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Lan Shiatnw Warrinr kick ass? Shuriken! ﬁm silent assassin will emerge from the shadows by the
light of his Uzi. Bodies will drop like lotus blossoms. Spent cartridges will fall like ripe cheries
fram the tree. Flesh will return to Mothingness. The Yin of Death and the Yang of Life balanced in
the hands of one sitk ninja puppy. Meditate. Annihilate. Illnditi.ltn. Mutilate. Meditate. Detonate.
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This rugged and mighty off-road : g
behemgﬁ, can conqslljery any terrain. Well balanced off-road ability and on-road

handling keep the Jeep in every race.
Land Rover"

-- Chevrolet’
efender 920 . K1500 Z71"
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Quick and agile, this V8-powered
import can negotiate the tightest
spots due to its compact stature.

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



> Conquer The World’s
Most Wicked Terrain!

) tracks test your off-road skills.
egotiate treacherous terrain as you
attle for the checkered flag!

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

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

Four ways to race: SINGLE RACE,
FULL-SEASON, CLASS LEAGUES,
and MIXED LEAGUES.

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

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

OFF-ReAD

0 order direct call; 1-800-245-7744
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CIRCLE READER SERVICE #360

Test Drive is a d I Inc. © 1886 Accolade, Inc.
All rights reserved. Developed by Elite Syst The Land Rover
name and logo are trademarks of Raver Group Limited used
under license, Hummer and Humvee are the registered trade-

marks of AM. General Corporation. JEEP and Jeep grille design
are registered trademarks of Chrysler Corporation, U.S.A. and
are used under license. ©CHRYSLER CORPORATION 1886,
Chavrolet K-1500 Z71 and Body Design are trademarks of
Chevrolet Motor Division, General Motors Corporation, used
under llcense by Accolade, Inc. The Need For Speed is a trade-
mark of Electronic Arts.



Catch a few rays of rich, brilliant color. And while you're at it, go for fuller sound, smoother video and
faster graphics.™ You can get it all from a PC that has a Pentium® processor with MMX"™ technology.
Combine it with sofltware designed for MMX technology and you'll get the most from your multimedia
experience. Intel’s MMX media enhancement technology. It’s the technical term for fun. [ » www.intel.com |
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~ Heavy Gear

-

The makers of

MEeCHWARRIOR 2
and MecHWARRIOR 2:
MERCENARIES launch a

new mega-sim. Heavy
GEAR’S improved inter-
face and realistic com-
bat could mean trouble
for FASA’s upcoming
MecHWARRIOR 3.

HARDWARE

Gontrol
T

= ¢y The razor’s edge between
&0 triumph and tragedy often
comes down to control. There
are a lot of devices that claim

to give you an edge, so it’s time
fo separate the masters from
the slaves.
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. BRATTLEGROUND REALISM .

Hide units behind hills or in dense for
climb to higher terrain to improve ur’ﬁwu
of surrounding territory. nealistic terrain
dynanically affects unit movement, so units move
faster dounhill and slower through swamps.

— BEVOLUTIONARY FEATURES L

create your oun maps and missions with '
the advanced construction kit. create multiplayer
alliances on the rnternet by sharing resources,
units and intelligence. other features include
gigantic playing maps and never-before-seen units.
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THE FATEOF THEWORLD
o INYOURHANDS!

You're in the cockpit against Earth's deadliest menace in this high-tech flight-based
game with blazing arcade thrills. Battle alien attack fighters as you obliterate the
City Destroyers deployed overhead by ti.le massive Alien Mothership. As your )
mission progresses from city to city, you fly faster and more heavily-armed planes,

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

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

et fighter== Blast your way l.hrough r.wer
=185, Soviet a dozen missions thatitake ;
youl from the Grand Canyon; 1 | ; €D

to Tokyo, to Paris, @
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What's On The CD?

/'y II's fair in love and
war, or so they say.
On this month's

Wik disc, however, war

Sierra, wilh Rogerr E. Leg: Civi
Wan GENERAL. Also included on
the disc is a special, custom-
built Vietnam scenario for Steew
PantHers 2: Up A Deaoty River,
developed by CGW contributor,
Patrick Miller. And for those of
you who prefer air combat, be
sure o check out NovaLogic's

outnumhers love by far. Our wargame

\ lineup includes excellent products from

= the generals of wargaming: Avalon Hill, with
Over THE ReicH; and TalonSoft, with BATTLEGROUND: ANTIETAM,

Other commendable soldiers in the ranks include:

Interactive Magic, with GREAT BATTLES OF ALEXANDER; and

Blind slrategies for

On a lighter note, try rescuing the prize

pig in Interplay's REoNECK RAMPAGE. Travel
back in time fo the dark, deserted, and sinister stregts of
1940's Los Angeles in Cyberdreams' classic adventure
game, Now. Or, you can whack a few balls in Maxis' Sim
Gotr. And check out the Ogden’s Sign and The Hall of the

DiagLo, the super-hot RPG from

Blizzard. The disc includes all this, and a dozen more.

How Do I Use It?

If you have Windows 95, installation is simple: The GD is
Autoplay enabled—just lock-n-load. Otherwise, from

Windows 3.x, 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 type D:\INSTALL
to create a CGW program group on
your Windows desktop. If you have
installed previous versions of the CG-
ROM, this disc will use the program
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GAMES AND GOODIES OH TI'IE CG-ROH,:,_:

CcowW

DEMOS AND STUFF PLATFORM
Last Express WIN/IDOS
Civil War General WIN
NetZone 95/D0s
NCAA Final Four 95
Sim Golf 95
Stargunner Dos
Jam Extreme 95
Turok WIN/95
Star Command Revolution Dos

0, G D0S/95

. T.EN. 95
Mplayer 95
F22 Lightning D0S/95
Noir WIN
Over the Reich WIN and 95
Enemy Nations WIN/95

. Redneck ﬂampage DOS

SubSpace) i 95
Great Battles of Rlexander 95
Batﬂegruund. Antietam WIN/95

:__Steel Panthers 2 Scenann N/A

. Diablo Strategy : N/A

Miumsuﬂ Uhmv Setup WIN/95

APRIL 1997

group already on your desktop.

DIRECTORY EXECUTABLE
EXPRESS TRAILER.AVI
CIVWAR SETUP.EXE
NZDEMOWI/NZDEMODO SETUP.EXE INSTALL.BAT
NCAA SETUP.EXE
GOLFDEMO SETUPEXE
STARGUN INSTALL.EXE
JAMX SETUP.EXE

TUROK TUROKMAG.MOV
STARCOM INSTALL.EXE
XSDEMO XSS.EXE\SETSOUND.EXE
TEN SETUP.EXE
MPLAYER SETUP.EXE
F22DEMO INSTALL.EXE

NOIR INSTALL.EXE
OTRDEMO O0TR31/0TR95.EXE
ENATIONS SETUPNET.EXE
REDNECK INSTALL.BAT
SUBSPACE SPACE119.EXE
GBOADEMO SETUP.EXE
BGN_DEMOD SETUP.EXE
SP2SCEN N/A

DIABLO via CD interface
NIA : SETUPMS.EXE




WITH OVER 1.5
MILLION COPIES SOLD,
COMMAND & CONQUER RED ALERT"
WAS A DIRECT HIT.

COUNTERSTRIKE"
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How Do I Play The Demos?

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

How Do I Get The Patch Files?
Click on Patches under the CGW Fealures,
and then read the text window that has instruc-

tions on copying the files to your hard drive.
You can also access the patches from a DOS
prompt by typing D:APATCHES (where D: is the
letter of your CD-ROM drive) and copying them
directly to your hard drive. Back up any previ-
ously saved games before installing a patch, as
this may overwrite your existing program.

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

To subscribe to the CD-ROM version of the
magazine, call (303) 665-8930, and specily thal
you want the CD-ROM version. Please note that
if you already receive the magazine withoul the
CD, you must wait until your current subscrip-
lion expires before receiving the CD version.

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

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

If you can't find the magazine with the CD,
encourage your retailer to carry it. To find out
where CGW can be purchased near you, or to
suggest that it be carried at your local refailer,
please email Gerry at: getsmarl@ils.net.
Unfortunately, we cannot fulfill requests for
hack-issues of CO-ROMSs al this time.

Disclosure

As a matler of record, CGW voluniarily main-
fains a list of companies in which SoftBank, the
parent company of Ziff-Davis Publishing Co.,
has an interest. It is available online at
http://www.computergaming.com/
disclaim.html and is updated when we
become aware of such investments, &
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How Gamers Will Pay for Dead Game Gompanies

oday's com-
puler game
indusltry is a
lot like the old
geezer in
Monty Python
& the Quest for
the Holy Grail
who insists that he's not dead, yet.
To be sure, the list of obituaries for
1996 is fairly long: Crystal
Dynamics, Digital Pictures,
Intracorp, QQP, Sanctuary Woods,
and Viacom lo name a few. Already
in 1997, GTE Entertainment has
closed ils doors.

In addition, 1997 layoffs al
Interplay and 3DO (including seri-
ous reduclions at New World
Computing), as well as 1996
reductions at Acclaim, Sierral
Dynamix, and Specirum HoloByte,
have some buzzards (not to be
confused with vulture capitalists)
circling atop the emaciated bones
of the entire indusiry.

Does that mean that the com-
puler game induslry is in danger
of disappearing? No, the overall
number of dollars being spent on
compuler games is growing. The
entertainment software industry as
a whole hit pretty near the $1 bil-
lion mark in 1996, and more litles
are hitling the 100,000 mark in
sales than ever before. So, what's
the problem?

There are four forces putting the
squeeze on computer game pub-
lishers in 1997: MDF, development
budgets, investor expectalions, and

CG

ead!

Moore's law. I'll briefly describe
each one to show you how they
affect publishers’ financial health.

First, MDF, or Markeling
Development Fund, is the price
that publishers pay in cooperative
adverlising, calalog inserlions,
shelf-talkers, end-cap displays,
racking fees, and the like. in order
fo gel products on the shelf in a
relail chain. Companies that want
{o have their games on the shell
are paying an increasingly high
price lo do so. Even then, products
are only given a few weeks lo prove
lhemselves because there is a
such a glut of titles in the retail
channel. Few products are given a
chance to gel legs by being discov-
ered by gamers.

Second, development budgets
have skyrocketed. Some of us call
this the “Wing Commanner IV
effecl.” Developers reasoned that if
games could cost $2:, $3-, $4-, $6-
and even $12 million, respectively,
that their games should have those
kinds of budgels, [0o. So, in a two
year period, we've seen game bud-
gels move from an average of less
than $500,000 each lo a point
where every developer thinks $1
million is a puny budget. Assume
thal a publisher gets an average
return of $20 per unit. Thal means
you have to sell 50,000 units to
break even on a $1 million develop-
ment budget.

Third, these ever-increasing
development budgets have been
funded by investors who pur-

APRIL 1537

chased common stock (for public
companies) and vulture...er...ven-
ture capilalists (for private compa-
nies) who all want a refurn on
investment (ROI). If games are big
hits at 100,000 units sold, and

(¢ The list
of obituaries
for 1996 is
fairly long:
Viacom, QQP,
Digital Pictures,
Intracorp,
Grystal
Dynamics and
Sanciuary
Woods, to

break-even is 50,000, that ROI
doesn'l look very good, does it?
Over the last couple of years, game
publishers have essentially extend-
ed their credil to the breaking point
in order to fund (over an 18-24
month period) these more aggres-
sive budgets. Now, the loans are

coming due.

name a few.>)

Fourth, Moore's Law essentially
states that computing power is
doubling every year. Currently, the
18-24-month long development
cycles for computer games simply
cannol keep up with the pace of
new systems. If a game slips radi-
cally from its scheduled release,
publishers may have to sink hun-
dreds of thousands of dollars inlo
salvaging projects which, upon
release, seem archaic and ouldal-
ed. Such products can really cost
publishers.

So, what's going to happen? In
1997, lhese pressures will close
another 2-5 game companies.
Another 3-4 will be merged into
other game companies. The envi-
ronment won't be right for new
start-ups, and the total number of
available titles will drop for the first
time in many years.

What will that mean for
gamers? Firsl, it will mean
reduced selection. Of course, judg:
ing from the sales numbers, we
weren't buying too many of the
lower echelon games, anyway.
Second, it will mean that the
industry will want lo lake less
chances on fresh, new game con-
cepts. Sequelitis will increase al a
frenelic pace and game compa-
nies will try to build and milk fran-
chises. Successful role-playing
games will spawn combat sims
and real-time strategy games, and
vice versa. Third, it will mean hal
online will become the experimen-
tal platform that PCs used to be—
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the place lo lake risks and build
niche markets. Fourth, it will
become harder and harder to mar-
ket niche products unfess publish-
ers can build a Web strategy.

The bad news is that we're see-
ing less and less original product.
The good news is that since the
industry has established some
strong franchises in the last cou-

P (1 there
is anything
the Internet
has taught
us, it is that
people don’t
like to pay for
what they’re
accustomed
to getting
for free. 7)

ple of years, you can expect that
once you find a product line that
you like, they are likely to stick with
it and build plenty of products in
its image. | know that's a mixed
blessing, but that's the way things
look to me. It may be small com-
fort in a time when the induslry is
suffering huge layoffs and dying
publishers, but it is some comforl,
nonetheless.

ONLINE GAMING—
DEAD OR NOT DEAD?

Ever play thal game where
someone shouts the name of a
celebrity and everyone has lo
answer whether that celebrity is

V0 S ce

“Dead" or “Nol dead?" It may be a
morbid game, but it conveys a
truth: sometimes, people and their
life's work affect us so much that
they seem alive to us, even when
they have physically died. Frankly, |
believe that online gaming is the
future. | believe online multiplayer
games will be the dominant form
of gaming by the year AD 2005.

Yet, when | see the circa 20,000
subscribers al Mplayer and TEN—
when they need significantly more
than 100,000 subscribers to make
their business models work—|
know why some people may be
asking whether online gaming is
dead or nol dead. When | see
multiplayer game developers sud-
denly gasping for cash flow
because of AOL's ill-considered
utopian panacea of flat-rate
monthly pricing, | have lo ask:
dead or not dead?

After atlending Mpath's 2nd
Annual Online Game Developers
Conference in February, | feel like
online gaming is at a critical junc-
ture. Financial models are
announced and subsequently dissi-
pate faster than some of those new
elements on the periodic table.

Rumors were flying at the con-
ference that AOL was planning to
add an hourly surcharge for
games. It's logical, but it could
also be disastrous for them. If
there is anything the Internet has
taught us, il is that people don'l
like to pay for what they're accus-
tomed to gelling for free. So, game
subscriptions for various seasons,
corporate sponsorships, and old-
fashioned commercials have
become a vital part of the ever-
evolving online gaming strategy.

Dead or nol dead? It's way too
early to declare online gaming as
dead, but if some more viable
financial models don'l appear prel-
ly soon, we may have to move it
into intensive care. &
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~ Many have attempted
World Don

It's based on the
top-selling multi-player
board game with
computer enhanced
features like perpetual
score keeping plus tips
.and, llelp on demand.
. 1 to 7 players.
‘Compete agamst
1ds or the game’s

s,

"?i;rafty_Art ficial

Y

From the begmnmgs of \

recorded time despots
have tried to rule the world

of hlstory ;
achieve worlk

The Avalon Hill

Game Compan
L DIVISION OF MONARCH »\EM[}.\'):\C. ¢ When do you dEPIO}’ your secret “-'capOl'lS?

C 1997 ALL RIGHTS RESERVED

History of the World for Windows 95 and Windows 3.1 is available wherever great games are sold or contact us at:
4517 Harford Road, Baltimore, MD 21214 = 800-999-3222 » FAX 410-254-0991 = http://www.avalonhill.com

CIRCLE READER SERVICE #1689



LETTERS

LETTER OF THE MONTH

CRYSTAL BOWL

You guys are good! Nol only do
you provide us gamers with the best
reviews around, but you can foresee
the future also. What am | talkin I
abouf? Inissue #150, Jan. 97, page
236, as part of your review of NFL
OUARTERBACK CLUB 97, a screen-
shotis displayed of the Packers’
Regaic White putting the rush on the
Patriots” Diew Bledsoe, thereby fullfill-
inz your propheey of the up-coming
Super Bowl!

Wow, L only wish you could haye
shown a shot of the scoreboard late in
the 4th Quarter. (By the way, Bledsoe com-
pleted the pass fora 36 yard 1D to‘Terry
Clen.) Keepup the good work. ook fonward
to your review of NBA 97, don't disappoint
me now!

IT'S THE STORY, STUPID

Let me respond to Mr. Cirulis” column
(Feb. "97) by saying | have DUKE NUKEM
3D, Quakt: and about 15 other various
pames loaded.
But the other
night nothing
struck me. [ el
something was
missing Then, |
remembered the
feelings | get every
time | play the old
Origin/l ooking
Class Sys1n
SHOCK, s0 |
reloaded that
game. You know
what it is about
that game, the
thing that i
Software says isi't

worth their lime

{which I personal-
ly believe is a big “screw you” lo us gamers),
it’s the story.

Sure the story in SYs1EM SHOCK is
canned, bul geez, instead of just nnning
around killing evervthing, there are real rea-
sons to push voursell. | challenge anvone

CCwW

SNOW IN THE S
predicted the te
the weather

ately
DOME? Well, we accur
i got to fine-tune

've just
ams, NowW we
5 Super Bowl.

forecasting for next year’

Joe Forlizzi

Tewsksbury, MA

We'll give you a hint. Its not going to be the
Vancowver Grizzlies versus the Toronto Raplors.
Any further revelation would rin the surprise.

not to get unnerved when, alter you finish
Lev 2 of the space station, you get this des-
peralte pleading via audioAvisual message to
drop everything and help some erew mem-
bers three floors above vou. And boy, [ know
it’s justa gane, but 1 always feel rage at the
point where [ battle to the survivors’ last bas-
tion and the computer (Shodan) tells me
I'm 1o late; they are all dead. Finally, to
hear the survivors” last pitiful email is just
chilling, Maybe we will all rebel and force
staries and mysteries to be told again,
Anyway (hanks for your always insightful
column. [ makes me feel like someone is
al least trying to watch the gates.
Chis Dargan
Mission Viejo, CA

MULTIPLAYER REQUIREMENTS

I've beenasubseriber for several years
now and [ anxionsly awail my CGW cach
month, We're a multi-computer house-
hold, and my nine-vear-old son and ive 1o
play games over a nall madem connection.
WarCrarr 11, C&C, CvNET and DooM
are all great multiplaver gmnes made espe-
cially so by the fact that you don't have la
buy two versions of the game Lo play on
two compulers. [fonly [2A Sports would
adopt the same policy.

APRIL 1937

I notice that in your reviews you
state whether the CD-ROM must be
in the drive for the game to work,
Daes that statement also mean that |
must buy two games to play over the
null modem? | would also like your
suggestion on some games where |
don't have to spend big dollars (lwo
copies) for mult i|}|ilj er action.

Bruce Stration

vie the Intemet

In general, you are correct. The mul-
liplayer sitwation is not uniform, howev-
er: With Convaann & CONQUER:
Rep ALERE, you gel two CDs in each
package to expedite multiplayer play. If
you are an A-10 CUua! player, you gel
one multiplayer serial nmber so that
you can play with dan opponent who
doesi’t have a CD) and can buy addi-
tional ones for $15 cach, For 22
LIGHINING, you can play against an
opponent who doesi’t have a CD, but the
opponent has to install approximately
SOMB to his herd drive, and NEED ror
SeeED SE requires cirea I75MB on your
apponents hard drive. We've tried to specify
the approach within our reviews, but since
this information is becoming increasingly
important, we'll be adding it lo the System
Requirements box in the comer of every
review. Look for it under “Multiplayer
Suppon” starting in My,

KOREAN NOOKS AND CRANNIES

I a January letter to COW, reader Brian
Libby questioned how MicroProse could
model a million square miles of Korean ter-
rain, when “the combined area of North and
South Korea is just under 86,000 square
miles.” My Libbys letter elicited the follow-
ing comment from another reader:

IFMr. Libby (“Letters,” Jan. *97) is going
to be anal-retentive in his fact checking, 1
would like to reply in MicroProse’s defense,
Imagine measuring the coastal length of an
island as seen fron 1000 feet. Now, sup-
pose you measure al ground level, with a
wheel, tracing the coast’s path around every
nook and eranny, arriving al a grealer
coastal length. Coastline seale is not a set

standard worldwide, and often leads to dil-



r World!
| Ibido, the world of CAYEWARS, is a
[ rockin’ place to dwell. In a vast, maze
| of caverns, eight species wage an
vincredibly brutal war for survival. |
[ Your job, Commander: take control of |

It's ‘Not All
Blood‘n'Guts!
CAVEWARS is also a game
of exploration and empire
building. Play vs. as many :
as four computer or human |j&&
opponents. Fight in “Ibido”

or-have the computer create (§
a new underground world;

Dig It or Get Buried!
In the beginning, you have primitive weapons and magic and your empire is small.
Manage your population and your troops, mine rich mineral deposits to forge new
| weapons, effectiyely research new technologies, and rediscover the lost spells of
ast levels of caverns will be yours!

)
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fering resulls, sometimes from depart-
ments of the same country. Now the same
can be said of square miles when applied
to a “virtual Korea,” since hills and valleys
add to the square footage, as do nooks and
crannys, So, depending on the scale,
MicroProse could coneeivably model mil-
lions of square miles, depending on the
hills and valleys they intend to realistically
maodel. I suggest that now that they have
made their claim, we demand they deliver
every rock and tree stump.
Marco Contreras
ldmonton, Alberta CANADA

We like your reasoning, but our Stupid
Queestion Department insists on asking the
following, “If we're measuring the full
height and depth of each hill and valley,
wouldn't it be cubic miles instead of square
miles?” Inquiring minds want to know.

ONLINE GAMING FOR NOVICES
How do | play games over the Intemnet?
I'm not refering to the online services such
as AOL and Mplayer. | am on a budget
and [ don’t wanl to pay for another senvice,
I do have access to AOL, but the games
that T want to play arent available. Is it pos-
sible to play games over the Internet with-
out having to open my wallel?
Robert Marchal
via the Intermel

Well, you definitely need an Intemet
Sewvice Provider (ISP) other than
CompuSene or AOL. Technically, you can
use Kali over those semvices, but they give
new meaning to the term “lag time.” Once
you have an ISP (usually at about the same
price as AOL for an unlimited use
account), you can follow the acvice from
the following reader.

['hear the erv of a kindred spirit in Mr.
Pritchard’s letler appearing in the January
97 issue of CGW. Let me try to calm your
fears, though. 1 am in much the same situ-
alion as you are.

