to Canada, PR, HI, AK, APO, FPO $4 per order, Worldwide airmall $6 per item, Handling $2 per shipment. Hardware orders may require additional shipping charges. Visa, MC and Discover accepl-
ed, Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Pricefavailability may change. All sales final, Call for detalls.
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but hard-core gamer:
- PC Magazine - 4/

"Best Hardware ‘of the
- Computer Game Review

‘if you wanl to cut out the
certain you're getling a deadly
hard-core gamers for hard-core:
Northwest a call.”

- PC Gamer

NOWWITH
3D ACCELERATION &
ACTIVE REFRIGERATION
COOLING SYSTEM!

_FALCON NORTHWEST
COMPUTER SYSTEMS




800-699-4263 ‘=

POB 234 Dept 10758 Rochester, VT 05767
Fax 802-767-3382 Int’l 802-767-3033

Orders/Questions: chisales@sover.nel Cuslomer Service: chiserv@sover.nel

Boardgames & RPG’s

Visit our NEW Online Catalog!
IN c 2 www.cdmag.com/chips.html

‘RIFTS  WORLD Santt Aol dlering Gamy ‘CHAMPIONS ‘MECHWAR- THE HOBBIT is
BOOK TEN: i ooy DELUXE' Super RIOR' There's an a fun, fast mov-
JUICER  UPRIS- RPG & HEROD old saying that ing fantasy board
ING Newr types of system rules, claims a mech game based on
Juicer  0.C.Cs. new interior is only as good JRR. Tolkien's

Including  the
Hyperion  speed

classic best
seller. Designed

as the warrior
who pilots it

graphics & lay-
out, rules corec-

damon, and the tions, complete This  second for 2-4 players
mega  damage rules index and edition brings and playable in
Dragon  Juicer sewn hardbound changes and 1-2 hours, it is
(dependant on the binding are what technological an ideal choice
blood of dragons is featured in advances of the for an ev-
10 sustain his Champions De- Battletech uni- ening's  enter-
powers).  $16 luxe Edition, $42 versetolife.  $13 tainment. 29
'EMPIRE '‘AD&D  PLAY- 'FEDERATION &
BUILDER® ERS  OPTION: EMPIRE’ Set in
Rediscover a SPELLS & the  universe

maodern Amer-
| Ican  classic
with two Amer-
Ican loves, rail-
roads and cold,
hard cash, Like
creating a real
estate monop-

MAGIC' Within
these pages you
will find new
spelis and profi-
ciencies ol wiz-
ards and priests,
plus further rules
on spell research

of Star Fleet
Battles, lhe
Grand Alliance
baltles the
Coalition lor
control of the
galaxy. 2 piece
Tull color map,

'PRO BASEBALL' Haven't you ever wanted to be in

oly, build a the dugout, managing a real Big League team? You and magical item 80 page ryke

railroad em- decide when to yank your starter, send up a pinch creation  and and  scenario

pire. $25 hitter ar bench your slumping superstar! $25 much more! §19 book! 538

‘MYTHOS' s 'CITYTECH' The VAMPIRE: THE '‘EMPIRES IN

Chaolium’s collec- adventure  battl- DARK  AGES' ARMS' is a

table card-game tech game of b Takes you to the game covering

of  authentic 3050  combat, nights before the the major ele-

e o Lovecraftian contains:  Rule- Camarilla, when ments of diplo-
o B forror, It features book and record kine truly had rea- macy and ware
simple rules with sheats, two 18 by § 5o tn be afraid of fare during the