Since you sent vour letter via the
Internet, I will assume you are “connected”
and thus nota totally solitary person —
rather one thatis alittle shy and does not

CGwW
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always enjoy intense competi-
tion in a compuler game. | say
intense competition because |
think the best you can get
from today’s Al is merely pass-
able competition. Intense
comes about when anather
loman is after vour skin,

Playing a compuler game
solo can be relaxing and
enjoyable, but intil you try
against another luman playver
vou'll never know just how
much fun you can have with with some of
the games on your shelf, Before | go any
further, let me explain that I am one of
those inskilled players who just about
everybody can beat most of the time —so
I'm not out here looking for (more) fresh
meat so to speak.

| play QUAKE against a friend via the
maodem (too much latency for me on the
Intemet). He slaughters me mercilessly
night after night (how about a kill ratio of
40+ 10 7). Do enjoy being fragged? No,
but every once in a while | catch him, or
can play a trick on him and frag his ass!
Now, talk about satisfying!!t We also play
Hixew, Herene, WarCrarr 2 and others
over the modem—most of these he wins,
but I still have a chance.

My friend and [ will sometimes meet
ona Kali server looking for a game of
WARCRAFT 2. Now, let me explain my skill
level. Suckling babes beat the tar out of
me. On the ladder (Case’s) was #267, but
that was only because there were only 267
people on the kadder at that time. My rank
slowly fell 275..300...it's cmbarrassing to go
on. But it was still fun. I didn’t know any of
those people, and got to play with folks
from all over the world. Tired of losing lo
players, we bad fun a different way using
Kali, We would join a game as two inde-
pendent plavers ina free-for-all with a
third person. Secretly aligned, we would
then wail the tar out of this poor sucker
who was so much better than cither of us.
Fxentually, of course, the sap would catch
on, and perhaps quit the game, but we had
agood time and a good laugh out of it,

What Iwould recommend that you do is:
1. Download the demao Kali program from

3 AN
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errad to ganar.

BIG GAME HUNTING It's easy to select a server with
Kali95's robust interface. Tn many cases, you can see
which games are playing on individual servers.

the Net (the Win 95 version is casy to
install and use), look in www.axxis.com,
and hunt from there. (The unregistered
version gives you 15 minutes of play for

ach log on. If vou like it, registration costs
only $20 for unlimited play time.)

2. Pick your best game that has multi-
player capability.

3. Log onto Kali (Kali St. Louis or
Castlencl are a couple of good ones) and
just chat with the players. (1 have talked
with players froms as far as Mongolia,
Istonia, Bulgaria, Brazil, and Australia.)

4. Cetup the nerve to challenge some-
one to a game. Even if you lose, he, or she,
won'l know who you are and you'll have
the time of your (computer) life,

I think you'll find that this is an exciting
facet to computer gaming which, really,
you don’t want to miss. And you can
always play by yoursell when you don't
feel like competition. ‘Try it! Maybe I'll see
you on the Net.

Paul Moade

via the Intermet

- CGW, Letter To The Editor
135 Main Street, I4th Eloor

San Francisco, CA 94105

We resenve the right to edit all

letters for space or larity.
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~space fhght simulator.

Translucent texture mappmg for unprecedented
o cloaking effectss. | .\

)

Real-bing color gt suurc:ng fnr startlmg realism.

Enemy art:fmial mtelhgence that learns and
adaptssto ylmr__ &attle style.

No ane th.,i:v ﬁsfda nf Kirk has flown

any@m‘ﬁf hn? ﬂdvanced

Fly up to four Federation starships against
30 amazing 3-D polygon alien ships.

L

Starring William Shatner, Waller Koenig,
with a special appearance by George Tokei
in their legendary roles of Captain Kirk,
Commander Chekov & Captain Sulu.

Di:w:lupnd and Published by

— — : M wePLAY
Over 25 challenging missions in spectacular J WWW.INTERPLAY.COM = =
3-D environments. WWW.MACPLAY.COM. [aﬁv:} =] ]
.'.*':l‘]' 4
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Starlicet Salt 1997 play t‘ and ©1997 Paramount Metures. J\!I rights f!“.‘f\f!ll Star Tr!l:. BY GAMERS. FOR (u\\ll’.kﬁ.
Starfleet h:aduu\y and related ¢ ks of T Pletures. MaePlay and y are trad of
P(odu(l.lun\ MI rlghl\ n.-unml l‘lnyital.km aml the Play logo are of Sony Comj ¢ Entertalnment, Inc. All rights reserved. Windows® 95 Iy a

All rights reverved. All other copyrights and are the property of their respeetive owners. All rights reserved. CIRCLE READER SERVICE #083
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Best of the Bunch

t's that time of year again _F.lr'S_1 ;

e REE
nmmure. _

. :
. Tnnnslrut:l(
s Spycraft.
RBGF <
s Albion

. naugenall

= Diablo

. mrm!agl?yff}? @% .

Virtua rmnm,'cp,, :
o Tomb Raider

= Crusader: No Regret

o Need For Speed SE .

Classic/Puzzle

« Baku Baku
» Chessmaster 5000 -
Manty Python and the Holy Grail

= Risk

¢ Scrabble!

. Smar; Games Ehallanu%ﬂ
ik

CcowW

- Sports

e
b

THIS JUST IN €

~ Finalists named for CGW Premier Awards

- Flight: snn

Front Page Sports Foothall Pro 97
Grand Prix 2

Links LS

NASCAR 2

NBA Live 97

NHL 97

OBSIDIAN

The yearis
2066. You are
an environmental
scientist working with your
partner, Max, on a project to
clean the Earth's heavily toxic
almosphere. Everything's A
peachy until Max is sucked into a myste
rious giant rock—and you go In after, to
search for your friend in a series of
bizarre dream-like reaims. What follows is
one of the most memorable surrealistic

~APRIL 1897

Space Sim
- = MechWarrior 2: Mercenarlas

-+ Wing Commander IV

- Stratony: "0 ST TS G AN
.« Civilization Il

-« Heroes of Might and Magic Il

AH-64D Longhow
Flying Corps
Hind

Silent Hunter
Warhirds

Master of Orion Il

Red Alert

= War Wind

- Wargames

-« Age of Rifles

-« Battleground:Shiloh
.« Battleground:Waterloo
- = Qver the Reich

MContinued on pg 32

mes that were released just prior to
reviewed next month.

adventures to grace the genre in a long
time. Don't let comparisons to Myst
scare you off: Opsioian, with a compelling
plot, engaging gameplay, outstanding
animation, and an honest-to-goodness



THE GAME IS OUT THERE

-Files
fans will
be
relieved
to hear
i that the
.much -anticipated adventure
Igame, based on the popular
,_T\_J' series, sounds like it's
‘going to be worth the wait.
\The script will be written by
\XFiles creator Chris Carter, -
‘and the game will star Gillan

‘Anderson and David Duchovny

‘as FBl agents Scully and Mulder. Some minor characters from the show
{will'make appearances as well. The X-files” director of photography has also
'signed up to work on the project, which is being developed for Fox
'[nteractwe by Hyperbole Studios, and is slated for a December ‘97 release.
;‘The game will be based upon one episode from the show's second season,
f_;_' riginal’ live action footage will be produced specifically for this project.
{Fox is keeping this project tightly under wraps and we've yet to see any
‘actual code, but rumor has it that all will be revealed at E3 in June.—

Charlotte Panther

“ Intel products are not intended for
use in medical, life saving, or life sustain-

ing applications. ’ ’ — Intel White Paper on MMX

sense of humor, is actually way better. In a genre
riddled with mediocre clones, Rocket Science has
unexpectedly created a joyful, edgy original.

—J. Green

SegaSofl, (800) SEGASOF

PC CD-ROM

Reader Service #: 301

BANZAI BUG
; = Even if you hate bugs,
23 this game might still be
‘ worth a look. Grolier
Interactive Is billing Banzai Bug as a
flight sim, and the whole game is
played in the air from the perspec-
tive of our insectoid hero, Banzal.

WA

The look and gameplay will remind you of a fast
arcade shooler, bul there is more lo gameplay
than just flying around and spurting venomous
spittle at enemy robobugs and biggies
(humans).You have fo collect the pieces of a
weapon called the Stinkulator, which will drive
the evil Exterminator out, giving the bugs a final
safe haven.
—E. Chin
Grolier
Interactive,
(203) 797-3530
Win35 CD-
ROM

Reader Service
#: 302

READ.ME

ge quality.- Gone was any texture swim, but most =

nslur.em:y is striking, and when you jum)

> j ; _mlemater surfaces undulate to simulate refrac-

| the right, running
N at 640x480x16-bit.
i Notice the water
§ translucency and %
how all phjects and §
surfaces are
s smoother,

ANIMATION HANGHAH
Is it live, or is it Memorex?

Unfortunately, this game lries to be both. ‘

In Arimarion Hancman the animation

sequences clue you in to the mystery word, and

are so obvious (“ice cream scoops” for “cone”)

that they sap any brainteaser potential from this

¢oL




"FUTURISTIC 3-D ACTION/ADVENTURE
THAT COULD SET A NEW STANDARD
FOR PC GAMING."

- PC GAMER

b5,

“This highly antici-
pated title is cer-
tainly one of the
slickest games
we’ve seen...could
be the action fest to
rival Quake.”

-BOOT

iy

“The ability to zoom in

spective on 3-D gaming. from a mile away within
Expect the unexpected.” the sniper mode is re-
~ GAMEFAN markable.”
- ELECTRONIC GAMING

MONTHLY

unique gameplay
elements that MDK
will really make its
mark.”

- PC GAMES

“ONE OF THE MOST INNOVATIVE
GAMES EVER CREATED.”

- GAMEFAN

; Created by Shiny Entertainment, Inc. © 1897 Shiny Entertainment, Inc. MDK is a of Shiny E I , Inc. All rights reserved. Artwork and design
ru m e © 1997 Playmales Intoractive Entertainment Inc. PIE™ is a regi 1 tradh kol Pl I ive Enterlal Inc. All rights reserved.

g "“Mhla ennnlias [set




“MDK PROMISES 3-D TECHNOLOGY SO COOL...THAT IT
WILL SEND EVERYTHING ELSE RUNNING FOR COVER.”

- PC GAMER

Your planet is being bulldozed by the ton.
Alien controlled mobile mining cities are strip-
mining the earth’s surface overrunning and
crushing anything in their path...Unless you
can stop them.

* Fully 3-D rendered graphics unlike any- and equipment including:
thing you have ever before seen. - A helmet-mounted sniper rifle that tar-
« Over 60 arenas spread out over 6 cities. gets enemies from over two miles away.
* Never before seen “sniper mode” that — A living polymer suit that protects
allows you to zoom in on the ﬁ-_:r;%m from piercing projectiles.
enemy and pick it off with 4 y — A high-tech reusable
astounding accuracy. i ’\;“"—J - Py parachute.
- The most sophisticated ~ { J - Bombs...
artificial intelligence ever i decoys...
created. Fully reactive homing sniper
“smart enemies” think, grenades...

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

* An arsenal of totally
innovative weapons

and many more.

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

Windows'95 and DOS
CIRCLE READER SERVICE #134 611 Anton Blvd., Suite 500

R Contact www.playmatestoys.com to receive Costa Mesa, CA 92626
ww chinv com = a free plavable demo by mail* (714) 428-2100

. Qh‘i‘“v m THiNKéjTHinirohi ITRILLS,
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« Robert E. Lee: Civil War
General

* Wooden Ships
& Iron Men

Best Hardware

‘Achievement

» CGanopus Total 3D

» CH Products

» Duke Nukem
Plutonium Pak
= Warcrait 11: Dark Portal

7w ."

The winners of each genre will

Force FX be revealed in CGW's upcoming
* Diamond Premier Awards feature. We'l

Monster 3D also announce the winners of

Orchid Righteous 3D our Special Awards for Artistic

Best Enhancement of

‘an Existing Game

= AH-64D Longhow:
Flashpoint: Korea

« Clvilization Il Scenarios

Achievement, Technical
Achievement, and Online
Enabling Technology, along with
our choice for the overall Game
of the Year—Charlolte Panther

e sure to check out C6W’s Weh site

for our new department—HUB
(Hacks, Utilities, and Bargains)—where you’ll find an
assortment of applications, tips, tools, and information
to improve your gaming experience. We’ve gathered all

sorts of useful odds and ends to support, enhance, or
extend your gameplay.

What’s the hot topic online? What's all the fuss about?
Where can you find cool tools? What games let you create
your own scenarios? What bargains are available? Head for
www.computergaming.com and find out.-Jack Rodrigues

insipid litle. The animations lock up repeatedly,
and gameplay is repetitive, boring, and a per-
fect example of why “mainstream” games real-
Iy aren’t. And guys, the virtual spiral notebook
effect went aut with EGA; Better luck with your
audio tapes.-T Coleman

N-TKiMemorex, (503) 639-6863

PC CD-ROM

Reader Service # 305 v
2

REALMS OF ‘

THE HAUNTING
Action/adventure hybrids are calching on,
but few games have perfected the mix. Most
attempts slump heavily onto one of the two
sides. Gremlin Interactive’s REALMS OF THE
HaunTing, however, manages to balance first:
person 3D action with a compelling horror

CcCGW APRIL 1997

slory and scavenger hunt-type puzzles. Adam
Randall travels to a remote Cornish village to
discover whal happened lo his father, gather
clues, and battle with demons. Players may
loggle difficully on both action and adventure
elements. While not as slick as the current
crop of 30 shoolers, action fans looking for

PLAYING LATELY
CGW Survey’

. Daggerfall (Bethesda)
. Civilization II (MicroProse)
. Duke Nukem 3D (3D Realms)
. Red Alert (Virgin/Westwood)
5. Heroes II (New World Computing) -

6. Jagged Alliance: Deadly
Games (Sir-Tech)

Last Month  Months on Chart

+ WarCraft II (Blizard)

. Madden Football ‘97 (Electonic Arts) 4
5. Barbie Fashion (Mattel)
6. Quake (id Software)
7. NASCAR TI' (Sierra On-Line)
8. Duke Nukem 3D (Formgen) 7
9. NHL Hockey '97 (Electronic Ars) 13
10. Monopoly (Hasbro) 14

“* This list indicales what the top-selling PG games were, as calculated by PC
Data, during December, 1996

some brain aclivity (or adventurers seeking a
little adrenaline) wan't be disappointed.—K.
Hedslrom

Inferplay, (800) 468-3779

DOS/Win 95 CD-ROM

Reader Service #: 303 3
MUTANT
PENGUINS

Mutant alien penguins (it seems
the bad guys saw a wildlife pro-
gram before invading and thought
penguins were the dominant life
form....) threaten the planet in this
original and bizarre arcade-slyle
game, in which you enlist help from
worker gremlins and good old earth
penguins to save the planet. Over
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TAKES ON A NEW FORIWVE

CIRCLE READER SERVICE #275
Canauest Earth and Eidos Interactive are trademarke of EIDOS. PLC. @ 1997 Eidos.



Sierra Uncovers 1997
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n our recent visit
to Sierra, CGW
spent two solid
days peeking at
products slated
for release in
upcoming months. Here’s the
scoop on some of the good-
ies you can expect to find on
store shelves later this year.
Sierra will introduce the
newest memher of their
sports lineup,
f , in April.
Designed by
designer Vance Cook, FPS:
Govr will let desktop duffers
indulge in 12 types of play
on two complete courses,
the Prince, in Kauai, Hawaii;
and the Pete Dye Golf Club,
in Bridgeport, West Virginia.
Bucking the current trend,

the course of 20 levels,
you drop gremlins to
open chests and score
lhe weapons inside,

any alien penguin
they see, and also
serve o halance
your side of he
doomscale. Set traps,

cover special powers
before the balance
favors the mutants. Fast fun.—Dawn Jepsen
Gamelek, (800) GAMETEK
DOS and Win 95 CD
Reader Service #: 304

the game will use 3D graph-
ics rather than video to rep-
resent players and will also
offer an alternative to the
dreaded swing meter via a
new mouse swing technique.

BeTRAYAL AT
Au'fm

Srerra s sp:rilual :Ias:en-
dant” to | R
(the real sequel is heing
published by 7th Level), is
finally nearing completion
after months of delay. This
all-new RPG, which Sierra
says Is heing targeted more
towards the casual gamer
than the hard-core role-
player, takes place in the
decaying and corrupt
Antaran Empire, where char-
acters will
hecome
entangled in
a huge story
of political
intrigue and
magic. The
graphics,
interface,
and spell
and combat

Product Lineup

tastic—this one looks like it
could be worth the wait.

SHIVERS: HARVEST
OF Souts

Sierra cuntinue its vams
series wllh Hi
, an allvanlura game
aimed at twenty-somethings,
in which you venture to the
mysterious town of Cyclone
to make a music video.
Problem is, the other mem-
bers of your band are miss-
ing, and weird things are
happening in the town. You
must uncover the mystery

sound, and the Vision 360
panoramic engine, which
allows you to move in any
divection. Although the game
is single-player, it will have
an online chat feature for
exchanging information with
other players.

3D Urrra MiniGoLF
With 20 Uog i and
1a1i1 both doing well at
retail and in magazine
reviews (we liked them
both), Sierra is hard at work
on their next 3D Utraa
title...only this time, it isn’t

.. Good penguins fight

find weapons, and dis-

systems all
looked fan-

DISCWORLD Ii:
MORTALITY BYTES!

2 = Rejoice! Cowardly, incompetent
Rincewind is back to wreak
== ;
‘ havoc in DiscwonLp I, the sec-

ond of Psygnosis' hilarious comic adven-
tures set in author Terry Pratchet’s magical

APRIL 1937

and save your friends. New
features include directional Mhmilzaws

pinball, but 50 Yun
. This game plays

universe. This time the plot is simple: Death
has walked off the job, and it's up to
Rincewind to bring him back. Monty Python
alum Eric Idle once again supplies the voice
of Rincewind, and he’s just one of this
game’s numerous pleasures, providing a

steady stream of laugh-out-loud jokes along

with a series of challenging—yet actu-
ally solvable—puzzles.

Along with improved gameplay,
Disewortp Il also boasts more sophisti-
cated 2D animation. For fans of goofy
British humor, this is a must.

—J. Green

Psygnosis, (415) 655-8000
PC CD-ROM

Reader Service #: 306




Activision’s
Apocalypse to
star Bruce
Willis
Activision recently {

announced that Bruce Willis |
has signed a multi-million |
dollar deal to star in their \
upcoming litle Arocaypse, a
futuristic arcade-style shooter
for the Sony Playstation. The
deals sets a precedent for
actors who star in computer games; =
| Iet's hope the prices of games don't shoot sky high as a result. Willis wil
| be cast as the player's virtual partner and sidekick in AracaLys, helping to
restore peace to @ war-torn society, thus saving humanity. Will this deal
have other movie stars clamoring to take part in the digital revolution? |
know a few people in this office wouldn't mind having Demi Moore as their
viriual partner in a game. Strip Poker anyone?—Charlolte Panther

Outpost 2
Though the original
51 was a dismal failure,
that hasn't stopped Sierra
from making a sequel:
Sierra was smart,
though, throwing out the
original game code and
design, and building the new
game from scratch. About
the only thing in common
with the original is the name
and a hit of the story. Once
again, you're trying to create a
viahle colony on a new world,
but this time, all the strategic
gaming is in real-time. Unlike the
raft of ©5C clones, though, the
emphasis is on colony building,
not on combat.

| 2 ANTHUNY-4

like all your favarite: minigolf
courses rolled into one well-pro-
duced CD title. You'll hit halls
through windmills and other
minigolf regulars, while heing
treated to the same level of
atmosphere and animation found
in the other 3D Uwrra titles.

Oureost 2

ICI and Interactive
Magic Join Forces

nteractive Creations, Inc. (IC1), designers of the successful and critically
acclaimed Wargiros Internet flight sim, announced in late January that
the company is becoming a part of “Wild Bill" Stealey's fast- grn.wng

Interactive Magic. ICI will be
renamed |-Magic Online.

Gamers can look forward lo
improved versions of WARBIRDS
(with 3Dix Voodoo graphics chip-
support) and PLAtETARY RAIDERS
(which at press time was
playable in a [ree public beta).
They'll also be treated to online

PLANETARY RAIDERS

versions of I-Magic games. Stealey mentioned that the upcoming IM1A2
Asrans was a candidate for multiplayer capability on I-Magic Online’s
“Megaplayer” network. He also alluded to eventually using the network to
realize the dream of an electronic battlefield, with different types of sims
fighting on the same terrain. Agrawus, and the company's still-unannounced
A-10 Warthog sim would seem to be good candidates. For more info, see
http://www.imagicgames.com/im-online.html. — Denny Atkin

X-FIGHTERS

Flight-sim fans will recall

that many of fea-
tures were discussed in Denny
Atkin’s January column. In addi-
tion, Sierra’s X-Fionreas will allow
would-be aircraft designers to
see how alternative aircraft
designs might have fared. The
WWII Sim’s design module will
allow you to alter armament,
propulsion, fuel, armor, and other
aircraft characteristics. Create a
twin-pusher-prop Me-262, see
how a Mustang would fare
stripped of armor and other

APRIL 1307

weight encumbrances, or put the
P-39 Airacomet into service with
decent engines. An aviation
buff’s dream.

Look out for in-depth Sneak
Previews of these products in
upcoming issues of CGW, as we
follow the progress of the games
in development.

—Denny Atkin, Jeff Green,
Elliott Chin and Charlotte
Panther

CCwW
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Twinsen R
W

last saw
3D
actionfadventure
hero Twinsen, he
was collecting his

in the works

CGW award for
1995’ Best
Adventure of the
Year, RELENTLESS.
Created by vision- ' .
ary French designer Fredenck Raynal (Atone i THE Dagk, Time Gonmanoo),
ReLenTLess was a goofy, surrealistic, ahead-of-its-time romp. Now Raynal and
lhe folks at Adeline Software are finishing the sequel, Twinsen's Oorssey, fo
be published by Activision this June.

Twinsen's Oovssey begins with the planet Twinsun in deep trouble once
again, when aliens land and begin kidnapping all the magicians and children.
It's up to Twinsen, of course, to set things right. With a brand-new 3D engine,
deep gameplay via multi
ple paths and side quests,
and, most importantly,
Raynal's uniquely artistic
approach, TWINSEN'S
Onvssey looks like one of
the most promising
adventure games of the
coming year.—Jell Green

\f .'I s

THIS JUST IN €

APBA PRO BOXING
APBA Pro Boxing is essentially the same
game released by designer Jim
Trunzo's Comp-U-Sports com-
pany some 18 months ago. The
new bells and whistles include a
more robust tournament generator, and a few

play.—T. Coleman

=

= PC CD-ROM

B Reader Senvce #: 307

MAX

can entice our more casual sporls friends fo

APBA/Microleague, (800) 334-2722

Sallmg Thls 8ummer
ith the photo-realistic splendor of Panzer GeneraL I
w looming on the horizon, Pacific. GENERAL is forced to
stretch the original PG engine to its limits. The naval
aspects, especially carrier operations, have heen totally
revamped to reflect the war in the Pacific,
while still retaining the simple learning
curve of other games in the series. Unlike Star GENERAL, cam-
paigns are included, hoth for the Allied and Japanese sides.
Planned historical scenarios
(numhering over two dozen at
press time) include Manchuria
in'the mid-1930s, the capture '
of Singapore, the Coral Sea, ‘
and the hattle of Midway. In '
classic Generat fashion, alterna- i
tive scenarios and campaign pathways are also available.
Brilliant victories may see the Japanese capturing Hawail,
overrunning India, or even fighting for faraway Madagascar.
The Allies may end the war sooner than they did historically,
or even forgo the atomic homb and launch Operation
Dlympic—the never-executed invasion of the Japanese home
islands. Expect a
full sneak preview
as soon as we can
tear ourselves away
from this—forgive
the pun—splashy
addition to the
series long enough
() - to write it.—Terry
0 SR @ © O.| Ccoleman

-
D .-

sending out units to explore the map and look
for enemy positions. MAX has mulliplayer sup-
port for up to four players, and can be played
in simultaneous or turn-based mode. —£.Chin

Interplay, (800) 468-3775

PC CD-ROM

Reader Service #: 308

more referees and judges. Otherwise, the
strong Al and quite navigable interface are
intact from the earlier version. The graphics,
dated over a year ago, look very primitive now.
Nonetheless, Pro Boxing is the most realistic
(and fast-playing) boxing simulation around,
and APBA does the serious boxing fan a ser-
vice by making this product widely available.
Maybe the next time they'll give us hotter
graphics and Internet/network play, so that we

(=4

Interplay's strategy game, %
MAX, is somewhal of a sur-
prise. While similar games have taken the real-
time route exclusively, MAX hasn't. As com-
mander of the MAX force, your brain has been
removed from your body and placed inside a
metal one. Now, you and your assault force
have been sent (o a new planet to wage battle
for a new homeworld for mankind. You start
small, with a single unit, and build up a base,
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Why do you suppose blg quys fike 1BH,
Somy, NEC, Gateway and Acer chose: ATl
30 for their hottest new systems! Could
it be quality! How about performance!

SUPERIOR

AT 30 XPRESSION+ FCTTY
MATROX MYSTIQUE

We pack mote features ino:
hardware than anyane. so naturally
nobiody can touch our performance.

STANDARD
VERSION

Hove up to ATI 30 and get reafistic 30
textures, briliant colors and lifelike desail

With ATl 3D game cards, you get the best combination of 3D, 2D and silky-smooth, full-screen, full-motion

video acceleration. And you et PCZTV. Just plug your PCinto the biggest TV you can find for supremely New ATI30 XPRESSION- PCZTY (2198 upgracableor 1)
(] ! } IR ¢ 1 is the ultimate gamer’s graphics upgrade and comes with the
intense big screen gaming action like you've never seen before. For multiplayer and shared hottes 30 games and VRHL web browez. The higherend AT

o S S 30) PRO TURBO PCATY. (&M upgracable or 8MB) comes with
viensic gaming, everyone gets to watch. You can record your game playing directly to tape (just in Extreme 30. Both prodct upport theinceible THTYaddon

S : card - the best TV tuner-and video capture card,
case someone dares doubt your scores). And when you buy a new PC, you might just save the price
of another monitor. Who said size doesn't matter? Get ATI 3D game cards for as little as m

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

E; NEXT
A% A AT RuY -

v ety At oo |

3 AT Technalogles Inc., 1997, ATL, 30 PRO TURBO PCITY, 30 XPRESSION= PCITY and Mow You See it are trademarks and/or regritered trademarks of
AN Technoogies bnic. All other product names are trademarks andiof regntered trademarks of their respective owners. Ausdalt Rigs screen appedrs courtesy
of Prygnotis Lid HechWarrior 2 sereen appears courtesy of Activision Inc. *ESP for 30 XPRESSIONs PCITV with 2HB. o implementation ard features.

= - = NowYouSeelt, W8

1002444313
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Discovery Channel Enters
The Gaming

PIPELINE

0 iRl S 1
6300 20/3D Chip Set Tseng Labs
Achtung: Spitfirel Adlon Hil

Agents m Justice MlePmse k4
i 2B

Sp rrngﬂf

iscovery Channel, the name mnmﬁs;m T 497
that conjures up images of Blade Runner ViiginWes(io Mﬁmz
vast sun-drenched land- %ﬁgﬁ:ﬂ'ﬁlﬁmw e wg”?
scapes, proud crealures, and - Buccaneer S| "g.lgr
outstanding cinematography, Dark Earth Mindscae. 00 1 Bpring
Dark Relgn Activision Summer Qr'

will draw upon its renowned
skills and resources, as it enters the gaming
markel. A series of intel-
lectually challenging
games based upon cultural and historical fact _ 3
may sound like an excuse for another U PR/ e IS RN
Edutainment snooze-fest, but what we've seen ByzanTine: THE BETRAYAL
50 far looks promising. Evotution, Discovery

Demon Isle Siera

Ilumlniun fln chei

Fallmll rma !a_,r -_ i
ﬁeaam%ﬂ T
ant Faue sDnns fmll Sw:ra 4097

Channel MulliMedia’s first real-time, mulli-player Both products should fulfill Discovery R e
stralegy game, is being developed by veteran Channel's ongoing mission: to make potentially z\ ek égl 1097
game designer, Al Roireau, (CviLization, heavy subject matter interesting. The good news History M the wﬂ,,’ﬂ‘,m,nn Hill

ReLENTLESS). The game will require players to for us is that it doesn't look like gameplay will be immm%mﬁ
evolve amphibious creatures into an intelligent N} compromised in the process. ;"‘“"““"“5’ S T —

life form, using resource A\ —Charlotle Panther

TR
Spring 97
S Eaam

Mig mm Em) rra ] j Summar 97

allocation Hanulgg\l].!n‘ﬂusslnTalnnsuﬂ ~ Spring 97
and consider- m:mm&& J;gb’)&

. ; Quarterback Club 88 Acclaim _ Fall 97
ing environmental Quest for Glory 5: Dragonfite Siéfa ' Chinsimas 97

Pacific aalwral_ SSI
; e vt _uxsi, &‘}a.. % 4
Fﬂnllam Prll w.'h‘ll'ﬂ!l {Klamalll] Intel Summer 97
rﬁmﬁﬁ T g

factors like climate,
terrain changes, and

background images laken Lp'/
by Discavery Channel film §

S&hl’B MVII in £ Sp
' ﬂm’ﬁhﬁ?ﬁ@:ﬁ,@%f )

earthquakes. :l Pic! 1
BYZANTINE: THE BETRAVAL, 8 | ProPilot Slﬂ"ﬂ_ ik g
- | | Reach for the Stars 11/SSGMcrosat 7
an adventure game set in :
] i nehai Moon Rising Fenris Woli
Istanbul, looks spectacu- (8 : “"’T%‘ﬁ%@zﬁw R m“”‘%ﬁ
[ar, with 60 percent of the [ i neunm namnane nlerul el

crews. Players must ven-  F §n!gr1e£251ewasm< R
re through present-day Turkey, learnin . 0 the Lo S8 ST el
fure tiwougn p 5 ly e T . St -1 x| | n Ilanum Far:lar rByron Prelss __ Spring 97
porbasedpuzis ot o' esponsi Y—lm ‘*"‘z‘*“%“;
0l-D uzzies, o reveal w | PROGAESS TO SPECIATION. N ca ”'“1" f.‘.IEIP“? FUIPE]
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Once upon a time,
in an enchanted kingdom,

there lived a big bosomed
lady and some gerbils.

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

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

Over 100 hours of be dazzled by 25,000 cells of hand-drawn

hilarious game- animation. You'll be delighted by the fiendishly
clever puzzles. You'll be deeply offended
by the vocal stylings of Eric Idle. Discworld II:
characters face life without Mortality Bytes. It's magical.

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

l‘lj‘l."i[‘\\'l?l'll[ |[ ].1‘-'11]ll'l'?'- Il]" \'lJi(‘l' l}i- Iillr|'l[' .[i“l"

[ormer star of D [.nnl}'n:;m'ul‘iIiillj'.-~llr--t\lEn'i'.l

DISCWORLD Ti

MORTALITY BYTES!? T

demark of the Inferactive Digital Softwiace Association
s 4 frademark registered by Tenry Praichett

5 ol Peygnosis Lid, The ratings i
s and &Tenry and Lyn Pratchett. ®

v beense by Prygnoss Lid, Psygnoss ™ and the Psygrosis logo are tide
Appearing in the Deseaarid seeies on which this produet is based are trdem

Discvond 11 01956 Perfect Ententamment Limaed alt rights reserved
Any and il origina® and / or dustinclve charsclers, leatures,
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THE APOCALYPSE
HAS BEGUN'

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

. ' . INTERACTIVE OBIECTS AND PREDATORY DEMONS

Not only have you. stumbled blindly into a nightmare,
you've set the stage for the Apocalypse.

And now: only orne can stop it.

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

Presentmg a terrlfymg.?:D adventure unlike anything
you’ve experienced pefore. Realms of the Haunting.
The forces of darkneSs are gatflermg for the final -
showdown. "* St

00 INTERACTIVE OBJECTS INCLUDING
HAN 155 POSSIBLE INVENTORY ITEMS -

I

EAPONS, AND MAGICAL OBJECTS.

NED CONTROLS ALLOW CUSTOMIZATION
NTURE AND COMBAT LEVELS.

e
c ATED CH AR ACTER INTER AC.HON . PLOT BRANCHING AND MULTIPLE ENDINGS
EAL-TIME, FIRST-PERSON, .

D ENVIRONMENT. 3K T AT

e

. -'F‘;. - = 4
. P -~ p —

. * BY GAMERS. FOR GAMERS.™

Avmmm L mn PC CD ROM

©1996 Gremiin lnh.m..li'.c Lid: Vll rights reserved. Realms of the Haunting and Interplay are trademarks of Interplay Productions. All rights reserved. ]nlurphy is the sole publisher and distributor.
Licensed from and developed By, Gremin Interactive, Ltd. All other trademarks are the property of their respective owners.
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CONVIANCHE 3

Developer Nova Logic

Pubhsher Nova Lug:c

OnThe Warpath

Skirting the Line Between Action and Simulation,

by Denny Atkin

ComANCHE 3 Is on Target

ver five years
ago, MNovaLogic
set standards
for graphic
excellence with
ComANCHE,
This classic
helicopter arcade/sim’s Voxel
Space graphics were so
impressive that they sent many
gamers scurrying to their local
hardware stores to pick up
bleeding-edge 25MHz 386 PCs.
When Comanche 3 hils sofl-
vaare stores, the loud thump
you'll hear will be the collective

sound of gamers’ jaws drop- HIND SIGHT It's fairly easy lo take out Hinds with Stinger missiles, but watch out
for the highly-maneuverable Hokums—they're a much bigger challenge.

ping all across the country.
MovaLogic's Voxel Space 2
technology is astoundingly successful at creating

be launched from behind cover. A
wide variely of air and ground lar-
gets—Hinds, Hokums, SAM launch-
ers, T-80 tanks, and more—present
themselves, and blow up in spec-
tacular fashion when hit with the
proper weapon,

Only a few sample missions were
in place in the beta | examined, so it's
unknown how well the enemy Al will
progress as you work through mis-
sions. The first Comancue had a bad
habit of adding challenge by throwing
most of the Warsaw Pact's forces at
you at once. From the sample mis-
sions included with ComancHe 3, the
linear campaign missions seem more
grounded in reality.

GRAPHIC EXCELLENCE

tion. In addition to rockets, Hellfire and Stinger
missiles, and your 30mm chain gun, you can
also direct your wingman to fire at targets,
and—in some missions—call in arlillery bar-
rages. The attack envelopes of each weapon
are nicely modeled. For example, rockets must
be fired straight at a target, while Hellfires can

a realistic combat environment. Gel a little alti-
lude and graphics reach the quality of intro ani-
mations.

Like the original, Comanche 3 is @ good game
wrapped in a great graphics engine. You've never
seen lerrain in any game Lhat looks this good. In
various missions you'll encounter rolling hills,
steep plateaus, flat deserts, and snow-covered
fundra. You'll actually find trees in some regions,

MODEL IMPROVEMENTS
Although the original Comance looked good,

the play was strictly arcade. The helicopter had a
low fixed ceiling, and the handling qualities were
more than a bit optimistic. This time, things have
gotten a bit more serious. While you can still
choose to fly in an arcade mode, there’s also a
more realistic flight made. The ceiling has been
moved up to 2,500 feet (any higher and you'd be
toast in real life, anyway), and the helicopter's
handling is much more realistic. It's not going o
cause any AH-64D Lonceow fans fo switch alle-
giances, but it's realistic enough so that more
serious sim pilots will have little trouble sus-
pending disbelief.

Your Comanche is equipped with a good
variely of implements of death and destruc-

VALLEY OF THE DAMNED The hills are alive.. with
the sound of SAM launches. Flying through the val-
leys is the best way to stay intact.

and said foliage can even be destroyed if you're
not feeling particularly environmental. This is
the one of the best-looking games I've ever
seen without the aid of a 3D card. While it
doesn't have the clean appearance of a 3D-
acceleraled game, il has a level of delail even
those games don't yet sport. Add top-notch
Dolby-enhanced sound effects—ranging from
explosions lo infantry calls for help—and you
have an unmatched audio-visual environment.
The graphics will cause a wide variety of
gamers to check Comancte 3 out, and game:
play that's nicely balanced between action and
simulation should keep most of them around
for the wild ride. &
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by Elliott Chin

pace...the final frontier. How
many of us have wanled lo say
lhose words, command the
Enterprise, and save the galaxy
in the nick of time, just like our
favorile starship captains? Soon,
gamers and trekkers alike will be
able to step into the shoes of Captain Picard and
maybe even inlo those of the best slarship com-
mander of all time, James T. Kirk. I'll then be up
to you lo stop the evil scientist Soran in
Spectrum Holobyte's adaptations of the success:
ful Star Trek: Generations movie.

WOLF IN THE FOLD

Siar Trex: Generations is being billed as an
action game, but this title plays more like a jumble
of different genres, and the resulting brew isn’l
half bad. Generarions, due to ship in the late sec-
ond quarter of ‘97, is equal parts space combat
and first-person actionfadventure. Added to these
two styles of gameplay will be a space navigation

ANALYSIS, DATA This is the stellar cartography
room from the Generations movie. During the game,
you'll track Soran from here, and use this room 1o
travel o different locations throughout the galaxy.

STAR TREK: GENERATIONS

Talkin’ "Bout
My Generations

Roam the Corridors of the Enterprise in This Action/Adventure Game

portion, where you move from planet to planet.

Navigation lakes place in stellar carfography,
{he interactive planetarium from the movie,
where Data and Picard walk onto an observation
deck that appears to be thrust into the very
depths of space. From this screen, you scan for
Soran, as well as enemy Romulans and
Klingons, and then send away teams to various
space slalions and planets.

WE'RE NUMBER ONE Riker's on the receiving end
of a phaser blast. The first-person gameplay does
have action, but there is also a good amount of
adventure elemenlts and puzzle-solving here.

ENGAGE

Once you've identified an enemy fleet or a place
of interest, you can enter space combat or the first:
person action mode. Space combat is simplified,
but there are such options as redirecting energy to
different systems (such as shields and weapons)
and targeting specific locations on enemy ships
{such as engines or weapon systems).

The first-person aspect of the game looks very
much like any other first-person 3D shooter.
However, the gameplay isn't quite as culthroal. As

Target Release Date June, ‘97

Developer MicroProse
Publisher MicroProse

oo
Pz I P .

'i - . —
Hidiniiniis B0
I e g )
CURSED KLINGONS You'll fight the Duras sisters

and the dreaded Romulans in the arcade-style
space combat sessions.

a member of the away team, you'll explore aban-
doned installations, derelict space stations, and
planet surfaces. There will be enemies to kill, but
{hal won't always be (he thrust of your missions.
Some missions will also involve puzzle solving.

MAKE IT SO

The game also features many cut-cenes lifted
straight from the movie. It's exciting footage, and
seeing Jean-Luc giving orders in smooth full-
molion video adds fo the game’s enjoyment.

The pre-bela version is only playable in sepa-
rale sections, and some of the gameplay still
needs tweaking. | hope that the first-person mode
will be playable in SVGA graphics (the VGA graph-
ics of the early version looked dated) and that the
controls for action and space combat will allow
for customization. Though the decision to release
a game based on a two-year old movie is perhaps
dubious (First Contact, not Generations, is fresh in
everyone's mind), Generarions still has the mak-
ings of a good "Star Trek" game. | hope that
Spectrum can pull all the pieces together for the
ultimate “Star Trek" adventure. &

CGW
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YOU KNOW YOU'RE DYING FORIT.

http://www.playmatestoys.com

RATIRE PENBING
611 Anton Blvd. e
Suite 500 S 3
e Costa Mesa, CA 92626 .
(714) 428-2100

Created by Kronos Digital Entertainment, Inc. @ 1997 Kronos Digital Entertainment, Inc. All rights reserved. Artwark and design @ 1997 Playmates Interactive Entertainment, Inc.
PIE” is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved.
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ith a funky disco
soundlrack and
dialogue straight
oul of a “Starsky
and Hutch”
show, .
Activision's mus- ¢
cle-car action/sim InTeRSTATE '76 takes you
back to the days of bell bottoms, the
Bicentennial, and afros. In this alternate
*70s universe, auto-vigilanles have laken
the law into their own hands by adding
guns and rockets o their muscle cars and
wreaking havoc on criminals all across the
American Southwest.

COOL, MAN

You play Groove Champion, a vigilante trying
to avenge the death of his sister and stop a gang
of aulo-thugs from destroying America’s oil
reserves. You aren't alone, though. An afro-wear-
ing hotshol driver, Taurus, drives alongside you
early in the game, and will continue o help you
with briefings on your missions.

and day and night missions.

LIGHTS OUT Interstate ‘76 is a detailed action/sim, with a real-
istic driving model, Mechwarrion 2-like customization options,

INTERSTATE °76

The s :
game's main cam- —
paign, called a TRIP (Totally Realistic Interactive
Project), has over a dozen missions, broken up
wilh plenly of cul-scenes thal flesh oul the
game’s story. Each mission plays out on a variety
of terrain, such as highway, gas stalions and
open desert.

Although it's primarily an action game,
Activision’s claim that I-'76 is a realistic simula-
tion isn't that far off the mark. Bumping into cliff-
sides will damage your car, while
head-on collisions with buildings
will send your vehicle up in a cloud
of smoke. Your lires leave skid

mustachioed Groove.

MAIN MAN These are the two main
characters in the game, Taurus and
Groove Champion. You play the blond,

Target Release Date March, 1997
Publisher Activision

Groovy Wheels

Activision’s New Action/Sim Takes You Back to the Days of Fros and 8- Tracks

by Elliott Chin

marks on the desert floor, and even the suspen-
sion is realistically modeled.
As in MecHwaARRIOR 2, -'76's action is much
more delailed than a standard aclion game's,
During missions, your car will get damaged
from gunfire and from reckless driving,
50 between missions, you'll have to
repair your vehicle. Your weapons also
have limited ammo, which you will have
to conserve and reslock. In between mis-
sions, you can choose from 25 differ-
ent vehicles, loosely modeled on '70s
muscle cars, and 20 different weapons
such as machine quns, flame throwers, grenades
and missiles. You can even buy a few non-essen-
fial items that simply add to the atmosphere of
{he game (such as cup holders).

AN ACTION PARTY

INTERSTATE 76 will have multiplayer support for
wild vehicular mayhem. You can play what
Activision calls "Multi Melees” in over a dozen
arenas that mirror the TRIP's variety of terrain.
Before each melee, you will have to select your
chassis and then outfit the car according to your
lastes. Quaxe DeathMatchers who rely too heavily
on the rocket launcher for their kills will be penal-
ized if they take the same stralegy in I-'76, as the

“Multi Melee” scoring system awards more

points to those skillful few who record kills
with less powerful weapons. Activision hopes
to add Internet play, taking advantage of the
company's NetMech experience, before the
game ships.

You will need at least a Pentium 90, and
even then you won't be able to play at high
resolution with all textures on. However, if you
have the horsepower, you'll find thal at its
highest resolution and graphic quality, the
game looks great, especially when played with
the smoke and ricochet effects on. It's a truly
hip gig, man. &
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Win 95 is cool, but sucks

with DOS games!

WING

wmnmmma

Games run best on the operating
system they were designed
You've got great DOS games, but you really want to
try that new Win 95 game. You want it all. But, if you
upgrade to Win 95, it will really hose your DOS
games. With System Commander you can play
each game the way it was meant to be played . .
on the OS it was designed for.

fori

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

Lasy Installation e
comild do!

VEeEnm _:/.‘.l yany
parents

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

Available in the utilities section of most major software stores, including:
e o i i

V Communications * 4320 Stevens Creek Bivd, Suite120-CGW  San Jose, CA 95129 « (408) 286-4224

3[.\-.‘?":'-';,' it and

play it - fast!

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

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

v V Communications,

CALL TODAY AND PLAY YOUR
BRAINS OUT TOMORROW!

800-648-8266

WWWw.v-com.com

Mention this ad and get FREE* overnight shipping!

s
SEEFEUECTRONCE

e
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.

*Orders received after 12:00 p.m. PST will be shipped the next humnass day. No Salurday deNvery Standard shipping outside US. CA res. add $7.25 sales tax.