the dark. The
Kindred of this
bygone age ride

complex strate-
gles that allow the
players to attempt

22 Iull cofor map-
sheels, 18
unpainted plas-

Napoleonic
Wars of 1805-
1815. You are

STARTER DECK
Limited Editioa

10 narate a series lic miniatures, 2 the dark as lords & the  absolute
of adventures shegts of full color R play their games manarch of a
before  going counlers  and with the heads of major European
insane!  $7.50 more. $19 Europe.  $24 power. $27
BoARD GAMES |l BOARD GAMES | BOARD GAMES W B0ARD Gaves |l Fantasv rec [l Fantasy Rec [l FaNTASY RPG [l SCI-FIRPG |
ANCIENT MEDIEVAL SCIENCE FICTION VIETHAM/XOREA AD&D 2ND EDITION HULES ARS MAGICA SKYREALMS OF JORUNE CONSPIRACY X
4 Baltles Anc, World 521 Crusades Il £28 2038 534 Bantles Forgotten War 536 ADSD Core Rules CD 458 Adventures Value Pack §12 Scholari Pack 14 Conspiracy X £20
Algxanders Generals 533 Cry Havoe 825 Alpha Omega £19 Batties Korean War 533 Dungean Masters Guide 516 Ars Magica 3rd Edition 519 Skyrealms of Jorune 317 HEAVY GEAR
Ancients 525 Henty V $28 BatlleTch Invading Glan $15 Silvr Bayonette §15 Monstrous Manual — $20 Mudieval Handbook  $16 Sobayid Allas 515 GM Starter Kin $25
Emperors First Battls $25  Richard the Lionheart 830 Battlespace 19 WORLD WAR | Players Handbook ~ $20  Stormrider Jumpstart Kit 59 WARHAMMER FANTASY Heavy Gear §25
Hannibal 532 Samuras Blades 522 Battlstach 3rd Ed. 510 Aces High 524 AD&D ACCESSURIES CASTLE FALKENSTEIN Apocrypha Now! i Terra Nova Sourcebook $18
SPOR Mod War ElephantS16  Siege 522 Federation & Empre Dix$38 Knights of the Alr $19 Character Record Sheets 59 Book of Sigils 514 Dogmstones Fire & BIOS18 MACROSS 2
Samural s37 Viking Raiders 575 Hacker 2 316 Landships s27 DM's Sereen $6 Caslie Falkenstein $25 The Enemry Within s Macross 2 n
AMERICAN REVOLUTION MODERN WAR Imperium 2nd Ed 320 SMS Gosben 32 Encytlopedia Magiea  $20 Comme Il Faut §12 Warhammer Fantasy ~ §19 Sourceboak 1 §4
Grve Me Liberty 522 Gth Fleat 23 Necromunda: Outlanders33)  World War Ona n Sages and Specialists  $17 DICE POLY MEGATUBES Spacecraft & Deck Plans §9
Febels & Reccoats 2 S25  Actoss the Suez $13 Space Huk 50 WORLD WAR |1 Viizand's Spell Gomp Vis21  Opague Set 53 HORROR RPG RIFTS
War of 1812 522 Aftack Sub 519 Space Manne 550 1944 Gecond Fromt 529 ADSD BIRTHRIGHT Pearlescent Set 56 dJulcer Up Rising £16
CIVIL WAR Back to Irag S8 StrshipTroopers  Sg9  Advanced Squadldr $38  Domain Seurcehocks ST Transparent Set $5 CALL OF CTHULHU Rifts Limited Edition ~ $28
Across 5 Agrils 523 Central America 519 Warhammer 40K 550 Kampfgruppe Peiper 2 $27 Birthright Campaign ~ $25 Twinkle Sat 56 Arktiam Unvelled 516 Rilts Ll
Agnls Harvest Bl Crisis Korea 1995 $29 SPORTS Air Bridge to Vietory ~ §17 Legends of Hero-Kings $17 EARTHDAWN Call of Cthihy 18 World Book 11 s18
Chancelorswille s Crisis Sinal 1973 $25 Dynasty League Basebl §29  Auds & Allles $33  NavalBattlo System  $10  Barsaive Campaign Set 521 Coming Full Circle $12 ROBOTECH
Gotysburg 3 Days July $35 MODERN WAR Pro Bassball $25  Mois & Allies Max Adv $10 AD&D DARK SUN Earthdawn Cempanien $15  Ginuihu Live s15.  ROFAslomind TralnigS?
Glory $30  Flashpoint: Golan 529 ProFootball §19 Anis & AllyWW2Exp2821  DarkSun Campaign  $25  Earthdawm 25 CHANGELING ROF Manual &
Hatlowed Ground 842 Light Division $24 Title Bout $19 Fire In the East 158 Wanderer's Chronicls 517 Gamemasters Pack  $11 Cantrips 53 REF Field Guide §13
faid on Richmond ~ §21 Main Battle Tank $24 Turt Harse Racing  §22 Golan to Sinal $16 ADSD FR ACCESSORIES EVERWAY Changeling s Robotech s
Sam Grant S92 ModernNavil B3 $19  WinPlace&Show  $17  HapoonBoxSel  s41  Fains & Avtars $18 Everway S28  Players Guide 519 SHADOWRUN
Stonewall Jackson Way $27 NATO $13 STRATEGY Mustangs g1y Guaterl 13 Vrphi CHILL Auakenings $13
ECONOMIC Stand & Die $40  Advanced Cwvilizabon 535 Over the Reich s3p  Volo's Guide 1o Daleind $13 FC‘J-'naw 24 Ed z:f RAecessory Pach s12 f”'m““'" 2nd Ed :?'3
Alr Baron s27 Team Yankss a FBRNK 1 salind *3 Warrs & Prsts of Reaim518 imoire 2 Chin 519 hireats 15
Stock Market Game $19 ey T . ay e o ADADFRBOEDSETS  Magc 2nd g S Compuicd 2 STAR WARS
Stocks & Bonds 519 Banes Waterioo £33 Colonial Diplomacy 842 Sink the Bismarce ~ §23 Gy Of Splendars 5?? Goblins $18 Things $14 Star :-%'ara . 521
FANTASY Emperors of Europe  $33  Delce Diplomacy  $42 Squad Leader sz  |minsmsboolgies $0 GURES fusbock S17 WA Srpsioles 9 Iw il 519
Chalienge Lion Lord  §25 Empires in Arms 837 Digfomacy t10 Victory In Eurape 14 Spelitnd i the Reaims $21 HARNWORLD . Mage 2nd Ed 21 Deathstar Co ion 13
Dark Blades $25  LaBataMniStJnDix $62 y \ ) " ADAD PLAYER ACCESSORY  Cies of Harn $17 Mage Tarot Deck s21
" Feudal £18 West Front L I 5 i v i CARD GAMES
[Drag Dice KS3 Undead 56 Napoheon un Danube 10 History of the World  $27 World In Fames Dix 590 Complete Necromancers$15 HamWarld . $15 Newe World Order £10
King Arthur Knights~ £30 The Emperor Retums 528 Kingmaker 519 GENERAL WAR it nl"k_& $18 Wasty, Buuteh & St $12 VAMERS
Warhammer Fantasy 350 War & Peace 21 M . i e- 2 Al Supeiotity $9 Compiety s Handin S = s Chnpiota s Usp's Sohising fonavaes|
Warhammer Quest ~ $50 War to the Death s achov A Alumo $15 i i4b o i i Ta i Ades ¥ Wlagic Startes fick #h bola7
Wizards Quest 317 RAILROAD Maharaja §23 I N 7 PlayerOp Spotishtagle $19  MERPZ: Softcover Ed. $17 vamping 524 Manty Python Holy GR §9
LEISUREFAMILY 1830 RA & Rbbr Byrgn g0 Material World §32  Batloof Alma $28 combat & Tacties  §17  Wieards Companion  $10  Vampire Players Guice $19 Monty Python Holy Gt $3
Escapefiom Coldz 35 1870 sig  NewWord sty Black Death $9 suills & Powirs 17 PENDRAG WEREW Mythos BP Exped Misk 52
Grand Prix 519 Colorado Rails §17 Pax Britannica $18 High Ground 522 DRAGONLANGE FIFTH AGE Blood & Lust $14 Tribebooks £10 Mythos 5D 57
Road to Whitehouse 525 Emplre Bullder g5 Misk $27  (uchec 1750 822 Dragonlance Fifth Age 821 Land of Giants $18 M Soreen $10 Rage Umbra BP 51
Roba Rally 513 Eurorails 825 Sypremacy 3rd Ed.  $42 Texas Revolution $18 Heroes of Steel 515 Pendragon 4th ed. £19 Project Twitight s Star Wars BP 52
Sherlock Holmas $16 Nippon Rails 519 The New Acquire 325 The '35 525 Last Tower 317 Perilous Fores! 314 Werewol! 324 Star Wars 50 5

OVERNIGHT SHIPPING in US $4 per order. Mall to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide alrmail $6 per itam. Handling $2 per shipment. Hardware orders may require additional shipping charges. Call far details. Visa, MG
and Discover accepted, Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Defectives raplaced with same product. Most items shipped same day Shlpplnu limes may vary. Price [ availability may change. All

sales linal. Each order will include a 8 month subscription to Computer Games Strategy Plus magazine, for which 86 of tha ordar cost will be al
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“CYLINDRIX IS A NO HOLDS:" 3ARRED BATTLE TO THE DEATH!”
-PC GAMER
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Over 6,000
Titles in Stock
Daily!

Doow Il
by GT Interactive
S Welcome to Hell on
) Eorth. Return to Earth

& City & toke on even
more & deadlier nos
b ties. 30 new levels 1o
lest you.

" 36140

Gener Wass

L by GT Interactive
A futuristic batle of
t the sexes! Men ond
. women each conlrel o
city with militia, resi-
b dentiol ond  food

resources. $

45748 4 l

SECRETS OF THE LUXOR

by Mojave

You find yourself 300
years in the fuure, fry-
ing Io convince o mad-
man not fo blow up the

sun. Do your best 1o
. defeat Evill

53056

GEMDER
WARS

Nicmwatc 3

by NMP Inferactive
Third in the bestselling

interacfive odulisanly

series. Must be 21

| years old lo order this

*26

ORDER AS LATE AS 10:00 pm!
SAME DAY SHIPPING**
Hours: M- 8am - 10pm

Sat. 8am - Spm
Sun. 12 Noon - 5pm
(All times listed are CST]

" 47608

* While supplies last. All prices in US, dollars. Shipping
tharges apply 10 free offers.