Offer subject to change without notice. All logos and product names ara |

ks ar s of lheir respective companies. VISA/MC/Amex ©1997
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The Makers Of MecH\Warrior 2 and MEcH 2: MERCENAR!ES furn Their Guns On
Battletech With HEAV'Y GEAR. With a Richer Universe and New Weapons,
HEAVY GEAR Features a Much More Realistic Combat Environment

fter the smash hits MechWarrior 2 Aclivision licensed a new game universe and Activision's popular MW 2 engine, but the game's
and MecHWarRIOR 2: Mercenaries,  abruptly turned—guns blazing—on FASA'S universe is strikingly richer and more realistic than
Activision has decided lo bite the upcoming MecHWagrsior 3. Now, il's dueling giant  anything I've seen of its kind. Instead of the
hand that bleeds them. When rabot games, with Sierra’s Eantiisiece 3 in danger  sparse Ballfefech universe where combat usually
FASA opted lo regain control of of getting nailed in the crossfire. involves a small number of 'mechs, Heavy Gear's
thelr MechWarrior property, Heavy GEar uses an enhanced version of universe includes a much wider variety of military
B units and combat tactics. As a result, realistic mil-
tary factics for combined arms play center-stage
in Heavy Gear's drama. He who has the biggest
armored assault unit doesn't always win. It may
well be that he who has the most well-placed
artillery or the closest assault aircraft will win. It
may also be that he who has the fastest Gear will
win. However, ane thing is certain, this isn’t your
father's Balllelech.

Getting In Gear
Heavy Gear is the future of war—hot, fast, vio-

lent, and deadly. Imagine Bosnia and Vietnam
rolled into one, a civil war with guerrilla overtones
in the far future. So, terrain and objectives dictate
tactics in Heavy Gear, and one-on-one engage-
ments between two giant robots are decidedly
rare. The giant robots, or Gears, in Heavy Gean are
not restricted to lumbering walks and jump:-jet
assisted aerobatics, but have secondary move-
menl systems consisting of wheels and treads, or

both. The game world posits a planet with rough
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clent movement mechanism. Yet, there are some
smooth surfaces on the planet, so they can move
faster and use less energy by rolling. This will be
depicted in the game with fluid animation for
rolling Gears.

In Heavy Gear, the pilot is seated in the chest of
the Gear, viewing the action from exterior sensors.
The input is displayed on a laser crystal screen
inside the pilot's helmet. This fictional detail has
two very important effects on gameplay. First, it
means that there are no cockpit struts to deal
with, so the Heads Up Display is full-screen rather
than broken up. This allows for easy-to-read con-
trols like the new wrap-around radar/compass dis-
play. It also allows for new special effects like the

wire-frame damage display to see how badly
you've {rashed your enemies. Second, it means
that a damaged sensor array can force the pilot to

will give you a very reduced view and add a nerve-

ed cockpit in MechWarRIoR 2.

look through a small viewing sit. Naturally, this I HUD'S UP! The new Heads-Up Display used in Heary Gean offers a less obstructed look than the constrict-

wracking challenge (o gameplay.

he background story for
HeAvy Gear IS the same as
the story-for the pen-and:
paper game: The year s
AD 6132 and Earth has experienced
a second Ice Age. After migrating to
equatorial'regions; the survivors
made space colonization a high pri-
ority. At first; the population fried to
find habiable planets using genera-
tion ships; but these efforts failed.
Eventually, they discovered that
worm holes could lead to other star
systems. Shortly-afler the establish
ment of several colonies, a war
broke out-on Earth and the colonies
lost contact with the mother planet.
On Terra Nova, the planet where all
of the computer game action will
take place; the colony balkanized
info approximately 10 city-states.
Eventually these small city-states
banded together into larger factions.
The Gonfederated Northern City-

 SGT. SCOTT

LT BROCKTON

States/(ENCS), complete with their
Gears, named-after carnivoreslike
Jaguars and Grizzlies, beaan lo
fight the Allled Southern Territorles
(AST). The AST unils fought in,
Gears named aiter reptiles, like.
Mambas and lguanas.

The set-up for the first comﬁuler
!

{ame Seems Very
compelling. Your: unit
Was caplured by an

enemy force. You even-

{ually escaped, but
you couldn't:bring
help before the rest of
the’unit was executed.
Your character is
[abeled:a:coward and
a lraitor. To make mat-
{ers Worse, your com:
mander's son was a
:member of the unil
that was killed. Guess
how popular

you:are at your base? The

only ane who still believes

in you==yourairlfriend, who

happens lo be another Gear

pilot—is then captured by

theenemy.

Naturally, the game will
feature an Instant Action

APRIL 1887

option for those who don't want to
bother with the story. However,
those who like to have story inter-
woven with their battle scenarios
will enjoy the elaborately produced
cut:scenes in Heavy: Gear. Those
who like story elements will also
enjoy the fact that characters who
appear:in the cut-scenes will also
be:heard in voice-overs on the'bat-
tlefield and some may dig:or
become wounded on {he batilefield,
increasing the number: of ethical
dilemmas faced by the player

CCW
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Weapons are the heart of combat,
and | particularly like the handling of
weapons in Heavy Gear. Each Gear
has grasping claws, and many of lhe
weapons are designed as giant
analogs of human hand-held
weapons. Some heavy weaponry can
he mounted on a Gear's shoulders,
but most of the weapons can be
picked up by the claws and used
very quickly.

Analog weaponry has enabled the
design team lo creale a Gear con-
struction utility that is more versatile
than any 'mech lab in the
MecHWarrior 2 products. The con-
struction utility features "snap-on”
graphics and easy dalabase modifi-
cation so that you can build robots
on the fly in WYSIWIG (What You
See Is What You Get). In the pasl,
even the limited 'mech lab lools
allowed you lo change the functional-
ity of a 'mech, but not necessarily
the way it looks in the game. Heavy

for g

Ear's WYSIWIG s an extremely

- nice touch thal has the added benefit

of making the salvaging process eas-
ier and more meaningful.

Finally, gach pilot has an N-Net
(short for neural net) box that works
with him like a low-tech Star Wars R2
unit. The N-Net boxes learn from the
pilot's awn behavior, and the human
and net work better and better as a
team after each successful mission.
The N-Net boxes starl lo lake on a
minimal persanality (nothing like the
more elaborate R2 unils we know
and love). Pilots shot out of their
Gears will usually grab their N-Net
boxes as they evacuale, because
starting over is painful. In the game,
a veteran N-Net unit will boost the
pilot's control over various functions
on his Gear. Consequently, players
will hate losing their N-Net boxes.

New Gear
Resolutions

Those who are worried thal
Activision is simply going to place
Heavy Gear atop an unimproved
MEcHWaRRIOR 2 engine will be
relieved to know that this is not the

HOT WIRED! The red wire-framed display shows this target Gear about to lose
an arm. You don't have to look al a separate enemy damage display in Heavy
GEaR, just keep your eye on the enemy.
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LET'S MECH A DEAL

Getting Your Bearings
In The '‘Mech Universes

racing the paths of giant robot game licenses through their relat-
ed companies is like trying to track a pack of Novas from a
BattleMaster. So download this data into your onboard computer
and it'll help you rapidly identily the combatants.

FASA practically invented the giant mechanized fighting vehicle genre
with its Batllelech game world. Since 1986, FASA has offered its
Battletech products for role-playing fans. In July, 1987, FASA licensed the
Battlefech universe 1o Activision for use in the first ‘mech combat game
on the PC. But the first product to appear under the license was a role-
playing game from Infocom, THe Crescent Hawk's INcepTion. It was devel-
oped by Westwood Studios, the Commanp & Conauer folks. At the same
time, Dynamix was defecting from EA and
began building the 3Space engine.
Activision struck a deal with Dynamix to
use its 3Space technology in building the
first Battletech combat sim, now known as
MEecHWagRIOR. The game was a solid suc-
cess on the PC, selling close to 100,000
units at a time when few PC games did.

In the early "90s Activision began work
on a sequel to MecHWarrioR. Dynamix was
now part of Sierra and, ironically, working
on the first Eartisieae. Then, the first Activision team encountered plenty
of unanticipated difficulties. After years of delays and several desian team
changes, the company released MecHWaRrioR 2, MW 2: GHosT BEAR'S
Lecacy, and MecrWarRIOR 2; Mercenaries, all of which more than doubled
their ancestor's sales.

Now, FASA wants the franchise back and, just as Activision has grown
to dominate the giant robot genre, the partnership is over, That means
that FASA—not Activision—will release MecHWagRion 3, currently in
development. FASA is adapting its Balllelech virtual reality game (playable
at Virtual World Entertainment centers) to the PC, but this will be FASA'S
first PC game for home users.

Without rights ta the Battlelech game universe, Activision could have
opted to design its own giant robot universe from scralch, but the
MEecHWarnior 2 design teams advised against that. The teams suggested
that they would end up with a universe like Sierra’s EARTHSIEGE Series,
where the technology is excellent, but the background wasn't as involving
and deep as Ballletech. The team felt this had hurt EarthsiecE and didn't
want Activision to make the same choice. So Activision went oul and
bought the license for a new giant robot role-playing game, Heavy Gear,
from Dream Pod 9.

Finally, lo make malters even more confusing, Spectrum HoloByle has
purchased a FASA license for a real-ime sirategy game using the
Baltletech game universe. That means that between now and next spring,
we can expect four all-new;, giant robol games lo play out our futuristic
combat fantasies.

Check out the
rlesigner notes on
MechWarrior 3 at
http:/lwww.com-
putergaming.com.



f you play only one real RPG this year it il have fo be...

A GURPS Postnuclear Adventure

"Fallout has everything necessary to he the hest roleplaying game of all fime"

— Next Generation
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@ 1998 Interploy Productions. Follout: A GURPS Pastoudear Adventure und Intesploy ore Irndemarks of Interplay Productions. Al rights reserved.
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case. Activision isn't throwing away their success-
ful engine, but there are a host of changes. First of
all, the new engine supports 640x480 resolution
and Direct 3D support out of the box. This means
that you get 3D card support from the starl; you
don’t have to wait for an enhanced version. It also
means that D3D will handle the potential floating
paint problems with new MMX systems.

Also, Heavy Gear will feature rolling terrain,
more delailed texture mapping, terrain interaction,
and lerrain deformation. In terrain interaction, the
Gear's performance can be either impeded or
improved, depending on the surface type. It also
means thal Gears will be able o duck and cover
behind 3D objects in a dense, delailed terrain
world, It's amazing what a difference it makes to
have your enemies disappear behind sand dunes

and reappear over the rise or duck behind the cor-
ner of a building. Terrain deformation means that
here are not only more “live” buildings that can
be pockmarked and destroyed by fire, but that
structures and terrain will have a campaign persis-
tence. Destroy a building in one scenario and that
building stays destroyed throughout the campaign.
If that building happens o have strategic signifi-
cance as a reloading center for ammo or a com:
munications center for calling in air strikes, you
could be hurting.

Gear And Loathing

Jack Mamais, the Director of both MecHWarRIoR
2: GHosT Bear's Legacy and MECHWARRIOR 2:
MercenaRIES, is particularly thrilled to be working
with a new universe. Currently working on the

HERCULEAN COMPETITION

pulling out all the stops for this Fall's:EarTHsIEGE 3. Dynamix created the original MecHWaRRIOR

N ot content to be an "also-ran™ in the Battle of the Giant Robots, Sierra's Dynamix division'is

for Activision; and from meeting with Easthsiece 3's development team, it appears the group is

tired of all the newcomer upstarts
stealing its glory.

On a recent visit to Dynamix’s
offices in Eugene, Oregon, CGW got
an early look at the engine that will
power EARTHSIEGE 3, and we were
quite impressed. An even further
evolution of the updated 3Space
technology that will power Ren
Barow'I and X-FIGHTERS, the engine
convincingly and smoathly.rendered
fully-textured 3D hills, valleys, and
flatlands. In fact, the textures were

so realistic and inviting (even before 3D card support) that we were surprised when Hercs were

unable to travel into the water.

Missions will be of much greater scope than in earlier EARTHSIEGE games. Look for hovercraft,
tanks, and other vehicles to play.a part in'the larger battles—all:of which you can pilol; in‘addition to
the ‘Mech-alike Hercs. The Cybrid enemies now:have a menacing, organic machinery look that
should add nicely to the game's atmosphere. It's still'a bit early to call the game, but-with all the user
suggestions Dynamixis incarporating into the.game, it looks like EARTHSIEGE 3 may have whal it lakes
lo grab the altention of even devoted MecHWARRIOR fans.

CCwW
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DESERT FOX In @ tactic similar to those in desert tank
battles, Gears can go virtually hull-down bahind sand
dunigs and spring an ambush at the optimal time,

HEAVY GeAR role-playing game (a '98 product to
follow the combal simulation), Mamais contend-
ed, “In the past, we were constrained fo tell stories
that had already been told. Now, Dream Pod 9 has
agreed to publish stories from the computer game
in the paperback universe." He also suggested
that Heavy Gear, in both its boardgame and com-
puter game form, will benefit from its ANIME look
(Anime is the popular Japanese animation style
used in films like Robal Carnival, the grand ani-
mated robot batlle, and made-for-television videos
like Macross, the original title of RoboTech.)

High Gear

Rather than rehashing the past glories of the
giant robot genre with Heavy Gear, Activision has
the potential to create its fulure. The competition
from Earthsiece 3 and MecHWarrior 3 will be sav-
age, but Heavy Gear has a great lineup. With more
combat options and vehicles, increased terrain
interaction, persistent terrain deformation (destruc-
tion is persistent through the campaign), cleaner
HUD design, better animation, and more Anime-
style story than its predecessors, Heavy GEAR is
likely to keep the metal fires burning into the next
millenium. %

URBAN GUERRILLA The urban environments
In Heavy GeAr are denser, more detailed and
more varied than those used in the
MecHWARRIOR 2 series.
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tter the word
“DircetX"ina
room full of
computer
gamers, and
vou'llgeta
variety of
reactions.
Some will
nod, knowing
that DirectX is the collective name for the
sel of saftware interfaces used to create
Windows 95 games. Others will scowl at
vou, some because they scowl at any men-
tion of Microsoft, others beeause of the
bad memories some Windows 95 games
gave lhem over various installation
headaches —especially joysticks. Some —
asubstantial minority —will run from the
room sereaming in error, remembering
how they had lo completely reinstall
Windows 95 and all their applications after
trving to gel somel hin:_; S0 Prosaic as a
computer game to run. And finally a

few —a seant few —will smile happily,

Gracks In
The Windows

Microsoit's DirectX: Promises Broken, Promises Kept

LOYD CASE °

having had wonderful experiences with
easy installation and good gaming.

When Microsoft shipped the Windows
95 Game SDK featuring the DireetX
Application Prograniming Interfaces (APls)
nearly two years ago, they were trying to
deliver ona promise: a stancard set of APl
that would make life easier for gam devel-
opers and users alike. The DirectXAPls
have delivered on that promise for develop-
ers, though Direct3D is still something of a
question mark,

But the boys in Redmond made anoth-
er big, and deceptively simple, promise:
All vou should have had to do wasdlipina
CD-ROM, and the game would install
and Taunch; 1o muss, no fuss,

Right.

Unfortunately, in their zeal lo make life
casicr, they neglected o talk to very many
users, or even keep up with whal was going
onin the world of DOS gaming, In truth,
in the last 18 months, DOS games have
become remarkably casy lo set up and nun,
Several third party companics offered taols

—

for audio, graphics, and installa-
tion —and some were pretty solid,

By the same token, DOS itsclf is sim-
plr and clean—there ni||||)|}' aren'ta lot of
layers of software hidden underneath,
The upside of the arcane command line

promptis unclullered simplicity,

COMPLEXITY BEHIND THE EASE

Windows 95, on the other hand, has
many layers, most hidden from users, mak-
ing nolonly toubleshooting difficult, but
also performance luning, 'The penalty paid
for case of use is complex, intertwined lay-
ens of software, Don't get me wrong— |
like Windows 95 a lot, but remember, 've
been hanging around computers for along
time (1 ean even spell “UNIX"),

lonically, Windows 95 wouldi't e so
painful for gamers if it weren't for DircetX.
Yes, these APls that have made life casier
for developers have become a nightmare
for many users, Part of the problem is the
open nature of the PC, with more possible
hardware configurations than driver writ-

ers could ever

dreamof. In

a CD-ROM,
and the
game would
install and
launch; no

72
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DirectDraw

DirectPlay

a double whammy running DirectX
(i.e., Windows 95) games. First,
the MMX Direct3D driver had some
display problems. Second, your
new MMX system probably came
with Windows 95 service release 2
(a.k.a. 0SR2). When a DirectX 3.0
game was installed on a system

DIRECTX 3.0A FIXES MMX AND
SETUP BUGS

P If you rushed out and bought a spank-
ing new system running the Intel P55C
MMX Pentium, you probably experienced

running Windows 95 0SR2, it would rein-
stall DirectX without asking every time.

You can download the DirectX 3.0a update
from Microsoft's Web site, www.microsoft.
com/mediadev/download/isdk.him.
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DOS vou had to
worry about three
things: if vour
sound card was
supported, if vou
had enough
lower DOS
memaory, and if
vour graphics
card had a VIESA
SVGA graphics
driver.

With DirectX,

vou need to

CCwW
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Slip in

muss, no
fuss.

Right. I




LOYD CASE

worry about multiple versions of vour
Windows graphics drivers, plug-and-play
headaches with your sound card, getting a
dedicated game card o be recognized,
whether or not networking conflicts with
vour game. ...the list is seemingly endless,
Every time you solve one problem, anoth-
er seems Lo pop up to confront vou. The
DirectX installition routine just makes
things worse. Who hasn't shuddered at the
message Your video drivers are not certi-
ficd for DireetX. Do you want to install

new drivers?”

IF IT AIN'T BROKE, DON'T
OVERWRITE IT

Of conrse, some game developers
compound the problem. One of the really
nice features of Windows 95 is CD-ROM

Autollay. Unfortunately, in their zeal,

developers have done really “friendly”

things, like run the DirectN installation

routine in a kind of auto-pilot mode, liap-

pily overwriting vour carefully erafted, rea-

DRIVER'S ED: EDITING THE
REGISTRY DATABASE

¥ In the old days, Windows
kept all information on drivers
and installed software in
WIN.INI and SYSTEM.INI. While
those files still exist in Windows
95, the modern way Is to edit
Lhe Registry database. This con-
sists of two hidden files,
USER.DAT and SYSTEM.DAT,
which live in your Windows
directory.

The easiest way is to make
backup copies using XCOPY or
some other copying method.
You should do this before
installing a new Windows 95
game or piece of hardware,
Don't run REGEDIT, the registry
editor, and use the export func-
lion. If you make some
changes, then re-import the old
data (it's only merged with the

T Vi Wk
wrske taky
- b i,

(O R R VTR T

new stuff), rather than returning
to the old state.

P The latest version of Norton
Utilities has a registry tracker,
allowing you to make mulliple
backups of the registry. In addi-
tion, it supports the new FAT32
file system and has some other
cool features, so you might con-
sider getting it.

If you do, don't run System
Doctor by default, as it eats
CPU cycles you might rather
have for that demanding
Windows 95 game.
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sonably stable Windows 95 configuration.

Then there’s the issue of technical sup-
port. One of the promises Microsoft kepl
was that DireetX would help reduce tech-
nical support cosls, a serious issue in the
game biz. I you make a single tech sup-
port call, all the game company’s profit
from that game vou just bought goes out
the window. Fewer tech support calls
means having fewer support engineers,
lowered infrastructure costs, and so on—
evervbody’s happy.

Asanyone who has perused the Usenel
news groups or the game forums insome
of the online services knows, the volume
of support problems has scemingly
increased. 've had to walk several gaming
budldies thiough the hassle of download-
ing and reinstalling recent drivers for their
graphics card when a DireetX installation
completely hosed their Windows 95 instal-

lation —even the game wouldn't .

SEE BILL RUN

Then there’s petlonmance. Cates him-
self said the goal with DireetX is no more
than a 10 pereent performanee hitin the
worst case — andl in the best ease, vou'd
see performance inereases. 1t is trae that
sOme syslens using recent components
actually do sce performance gains nin-
ning W indows 95 games, bl just as many
users—some with older hardware, some
with new—have seen serious perfor-
manee degradation, Sometimes its due to
oulelated drivers, bul other times it's a far
moie arcane problen,

"lake the fact that Windows 95
TCPAP stack ean canse vour systenn 1o
pause every few minutes because it's
polling for a Dyvnamic FHost
Configuration Protocol (DHCP) server,
which supplies dynamic [P addresses.
Some [SPs use DHCP o ration [P
addresses, giving vou a session-specific
address in liew of a fied one. T possi-
Dle solutions are cither lo use a fised 11
address, which your ISP may not like, or
to un-bind TCPAP from the Ethernel
carel. Lovd Case, the gearhead, loves dig-
ging into this type of technical stuff. But
why should Loyd Case, the gamer, have
o spend his valuable time worrving
about it?

THEN THERE'S DIRECT3D

When Micmsoft ]'.-m!ght Render-
momphics, and witlyit, Reality Labs (aka,
Direet3D), they bought a decent tool-sel
for writing real-time, 31 graphics applica-
tions. In fact, Direet3D (D3D) is one of
the better software renderers, meaning
vour syslem’s CPU handles the chores of
tuming 31 geomelry into images vou see
on the sereen. Unfortunately, the world is
moving to hardware 3D aceelerators,
where D30 performance is spotly.
IHardware vendors have expressed dismay
over performanee hits they've encoun-
lered (somelimes upwards of 30 pereent)
running on 13D as opposed to their own
chip=specific APls, The most recent
release of CLOUAKRE, along with id
Software’s abandonment of a 3D ver-
sion of their flagship 3D shooter, docsi't
bode well for Microsoft's 31 APL

\nother problem is that 13D offers a
sonewlial ngid frmework for graphics
hardware vendors to support. For exam-
ple, 3D doesin’t make use of bus-master-

ing clirect memory access (DMA) to

move data across the PCHbus, putling
cards which can use DVA, such as those
based on Rendition’s Verité graphics chip,

al a disadvantage,

LIGHT AT THE END OF THE TUNNEL

Windows 95 gaming is not all that bad,
and works surprisingly well most of the
time, Butits far from the panacea the
markeleers at Microsoft promised (sur-
prise, surprise). From many users’ per-
spectives, DireetX-based games have
simply replaced one set of headaches
with a new, unfamiliar set of others,

Over time, Windows 95 will evalve
into a fully 32-bit operating system — like-
Iy absorbing parts of Windows N'T'in the
process —and the current state of
DireetX will get better. But there's still
long road ahead for all of us

As gamie designers become more com-
fortable witly the tools, and as Microsoft
begins to lake gamers more into account,
things will get better. Until then, remem-
ber to keep vour latest drivers handy, back
up your Windows registry before
installing a game, and invest in a good
mn-installer ntilitv, &
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= H i z 2 DG e fastest, most complete low cost 3D card you can
3 ‘I‘J I = ' n PCComputing buy. Period.” PC Computing Dec '96.
g R 50 = It
M § E I § _g. ‘%! Do you crave bone crushing speed for your 3D games?
H % i i j Hl= E Tj} Looking for the fastest Windows and video performance?
=g 1 ﬁ*ﬁg = | = ]"'l Then power up your Pentium with the award winning
g 22 a'j_; HE L ii Matrox Mystique graphics accelerator - now priced at

only $149 for 2 MB and $189 for 4 MB!