** Orders received o3 lote o5 9:30 fu (C5T) for 2nd day olr,
Call for ather decdline times. Special offers, item aveilability
end prites moy vary according fo formol ond are subjed fo
thange without notice. Not responsible for inedvertent errors.

Au Masor Crepir CARDS

e G - I

AccePed

CODE 053

544 .

=1 AMA Famiy Meoicat
. Guine

B8 by Doring Kinderslkay
E Uptodate information

on foday's most impor-

tant health issues, such

s ADS, Alzheimers,

- shress & more,

Ameriean
Maelical
Associntion “2s

Fam 11y
Medical |

" 43894

Hexen

. by GT Interactive
" First there wos Doom,
i Now its befter than
ever. A sword ond sor-
- cery botlefest so owe-
L some il's unbelievable.

Destiny
by Interactive Magic

* Ployers are chal |f
| lenged to delermine
 their fote houghout
| the oges from the
3 slnne uge o the space

‘46

FISCHER'S Eromic
Encrcopenia

by Discis

Over 1000 pictures
with music & movies 1o
oppeal 1o both sexes.
Covers o wide range
of topics.

o °38

CONTACT US!
CompuServe: 76043,1605
America On-Line: UNITEDCD
BBS 1-217-352-9654
Fax back info 1-217-352-8123
Fax orders 1-217-352-9749
Int’l orders 1-217-352-8737

http:// www.unitedcdrom.com

" 49038

Clients Internationaux,
veuillez faxer vos comades
a USA 217 352 9749 cu e
mail a UNITEDCD@uaol.com.
Vous pouvez egalement
consulter notre site sur le
World Wide Web a

http:/ /www.unitededrom.com

W 52407

' 47806

CALL US NOW FOR A FREE CATALOG!

1°800°864°8334
1¢800¢UNITEDA4

http://www.unitedcdrom.com

. Kinooom 0" Macic
. by GT Interactive

A comedy odventure that
is impossible fo play the

same way Mice, wilh | JESSS
- humorous subgames | (B8

which also develop the
plot,

45747

by Piranha

¢ Eleven Travel reloted
b discs including United

Connection-online rav-

wi el resenvolion software,
Strect Wizard, Nofional

Parks.
52293

27

Cowsion

=w-—————l' by Powerhouse

Try fo avoid Spine &
his thugs in “Collision

' Town” with this fosk

interoclive,

paced,

I arcadestyle game.

‘43

Dirry Destmantes
6-PACK

~ by NMP Inferactive @

Bundle of & odults-
only CDs. Must be 21

years old to order fhis

product,
*31

(BER PHOTOGRAPHER
by Mac Daddy

By choosing different [

lighting & lenses, you

can phologroph three FSR

beoutiful  MocDoddy
models & print your pho-
tos, NC-17

42564

Dreanm Maching 2

By NMP Interactive
Adulisonly roleplay-
ing gome from the
leader in moture oudi-
ence goming. Must be

2] to order.
35

47807

FREE SOFTWARE
with every purchase!*

Call  1-800-864-8334
for great prices on your
favorite games
revuewed in this \:"

139 B2

< Tve CD Preania Pac

i Power 2 Puy

by Software Labs
Designed fo sclve all
the problems of run-
ning DOS games in
Windowsfrom memory
management fo recon-
higuralions.

53168 l
Pwocaiio Acvry (BiTeR
. by IBM

Contains great screen
savers, color aclivilies,
puzzles and gomes
bosed on the soondo-
bereleased  motion

pichure.
*19

FusHT Unumiren

52356

Glass
Cophure the joy of fight
Sear over beautihil
scenery, Fly the hotes),
fostest, sexiest planes
ever buil. Now for

Windows 95.
49220

e Wes Max

A% By Berkeley Syst.
An onimated interac-
tive dog it your
Internet companion. It
mokes the Internet
occessible, fun & eosy

v $36

50572
CHRONOMASTER
'~ by Intracorp
Something has put the
Pocket Universes into a
fimedocked stosis. Right
WIOngs D-[ o waor
ved past in o quest
vengecnc;.
45959 40
. Wincsaven Il
by Introcorp

Real Blood Yengeance.
Networkable with up to
16 ployer capability.
New weapons, spells,
L and ghoulish graphics.

24

49931
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= THIS REVOLUTION WILL BE TELEVISED.

% Tonight
C——,  and every night.

A full hour of
prime time
programming
about the
digital revolution.
News about
computing technology
from the human
point of view.

Every night at
10pm and 1am Eastern time,
7pm and 10pm Pacific time
on MSNBC, the 24-hour cable
news channel. Also on the Web at

Ziff-Davis Television www.t heSite .com
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IT'S AS EASY AS 1,2,3

1. Fill i your name and address and check off
your answers 10 the seven research questions,

2. Circle the numbers on the card that correspond o

{he ads or anticles you'd like more information aboul \he advertiser free of charge.

3. The literature will be mailed to you from |

CIRCLE FOR FREE INFORMATION

001 002 003 004 005
026 027 028 029 030
051 052 053 054 055
076 077 078
101 102 103 104 105

353 354 355
376 377 378 379 380

1. What is the highest level ol educzalion thal
you completed? (Check one only)

01,17 Some high schoal or less

021" Graduated High Schael

03 {7 Some College or Technical school

(4. ] Graduated College

5. (] Post Graduate schoal

2. Computer currently owned Is:
(Check all that apply)

01, 7 1BM compatible {Intel standard)

02. 7 Macintosh

03, ! Amiga

04, [ Dedicated game machine

05. 7 None

3. 10 Intel, what level? (Check one only)

01. ] Power

012 ] Pentium (586)

03. [ 486

M.038s

05. 1286

l.DnBou own (or plan ta buy in next B months)
2 CO-ROM? (Check anz only)

01,01 Qwn

02 11 Plan to buy (6 months)

381 382

006 007 008 009 010 011 012
031 032 033 034 035 036 037
056 057 058 059 060 061 062
081 082 083 084 085 086 087

131 132 133 134 135 136 137

5. How alten do you usually buy compuler games?
{Check one only)

01, Once a week

02. | Once every two to thiee weeks

03. [ Once a month

04. L Once every two to three manths

05. [ Once every four to six manths

06. ] Once a year

6. Where are you most likely to purchase games?

(Check all that apply)
01. (] Independent camputer store (4. [ Computer stare thain
02. (] Consumar electronic store 05, C] Direct from vendor
03. (] Mass merchandising slore 06, ] Mail order

1. What is your (and others In household) lavarite type
ol game? (Check one in each column)
Yoursell Other 1 Other 2
01. Strategy
02 War/Military
(3. Role Piaying

04. Brain Teasers

09, Atvanture

Void after December 31, 1996

013 014 015 016 017 018 019 020 021 022 023 024
046 047 048 049
063 064 065 066 067 068 069 070 071 072 073 074
096 097 098 099
113 114 16 116 117 118 119 120 121 122 123 124
138 139 140 141 142 143 144 145 146 147 148 149
163 164 1656 166 167 168 169 170 171 172 173 174

038 033 040 041 042 043 044
068 089 090 091 092 093 094 095

COW 9/96-4

Title Telephone

Company Name

Autlress

City State | Zip

L

4.1 1 Please send me a ong-year (12-issue) subscription to Computer Gaming World tor $27.94
(U.S. price); all other countries add $16.00 for additional postage.