New high performance drivers

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

you'll be ready to fly, blast or tunnel your way through dozens of exciting 3D game fitles supported
by Mystique. Your DOS games will also be faster than ever. And your most demanding
Windows and video applications will scream onto your screen at hallucinogenic speed.

And now, Mystique pushes the limits even further with its new Matrox Rainbow Runner
Studio companion card. Play your favorite PG games on a big screen TV. Edit your home
movies right on your PC. Grab or send video images over the Net. And much more!

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

Free software. §200 value!* Free Scorched Planet™

MECHWARRIOR2 ‘W

L

ACTIVIBIGN
Pavanosis criTeRioN

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

*Estimated street price for 2 MB. * *Game bundle available with ratall lon only, All per tests conducted by Matrox Graphics Inc. on a Dell Dimension P200 V configured with Intel PS-
200 MHz, 16 MB of SDRAM and 256K cache. Matrox Mystique, Diamand Steaith 30 2000 XL and ATI 3D )tprmlon + PC2TV were configured wilh 2MB ol rnernur\f for the PCI bus nsmg ﬂm\gr relase 1.30, 4.03.00.2105
ond 3.0 respectively for Windows 85. Creative 30 Blaster PCI was conligured with 4 MB of memory lor the PCI bus using driver release 1,01 for Windows 95. 9b test 4 at 1024 x 768 resolution

with 8-bit color at 75 Hz refresh using small fonts under Windows 95. Microsaft Tunnel test run at full screen 640 x 400 resolution with 16-bit color at default manufacturer refresh rate based on Gouraud shading, perspective

correct textures, point sampled and z-buffer.
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by Loyd Case

of the most per-
sonal decisions
gamers make is

their choice of controller. Everyone has
an opinion, from those who demand
the utmost realism to those who want
a fast, comforiable gamepad for fight-
ing games.
A few years ago, you could find a
- few joysticks (of varying quality) and
~ mayhe one gamepad for the PC; if you
~ wanted anything else, you were out
~of luck. Then CH Products shipped
their original yoke and rudder pedals,
hut these seemed limited to the
Microsoft Fuigir Simutator set. This
began to change when Thrustmaster
burst onto the scene with their origi-
nal WCS—a combination analog throt-
tie and hutton controller that intro-
duced the concept of HOTAS: Hands
On Throttle And Stick. Other vendors
realized that there was money to he
matde in controllers, and the trickle
~ hecame a fiood. This month, we'll
~look at a variety of game controllers,
but we'll leave the high-end, hyper-
realistic flight controllers, throtiles,
and rudder pedals for next month.

PHOTOS BY JOHN POPPLEWELL
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) or a long time, the only gamepad available for the PC was
Fthe sturdy, limited, but inexpensive, Gravis Gamepad.
Lately, though, with more arcade action bursting onto PC
: . screens, a host of gamepads have landed on store shelves, enlic-
CH Ga mepad ing players with dreams of snappy action and high scores. We lested these
| The Gamepadis  pg pads with FX FigHTER, RapToR, and FIRerigHT to gauge their capabilities.
! CH's first shot at
| the gamepad mar-
ket. It's a very

| basic, but sturdy,
| gamepad with a
| good feel and sim-
_ ‘ ple controls. The button presses seem
very solid and the response to trigger
presses seems quick. The thumb dish is
pretty tightly sprung, however, which
| can lead to some fatigue after pro-
| longed use. This solid, inexpensive con-
| troller is a good choice for people who
| only play the occasional arcade game
~| against a computer.

| Pros: It's simple, inexpensive, and has a
good feel.
| Cons: It's too simple for some newer
| games and has no multi-controller
| capabilities.

| functions. A utility for
& programming comes with
[| the GamePad, as does a
: copy of BATTLE ARENA
8 TOSHINDEN.
The only downside is
J that the buttons and
/' thumb pad both feel soft
and a little flimsy, and an
overzealous gamer might wear this
controller out pretty quickly. But the
GamePad is very comfortable for
gamers with larger hands, and is
very affordable. It also offers easily-
configured dual user mode with two

Creative Labs
GamePad

Though known for
their sound and

: graphics boards, controllers. Overall, it's a fine con-
G Gomepad: s28.55 Greclive Labs trollr for part-fime arcade or sports
(617) 598-2518 offers an inexpen- title players.
www.chproducts.com sive, very easy-to- Pros: It's inexpensive, designed for
use digital larger hands, and responsive.

gamepad for about $30. The Cons: Its overall feel is somewhat
GamePad is Directinput-compatible, soft, and it may not withstand pro-
and you can run two GamePads with  longed hard use.

a standard joystick Y-cable.

In terms of game-play, the Creative GamePad: $29.95
GamePad is very responsive, and has Crealive Labs
two index-finger buttons that can be (800) 998-1000
mapped as third and fourth buttons, www.soundblaster.com

or can be programmed for different

little more responsive than in analog
emulation mode, though the action is light
and fast in either mode. The combination
of easy multiplayer setup, nice feel, and a
high degree of flexibility makes the Gravis
GriP a real winner if you can afford the
entry fee.

Pros: Up to four players can use one module; it's also
light, with quick response.

Cons: Pricey to get started, and there are cheaper single
player solutions.

Gravis GrIP

e CGravis advertises its GrlP as
\, a gamepad system, which is
& apretty accurate description.

? The street price for one of the
GrlP kits is over $100, but you get two gamepads and the

multiport module for your money.

While the gamepads themselves are responsive and
quick, the Multiport hub is the real heart of the system.
Refreshingly, it only requires a single game port connec-
tion, but supports up to four GriP-compatible devices and
two standard joysticks. The pads themselves support an
analog mode, so any game that uses an analog joystick
can use the GrlP. However, when the GriP is in digital
("GriP") mode, the pad can be programmed with key-
strokes using a Windows 95 utility, GriPKey. If a game suip-

ports GrlP mode—many EA sports titles do—the pad is a

Gravis GrIP: $115.00 (two pads and multiport module)
GriP kit: $29.95 (2 pads only; must own GrlP module)
Advanced Gravis
Www.gravis.com
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P amenads

-

—LThrustmaster

Phazer Gamepad
As with its —
joysticks,
~ Gravis Gamepad Pro m ;ﬁrpﬁgter
| Last year, when Gravis oWn spin on
shipped the GriP, it got a the
{ lot of attention for being a gamepad,

great game controller, but
its high entry price put
some peaple off. Gravis
has now shipped an
updated version of their venerable g~
Gamepad, right down to the little [c
detachable joystick handle. It
looks a bit like a lite version of a
Sony PlayStation controller.

offering a fully programmable
device in the Phazer, The
Phazer has very light but pre-
cise action, and it actually
works reasonably well as a
crude driving controller. There
are also switch-selectable set-
tings for standard analog
gamepad and fully programmed
Phazer mode.

Unfortunately, the Phazer is a
little clunky to pragram, and
occasionally programs wouldn't
take, even after downloads.
Once you get it working with a
game, though, you'll probably
like the feel, if you can remem-
ber which control performs
which function.

Pros: It's programmable, has
an analog throttle, comes with
many options, and has a light
control action.

Cons: Expensive for a stand-
alone gamepad, and its pro-
gramming tools are finicky and
too complex.

AR Microsoft Sidewinder

: This gamepad felt very nice Al first blush, the Sidewinder looks like
under my hands—it was very responsive to a killer gamepad. It feels good to the
trigger presses and pad action. The assem- touch, 100, but extensive play reveals a

bly felt good in my hands, too; however, couple of warts, First, it's a Windows
those with larger hands might want to look 95-only controller. It will work with DOS m’ﬁ‘n
| elsewhere, as it is a bit on the small side. games, but only if they're launched

A flip of a switch will turn the Gamepad directly from Windows 95. Since FX
Pro into a standard analog gamepa[jl It FIGHTER CO“SB‘E[}“}’ crashed from Windows 95, We had to
comes with a dual-headed connector, so get a demo version of FX FiGHTER TURBO (a Windows 95
you can add a second player easily, and you game) to test the Sidewinder. Second, the Sidewinder's
can plug into the GrlP hub where it's fully action is solid and quick, but despite the seemingly
compatible. It looks like Gravis has come up ergonomic feel, my fingers grew weary after about 15 min-
with a real winner utes. However, one nice feature is the ability to daisy-chain
HUU}, a goud feel. and quick response. Pros: EaSY setup in Windows 95, a gﬂﬂd feel, and multi-
Cons: Skimpy manual, and the gamepad player support. ;
assembly is too small for larger hands. Cons: Can be tiring after long play, doesn’t work in'DOS,
and is problematic with dedicated game cards

Advanced Gravi f:mm ';m:nsnms Sidewinder Gamepad: $50
anced Gravis Computer Technol : _
n{BM] 431-53% Microsoft Gom. Phazer Gamepad: $69.95
Www.gravis.com (206) 882-8080 Thrustmaster, Inc.
www.microsoft.com (503) 615-3200
www.thrustmaster.com

CatChin th e N ext Bus. USB USB has two data rates: 1.5-Mbits/sec and 12-Mbits/sec. Game
g controllers will operate at the slower data rate, which is still an order of
m magnitude faster than current joystick ports. USB will also
1 9975 shaping ap as al year when PCs Sﬂéﬂm several . allow devices 1o be hot-swapped while your PC is on. It
new appendages. Intel's Accelerated Graphics : gets better: USB can accommodate up to 63 devices.
Port (AGP) will move graphics data off the PCl bus. But £ Many new game controllers have digital input, and
| perhaps a more important arrival will be the Universal USB versions of them will most likely hit store
Se"f# IBUkS {PS% which will 'SQSt "',(ef(ﬁ" replac&fg:anaL A | shelves later this year. Logitech, Thrustmaster, and
ﬂ%fg JE -hﬂv}ﬂa .dmult:[se, an Ijlnl)ysl;c }puns. ith a ™ Alps (Alps Gamepad shown at [eft) have already
i ;gbté)goyﬁxrtoB;uu?%PyL?ubnxonawa:Er:?e T:JITaEg: announced USB devices, and others will follow suit.
) i 2 i
from the spaghetti mess most of us currently endure. SO Jou st o U 7 (Lyoun Systan e Ty

: 71l CPU support logic, it's most likely USB-ready with a
_ Why does this matter to gamers? Anyone vexed by an BIOS update. Some companies have USB controller cards

analog joystick whose calibration drifts after a while will wel- in the works for older systems. But, Microsoft has yet to pro-
| come USB, as will any gamer with multiple game controllers for vide the key missing ingredient: Win 95 support of USB, which
different types of games. In addition, USB gaming devices should all but !

A * : should come out later this year. If you want to wait for USB, save your
. eliminate the CPU overhead that current analog gaming devices create. pennies for a higher-end USB controller later this year—Dave Salvator
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Fast action and stunning realism — IR IE IF <O IR iE AW E R
that's the promise of new 3D games and
edutainment software. But if your Super
Star Fighter jerks along instead of zoom-
ing and your “terrifying” monsters are
glaringly pixelated — face it. You're not
having much fun.

Don't just play it... Live it! D B
With an Intergraph Intense 3D 100 =l o G
graphics accelerator on your PC, expedt @ a O

- . . I i 5 & = . o .
0 fabulous new interadtive experience!  yo 4 ey 1y with SVGA Graphies IndyCar 11 with Infense 30700 Graphics
Free! Full version of Rendition Rgudy"‘ Notice the jogged lines and edges and the flat, dull colors. ~ Now you're racing! See the detail on the next car. Watch those
Indy(ur II* CD-ROM shareware version Where's the crowd? What are those blocky things in the rearview mirrors — that's real 3D! Notice the crowd in the

of Randition R d}f Quaki e" an ditrial background? Are you really into this roce? :I:T:i;;:!nd the mountains in the background. And how about
versions of Monster Truck Madness™
and Hellbender Want to know more? Call 1-800-763-0242 or reach

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

‘ \. -
ORI RURREE v ottt s repiterd bre s e 1 ek g CoestionMoster Tk Midvess s ket =]
peg-d-0- T |ru.|h«}.\Iklm:fll':qwm_h:\.hlm Kzl I radennark of Rendithot, loc, Jod Car 1 s @ pogsberrd radremark of spros. Ouabe b 2 tradspark of W Solteare. o

her beanchy anl pevadict teaiucs are tradenth of thar papedive pwaen, Coppright 1997 Intergeah Carprtation. ustiille, AL 555H- 0001, MC M08
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There seems to be a lot happening in the joystick arena, with new sticks arriving
almost daily. Since we weren't testing high-end flightsticks, we decided to play a little
MEecHWARRIOR 2: MERCENARIES with our joystick callection. Just for grins, though, we also
took a spin in F22 LiGHTNING 2.

er switch was very handy; we set it
s Lp as the reverse key for

=g MNERCENARIES, SO it was very easy to

dl switch directions in the game—this

/ was great when used in combination

with the built-in throttle wheel,

Eagle Max

It's nice to see a fresh face in the joystick game.
At first glance, the Eagle Max seems like a clone
of the Microsoft Sidewinder Pro, but closer
examination reveals an interesting rocker switch
on left side of the base and a better-feeling,

S

Thrustmaster

| flight sticks are the latest
embodiments of the original
Thrustmaster FCS. These
sticks are modeled after the
flight stick in the F-4
Phantom, one of the clas-
sic jet fighters of all time.
Both sticks just feel good to
the hand, although the X-
Fighter's massive base and
full-sized stick gave it the
edge in our eyes—but it
costs more, too.

For those with smaller hands, the Top Gun
is a nice, 2/3 size incarnation of the X-
Fighter, with the same features, but a small-
er base and somewhat lower-cost compo-
nents. Our biggest problem with either of
these sticks was the seemingly variable dead

X-FIGHTER

TOP GUN

Gons: The action is imprecise, and the dead
| zone is randomly variable.

zone (the area in the center of the stick that point hat.

represents “no input” to the game). Also,

the action of the sticks felt a bit imprecise, Blackhawk
which made targeting in MERCENARIES a bit Joystick: $34.95
challenging, but in F22 | had no problems. Advanced Gravis
Pros: These are the latest versions of FCS— Computer Technology
with lots of game support, a weighted base, (604) 431-5020
and a good hat. www.gravis.com

A Overall, the Eagle Max feels like a

ntoured han-
contou very solid first effort.

dle. The stick

h i Pros: It has a light feel, good centering, and easy pro-
X-Fighter/Top Gun il e gramming.
The X-Fighter and Top Gun  pz the po'tentiom& Cons: The action is a bit jittery.

ters seemed a little on the jit-

tery side, The tiny view-hat con- Eagle Max Programmable Joystick: $59.85

trol behaved inconsistently as Act Lahoratory, Inc.
well. The programming tools (604) 278-3650
www.actiah.com/gamegear

were easy to use, and the rock- /

@ Gravis Blackhawk
The Gravis Blackhawk is a nice, light, low-
cost 4-button joystick. It works well, has a
good feel, and has a throttie wheel, though
it lacks a viewpoint hat. One weakness is
that it feels a bit too light, and those who
are, shall we say, highly enthusiastic, might
be a bit hard on this one. Overall, however;
it's a solid, low-cost stick.

Pros: Good feel, inexpensive.

Gons: It's a little too light, and lacks a view-

u Gravis Firebird

X-Fighter: $59.95

Top Gun: $39.95
Thrustmaster, Inc.
(503) 615-3200
www.thrustmaster.com

Gravis first entered the programmable
joystick market with the Phoenix, a stick
that still enjoys a near-fanatical following
among some game players. The Firebird
was a slightly less expensive version that
retained most of the features of the
Phoenix except for the twist control.
Gravis has updated the Firebird by
adding the same contoured handle as
the Blackhawk, and it feels much more
comfortable to the hand than the
original Firebird.

Unfortunately, there were some
odd problems, mainly having to
do with a lag between pressing
the trigger and the associated

weapon actually firing. This is somewhat
disconcerting, and caused at least one
involuntary ejection from my BattleMech.
The programming tools are DOS-based,
but very easy 1o use.

Pros: Improved grip and easy program-
mability.

Cons: Trigger delays, and the joystick
has jittery action.

Firehird 2 Programmable
Joystick: $89.95
Advanced Gravis Computer
Technology

(604) 431-5020
www.gravis.com
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introducing

the new

" GamePad

GamePad Pro™ is the next evolution of PC
gaming. It has ten programmable buttons. Two-player

action. High-speed digital response. And it's compatible with all of your favorite
DOS and Windows*95 games. As well as your existing hands and fingers. It's
console action for your PC. It's what you've been waiting for. Check it out
today. And start playing games the way they were meant to be played.

Get GamePad Pro at your favorite store or call us at 1-800-257-0061.

© 1997 Advancad Gravis Computer Technology Lid, Al rights reseevesl,. Grovis and Gamalud Pro
are lradomarks of Advaneed Gravis, Al trademarks aro the proporty of their respoctive owners,

www.gravis.com

GRAVIS

| gaming for the 215t contury |
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3D REALITY

is brewingd.
birth, the PowerVR
begins the awesome
. at. conventional _—

A movement
and with 1ts
architecture

struggle agalns
3p; and against the techno-

bourgeoisie who attempt to "
enslave the gamel masses. These
anmukumuﬂﬁru-EEChnOIOgiStS are B
rurning their machines of pro- 1({
paganda against GAMERS, desper- [
ately trying tO make them \
believe that their e ar I

3D performance is good enough . 4%5

Well, it is not! This (B
naked, shamekess exploitation i
on far too ¥
long. Rise up! For we have

created the ultimate instrument 1
of change: the PowerVR technol- t
ogy - and we declare +hat the ‘
true console game experience oOn A

'

the PC will be our domain.

TR e S L St s



ion reality. :
e T graphlcs is

decaying and

time to questd
of conventional 3

Withering,

Tow is the
The 8g¢€
coming o & close:

< i e - 3
exhausting 1tiilincredihle technology has

he ruins.

emerged IYom t

a new 3D solution. It is & hanmer,

PowerVR™ is more than ;
le PC game experience.

ready to smash the sta

hoist up your joystick. Rage against the.stagnant
sensory experience. Unite around this new 3D reality. You
will be the first group of gamers in history to transcend
the bleakness of the existing 3D experience.

Gamers,

We are pouring gasoline onm the iires_qi creation.
Intense 3D graphics is not a giit. 1 ‘_J
? s . il e
It’'s a birthright. I'ﬂ%ﬂuéfﬁky ng ﬁﬂnﬁi
T n He gane
ﬂ/ * Z e .
J Eﬁ_ " e;éﬁwﬁ

The world’s leading computer makers are
building a PowerVR future. liore are quickly
| joining the liovement. You'll know they’re one
| of us if they flash the PowerVR Ready sign.
: Namco, Sega Entertainment, Kalisto, Vie
! Tokai and others are bringing forth the most
awesomely intoxicating games. Accelerated,
Enhanced and Extreme certifications demon=

! strate support.

| This is the dawn of high res and high irame
rates with full Z-buifering.
' 'Bilinear filtering, blazing
_:fpolygon rates for the
smoothest 3D experience at
800x600 and beyond. ELven at
resolutions this high, PowerVR
keeps its full feature set:
2 i POWERVR
| real-time shadows, 32-bit on-‘ - \{
8 chip hidden suriace removal, | - E'\\‘)
i1ight volume rendering, trans— B;/

parency and fogging effects. | -

@ the PowerVR Ready sign, (1-800-366-9782)

Revolt against hardware that doesn’t carry !

. WWW . POWEX VY . COm

The Neo Realitarian Liovement has begun.

r"”

Free yourseli 7
e your rom the tyranny oif
their inferior jI.l experience.o , N E

" ©1997 IEC Zleotronios

ey
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There are a few controllers that don't easily fit into other categories, but certainly have their place.

With 3D shooters coming out of the woodwork, a new host of curious controllers have come to market
providing alternatives to the traditional keyboard/mouse combination. Also, a gaggle of driving titles has
helped usher in several driving controllers, bringing a little more realism to these games. Depending
upon your gaming tastes and budgets, you might want to check these out.

SpaceOrb 360 Q‘f // necled to the unit. Assassin’s configura- \

At first glance, the SpaceOrb tion software is DOS-based, but pretty straightfor-
360 looks like a gamepad with / Grand Prix 1 ward. A Windows 95 Directlnput driver was in the
Thrustmaster pioneered the

a cancerous tUMor on one cor- ‘;'Uf'fls gf Dfﬁ‘ﬁs time. Also, d_ocur;l;magon is i
ner where the pad controller is. concept of HOTAS for fight etailed, with setup instructions for a dozen titles.
controllers. [

In fact, the ball that takes up a Like Spacetec's SpaceOrb 360, we had to get

uarter of the left side of the ' through a learning curve before the Assassin got
ggmmue; offers a full six m‘: ;Eﬁn:? really fun. On the upside, Assa_ss[n p_mvides excel-
gt of ooy flge e e
dl [Ne cantrolier wo | Spdce. the I'E!BtiU'E! '
e spacellb dlps XL pLDElg Ueed 0, oot Grand ik racng T
ut if you're heavily into 3D shooters, this mig wheel. All you need for most dri- SR :
be ]lIJSl the Funlmller you want. My_ most _flustfa[- ving games is on the main base, g gaF:n );{:u yroeuan‘:‘azm\;fa?irtﬁtgi:t;ﬂr?slder
ing issue with QUAKE, for example, Is looking up including the wheel itself, two trig- [§8 erieaop
and down while moving. SpaceOrb’s QuAKE driver ger buttons (duplicated on the L
allows you to free-look while running in circles, wheel) and a pair of paddles rade.

Pros: Allows very smooth free-

¢ looking in 3D shooters.

£/ Cons: Somewhat sleep leaming

7" curve, and it requires editing of config
text files for each game.

jumping up and down, and shooting.
The initial learning curve is steep,
though, because the ball is quite
sensitive, and operates in every
direction. You definitely need to
develop a light touch. Untlil you

vaguely reminiscent of dri- 4\
ving aids for the disabled.
After using it, though,

8 | would be reluctant to

§ return to a more traditional

& driving wheel with foot pedals,

get the hang of it, I very easy Once you get used to the paddies Hr:tﬁ“s'": g::'“::
to over-steer, which in QUAKE or J for throttle and braking, the driving {581'05)02“% osTT
Duke 3D means a toe-tag. wheel is very easy to use, It e ikt

Another reason for developing a
light touch is to prevent your left
hand from getting fatigued.
There is one other problem with the
SpaceQrb 360: After playing Duke and Quake with
the SpaceOrb for a while, it will be very, very diffi-
cult'to. go back to the keyboard and mouse....
Pros: It's a true 3D controller that works
very well in 3D shooters.
Cons: Steep leaming curve, and it
needs a serial port.

only took about half an
77 hour to get up to speed
i on InovCan 2, a game that

has always made me feel like |
needed to go back to driver's ed
class. If having all the controls on
the wheel doesn't bug you, then
check it out, You might be
pleasantly surprised.
Pros: Hands-only throttle
and steering for the dri-
L ving set.

Wingman Warrior
B At first glance,
R {he Wingman

like a fairly
standard flight
¥ controller;, until

I% spin-knob, The knab is used to spin
** your character, which makes the Warrior

celrb 360: $98 ; At L suitable for 3D shooters. It was a gas firing up
e Spacelec ﬁm - g:ﬂ; "cs r':lfélzgf most realistic Duke Nuiera 3D with the Wingman Warrior setup.

(508) 970-0330 g co } The slicklis cunfigurqd 50 }hal side-lﬂ-silde action of
www.spacelec.com @rand Prix 1: $89.95 the stick strafes (i.e., side-steps) while the knob

spins you around. This makes for some
very interesting tactics, like being able
to easily run in an arc while main-
taining your target acquisition. Bear
in mind that it does require a free

Thrustmaster, Ine.
(503) 615-3200
www.thrustmaster.com

Powerramp
The Powerramp looks like one of those

)

arcade control platforms
available for a number of con-

sole game units. It uses only a irst- M serial port, but it will not interfere
keyboard pass-through (no First Pe(g%‘ing with @ mouse on another port.
game port needed). You can Assassin The only dm\rn_mde, Gther than
program it with the keystrokes Anithed ey the use of the _sanal port, is that
you want (as with the Eagle Kindiof ccatroller  the documentation is spotty and
max, up to 10 keystrokes per button) or you can is First-Person inaccurate in a couple of cases. If
download a preset program. It's a fun controller for Gaming’s Assassin, you're heavily into 3D action games, you

might give this one a close look,

games like Towe Raoer and other 30 shooters. which has been designed pri-

:;:;:;:; gsr:fn %;{;iﬁwkayhnam connector, and has marily for first-person shooter games like QUAKE, :;::pr Lr;n[?“v;t[:eve design for 3D shooters and easy
P Doow, and Duke 3D. The Assassin resembles a % S R , .
Cons: ts keystrokes occasionally fag. track-ball, but connects to your joystick port, and LGS SR P S UGS

serial port.

is used together with your joystick, which is con-

Powerramp Arcade Controller; $59.95 Wingman Warrior: $99.95
Act Lahoratory, Inc. Logitech, Inc.
(604) 278-3650 (510) 785-8500

www.actiab.com/gamegear

\ www.logitech.com |
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deal for the whole family, the Micron™ Home MPC offers a full set of features and software bundles for exciting

home computing.

» IMPROVE MULTIMEDIA PERFORMANCE with a 64-bit graphics accelerator with 3D and MPEG capability for vivid

graphics and sharp, smooth video and a 16-bit sound card with speakers for vibrant sound.
p EXPLORE THE INTERNET with a fast 33.6 modem and Microsoft® Internet Explorer® Web browser.
p ENJOY EXCITING SOFTWARE bundles, including the Microsoft Home Pak and the Micron Family Pak.

HOME MPC™ P166
Intel 166MHz Pentium® p

* S124B pipeline burst coche, flosh B10S » Quitken” Finonciol Pok: Quicken Deluxe,
o 1648 EDE AN Quicken Finonciol Plonner”, Quicken Porents’ Guide 1o
* 2168 FIDE hord drive Money”, Quicken Fomily Lavyer "ond free TurboTax
* 12K EIDE (D-ROM drive, 3.5° floppy drive 1996 toupon
o 1 b-bit stereo sound and spenkers » Family Pak: ABC by Dr. Seuss, Thinkin' Things ™
33,6 fox/modem, sfeakerphune, voice mail Callection 1, Eorthworm Jim™ and Mechwarrior” 2
» Hicrasoft® Phone telephany solfiure # Microsalt Home Pk Publisher
* Internet ready: SRYNET™ Internel triol Deluxe, Encorln” In:{r]npediu, Monster
membership, Microsoft Infernel Explorer™ Truck Modness ™ and (D somgler
» America Onfine” ond CompuServe” trial memberships ;¢ Seyear/3-year Wicron Power* warranty

* P(1 64-bit 30 video, MPEG, 2MB EDO RAN
1,799

» 15" Micron 15FGx, .28dp (137" disphay)
Witk {ntel 200MHz Pestiom peocassor 38 "0

» Tookfree minitower or desktop

* Miasoll Mouse, 104-key keyboord

» Wicrosoft Windows® 95 and MS® Phust (D

o Hicrosolt Works (D

» System Soff” S‘mm\'ﬁ:md * opplication for
autemoted prablem resolution

NEVEMAEN TH96

! HoviunER 1006
BALLENSEA PRp2 400 Puw

oL Junt 25. 1008
MaLrrnes Paog $00 Puus

Mairres PIGH

— e I
<V et
@ PeComputing e

HOME MPC™ P200
Intel 200MHz Pentium pi

* S12K8 pipline burst cothe, flosh BI0S
LRI &E}Wﬂl

* 3,168 EIDE hard drive

® | 21 EIDE (D-ROM drive, 3.5" loppy drive

* 32 voice wovelable stereo sound cord

» 33.6 fox/madem, speokerphone, voice mail

o Hicrasalt Phone telephany soffware

* Inlernel ready: SPRYNET rnlemet tiol
memhenhi%r Mitrosoft Interned Explorer

« Amerita Online ond CompuServe trial memberships

# P(1 64-bit 30 video, MPEG, 2B EDO RAM

® 17" Wieren 176G, .26dp {15.8° display)

# Toolree minitower or deskiop

» Microsoft Mouse, 104-key keghnur:{

o Jlicrosolt Windows 95 and M5 Plus! (D

« Microsoll Warks (D

» System Soft SystemWizard appliation for
automoted problem resolution

v:ﬂ'ﬁt?‘s-'
= =
Py

# (uicken Finoncial Pak: Quicken Deluxe,
Quicken Finantial Planner, Quicken Porents’ Guid fo
Maney, Quicken Family Lawyer and free TurboTox
1996 muEun
» Fomily Pak: ABC by Dr. Seuss, Thinkin' Things
Collection 1, Eorthworm Jim ond Medhwiarrior 2
® Iicrosoflt Home Pak: Publisher Deluxe, Encart
Entyclopedio
Honster Truck Madness and (D sompler

+f S-year/J-year Micren Power warranly

2,599

With batel 166MHz Passioen processar sebirat 1100

1oamen Fpigasy 1960
£ aNG AN Houg MPEC PHO
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deal for experienced users, the Micron Millennia MXE integrates the award-winning Micron Millennia platform with the advanced MMX™

technology from Intel.

» IMPROVE PRODUCTIVITY with performance-enhancing innovations like the Pentium® processor with MMX technology and

32KB level-1 cache.

» IMPROVE MULTIMEDIA PERFORMANCE with the advanced sound, graphics and video features of the Pentium Processor with MMX.
» IMPROVE COMMUNICATION CAPABILITY with special enhancements on the new Pentium processor that accelerate existing and

emerging communication hardware and software and improve your Internet and intranet experience.

MILLENNIA™ MXE P166

Intel 166MHz Pentium® processor with MMX™

* 517KB 'fnpelme burst cache, flash BIOS

* 16X EIDE varioble speed CO-ROM drive, 3.5" floppy drive

* 100MB lomega® Zip™ drive

* 32 voice wavetable stereo ond cord with Teukers

» P(1 64-hif 30 video, MPEG, 4M8 EDO RAN

® Tool-frez minitower or des lop

® Mitrasoft® Mouse, 104-key keyboord

» Mitrosoft Windaws® 95 and Hg ® Plus! (D

o Multimedia Xcitement Pok; POD", Adobe®
PhotaDeluxe”, Billboard® Music Guide, Blockbuster
Entertoinment™ Guide and Eraser Turnaboul”™

+ Seyenr/3-year Micron Power™ warranly

+ 16MB EDO RAM S

«2168 [Iﬂ[hrdir‘r-eﬁ " 1 ggg
o 15" Micron 15FGx, 284p (137" display) i
i Vot (0 Bl S50

« J1MB EDO RAM
o168 EDEad v 32 2gg
'15 Witren 157Gy, 28dp (137" dLs;ﬂtr;l H

o Higoset Offce (s Bus, lecse V78 fmo.
» 64MB EDO RAM
¢ 4,108 E0E hard drve 32 799
o0 hhrﬁmdﬁﬁx Top 1158 digey)
o Nigpsoft 0
W el 200MHs Pectiom peoceser with MMI . 0000

Bus. Iem 195/ma,

MILLENNIA™ MXE P200 PLUS

Intel 200MHz Pentium processor with MMX

« 517KB anehne burst cache, flosh BI0S

o PC1 32-4i Uliro SCSI Fost-20 controller

o 120 SC1 CD-ROM dme 3.5" lloppy drive

* 100MB lomega Zip drive

* 32 voite wnve!r!llhle stereo and card with fenkers

o P(l 64-bit 3D video, MPEG, 4MB EDO RAX

# Tool-free minitower or desktop

o Microsoft Mouse, 104-key keghunrd

o Microsaft Windows 95 and IS Plus! (D

» Mullimedia Xctement Pak: POD, Adobe
PholoDeluxe, Billooord Music Guide, Blockbuster
Enlertainmen Guidz ond Eraser Turnaboul

A S-year/3-year Micron Power warranty

« | 6418 EDO RAM

» 268 Ul SC51 hard drfve 32 699
* 15" Mictan 15F6x, 1883 (137" digloy) :

o Miteosoft Woeks (D B sz 92/m

+ JIMB EDO RAM
o 468 Ultra SC5! hard drive 33 199
# 15" Hicaon 157G, 280 (137" diplay) H

o licroeoht Office (D5 Bus. lease '109/mo.

GUBEORM
o 68 o 6512 hrd e Sﬂ 399
o 17" Witgen ) 7Gx, 26dp (154 disploy) y

. Miuam’l Offie (0 Bus. leose *150/mo.

Wi el 16SNHE Perim processar with MK .................. Jubroxt*100
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MICRON ELECTRONICS, INC.

888:669°0972
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* MILLENNIA" PRO2

The Power Desktop Solution

deal for uncompromising power workstation users, the Millennia Pro2 offers an Intel-based workstation at an affordable price.

p ENJOY WORKSTATION-LEVEL PERFORMANGE with 32-bit capability, dual Pentium® Pro processor design, SCSI technology and the
Microsoft® Windows NT® operating system.

p UTILIZE THE INDUSTRY-STANDARD PC DESIGN for compatibility with emerging specialized and mainstream 32-bit applications and a
performance capability similar to RISC-based workstations.

MILLENNIA™ PROZ 160 MILLENNIA™ PRO2 400 PLUS
Intel 180MHz Pentium® Pro processor Dual Intel 200MHz Pentium Pro processors

* Supporls duol Intel 180MHz Pentium * 16HB EDO RAM $ gg » 256K internol L2 cache, flosh BIOS + 31MB £D0 RAN S 99
Pro processors 318 EIDE hord drive ; o P(I 32-bit Ulra SCSI Fast-20 controller # 963 Ul S5 hord drive 5
. ZSBEB internal L2 cache, flush B10S o 15 Wigen 1586x, 2 (137" digley) 5 o * 12X SCSI CD-ROM drive, 3.5" loppy drive ~ #15" Wiorn 156G, 288 (137" 0l01) 5 fague 128,
* | 2% FIDE CD-ROM drive, 3.5" Mloppy drive ~ * Wieesoht Werks (D St ® 16-hit stereo sound and speokers -
. yélhg ateI;eo ;Eunddund § egléesrs - -Eﬂnégﬁ?,iln?:&%\rideu, MPEG,
" -bit 3D video, A . + 4MB EDO RAM
4MB EDO RAM *41G3 EDEhorddie S2 ng » Tool-free minitower or desktop 468 Ulra SO herd e S 49 g
» Toal-free minitower or desktop o 17" Witren 17FG, Thdp (15.6" dispoy) ’ * Microsoll” Mouse, 104-key keybourd o 1T Mion 161, 2683 (158" digly) g
* Microsoll® Mouse, 104-key keyboord * itesoh Ofice (Bs Bus. leas '92/m. » Microsolt Windows HT Workstation (D But. lease "1 33/na.
 Microsoft Windows™ 95 ond MS™ Plust 0 g 1 etk Pt P oo . » Microsoft Office (Ds
ey By A et A —— o4 yeor/3yeur Hicon Povr vy« 2 o0 %6.399
R S——— e © 968 Fost SCS1-2 hand drive 7

o 21" Miceon 10Gx, 263p (200" disgloy) B tease 201 /mo.

=900 £, Korcher Road, Nompo, 1D 83687

* Mon-Fri bom-10pm Sat 7om-Spm (K1)

= International Soles Hours: Man-Fri bom-7pm (MT)
= Phone: 208-893-3434 » Fax; 208-893-3424

» Purchose Order Fox: 208-893-8992

» Technical Support Aviloble 24 Hours / 7 Days

» Technical Support Phone: BBA-FIX-MYPC

« Technical Support E-mail: techsupport. meic@micran.com

MICRON

MICRON ELECTRONICS, INC.

888-:669:0972

WWW.mei.micron.com
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The Most Respected Reviews
in the Industry for 15 Years

CG Choice
Games This Month: [ [

NBA LIVE 97

ARCHIMEDEAN DYNASTY

READER QUOTES

DEADLOCK

Like O.J. slapping a
female reporter and saying,
‘How dare you ask if | ever
hit Nicole, the CG Rating
for Deaptock was FOUR
STARS (Dec. '96)! Hello!?
How can a game that lacks
even the slightest hint of
single-player entertainment

Review Quote

STAR TREK: BORG

| recently purchased SR
Trex: Borg from Simon &
Shuster. It failed to work
properly, giving me audio
only. When | called the
company about this prob-
lem, | was informed that
they didn't have a solution
yet.—Terry Stewart,

the slightest from species
to species, which | find
ridiculous. The strategic
research element of game-
play is basically given the
finger—Damien Foletto, via
the Internet

“Al Lowe outdid
himself by naming
a big-breasted
mother/daughter

ARCHIMEDEAN DYNASTY
| guess maybe you are a

be handed a four star rat- bunch of wimps when it Chino, CA
ing? Was everyone too comes to good games that cou ntry music duo
amused by the pretty pic- are a challenge. | believe MYST

‘Wydoncha and

rer

Nailme Jugg.

—Charles Ardai,
reviewing LEISURE
Surr LARRY 7: LovE

For SaAIL!

tures? The single player
diplomatic engine is a joke
that doesn’l even warrant a
“harrumph!”

The research pool is
about the weakest |'ve
seen. Every species has to
research the exact same
technologies quickly in
order to get ahead. The
technologies don't vary in

| like Myst. Why do you
guys hate Mvst so much?
Your contempt for the game
almost seems personal, like
the creators of Mysr slept
with your spouses or some-
thing.—Kaith Brush,
Los Angeles, CA

Is that where they went?
Now we really hate them.
—£d.

you won't touch [AD],
because you're not good
enough to play a game that
poses this kind of chal-
lenge. The story line is
excellent and certainly the
graphics are pretty darn
good.—Glen Lee, Kents
Hill, ME

See our review of AD this
month.—CG Wimps

HOW DO WE RATE?

APRIL 1997

We only review finished products, not pre-release versions. The ratings are as follows:
* Outstanding: Very Good: A Average: A Weak: A game Abysmal: The
* The rare game * high-guality game mixed bag. It can wilh serious rare game {hat
* that gels it all * that succeeds in * be a game that problems. gets it all wrong,
* right. The graph * many areas. It * reaches for the * Usually bugay, This is reserved
ics, sound, and may have minor slars, but falls seriously lacking for those prod-
* gameplay come * problems, but is * short in several * in play value, or * ucts so bugay, ill
together to form a still worth-your maney, ways. It can also be a just a paorly-conceived conceived, or valueless
Transcendent Gaming especially if you're inter- game that does what it game design—you that you wonder why they
Experience. Our sfrongest @ ested in the subject mat-  « does well, but lacks flair should think long and were ever released in the
buying recommendation. 1 ter or genre. or originality hard before buying it. first place.
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Price: $54.95

System Requirements:
486/0X2 66 or better
processor, Windows
3.1 Win 95 or MS-
DOS, 8MB RAM for
DOS (12M8B for
Windows 3.1 or Win
95), 22MB hard disk
space, SVGA graphics
card, 2x CD-ROM drive
(4% recommended),
mouse, Sound Blaster-
or Windows-compatible
sound card.

# Of Players: 1
Protection: None (CD
musl be in drive).
Dasigner: Al Lowe
Publisher: Sierra On-
Line

Bellevue, WA 98007
(206) 649-9800
Reader Service #: 317

REVIEVW ¢ LEISURE SUIT LARRY 7: LOVE FOR SAIL!

The Lust Boat

Leisure Suit Larry Takes His Sally Act to Sea, but Is the Series Sinking?

By Charles Ardai

head” than in LEsUre: Surre Lariy,
But even the funny stuff is, by and
large, predictable. LOVE FOR SalL is
aclever pun, and some of the char-

ans of Sierra’s long-running
LErsuURE SUre LarRy series
will be glad to hear not only
that there is a new game

oul— LEISURE SUIT LARRY
7—but also that it ends with

acter names are brilliant (Al Lowe

ouldid himself by naming a big-
a promise by the designers to breasted mother/daughter country
deliver, in short order, music duo “Wydoncha and Nailme
LEISURE SUT LARRY 5, Lven

though fresh material and

Jugg"), but otherwise most of the jokes are

the obvious ones vou'd come up witlrif
ideas don't appear lo be in great supply, asked to imagine a Larry game set on a
Sierra keeps churing these games oul, ship: “blow the man down,” “thar she
Installment number seven is subti- blows,” “long an hard and full of sea
tled Love FOR SaiL! and is seton a
cruise ship. Number eight is referred

to, variously, as LUST IN Spact and
LEISURE SUIT LARRY EXPLORES URANUS,
and seems likely to be set on a spaceship.
By the time Sierra gets lo LEISURE Surr
Larwy 10, or 20, or 30 —and [ have no

men,” “vo, ho,” and on and on. Is there
anyone not still in grade school who will
find these jokes fresh and witty?

pays his way by making
balloon animals, all of THE QUICKER PICKER-UPPER
which come out looking All the gamc’s action (as it were) lakes
like phalluses; and so on. place on the PMLS. Bounty, a*Love

doubt they will — good old number seven Is it funny stull? Sure, some of it s, Boal™style cruise ship under the com-

will surely be remembered only as the one— though alot of it doesn’t go beyvond snig- inand of the beautiful Captain Thygh.

on the boat. gering at dirly-sounding words and juve- Fach week, the caplain chooses a different

nile gross-out humor (How doyoueleara  male passenger as her consort on the basis

SHIP OF FOOLS
Andl really, what clse can you say aboul

erowded casino? Iat some bean dip and of his athletic prowess, sexual skill, talent in

let er rip!). Surcly this sort of thing would — the casino, culimary brilliance, and fashion

it? I's just the one on the boat. The storyis — be more at home in “Beavis and Butt- sense.The winner is awarded the Thygh's
the same as in all the other titles: A naive,
halding loser stmggles to score with the
chicks. The themes are relentlessly sexual,
but the atmosphere is more masochistic
than erotic. The female characlers are
raunichy, busly caricatures oul of an ado-
lescent’s wet dream, with Med magazine
names like Drew Baringmore, Ainette
Boning and Jamic Lee Coitus. The male
characters are mostly interchangeable
hunks of beel with names like Rod, Dick,
and Johnson,

Characters who do stand out do so only
for their outrageousness: i foul-mouthed
lady pirate named Peg, whose every third

word is bleeped; a swishy male purser

named Peter, in whom are aggregated all

DOUBLE THE PLEASURE Larry has his hands full again in Al Lowe's latest R-rated joke-
fest. Here we meet country/western mother-daughter duo The Juggs.

the clichés about gays from the past two

decades of leen sex flicks; a passenger who

CGW APRIL 1597




THINK FMV SUCKS?
THINK AGAIN.

Think about fast, seamless adventure, puzzles and

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

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

Think about an Immersion —the new game that's

Engine™ projecting live so fast, so interactive

action so fast you'll you're killed 6 times in

make split second the first 10 minutes.

decisions just to If this game doesn't
stay alive. Think

about 5 CD's

change the way
you think about
FMV* nothing will!

% Full Motion Video

NOT CONVINCED? GET THE FREE DEMO.
YOU'LL MEET THIS GUY. HE’D LOVE TO REARRANGE YOUR JAW WHILE
SETTING YOU STRAIGHT. CALL 1-888-GET-DEMO WHILE SUPPLIES LAST!

packed with

ca il ‘I"-_

Yeah, they're beautiful babes These marauding kingsmen Up for a little face stomping?

in fur bikinis. (Unfortunately, need a hand. (Your hand! (Before Geebo - yeah you
they want to kill you!) And then they'll kill you.) guessed it = kills you.)

"Thanks to me and half a dozen other oulrageous stand-up
R _ comedians, there are so many laughs in A Tork In The Tale
that I'MV now stands for F'unny with My Voicel

CIRCLE READER SERVICE #048

A FORK IN THE TALE.
A HILARIOUS LIVE ACTION ADVENTURE.

y Starring funnyman %mh nr.r;'\ilu
Rob Schneider as the I s 1-amoo-7n-3??z

voice of the hero. ENTERTAINMENT
www.anyriver.com

AnyRiver Entertamment= and A Fork In The Tale~ are rademarks of Anyfver Entertainment, Inc. lownersion Engine~ is a rademark of Advance Realily interactive

for Game Rating Information.
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REVIEW ¢ LEISURE SUIT LARRY 7: LOVE FOR SAIL!

WHEN ARE THESE DUE? Among Larry's on-board tasks, he must woo the prim-and-proper ship librarian, Victorian Principles. Should he
succeed, he'll be rewarded with a tour of of one of the ship’s mare off-limits sites.