In'a Hurry? Fax This Card To: 609-829-0692
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Tth Level, Inc.

Access Software, Ine
Actews Software, Ine.
Acclaim

Acclaim

Aceolide

Accolade

Aceolade

Accolade

ACT Laboratory Ltd.
Activision

Activision

Activision

Actividon

Activision

Altee Laming
American Softworks
Berkeley Syaters
Bethesda Softworks
Blezzard Exdertainment
Blue Byte

Blue Byte

Bungie Software

CH Products

Chips & Bits
Clhips & Bits
Chips & Bits
Chips & Bits
Chips & Bits
Computer Express
Computer Express
Clreative Labs, Ine.
Eiger Labs

Epic MegaGames, nc.
Fakvn-Northwest
FormGen, Ine.
FornnCen, Inc.
FromCen, Ine
Gamer's Gold
Gitewry 2000
GoldTree Enterprises
Grolicr

Grolier

Grolier

GT Interactive Software
GT Interactive Software
GTE Entertainment
GTE Entertainment
GTIE Entertainment
Hayes Micrscomputer Products
INSCAPE

Inteructive Magic
Interictive Magic
Interactive Magic
Interplay Productions
lomega

ADVERTISER INDEX

PFREE
PAGE COMPANY PRODUCT # JPAGE  COMPANY

20t Century Fox Home Entertatrmient

Die Hard

Monty Python & the Ouest for the Holy Gral

Links 1S

Pandora Directive

Iron Man

Strtker Socees

Deadlock

Esadicator

Legends 97 Football
Star Control 3

Power Ramp
Hyperblache

Interstate 76
MechWarrior 2Mercenaries
Time Commandao

Zodk Nemesis

ACS33 Multinedia Speaker Systen
STORM.

You Don't Knew Jack V2
Daggerfall

WarCraft 1l

Albion

The Settlers 11
Marathon 2

Came Controllers

Board Games & Role Plaving Games

Buscdget Software

Mail Order Adull Suftwsme
Waterloo

www.edmag comvchips.hitml
Laony Latbyrinth

Mail Cher Products
AWE 32 Plug & Play
Head On 288 DSVD Modem
Eple MegaGarnes, In,
Fidculn MACHY

Duke Nukem 30

Shadow \Warrior
Xenopliage

Mail Order Products
Destination

Chlindris

Banzi Bues

Battle of the Ironclads
Greg Nonman Galf
Aok

NINE

NCAN Baskethall
Trmelase

Titanic

Aecura 285 DEVIY Modem

DEVO: Adventures of the Smart Patrol

Bruce [enner's Decathlon
Hird

IMIAZ Abrams

Nomlity

jaz drive

68
48
46
(5
07
22
|
40
4
191

3

160
149

24

95
405
(0]
183
161165

5355

303
123
191
1%
1819

187
108.109
115,17
T

|1

129

5%

132

195
26

114

Logiech

Looking Glass Techmologies
Farcasts Endertainment Company
Matron Graplics, Ine
Mimds

Ilenit Stedion

Micronics

Mictoprose

Microsoft

Mindseape

Minckeape

Mission Control Snftware
Mpath Interactive
MPG-NET

Mew Workd Computing
New Werkd Computing
New Warkd Conpuating
Nowilogle

ORIGIN Systemy, Ine
PCZone

Philign Elechonics

Philigs Media

Philips Media

Phatlliprs Mechia

Phymates Interactive

Piulse Enbertainment

Ri& G Gans

Sterra On-Line

Sherma OneLine

Sterm On-Line

Sterma Chi-Line

Slerm On-Line

Sierra On-Line

SiesTech

Sirlech

Sir-lech

Spectnun Holobn e
Strateghe Stmulations, Ine
"The 300 Company
ThunderSeat Technologies
TSR, I

United CI:ROM

Viscom Nes Media
Viacom Nesw Media
Viscom New Media
Varcom New Media

Virgin Interactive Entedabiment
Virgin Interactive Entertainment
Virgin Interacthve Entertamment
Virtaul 110

Wiaimer Books

Notrix Entertainment
Yamiha Corp. of America
D Net

DNt

Lephyr Computer

SEDTEMBEDR 1007

PRODUC

WingMan Wanior

Terra Nuwa

Afterlife

Matrox Mystique

Sten Ciry 2000 Netwoek Edition
“vheridas

Righteous 3D

Magic The Gathering

Hell Bender

Chiess Master 0060

MegaRace 2

Mail Order Products

MPlaver

Multi-Plaver Games Network

Hereos 1l

Heroes of Might & Magic

Wazes of War

Caombat Simulation Gaines

Crusader

Ml Order Prodducts

Paradise

Hard Core Games

Total Control Foathall

Downin the Dumps

Powenlave

Bad Moo

Used Game Sofware

Betrmyal in Antara

Cabriel Knight 11
Lighthouse

MisslanForee: Cyberstorm

Phantasagoria 2

R-I"\:I

Jagged Alliance Deadly Ganes

Nemests A Wizzandry Adventiure

Shadows Cher Riva

Crand Priv 1l

Age of Rifls

PC CD-ROM Games

ThundzrSeat

ADSD-CDROM

Ml Order Prochscts

DeathDrome

The Divide: Fnemies Within

Enenmy Nations

SlamScape

Comnund & Conguer: Red Alen

Toonstruck

s

i glassest
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Cyberia2

YST Multimedia Speakers

7D Net

ARy

The Speed Demon
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Move Over Valerie...
Cybersexdlasza Newq

dster!
Some ol
sexy opponénis

i 49
’i’?,r%al Vétﬁr Com putel‘

Adu t/An}gde 3-0 Adventrel.

#886/1) le Misslon
WWW, ml hmrtlc,m

F YUGP0 I,
Mission Conligl R 042 » MC, Visgt,
“n Dacover, Checks &
800 999 7 5 Monay Chiders, Shipping
iMem'l. 201.763.3600 57 (Oveimight ko mos!

fox: 200-703- 36046 oyp armaed e 20 o obben b orched hiy prochec]

“Without a doubt,
the best buy in

adult erotica!”
-B. Wright, San Jose, CA

4 LL
T pisk, G2
e ?\P*aego 9261578

Get a full year subscription-

four quarterly €D Digizines

for only $29.95. Hours of

fascinating, erotic explorations “f,"::“t‘“gﬂfﬁ
are at your fingertips with Nowl

gach exciting issue.