Man Trophy. Our boy Larry wanls to
spend a week eruising on the caplain, bul
he has his work cut oul for him since he
can't bowl, is no gooad at horseshoes, only
thinks he's a great lover, throws snake eves
at the craps table, doesn’t cook, and wears
polvester outfits that date back to the first
time John Travolta was popular,

LARRY DOES MACGYVER

“That’s the basis of the game’s puzzles:
One way or another, Larry as 1o win
each event. This means turning the horse-
shoe pole into an clectromagnet (so that it
draws his horseshoes to it), persuading a
sex |;1||_\‘ m|‘:(‘.l’ch;1rgcd stand-in to have sex
willi the Lovernaster 2000 robot in his
place, chemically treating the bowling ball
and pins to make them more responsive
to one another, making some special no-
lose dice, whipping up a quiche that will
drive three celebrity judges into an orgas-
mic frenzy, and convineing the world of
haute couture that leisure suits are the
height of high fashion.

That would be plenty to do inone
game, but its not all vou have to do.
“There are also a half dozen women other
Uran the captain, and Lo Gish the game
L ary has to make time with every one of
them. There’s also a mysterious wornan in
black, who hires vou to kill her husband,
Inthe games most distasteful sequence
vou do just that, by jumping into the old
man’s bed and humping him to death
(Larry then spends the rest ol the game
insisting that he’s not homosexual). | cer-

tainly could have lived without that,

CowW

APRIL 1397

LOWE BROW

Ifyou're a long-time adventure gamer,
vou'll recognize some familiar Al Lowe
louches in the above description, Aside
from the lip-smacking delight in smutti-
ness, there’s the use of a single, fairy small
environment to contain all the action (the
entire ship comprises only about twenty
locations) and the abundant interlocking,
mulli-stage puzzles,

However, the territory the game covers
is familiar for ather reasons as well. 1
already mentioned the “Beavis and Butt-
head” overtones; the game also draws
inspiration from carlier games such as
Steve Meretzky's Srerreasting 301
SerING Brizak and from TV shows like
“Thiee’s Company,” whiclalso featured a
naive, halding loser named Lary whose
sole goal was Lo score willi chicks.

Asit happens, though | don’t much
care for “Beavis and Bult-head,” Lama
big fan of both Meretzky and “Three’s
Company,” and I'm generally fond of Al
Lowe’s work. So why did LOVE FOR SaiL!
leave me a bit dissatisficd? Part of it may
be the technical glitehes. For instance,
shipboard mmounecments play at ran-
dom times oughout the game, often
alking over important audlio you're frying
to hear. Another problem is the interface
for using objects: The syntax always has to
he “Use door with key” or *Use pot with
cheese” rather than the more intuitive
“Use key ondoor” or “Pul cheese inpol.”

But the bigger prablem, | think, is that
the series is showing its age.'The graphics

have never looked better and the puzzles

are fine, but how many times can you pul
this wretehed lout through the same
paces? How many times can vou langh al
archashing of the same dirty puns? Worsl
of all, when the designers run ont of dirty
jukes, they start making self-referential
jokes about the earlier Larry games
(“There’s nothing in the trash can,” says
the narrator; “But Al Lowe always hides
something in the trash can!” Larry replics).
It gets o the point where the writers starl
making jokes about how how predictable
and e their jokes ae. Where canyou
a0 from there?

Love For Sai!will probably sell a lot,
and ayear from now we'll be talking about
the next sequel, but that doesn't (-h;mgv
the fact that the whaole affair is getling rou-
tine and more than alitlle limp. Al Lowe
and his crew are having to work harder
and harder o keep it up, and the effort
shows, LAY 7 never rises above half-
masl, and | have a bad feeling that number
eight might not make it up even that far. <

PAPPEAL: People who enjoyed
“Porky’s” and “Hardbodies” in the
theater and who haven't grown up
much since.

PPROS: Few designers these days
create puzzles as clever and well inte-
grated as Al Lowe—no “collect the
crystals” or “push the levers” here.

PCONS: G
Relentlessly and
repetitively smut-
ty. Even smut-
lovers may yawn
when they can see
the jokes coming
from a mile away.







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

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

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

Superior Artificial Intelligence creates over
800 MLBPA players and prospects who think,
move and play like the pros, based on up-to-
date player statistics by STATS Inc.® It's your
average against theirs, And they didn't come to
the majors to lose.
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STATS® (0107
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©1997 Virgin Interactive Entertainment, Inc. Al rights reserved. Grand Slam is a trademark of Virgin Interactive
Is a trademark of Virgin Interactive Entertainment, Inc. Official Licensee — Major League Baseball Players Association,
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Price: $45.00

System Requirements:
4860X2/66 or faster
processor (Pentium
recommended),
Windows 95, 8MB
RAM (16MB RAM rec-
ommended), 25MB free
hard disk space, 16-bit
video card, CD-ROM
drive (quad speed rec-
ommended), mouse,
sound card. Macintosh
version also available,
# of Players: One
Copy Protection: None
(CD must be in drive)
Designer: Hue Forest
Entertainment
Publisher: Graphic
Simulations Corp.
Dallas, TX

(972) 386-7575
Reader Service #: 318

kK k ' REVIEW ¢ AMBER: JOURNEYS BEYOND

High Spirits

AMBER: JOURNEYS BEYOND S Spooky, Fun—and Short

by Robert Coffey

ith an cinpliasis
on storvlelling and
spuuk}' dAlmos-
phere, AMBIR:
JouRNEYS
BEYOND succeeds
where almost
every other Mys1
clone fails. Sure,
AMBER features

the requisite photorealistic graphics and

OQuickTime video, but it stands head and
shoulders above the rest of its ilk by featur-
ing a plot which draws vou in and engages
your imagination. If the gameplay were
the same caliber as the story, ANBER
waould be a truly fantastic game.

SPIRITS, SHADES, AND SPECTERS
AMBER begins with you receiving an
email urging you lo check on Roxy, a
reckless ghost-chasing (riend. I scems
Roxy is cager to try oul her new invention,

THE HOUSE ON HAUNTED HILL Beautifully ren-
dered graphics and evocative ambient sound
create AMeer’s engagingly spooky atmosphere.

called Amber, that allows her to com-
mune with the spirits that inhabit her
Viclorian home. Sure enongh, you find
her—in a seemingly lifeless state. IUs your
duty to don a spare Amber device and
collect the fractured portions of her psy-
che, scattered across the otherworldly
existences of three poltergeists, and to
resolve the traumatic events that plague

cach spirit.

CowW

"The designers wiscly

APRIL 1537

Maneuvering
through AMBER is a
snap with the game’s
stylish, unobtrusive
monse-criven inter-
face. The minimal-
ism of both interface
and on=sereen
inventory puts the
focus of the game
where it belongs—
on the unsettling
environments.

And what envi-

romments they are,

opted for ambient

sound instead of a full musical soundtrack,
and the effect is outstanding. Hushed
wind, the low thrum of imachinery, and
pained ereaking of loors make the sense
ol isolation and loneliness on Roxy's estate
much more palpable than that awful eross
of Yanni and John Tesh that plagues
other Myst=influenced games,

DEVIL IN THE DETAILS

AMBER uses quality art to add to
the plot. There’s detail not just in the
woad grain of funiture, but in char-
acter-revealing touches that flesh
oul the lives of the phantasms vou
rescue. Detail is evident in the big-
ger picture as well, with the overall
world of cach spirit reflecting his or
her personality and fate.

As areal as these realisims are, vou won't
getto S]JL‘HEI much time in them since
gameplay is Gairly linited, " There aren'l
many puzzles tied into the plot, and those
present are easy o figure out. While most
problems involve finding and using
abjects that allow vou to move forward,
there is a slider puzzle, and an underwater
rollercoaster that would be a maze if the
different paths didn’t all lead to the same

DIARY OF A MAD HOUSEWIFE Resolving the traumatic issues
of each spirit will necessitale traveling to other dimensions, like
the black-and-white 1943 world of this sad soul.

three places. An anticlimactic ending
does little 1o help.

AMBER is a good game troubled by
questions of what might have been. If
gameplay were only half the quality of the
rest of the game, AMBER would've been a
real standout. Gaming novices can add a
half star 1o this game’s rating, since they
are most likely to enjov all that Anisir has
lo offer, More seasoned gamers,.well,
they can drop a half star or, better vet, buy
AMBER for a newbie friend and watch
over their shoulder, Odds are theyll see a
personal style and vision seldom seen in

the realm of Mys1=like adventures, &

PAPPEAL: Gaming novices looking
for a great introduction to adventure
games; experienced gamers more
interested in atmosphere than
gameplay.

PPROS: Outstanding synthesis of
story, detail, and sound create an
engrossing and wholly original game.

PCOMS: Puzzles [APRe)
unlikely to chal-
lenge even moder-
ately experienced
gamers, short
playing time is
disappointing.
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LISTENING TO THE ROOM.

Joan Oshorne likes what she hears. W P
An hour before show time, she’s reassured that (
the JBL concert audio system will fill every seat J

with the power and subtlety of her voice.

S1WIT Horree kterretens

Concert hall - Stage Movie theater Nightclul

In all the places great sound is essential, you'll find the world’s finest audio equipment



harman/kardon - M Inﬁnity

d il i HE KRR S (EVERYWHERE

Harman International

ytadium Studio Car Computer Living room Home theater
rought to you by JBL, Harman Kardon and Infinity - the brands of Harman International. www.harman.com
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Price: $59.95

System Requirements:
486/100 or better, BMB
RAM, 35MB hard drive,
VESA or PCI Bus
graphics card, 2x CD-
ROM, DOS 5.0 or high-
er, or Windows 95.

# of Players: 1
Protection: None (CD
must be in drive)
Designers: Massive
Developments
Publisher: Blue Byte
Software

Schaumburg, IL

(847) 534-7950
Reader Service #:319
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‘Smooth Sailing

ArcHivEDEAN'S Deep Sea Action Blows the Competition out of the Water

by Gordon Goble

Lwast U ong ago that Microsoft
was busy priming us for what
appeared to be the ultimate
underwater adventure, Ain expan-
sive marketing campaign filled
our pliable minds with images
and our imaginations with ques-
lions. However, as we soon dis-
covered, the game was anvthing
but ulfilling; in Fact, it was litle
more than a prefty and uninspired nauli-
cal shooting gallery.

Now, hot on the heels of the debacle of
Dizanty Tior, Blue Byte Software is
plunging us deep into our own oceans
once again with the action/simulation/
adventure game ARCHINMEDEAN DYNASTY.
Is it another deep sea disappointment, or
the product we had all hoped Diapry
TIoE would be? 1o this water-logged
mind, Dysasty simply blows TioE out of

e water.

LET'S DO A WORLD WAR AGAIN
Its the premise of near-Armageddon

that puts us undler the waves in the first

place. Our infinite shupidity in ravaging

the enviromment and having a nuclear

CewW

SEA COMMANDER BlueByle's ARCHIMEDEAN
Dvnasty is the best underwater action game out
yel. It has excellent gameplay and fantastic

aquatic realism, making it more similar to WinG
Commanper IV than DeapLy Tioe.
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war has ren-
dered our plan-
els atmosphere
uninhabitable -
like we didn't
know that was

gonma happen,

CREDING: SM44303
lortunately, P N _
" { Yy o
vears carlier, A
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sea mineral
exploration left
inits wake a
whole slew of
oceanic hideawavs —and the resonrces
and knowledge to build more.

This new world, dubbed Aqua, became
our only salvation, Those able to afford it
toak lo the aceans, while the poor could do
litthe but renmain on the surface, presumably
to wither and die in a nuclear winter won-
dedand. But soon we were up lo our old
political tricks onee again with clans and
power bloes, and the resulting skir-
mishes threatened even this final
refuge. Neverlheless, common sense
prevailed, and a nervous peace treaty
was signed in 2630).

Ileven years have passed since
Urat dlay. This is precisely when you
enter the picture, in the gnise of one
Fmerald “Deadeye” Iint, a merce-
nary who happens to be one hell of
an underwater lighter pilot. Te’s
also a bit of a rogue, but one with a

sically goad heart; the type of

character vou've undoubtedly con-
trolled before, Flint, just coming off
an unsuccessful assignment in
escort ol a sulfur ansporter, isina
quandary as the game begins, wondering
why someone wanted sullur bad enough
to risk life and limb to get it.

Your duty will be to guide Ilint through

sixty prmih]r missions in this new world,

BRIy T [ REE
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WEAPONS BAY In the adventure portions of the game, you'll talk to
various characters, receive mission briefings, and then outfit your vari-
ous craft with a dizzying array of weapons, defenses, and software.

most of which invelve deductive conver-
salions and shipboard combat. Just how
decp is this game? Well, with sixty under-
waller cities strewn across the globe, and a
hundred characters with which to inter-
acl, the dialogue numbers are cerlainly up
there, Then theres the progressively diffi-
cult action scgments, conducted with a
wide variety of upgradeable ships and
weaponry, and an imposing set of con-
trols, 1et’s look at a typical mission.

YOUR MISSION...

Atypical mission will begin with some
form ol assignment, delivered in this ease
by Flints game-opening bossman, the
tough but respeeted E Topo. At this point,
the interface will be a three-quarter view
of Topo’s Asylum, an aqua-city deep in the
heart of the argentine hasin. The anima-
tion isn'l quite up Lo that of DEADIY TIDIE,
but it’s not that far off cither, and you'll see
light from tiny lamps filter through the
waler while ships dart about in the dis-
tance. Ity dark, too, with a bluc-green
haze, as hefils the ocean floor.

There are a number of aceessible spols
in the Asylum, cach highlighted by a
quick on-sereen description. By moving
the mouse over “El Topo’s Office™ and
clicking, }.'nn'll im;m:cli;lh:l_\' be taken loan



“In the far distant future, an epic war for survival takes place...”
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audience with the big cheese himself.
Dialogues are sometimes linear, but often
take the form of multiple choice, so you
had best put some thought into your
responses, because DYNASIY won't give
you any second chances. Generally
speaking though, getting off on the wrong
foot with somebody won't resull in your
demise—it Il just set you back.

Following your conversation with Ll
‘lopo, vou may want to hang out at some
other spots on the base to find who's
vappy and who’s not. As Flint is pretty
well-known in these parts, you'll have to
deal with some pre-coneeived nolions,
Following some astule gleaning, it might
be a good time to check oul your personal
notebook, a wonderful portable contrap-
tion that vou'll return to over and over.

In your notebook you can sel game

RCHIMEDEAN Dynasty scores on all fronts as a realistic
and fun underwater action game. But to make sure
the enemies don't score on you, use these cheats
and turn them into shark bait. To enable cheats,
hold down both Ctrl keys and type the appropriate number:
Ctrl-Ctrl-0—Automatically completes current mission
Ctrl-Ctrl-1—Makes your craft invincible
Ctrl-Gtrl-2—Gives you unlimited torpedoes
Cirl-Ctrl-3—Gives you unlimited cannon shots
For more extensive tips and a walkihrough, point your Web
browsers to Blue Byte's Web site at www.bluebyte.com. It's a PDF
file, and you'll need Adobe Acrobat to read it.
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CHARGING THE DEPTHS The action in Dvnasty is fun and fast, but
also realistic. As you glide through the water, underwater currents
could push your ship around.

REVIEW * ARCHIMEDEAN DYNASTY

preferences, such as sound; and o
n1|||!i1|r(l¢:()I'_L;mphi('nptinns,
including switching between
Coraud- and flat-shading and hav-
ing the ability to tum perspective
correction on and off. You'll choose
your control method (joystick/key-
board combo is best) and difficulty
level, save games, and tum cut-
seene animalion on or off,

With but a elick of the mouse,
vour notebook will also reveal a
world map with political lines
drawn, a second map of the imme-
diate zone, and all the conversa-
tional hints you've gathered, along
with current tasks and missions,

Before heading out, there's the little
matter of supplving vour ship. DYNASTY
pilots are offered a ton of weapony, per-
formmee upgrades, and defense systems;
it’s all detailed in a separate and admirably
illustrated weapons manual,

At first, the weapons manual is a lot to
digest, with nearly two dozen h!FElL‘L!IH_'!\. A
dozen guns, various types of shicld-
ing, and a bunch of other devices.
But remember to monitor vour
spending habits when fitting vour
ship, because vou won't take in
more money until the successful

completion of the next mission.

UNDER THE SEA

Once you're hunkered down in
the cockpit, its time for DyNasIY o
switch to action mode. IV take
some lime lo figure out what does
what inside your fighter, but flight
sim junkies should find themselves
right at home —with the added -
rv of reverse thrust. Oh veah, don't
forget that vou'll be flitting about in water,
nol air, with currents that al times nay
move vour ship about involuntarily,

In battle, DyNasTY is simply an awe-
some achievement. Unlike Deapty ' T'r,
vou'll have full control over vehicle move-
ment as you move [rom waypoint lo way-
point and repel assaults from any manner
of adversary: Your choice of armament is
crilical here, as some weapons work well
with cerlain craft but not well with others.,
ossing ot decoys, drawing fire from your

ship with an array of moves, and hiding
behind man-made structures or natural
obstacles in the ocean floor are essential
as the game proceeds and enemices
become more able,

Being summoned unexpectedly from
crisis 1o crisis in the midst of a mission is
commonplace, so it'll take both quick
reflexes and situational awareness to sur-
vive. Il you do succumb to a particularly
devastating altack, vour floating, lifeless
bady will be on display for all to see; but
the sporting nature of DyNasty will offer
another chance al that particular scenario.

With witty and intelligent banter, an
ocean of playability, sim-like vehicular
controls, and a convineing submerged
environment, ARCHIMEDEAN DyNas1y is a
witmer on st every count. | did experi-
ence some problems when munning the
game through a Win 95 box, but with a
straight DOS load and operation, it
smoothed right out."T'his the the real
underwater action game that the sci-fi
sim/action crowd has been waiting for. %

bDETPORART |

THIS AINT SEA QUEST Though the graphics
won't remind anyone of “Sea Quest DSV", the
plot might. Earth's surface is ruined and the future
of the world is now held underwater in oceanic
cities that you must save from an unknown evil.

rAPPEAL: Flight and space simmers
itching for new worlds, action gamers
who crave less gore and more action,
and anyone who wanted to love
Microsoft’s Deaoty Tioe.

FPROS: Realistic aquatic setting, in-
depth weaponry and controls, witty
dialogue, lots of =
conceptual imagi-
nation on display

throughout.

»COMS: Possible
operational has-
sles in Win 95.
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| G-NOME upsets the balance of power onthe
3D battlefield. Has your vehicle taken a
pounding? No problem, steal ancther. On
this world, nothing’s sacred — so watch your
back: You could be yanked from your killing
mmachine 1n.a heartbeat. Just runlike hell,
jack yourself another 'bot, then rip into
anything that moves.

G-NOME: where man does not Iwe and die
by one ‘bot alone,

Useshmx™™ ff g 0 Rvafiable NOW at: Best Buy, GnrnpllSl anil Computer Gity.
Technoloy © 2% L ©1887 All nghts reserved. All pruduct.. istered tradumarks of their respec
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THE FORWULA ONE RACING GAWE!

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

Il B B B B N BN B O

FEATURING:

* Multi-player and 2 Player split screen mode.

¢ Statistics based on 1995 season data.

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

* Single race, championship or shoot out game modes.

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

* Realistic pitstops, fuel consumption and car damage.

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

FOHMI.II.A'I

WORLD

CHAMPIONSHIP

7 MULTI-PLAYERD)
. AND SPLIT SCREEN]
\._ OPTIONS _~

R A C T

Eidos Interactive, 303 Sacramesto Streed, San frantisc, Califorsia 34111

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

An official product of the fia formala oae champivaship, Liceased by foca to fuji television. copyright & published 1557 Eidos interactive Itd, All rights reserved,
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. Attack the Nemesys crime
syndicate as any one of five
pissed-nﬁ cops.

- e Five choppers. Strap one on and
5 PP P g0 ,,,,.u L

command your air space.
"Blast your way through 20+

SPECIAL OFFER!
Play the Demo. Win the Game.

www.happypuppy.com
A Happy Puppy Exclusive!

YOU CALL FOR CLEANUPI



Price: §34.99

System Requiremenis:
Pentium 60 or better,
8MB RAM, 55MB hard
drive space, VGA graph-
ics, 2x CD-ROM, Windows
95; supports Windows-
compatible sound cards.
# of Players: 1-8
Protection: None (CD
must be in drive to play)
Designer: Crilerion
Studios

Publisher: Virgin

Irvine, CA

(800) 874-4607

Reader Service #:320

REVIEW * SCORCHED PLANET

-corched

Gameplay

Virgin Delivers a Good-Looking Shooter, but Leaves Out All the Fun

by Craig Wessel

1 seems like SCORCHED Prangt,
the new futuristic first-person
shooter from Criterion Studios
and Virgin Inleractive, has
received plenty of favorable press
in recent months, Based on
Virgin's hype over ils “spectacular
on-the-fly, real-time 31 environ-
ments,” and its 3D aceelertion
via the Voadoo 3D chip and
other 3D eards; this game would appear
to be the holy grail of sci-fi blast-em-ups.
Unlortunately, it’s not,

RESCUE 911

In SCORCHED PLANET, you are the lone

ship atoutpost planet Dator 5 when a dis-
tress call comes from the planel. You must
resene the eivilians on Dator 5 from the

Vorian Hordes assaulting them. Onee

everyone up and transport them !hmugh
the spacegale o safety. Crilerion admils
that the game’s concept itselfis not origi-
nal, citing DEINDER as a primary influ-
ence; though it reminded me more of
StEntar 7 or SeEce VIR

Your rescue vehicle alternates between
a lank-like vehicle that rocks acioss the
rugged lerrain (usually making it dif-
ficult to line up your shots), and a
compacl fighterstyle aireraft with
really sluggish controls. On the
gmnntl, visibility from a fir:‘t-pur:inn
perspective s limited — | found
myself resorting to the game’s other
views in order o see the action.

The tank can’t aim upward as
smoolhly as it should, which seems
rather silly, since most of the attacks
come primarily from the air. The

terrain isn't your friend, either. livery

CowW

on the planet’s surface, vour job is to rotnd

hill results in vour
Lank tilting or
heing jostled,
which would be
all right if vou had
more vertical aim-
ing ability when
you fire; but as il
is, | was repeatedly
[rustrated when
lrying o gel my
tank into a usable
firing position.
"The fighter per-
forms better than
{he tank, but still reacts slowly. Iracking
largets is easier [rom the air than from the
ground, but just about the time you have
ronted yet another pterodactyl attack, yon
mun out of fuel and morph backintoa
tank. Ifyou don't land casily, you will roll
for what seems like forever, tumbling until
vour fighter-tumed-tank finally rights itsclf.