YESI Please starl my subscription lo Inferaclive
Quarterly™ for $28.85 and send my FREE Adult Movie D
(A $18.00 Value!) Mus! be 21 or older lo order.
Guarantee: Full refund if not completely satisfied.

Ml ta: Interaciive Quarterty, Depl. CGWO0BS6, 551 Valley Road, Moniclan

M 07043 o Fax: 201-TR-0888  Cjreje Reader Service #99

Name

Address
City

State Zip

Paymenl Enclosed; [] check or money order :h::gs my
{allow 14 days to clear) CIHC [ Visa [ Discover

Card #

Expires:

Signatwe Dalz ol Bith
(Heertity [ am 21 pears of age cr oider) ou



ORDER

vow: 800-273-791 0

Check au! our HUT online catalog! www.ctmag.com/adultson

PO BOX 14 DEPT 10752 HANCOCK, VT 05748 INT'L 802-767-3033 FAX 802-767-3382 SOURCE 10752

OVERMIGHT SHIPPING IN US 34 PER DRDER. Mail o Canada, PR, HI, AK, APD, FPO $4 per order, Worldvwide almeil $5 per ftom. Handling 52 per shipment. Hartware orders may require additional shipping charges. Cannot guarantee Customs clearance, Order
ot your own risk. Visa, MC and Discover accepted. Checks held 4 weeks. Money Orders under S200 same as cash, COD $8. Defeclives reptaced with same product, Mot itestrs shipped same day, Shipping times mey vary. Price/mitability may change. All
saies final. Restrictions apply. Cail for details. MUST BE AN ADULT TO ORDER. Each order will include a 6 month subscription to Computer Bames Strateqy Plus magazine, for which $6 of the order cost will be allocated. Cumeal subscribers will be extended.

ADULTS ONLY
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i adult  jigsaw! Glub Cyberlesque 529 Texas Table Dance  $24 Driental Action 5§26 : ing “absoluta
1 . H Features Inr.luda: Come Play With Me 536 Time Warp 545 Origntal Diaries s29 | restrictions  on
| S a long, tantaliz- Crystal Fantasy $29 VCA's Sex §29 Oriental X-Press $22 | all sexual
| b N AT b bt | ing ALL NUDE Cyber Photographer 834 Vampire's Kiss 836 Pleasure in Paradise 525 | axpression. You
| full motion strip-tease video. Also 250 hot 24 CyberPeep Int $19  VenusPlayhouse S35  RacquelleinWild  S24 | are  mankind's
| bit images of 62 girls used with included CyberStrip Black Jck 536 Virtual Golden Eye 544 Romsoft Six Pk 2 $39 only hope for
| puzzle. Load/save game, BMP, PCX, GIF, TIF, CyberStrip Poker 836 Virlual Sex 2 $39  Samurai Pervert sS40 sexual  libera-
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HALL OF FAME

welcume to the Cooperstown of Computer Games. Here,
raised upon pedestals, you’ll find the games that broke

BATTLE CHESS
Interplay, 1988

hile supporters of Go may argue
that it is really the oldest game,
there’s little question that Chess
is the most widely-played game
in the world. Early attempts to bring Chess to the
compuler focused heavily on artificial intelligence, with the result lhal many
of today's computer opponents (when set to their highest levels) can best
even above-average humans 99 percent of the time. BaTLe CHESS, however,
was a new breed of Bishop that focused more on enlertaining than pure
skill. No longer were captured pieces simply removed from the board.
Knights strode arrogantly into the conlested square and slashed at ducking
Pawns, who replied with low blows. Bishop's staves turned into halberds,
and sneaky Kings concealed automatic pistols underneath their robes. Both
the Amiga version and the later IBM CD version offered excellent sound
effects: the clank of armor, the swoosh of blades, the crashing of Rook
“Rock” Golems as they castled their Kings to safety; all contribuling to a
sense of fun still different from any Chess game before or since. And while
the computer opponent will never replace that of, say, CHESSMASTER, the Al

had its moments. Later versions added more varied opening books, the abili-
ty to transition from one opening to anather, and much-improved algorithms,

particularly in BarLe CHess 4000. Somehow, though, games of BarTLe CHess
always seemed lo end up as wide-open affairs, with tons of exchanges to
see the clever animation sequences. Still widely available at dlscount nnreq
BartLe Cress makes a fine introduc-
lion o computer games.

Inductees Prior To 1989 (Motion, 1992)

ALOKE IN THE DARK

BernavaL Ar Kronoor

the records, established the benchmarks, and held gamers in
delighted trances for hours untold.

BETRAYAL AT KRONDOR
Dynamix, 1993

here’s liltle question that the fantasy role-
playing genre has fallen on hard times,
with no new series emerging lo serious-
ly challenge the ULriva, MIGHT & Magic
and Wizarory Iriumvirale-and even those franchises
look a bit long in the dragon’s tooth. One of the few games to buck this
trend was Dynamix’ BeTravaL At Kronoor. The design team worked so
closely with author Raymond Feist that Kronoon is almost another “novel” in
Feist's award-winning Midkemia fantasy chronicles. To be sure, there are
some irritations, such as the huge number of side-quests, some of which
add little to the story. But in an era where games were bursting onto CD-
ROM, only to hide 20 hours (or less) of tepid gameplay amidst multimedioc-
rily, Kronpor stands out because of its depth. The game's characters—
fleshed out by Feist—exhibit loyalty, treachery, bravery, even a wry sense of
humor. The plot contains numeraus twists with plenty of intrigue and an
authentic fantasy feel that most RPGs srive for in vain. There is a sense of
richness, of epic conflict in an enormous game world where you could wan-
der for hours, simply ignoring the plot and investigating the countryside.
Not for the faint of heart, Kronnor rewards those who immerse themselves
in another world. Unfortunately, Sierra orphaned the Kronpor property
because il couldn't sell enough copies fast enough to meet a quota. How
ironic, then, that not only Is 7th Level producing ReTuan 1o Kronoor, but that
Sierra has decided to return with an unofficial sequel, BETRAYAL AT ANTARA.

 Modahivtis

MasTer oF ORION
(MicroProse, 1993)

Rairoan Tycoon

BarrLe CHess (Interplay Productions, 1988)

CHessmaster (The Software Toolworks, 1986)

Dunceon Master (FTL Sorrware, 1987)

Enrt Weaver BasesalL (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-19 Steaits FiohTer (MicroProse, 1988)

Gerrysaura: THE Turning Point (SSI, 1986)

KamproruprE (Strategic Simulations, 1985)

Mech Bricane (Strateqgic Simulations, 1985)

Hlslrr & Masic (New World Computing, 1986)

M.U. LE. (Electronic Arts, 1983)

I’ms (MicroProse, 1987)

‘SimCity (Maxis, 1987)

smﬁumir (Electronic Arts, 1986)

Ao’s TALE (Electronic Arts, 1985)
f{ongln Systems, 1983)

(Dynamix, 1993)

Day oF THE TENTACLE
(LucasArts, 1993)

Doom

(id Software, 1993)

Fawcon 3.0

(Spectrum HoloByte, 1991)

Front Pace Seorts FooreaLL 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 PLaroon
(MicroProse, 1989)

A PP I ——— |

SEPTEMBER 1996

{MicroProse, 1990)
Ren Baron
(Dynamix, 1990)

Sio Meter’s CiviLizaTion
(MicroProse, 1991)

TR Finest Houn
(LucasArts, 1989)

THe SecRET oF MoNKEY IsLAND
(LucasArts, 1990)

Tie FIGHTER

(LucasArts, 1994)

Uiria VI

(Origin Systems, 1990)
Utrima UNDERWORLD

(Origin Systems, 1992)
Wing Commanper | & Il
(Origin Systems, 1990-91)
Worrenstein 3-D

(id Software, 1992)

X:Com
(MicroProse, 1994)



PATCHES

Software fixes, or “patches,” for huggy programs have hecome
a necessary evil until we reach the golden age of standardized
platforms and bug-free programs.

@nmputer game programs have grown so massive and the i
numhber of hardware configurations has become so huge E
that incompatibilities and glitches are frustratingly common. |

Battleground 3: Waterloo
V1.01 Update: Latest upgrade to
BATTLEGROUND 3; WATERLOO. Please
view or download the text file,
BGW101,TXT,

Indy’s Desktop Adventures
Installation Patch: Correcls
installation problems. If you had no
trouble installing the game, don't
use this patch. Replace the old
installer by copying this file onto
the Desktop Adventures floppy disk.
When queried, choose lo overwrite
the existing SETUPEXE.

Flight Simulator 5.0A
Update: Includes several hard:
ware and Al improvements includ-
ing improved flight equations
(including stall and spin models),
Sound Blaster/SB Pro/SB16
improvements, improved joystick
response, and 320x200 256 color
VGA mode for faster performance.
Fixes the “Error 0039" problem
with Pentiums in VGA mode.

Grand Prix Championship
Manager 2 Update: Latest
palch fixes reported errors.

Lion 560K Conventional
Memory Patch: This file will
allow Lion to run with 560k conven-
tional Memory. Extract it and place
the file in the Lion directory.

Monopoly CD ROM V1.3
Update: This self-extracting file
fixes lockup problems caused by
some of the videos and includes
the newest version of the FAQ file.
Refer lo the README for installa:
tion instructions.

Panthers in the Shadows
V1.17 Patch: This update adds
gight-way facing and infantry sec-
ondary weapons firing, and fixes

several bugs like the “red star”
logo, victory computation and deep
water bridge bugs.

Silent Hunter V1.01 Interim
Update: This self-extracting zip
file fixes “Phantom Ship” contact
generation bug in apen seas and
compressed air usage bug.
Additions and changes include
change in crew quality update;
addition of No Depth Charges
below 200 in historic models; and
lowers merchant crew gunnery
effectiveness. Pul new execulable
SH.EXE In SiLen HunTer directory
replacing old file. See README. 101
file for details.

Silent Steel MPEG Video
Upgrade: Supporls many other
MPEG cards and MPEG software
drivers, including Ace MPEG cards.
Copy STEEL.EXE into the
C:\MSTEEL directory. From the
MSTEEL directory, delete any saved
games. Type: del *.s5q.

Stalingrad V2.0 Patch: Fixes
the EPTO036 error message and
supersedes the earlier file that
would not update V1.85 correctly.

Stonekeep V1.2: Fixes various
problems. To use this patch you
must have PKUNZIPEXE Version
2.04g. Unzip the SK_P12.ZIP file in
the direclory where STONEKEEP is
installed. The default directory is
C:AINTRPLAY\STONKEEP.

TacOps Update for Windows
V1.03: Update contains 11 new
user-requested enhancements,
more U.S., Canadian, and OPFOR
units, and a number of bug fixes.
Consisting of an update installation
program, several data files, and a
text file, this update can be
unzipped with either WinZip or

PKUNZIP 2.04g. To use the update
you must have the retail version of
TacOps for Windows v1.00, v1.01,

or v1.02,

Tigers On The Prowl II V2.01
Update. Fixes the floating point
error, accasional replay problems,

» New Palches are
o disk,

IPVIIPP strings, and adds about 20
more weapons. This update only
works for ToPIl. To use this sell-
extracting file, copy it inta your
ToP2 directory and type “TOP-
201"and it will averwrite the old
ToP2 files.

Total Mayhem V1.02 Update:
This zipped file contains 10
extractable files that fixes various
problems. Refer fo the Patch.txt file
for instructions.

’Publisher Web Sites
following sites:

Accolade: hilp:/fwww.accolade.com
Activision: http:/lwww.aclivision.com

Bethesda: hitp:/fwww.bethsoft.com
Domark: hitp:/iwww.domark.com
EA: http:/lwww.ea.com

Interplay: http://wwwinterplay.com

LucasArts: hitp:/iwwwlucasarts.com

‘Microsoft: hiip:/lwww.microsoft.com

Ocean: hifp:/fwww.ef2000.com
Papyrus: hitp://wwwsierra.com
Sierra On-Line: hilp:/lwww.sierra.com

SSI: hittp:/www.ssionline.com
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Many of these patches are available directly from the publishers, at the

Apogee/3d Realms: hitp:/fwww.apogeel.com

Blizzard: http://wwwblizzard.com/tech.htm

Bullfrog: hitp:/fwww.ea.com/bullfrog.html

Id Software; hitp:/lwwwidsoftware.com

Interactive Magic: hitp://www.imagicgames.com/games.himl
Looking Glass: hitp://www.vie.com/lgtiutility.html

MicroProse: hitp://www.microprose.com/mpsfiles.html

Mindscape: htip:/[www.mindscape.com
‘New World Computing: hitp:/lwww.nweomputing.com

Origin: htip://www.ea.com/origin.englishlindex.html
Philips: http://spidermedia.philips.com/media/games
Spectrum HoloByte: hitp://www.rek microprose.com/shfiles.html

Take 2: hitp:/iwestol.com/~taketwolrippechtmi#patches
I;?._i'r_’gjlﬂ;__ﬂl'lp_:ﬂ_wwwvie.comu'mmI.‘viesuppmt.hlml

These patches can usually be
downloaded from the major on-
line networks (America Online,
CompuServe, ZDNet) and
Computer Gaming World's Web

site (http:/lwww.zdnet.com/gam-
ing) but can also be obtained from
individual software publisher’s
Web sites or direct from the pub-
lisher with proof of purchase.
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THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, more than 1,500 “lucky” CGW subscribers are selected at random to rate 100 computer games. The results of that poll are calculated

into the agaregate results of previous months to yield a cumulative average for the best plays in gaming. This month's listing is the first under a new

system, so rankings are likely lo be more dynamic than in recent months, and some Top 10 categories don't include a full 10 games. As more
responses accrue, the rankings will stabilize and all the slots will fill in. In the meantime, we hope you find the new ratings race as fascinating as we do.

TOP ACTION GAMES TOP ADVENTURE GAMES

COMPANY COMPARY

— 1 Crusader: No Remorse EA/Origin 1  Gabriel Knight 2 Sierra
- 2 Rayman UbiSoit 8.14 2 Mission Critical Legend 7.93
3 Doomll id 8.06 3 Zork Nemesis Activision 7.91
4 The Need For Speed EA 8.04 4 Full Throttle LucasArts 7.49
5  Dark Forces LucasArts 7.93 5  Phantasmagoria Sierra 7.47
6 Hyper 3D Pinball Virgin 7.82 6  Ripper Take 2 7.42
7  Descentll Interplay 7.80 7  The Dark Eye Inscape 7.20
-8 Hexen Ravenfid 7.07 8  Bad Mojo Acclaim 7.19
9 Virtual Pool Interplay 7.63 9  The Dig LucasAris 712
10 System Shock EA/Origin 7.50 10 Under A Killing Moon Access 712

TOP SIMULATION/SPACE COMBAT GAMES

GAME COMPANY

=1  You Don't Know Jack Berkeley 1 Wing Commander IV EA/Qrigin

2 Incredible Toons Sierra 7.56 2 Mechwarrior 2 Activision 8.40
3 Incredible Machine 2 Sierra 7.10 3 Wing Commander 3 EA/Origin 8.39

4 Monopoly Virgin/Westwood 6.75 4  Silent Hunter Mindscape/SS! 8.03
5  Tritryst Virgin 6.62 5  EF2000 Ocean 8.03
6  Connections Discavery Channel 6.00 6  Advanced Tactical Fighters EA 7.83
7  Lemmings 3D Psyanosis 5.94 7  NASCAR Racing Papyrus 7.81
8  Maurice Ashley Teaches Chess  Davidson 5.50 8  U.S. Marine Fighters EA 7.80
9 - 9  Wings Of Glory Origin 7.64
0 — 10 1942 Pacific Air War Gold MicroProse 7.61

____TOP SPORTS GAMES

COMPANY

_ TOP STRATEGY GAMES

COMPANY

1 NHL Hockey —1  Warcraft Il Blizzard 9.04
-2 NBA Live ‘95 EA 7.68 2 Civilization Il MicroProse 8.81
3 PGA Tour Golf 486 EA 7.58 3 C&C: Covert Operations Virgin/Westwood 8.67
4 FPS Foothall Pro 96 Sierra 7.95 4 Command & Confuer Virgin/Westwood 8.57
5  FPS Foothall 85 Sierra 7.50 5  Master 0Of Magic MicroProse 8.06
6  Hardball 5 Accolade 7.10 6  Warhammer Mindscape 7.96
7  Hardball IV Accolade 6.54 7  Heroes Of Might & Magic New World Computing  7.83
8 FPS Basehall Slerra 6.52 8  Warcraft Blizzard Entertainment ~ 7.79
9  Grand Prix Manager Spectrum HoloByte 5.90 9  Jagged Alliance Sir-Tech 7.78
i — 10 Warlords Il Deluxe SSG 7.68

TOP ROLE PLAYING GAMES T TOP WARGAMES
b

1 Might & Magic: Clouds Of Xeen New World Computing \BE===T1 Steel Panthers Mindscape/SSI 860
2 Anvil Of Dawn New World Computing 2 Panzer General Mindscape/SS| 8.43
3 Stonekeep Interplay 7.40 3  Baltleground: Gettysburg TalonSoft 7.42
4 Ravenloft: Stone Prophet Mindscape/SS! 6.97 4 Custer's Last Command Incredible Simulations  7.29
5  Woll Sanctuary Woods 6.03 5  Allied General Mindscape/SS| 7.20
6 Lion Sanctuary Woods 5.25 6  Perfect General Il aap 6.89
C TS 7  Stalingrad Avalon Hill 6.50
(= 8  Harpoon Il IntraCorp 6.45
(e 9  Rise Of The West RAW 4.00

0 — =
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Cames on unnumbered lines have scores equal to the line above. 3¢ = Top game of type. Red = New Game, AD = Adventure, RP = Role Playing, SI = Simulation/ Space

c&c Covert Op
~ Wing Commander IV

GAME

Steel Panthers

. Command & Canguor
Crusader: No Remorse

Panzer General
Gahriel Knight 2

- MechWarrior 2
Wing Commander 3

 NHL Hockey

Rayman

Doom Il

Master Of Magic
The Need For Speed
Silent Hunter
EF2000

You Don't Know Jack
Warhammer

Dark Forces
Mission Critical
Zork Nemesis

Heroes Of Might & Magic
Advanced Tactical Fighters

Hyper 3D Pinball
NASCAR Racing

U.S. Marine Fighters
Descent Il

Warcraft

Jagged Aliance
Hexen

NBA Live ‘95
Warlords Il Deluxe

X-Com: Terror From The Deep
Might & Magic: Clouds 0f Xeen

Wings Of Glory
Virtual Pool

1942 Pacific Air War Gold

Anvil 0f Dawn

PGA Tour Golf 486
Incredible Taons
FPS Foothall Pro 96
FPS Football 95
System Shock

Full Throttle
Fantasy General
Phantasmagoria
CivNet

erations

COMPANY

Blizzard

| MiroProse

Virgin/Westwood

EA(Origin

Mindscape/SSi

- Virgin/Westwaod

EA/Origin
Mindscape/SS|
Sierra
Activision
EA/Origin

EA

UbiSoft

id

MicroProse
EA
Mindscape/SSI
Ocean
Berkeley Systems
Mindscape
LucasArts
Legend
Activision

New World Computing
EA

Virgin

Papyrus

EA

Interplay
Blizzard
Sir-Tech
Raven/id

EA

SSG
MicroProse
New World Computing
Origin
Interplay
MicroProse
MicroProse

EA

Sierra

Sierra

Sierra
EA/Origin
LucasArts
Mindscape/SS|
Sierra
MicroProse

Terra Nova: Strike Force Centauri Virgin

TYPE

ST
ST
ST
]
WG
ST
AC
WG
AD
Sl
Sl
SP
AC
AC
ST
AC
S
Sl
cp
ST
AG
AD
AD
ST
S|
ACG
sl
Sl
AC
ST
ST
AC
SP
ST
ST
RP
Sl
AC
Sl
RP
SP
cP
SP
SP
AC
AD
ST
AD
ST
AC

SCORE

9.04

8.81

8.67
8.67
8.60
8.57
8.43
8.43
8.43
8.40
8.39
8.31
8.14
8.08
B.06
8.04
8.03
8.03
8.02
7.96
7.93
7.93
7.91
7.83
7.83
7,82
7.81
7.80
7.80
7.79
7.78
7.77
7.68
7.68
7.68
7.64
7.64
7.63
7.61
7.60
7.58
7.56
7.55
7.50
7.50
7.49
7.48
7.47
7.46
7.44

COMPANY

TOP 100 GAMES

Reader Poll #144

51

53

55

63
64
65
66

69
70

72

82
83
84
85

Ripper

Battleground: Gettysburg

Take 2
TalonSoft

Flight Commander 2 Mission Bldr Avalon Hill

Stonekeep

Sim City COROM
Heretic

Custer’s Last Command
U.S. Navy Fighters
Super Street Fighter Il
Magic Carpet 2

The Dark Eye

Allied General

Bad Mojo

Flight Unlimited

Aces 0f The Deep
Caesar Il

The Dig

Under A Killing Moon
Riddle 0f Master Lu
Incredible Machine 2
Hardball 5
Destruction Derhy

Top Gun

Ravenlofi: Stone Prophet
Star Trek: TNG, Final Unity

Legends Of Kyrandia 3
Screamer

Wolf

Perfect General Il
King's Quest VII
Apache

Descent

Magic Carpet

Werewolf vs. Comanche

Chronomaster
Monopoly
Earthsiege 2
Future Shock
Fast Attack
1830
Relentless
Mortal Kombat 3
Earthworm Jim
FX Fighter
Tritryst
Loderunner
Fighter Duel
Su-27 Flanker
Buried In Time

100 Hardball IV

Interplay

Maxis

Raven/id
Incredible Simulations
EA

Capcom
EA/Bullfrog
Inscape
Mindscape/SSI
Acclaim

Looking Glass
Sierra/Dynamix
Sierra

LucasArts

Access

Sanctuary Woods
Slerra

Accolade
Psyqnosis
Spectrum HoloByte
Mindscape/SS|
Spectrum HoloByte
Virgin/Westwood
Virgin

Sanctuary Woods
aap

Sierra

Interactive Magic
Interplay
EA/Bullfrog
Novalogic
Intracorp/Capstone
Virgin/Westwood
Sierra

Bethesda

Sierra

Avalon Hill

EA

GT Interactive
Activision

GTE Entertainment
Virgin

Sierra

Philips Media
Mindscape/SSI
Sanctuary Woods
Accolade

Combat, ST = Strateqy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.
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TYPE  SCORE
AD 7.42
WG 7.42
WG 7.40
RP 7.40
ST 7.37
AC 730
We 7.29

Sl 7.25
AC 7.23
AC 7.22
AD 7.20
we 7.20
AD 7.19
Sl 747
Si 7.14
ST 7.12
AD 7.12
AD 7.12
AD 7.11
CP 7.10
S0
AC 7.06
St 7.06
RP 697
AD  6.96
AD 695
AC 6.94
RP 6.93
WG 689
AD 6.88
Sl 6.68
AC 6.87
AC 6.79
Sl 6.78
AD 675
CP 675
sl 6.73
AC 6.72
Sl 6.71
ST 6.71
AD 671
AC 6.70
AC 6.69
AG 6.68
CP 6.62
AC 6.61
sl 6.57
] 6.56
AD 6.56
SP 6.54



MARTIN CIRULIS

What’s The
eal With...

immicks?

quess it's fallout from
lhose local news biles
on the E3 show a few
months ago—you
know, the one with
some guy in a bad suit
going fo the booth that
has the most scantily
clad women, believing everything he's
told—but | find myself growing tired
of these people endlessly crowing
about “things to come,” when they
should be making sure thal today's
games are worlh playing. Despite the
fact that only ravens like shiny new
stuff more than | do, I find that all the
excitement over gimmicks and techno
doo-dads al these shows really tends
to overshadow the truth: that there is
nathing very enterlaining about
another bloody Super-Mario game.
| guess | should thank Nintendo for
making a big deal out of skewed 3-D
graphics {“Now you can make Mario
travel anywhere in the virtual world,
exploring as you wanl!" Golly, you
mean the way you've been able to do
in real computer games for about the
last BILLION years?). At least they
drowned out the agonizing babble
aver Virtual Reality, and how it's going
to change civilizalion forever by next
weekend. Of course, just when |
thought the VR hype-fest was over, |
spotted yet another book on its impli-
cations. Given the actual state of the
technology, and the fact that the aver-
age person can't be bothered to read

a book, never mind pick their own
movie endings, all this fretling is
almost as premature as running home
after the first performance of Machefh
and penning an essay on whal its
effects on TV might someday be.

What I'd really like fo see is this; all
the money currently going into bad VR
headgear being saved until somebody
invents cheap, fast color flatscreens.
Instead, they could pul more effort into
technologies that might actually bene:
fil gamers, like really efficient voice:

recognition software, Let's face it, voice

commands are probably the only way
the average Joe is going to be able to
handle the next generation of sims.
The Command cut of Acgs oF THE Deep
certainly proved that voice command
is as important o realism as the muiti-
function joystick was to Facon. The
larger the vehicle being simulated, the
more vital voice-recognition becomes.
The cool but unwieldy RuLEs oF
EncagEMENT 2 would have been infi-
nitely more enjoyable if you could have
called for shields or warp speed.

The transition from Gimmick to
Fealure is an important one lo com-
puter gaming, and it's important to
recognize that even something as
widely used as live-action video is still
really in mid-transition. While multime-
dia abounds in the gaming world, it
still functions as pure chrome in most
of the games, and only rarely does it
become an intrinsic part of the game.
For inslance, GasriEL KnicHT 2 s an

incredible game—but if you really look
atit, most of what makes it special is
buried deep in the writing and plotting.
The live-action gives it a greater sense
of realism, but quality graphics could
have done the job almost as well.

We are jusl entering the realm

where multimedia is relevant enaugh
lo shape the llow of a game, as it does
in the last two Wing Commanpens. Even
more rarely, mullimedia can serve an
important function in the game itself.
The only game | have seen recenlly

» €< Multimedia
| abounds in

| computer

| gaming, but

| until it becomes

|an intrinsic part

|of the game, it’s
| still just a

| gimmick. Y

that achieves the latter is PsvcHic
Detecnve, a nifty little title that makes
an initial impression of pure Gimmick,
but delivers up gameplay intrinsically
fied to live-action video. Personally, I'd
love to see that design team gefting a
lillle more money and time; they could
develop a real breakthrough litle,

The fact is, the enterlainment media
will never pay attention fo skill, and will
never stop searching endlessly for the
next HOT tech—expecting them lo
spot relevant trends in this industry is
as foolish as setting aside money for
your own VR pit. It would be nice, but
only if marketers weren'l so caught up
in the hype that they dedicate whole
sections of a store lo gaudy displays
with vaguely three-dimensional Marios
in washed-out, “night-sniper-scope”
green. (Not that the thought of looking
at Mario through a sniper scope
toesn't have it's own dark appeal...)

Atter the smoke and delusion of E3
fades, I'm sure there will be a few
more execs out there (who have never
played a computer game in their lives)
dreaming that some badly executed
gimmick will double their sales.
Maybe, if we are very lucky, something
useful might evolve from it. At least we
can hope. &
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GST registration number is 83371 0442 RT. Periodicals postage paid at New York, NY 10016 and additional mafling offices. Permit #672-910. Printed in the U.S.A.
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