SWARMS OF ENEMIES

The enemies in the game attack in
endless swanns, relentlessly dopping ord-
nance on the cities. But, they aren’t that

difficult to wipe oul. And, civilians don't

START THE FIREWORKS There are wo types of
gameplay: ground action from a tank, or shoot-
Ing from an aircraft.
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TO BEE OR NOT TO BEE You'll fight some pretty (funny) looking
foes in Scorcken Praner, but the 3D accelerated graphics won't
hide the shallow gameplay. It's your standard 3D shooter.

just stand aronnd waiting to be rescued;
they will search for vou and man gun-
lowers Lo defend their cities.

Network play includes two variations:
Killmatch, where yOu win h_\ achieving a
cerlain number of kills, and Savemateh,
where you win by having the most poinls
when the last human is reseued.

"Ihe strategic aspects of the game
(including organizing and manipulating
the population to help vour), as well as
decent graphics, keep Scorciin
PLANET from being a complete loss, It
would be nice, though, il Criterion had
focused less on slick graphics and more
on gameplay. SCORCHED PLANET is yel
another shooter with oo mueh Mash and
too little substance.

PAPPEAL: SteLLaR 7 fans.

FPROS: Third
PErson views are
well done; good
graphics.
PCONS: Sub-
standard game-
play, poor contraol
in the tank.




Rip into sheer speed road racing featuring:
Real-life terrain, road and weather conditions
4-player network and team championship network play
Accurate car physics with real-time jumping, spinning and twisting
Customize up to 20 unigue high-performance race car noaels
Dazzling graphics with enhanced 3-D engitie
Cool 2-player split-screen actiol




MCLAREN Fl. ISDERA-COMMENDATORE 1121.

THE FASTEST PRODUCTION CAR ON EARTH (231 mpPH-). HAND-BUILT IN A SMALL WORKSHOP IN LEONBERG,
ALSO THE MOST EXPENSIVE (§900.000). AND WITH A GERMANY. GULL-WINGED, V12, THE VERY DEFINITION
0-T0-60 oF 3.2 SECONDS, IT'S WORTH EVERY PENNY. OF A RARE, FINELY TUNED, EXOTIC SUPERCAR.

THE HIGHWAY PATROL’S
OF THE FBI's MosT W2
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JAGUAR X]220 ITALDESIGN.CALA.
STYLISH AND BOLD. WHAT BEGAN AS AN OFF-HOURS ULTra-SLEEK. 400-HORSES. AN ITALIAN CONCEPT CAR
PROJECT TO CREATE THE ULTIMATE JAGUAR, BECAME, FOR A WITH A 40-VALVE, V10 LURKING JUST BENEATH ITS

TIME, THE FASTEST PRODUCTION SPORTS CAR EVER CREATED. LIGHTWEIGHT, POLISHED CARBON FIBER SHELL.



LOTUS ESPRIT V&
LIGHTNING ACCELERATION. LEGENDARY HANDLING.
AND A LOTUS-DESIGNED, TURBO-CHARGED V8. THE
HIGHEST-PERFORMING, PRODUCTION LOTUS. TO DATE.

VERSION
NTED LIST.

FORD GT90

INNOVATIVE MODULAR TECHNOLOGY ALLOWS THE FUSING
OF TWO SEPARATE ENGINES. PRODUCING A MYBRID
V12 THAT EXPLODES TO A MIND-NUMBING 720 B.HL.E.

" THEY'RE THE MOST COVETED SPEED MERCHANTS
EVER TO INCINERATE A RADAR GUN. CARVING
SWATHS OF PAVEMENT FROM MAJESTIC, HIMALAYAN
HIGHWAYS TO TWISTING, YUCATAN ROADS BURIED
DEEP IN JUNGLE CANOPY. SEVEN TIME-WARPING
STRETCHES OF GLOBAL ASPHALT IN ALL. '
IT'S HARD TO SAY WHICH OF THESE EXQTICS 1§
RUNNING THROUGH YOUR MIND RIGHT NOw. BuT

IT'S SAFE TO SAY IT'S DOING AROUND 200 mPH.

ELECTROMNIC ARTS

WWW.EA.COM
CIRCLE READER SERVICE #081

Need for Speed is a trademark and Electronic Arts is a registered Irademark of Electronic Atts.
The word Uaguar®, and the characters 220" are trademarks of JAGUAR CARS LTD, ENGLAND
mdamﬁ MHWIHWNMeI&)?MMCM TDENGLMEJMlmhIs
Ford GT90 and Ford logo used under license from Ford Molor Company. ltaldesi
md Cald are trademarks ol Irsldmm 5. Irruneufcmulw? nuuesmus pA Al rlqrus
reserved. ans&pnwaandtutusmhaduw ks of Group Lotus Limited. McLaren F1isa
trademark of McLaren Cars Lid. NV. Isdera and Commendatore 1120 are Irademarks of
ISDERA, Image of the lsdera Commendatore 112i 1997 ISDERA. All rights reserved.
Licensed Computer Entertainment America for use with the PlayStation game
console. Pl ion and the PlayStation ruuus are (rademarks of Sony Compuler
Entertainment Inc. Feature sets vary among platiomms, *Where legally permissable. Bum rubber,



REVIEW * ROCKET JOCKEY

Ricle This Rocket

Rocker Jockey Blasts Off With Nifro-Burning, Bone-Crunching Fun

by Robert Coffey

Price: §49.95

System Requirements:
Pentium 90 or higher,
16MB RAM, 55MB hard
drive space, SVGA graph-
ics, 4x CO-ROM drive,
Windows 95, 16-bit sound
card; supports 8-button
gamepad and joystick.
Protection: None (CD-
ROM must be in drive)
Designer: Rocket Science
Publisher: SegaSoft
Redwood City, CA
1-888-SEGASOFT

Reader Service #: 321

fler a few misfires, Rockel
Scienee has finally gotten it
right with the addictive
mssile-riding mayhem of
Rocker Jocke. IS Buck
Rogers-meets-Rollerball as
gamers mount flame-
spewing rocket bikes lo
crash and burn through

three simple but challeng-
ing games in over 30 different 31 arenas,
( l;lmrupl;t}' is tnu,r;h Lo master, recuiring

strategy as well as skill.

CRASH COURSE

Asyou'd imagine, riding a warhead
st the casiest thing in the world to do
Rocket eveles are fast, but not too maneu-
verable. o make tight turms, vou shoot
mooring cables from your ride o snag
prvlons and fences; not to mention the

other jockeys” cveles and throats. Even so,

ROBERTO ALOMAR STRIKES AGAIN Drag
the fez-wearing refs by the neck in Rocket
Ball so the nasty little zebras won't knock
you down and kick you to death.

expect to spend alot of time listening 1o
the jockeys” pained grunts as they ricochel
off walls or shoot violently off their eyeles,

"o avoid having vour jockey comer the
tortured groan markel, vou'll need to mas-
ter the use of the cables and control of
vour eyele. To do that, vou're going to
wanla gamepad. Although the contiols
are fairly simple, the keyboard and jovstick
just don’t cut i,

CGW
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Rocker
JOCKEY could
have been
another repeti-
tive vehicular
omp were il
not for the vari-
ely of compeli-
tion it offers.
There’s Rocket
Race, an obsta-
cle course
cphasizing
piloting skills;
Rocket War,
gladiatorial free-for-all; and Rocket Ball, a
demented soceer game where fl]i_‘lil.'l\.‘- Lse
their cables to hurl varions balls into goals,
Tight time limits and point spreads ensure
that gameplay never drops below an
appropriate level of mayhem,

Along with dizzving speed and gleeful
brutality, this game sports some devious
arena design, with one new Iwist or obsta-
cle in cach suceessive arena, For example,
just when yon've gotten the hang of fling-
ing tires amd wieeking balls in Rocket Ball,
Proximity Park asks vou to score goals with
evele-blasting proximity bombs. And one
Rockel War arena makes getting, and
bashing, your opponents |:.-||'li-;u|a1|'|:.
daunting by carving up the plaving areain
quiarters w ith un[_\' NAITOW Passageways
between them.

If there’s i knock against the gameplay
in ROCKET JoCkEY, its thal some of the
arcnas can be very unforgiving, Failure 1o
score within the first 30 seconds of some
Rocket Ball staclivims can doom you lo
failure, while some Rockel Race courses
demand mllhill,‘.; less than L'}'L'll:-pﬂt:lill;.;
perfection,

There is something else about Rocke
Jockey: 1t has the coolest music ina
game ever, featuring the fat-stringed
sound of surf guitar legend Dick Dale

Gate 15 of I8

STUCK PIG Plenty of abstacles, like this cluster of jockey-spearing
harpoons, keep Rocker Jockey from being a rocket-riding cakewalk.

(he's the Pulp Fietion guy). The psyehotic
toreadlor rifls and manic droms comple-
ment the action perfectly,

NO MAN‘S LAN

ROk Jookey seems a natural for
multiplayer clashes. But despite the box's
promise of LAN skinmishes, the initial
shipment hit shelves without LAN sup-
port. Rocket Science promises a patch in
March on their Web site,

There’s little not to like about RocRir
Jockey. Itlooks good., it sounds great, and
it’s certainly the most enjovable way 1o
sustain a concussion. In the end, ROckE1
Jockiyis simply a blast. &

FAPPEAL: Gamers looking for a
non-stop frenzy of unique, challenging
action; anyone wondering what riding
a giant hullet would be like.

PPROS: Fast, bruising action; well-
designed arenas consistently offer
unique challenges; gameplay rewards
strategy as well as reflexes; sound-
track that actually merits play on your
stereo.

PCOMS: Steep
learning curve,
some arenas can
seem impossihle
to heat, multiplay-
er missing.
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?“?"“Eﬂ;‘mﬂ SPORT DRINK OF
. UNDERGROUND LEAGUE

WELCOME TD THE FIRST
SPORT SIM WITH A
DISTINCTLY VIDLENTFLAVDR.

No referees. No rules. In this league i’s
pummel or be pummeled, beat or be beaten.
Your chailenge is to guide a six-man leam
through a g of 15

teams in praclice, league or cup play.

of Psygnesis L1d. © 1996 Psygnosis L1d,

spleens. Play smart: always cgery emergenegniedical information with you.

Underground League aof Pain are Iradema

The first futuristic sport sim to deliver
ultra-realistic game play with full sports
management capabilities. Crush the life
out of your opponents from multiple camera
angles with full multi-player capability.

Torment your opponent and score goals
with special combat moues and PoOWer ups.

PROTESSIONAL UNDIBEROUND

EEBGUE = PRIV

The ratings icon is a trademark of the Interactive Oigital Software Association. Psygnosis, the m'

OISCLAIMER: Walver of liability. By reading this, gamer understands we accept no rulilnnll!_nll!l'g'_

PSYGNOSIS

WWWwW.psygnosis.com
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[rl= -astest _F_/_/_j_f_r__JJ_J_.._.._._[

Internetirect RKacing _/:.'JJJ'J =

o)) Eil= o~ J’JJJ_,_J“J’LJJJ 4 "_rJ / Ochery

e, '_a-:,.x_,JJ‘IJJfJJ y IIECH F _
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nrates State-uf-th&arl:_

Runs on:
- Pentium® precessors
- and

L Unprecedented speed...elayahle at u
32 frames per second! [(Up to 80 fpa
with a 3-D accelerator card!)

* Race against:
other players nn-lme, your own recnrded
ghost” or someone else's. e

* Pre-calculated pesttion en ne_erm?
reduces latency uwer the Inﬁeme

¢ Revolutionary websme meludes playar
matching, chat rooms, ranking lists,
downloadable and uploadable ghusl'.s, 2
tracks, cars...and more._ :

ouT ’J_JJ.:'J J—/_—_/L.J-

www.ubisoft.com
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Price: $45

System Requiremenis:
Pentium 75 processor
(Pentium 133 or higher
recommencded), MS-
DOS 5.0 or higher or
Windows 95, 16MB
RAM, 30MB free hard
disk space (B0MB rec-
ommended), 16-bit
SVGA video card, 2x
CD-ROM drive (4x rec-
ommended), Microsoft-
compatible mouse.
Supports Sound Blaster-
compatible and other
major sound cards, joy-
sticks, Gravis GrlP.
Network interface card
or Hayes-compatible
9600bps or higher
modem needed

for multiplay.

i of Players: 1-8

Copy Protection: None
(CD-ROM must

be in drive)
Developer/Publisher:
EA Sports

San Mateo, CA

(800) 245-4525
Reader Service #: 322

REVIEW * NBA LIVE 97

EA Sports Blows the Competition Away With the Best NBA Live Game Yet

by Jeff Green

arring any more
unforeseen
acls of stupid-
ity from resi-
dentdorkand human
time homb Dennis
Rodiman, the Chicago
Bulls seem poised, once
again, lo take the NBA
championship. Rodman,
Scottie Pippen, and cologne salesman

Michael Jordan form a trinity of such dom-
inance that even great players like Barkley
and Ewing must heave a hieavy sigh before
lumbering onto the court against them.
Asimilar feeling of doom must also grip
the game designers who attempt to take on
NBA Live, EA Sports’ wildly successtul
basketball simulation, With flash, exciting
action-oriented gameplay, and all the
licensing that money can buy, this series
has simply been unbeatable in the past
couple of years. However, though NBA
LV was CCW3 1996 sports gamie of the
year, this was beginning lo look like the
year it faced some real compelition. Botly
Microsofts FuLL Courr Press and GTES
NCAA CHAMPIONSHIP BASKETBALL were
decent, innovative games that had me
apenly wondering aboul the continuing

dominance of EAs franchise.

CGW

FOR THREE! Mitch Richmond, the NBA star who, in
real life, provided a bulk of the game's motion-captured
maoves, shoots from behind the arc.

APRIL 1597

IGU ON, KICK ME Shawn Kemp risks permanent injury as he flies over bad boy

Dennis Rodman in glorious 3D.

Now that NBA Live 97 is here, | can
tell you: Never mind — the dynasly is
secure. You may now safely delete all
other PC basketball games from your
hard disk. With new graphics and sound,
better Al and (finally!) modem and net-
work support, NBA Livi: 97 is an incredi-
ble sequel, a quantum leap over the previ-
ous version, and a game that, once again,
redefines the entire genre.

IN THE PAINT

For the "97 version, I'A Sports has com-
pletely redone the interface to give it a
more jazzy, street feel. Also,
it’s still a model of clegant
simplicity that lets you
quickly set up a game and
get onlo the court without
any griefl. The more impor-
tant graphical change, how-
ever, as in FAs other 97
releases, is the on-court shift
from 20D sprites to 3D polyg-
onal plavers. Whereas the

sprites in previous versions
tended to merge into an
amorphous blob, the new

3D players are sharp and dis-

tinet—with names and numbers crystal-
clear on the players’ jerseys —which
makes the on-court action much easier to
watch.

Although the players don't always
resemble actual humans (think QUAKE),
the motion-captured moves from Mitch
Richmond, Tyus Edney, and others pro-
vide ineredibly realistic action— every-
thing from quick bounce passes, to reverse
starms, to belly flops on the parquet floor—
that helps offset the athletes robotic lnok.

The new arena announcer adds to the
gamc’s ambiance, He intonates player
names differently for the home and visit-
ing teams, credits both shots and assists,
announces fouls and substitutions, and
calls “for two” or “for three” on borderline
shats. The game also posts a graphic nole
onscreen, al just the righl moments, when
ateamis on a run— or on a cold streak.
These are the kind of small touches that
may not seem like a big deal, but when
they're done right (as they are here), they
really draw you into the game.

BRICK HOUSE
You can play exhibition games, playofs,
or 4 [ull season (but, alas, not multiple sea-
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Survival

And the roll of the die.

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

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

You'll have to use all 128 of the games built-in computer dice to build
your own dice armies, to scout enemics, and to avoid fraps. Plus, each

- DRAGON DICE CD-ROM comes with a limited and collectible, TSR
sanctioned DRAGON MASTER die.

It's the most true-to-life dice battle of strategy you 've ever encountered. But beware, because onI}' the
extremely talented, or the unbelievably lucky will survive.

@@ BAsep oN TSR’s BLOCKBUSTER STRATEGY HIT, DRAGON Dick.

@ CustonizE ENDLESS ARMIES FROM EVERY DIE AVAILABLE FOR TSR'S ORIGINAL DRAGON Dick: (ALL 128)
@ SINGLE PLAYER OR A 4 PLAYER NETWORK MODE DRAWS YOU INTO THE RICH HISTORY AND
STORYLINE OF AN ANCIENT AD&D"™ UNIVERSE

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

‘@M  Coming soon for Windows 95° Download the interactive preview at www.interplay.dragonplay.com
Check out TSR's DRAGON DICE game available now.

iy Productors, A rights reserved. ADLD &nd e T5R logo -t rademarks of TSR, e,

CRAGON DICE™ and © 1938 TSR, kg, Used by Interpiay Productions nder hoenss bor T5 VTERPLAY v teacizema
Wingows 358 1§ 2 trademavc of Wcrosoht Gorparation Al rights

urved
Circle Reader Service #263
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comes down to two things, the role of strategy.

BY GAMERS. FOR GAMERS.™



*...meticulously modeled and rendered,” » Fully
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: = ‘ ; detailed.
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interactive.
Fully lethal
universe.
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. beautiful
world.
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gotta screv
with it.

» Killer 3-D
rendered
graphics
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“SOON the synthetic implant will be a factor in all our lives.”
» Do yourself

Piranha Interactive Publishing, Inc.
1839 West Drake, Suite B % a favor, go
Tempe, Arizona 85283 \-

Tele: (602) 491-0500 | to the store
Fax: (602) 491-8990 "

- s n 1 > ..1‘ | ‘ -
el and buy it!
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WHAT'S WRONG WITH THIS PICTURE? Two previously
unknown NBA stars in a recent CGW mulliplayer game.
Mr. Green won (Editor’s nofe: we pasted in the photos).

sons) in three levels of difficulty: rookie,
starter, or all-star,

You can also choose between arcade
and simulation styles of play. Though
arcade mode doesn’t resemble basketball
as we know it on this planet, simulation
made offers an impressively realistic feel,
For one thing, the play balance of the
teams feels right. It's much different to
control the Knicks or Sonies than itis lo
contral, say, the Timberwolves. Because |
like to suffer, I played an entire season as
the Golden State Warriors in all-star
mode, and while I didn’t suck quite as
badly as the real team, [ did have a tough
going —only definitively beating other lot-
tery-bound losers like the Clippers.

The individual athletes’ stats are also
quile credible. Shaq will dominate inside,
throwing down monstrous dunks, but
don’t expect him to help you from out-
side or from the free throw line (the free
throw meter for Shag is hilariously
impossible —as it shauld be).

Ifyou get tired of playing with the real
players, you ean create your own. | creat-
ed future NBA-footnote Jeff Green (com-
plete with real, laughably unimpressive
stats), had him join the Lakers in a game
against Houston, and then watched him
throw up bricks and air balls until he was
tossed from the game (now that’s real-
ism!). | joke, but the truth is, it's an incredi-
ble thrill to see yourself on the basketball
court (complete with your name texture-
mapped name on the back of your jersey)
taking it to the hole against real NBA
players.

Perhaps the greatest news is that you
can now play NBA LIVE over a modem or

LAN. Setup is a breeze, and
gameplay is phenomenally
entertaining, Once | began

Editor Dave “Brickholio”
Salvator over the office LAN,
Inever wanted to play the
computer again.

ARTIFICIAL WHAT?

Asin ]PIEVIONS VErsions,
NBA Livis 97's Al is not per-
fect. Sometimes, due to
clumsy defense on my part,
an opposing ball carrier would go to the
hoop completely unguarded, but instead
of taking the wide-open shot, he would
inexplicably box it back out. | don’t mind
getting the break, but when [ play poorly, |
expect the opponent to lake advantage,
More annoying is when computer-con-
trolled players on your own team mess up.
Once, with 1.8 seconds left and a one-
point lead, a computer-contiolled player
on my team fouled the opposing ball cani-
er (David Robinson, of all people) who
promptly sank the two free throws and
WO llll.’ gill e,

Foul calls and penalties are erratic at
best. They're dead-on for the most obvious
violations, such as out-ol-bounds or back-
court penalties, but I couldn’t get a three-
second violation—even when standing
still in the paint and counting out lond.
Finally, the game seems annoyingly cen-
ter-biased at times. Centers will regularly
take over a game to an unrealistic extreme,
scoring half or more of the team’s points.

'The most disappointing aspect of the
game, however, is the rudimentary play-
er controls, which often make vou feel
like you're watching more than you're
playing. Most heinous is the lack of a
reach-in/steal key. You have to just get
close to the ballhandler and hope the
computer decides to go for the steal.
NBA Live offers perfect compatibility
for the Gravis GrlP, Sidewinder, and
other gamepads; so why not take advan-
tage and give the player more control?
Console gamers have long been able to
make dunks, steals, and fade-away
jumpers; surely it must be possible on
the PC as well.

trivmphantly schooling fellow

NBA LIVE 97 » REVIEW

notal

TRIPLE DOUBLE

Still, we're just quibbling. The appeal of
this game is simply undeniable. Its not
perfect (not yet, anyway), but NBA Livi:
97 is still an outstanding achievement —
the best version yet of the best graphically
oriented 'C basketball game on the plan-
ct. Its flashy, immersive, and totally addict-
ing. | highly recommend it. &

PAPPEAL: Baskethall fans of all
types, anyone who thinks sports
games on the PC aren’t as good as
console games.

HPROS: The best NBA Live yet, with
amazing 3D graphics, outstanding
gameplay, and great multiplayer
action. 1 ST

PCOMS: The Al
occasionally gets
stupid, limited
controls, still
doesn’t have mul-
tiple seasons.

CGwW
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Ithough NBA Live 97 offers the com-
plete '97 rosters for all 29 NBA
teams as of September, 1996; EA
could not include Michael Jordan or
"-._Charies Barkley. due to licensing issues. Nor could
'I}_ay;t_at you alter-the real players' stats or provide

( rosters. Fortunately, super-fan Tim Tschimer

1 Indispensable Web site that fills in where EA is
g lowed to tread. Tschimer (who is not affiliated

_ wﬂh EA] updates all team rosters and stats with
‘remarkable frequency and makes them available on a
downloadable patch. The patch also includes Jordan
‘émj_.Bhridey' and adds a number of old legends. It's
::}__freé.' and it integrates seamlessly with EA's program
‘while no"_t touching the original executable file. If

a serious hoops fan, you must have this patch.
m Tschimer's NBA Live 97 Page is at www-
\;is_érs.lrll_nr'malik.rwlh-aanhen.de! ~timt/nbad7.himl.
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|sTRENGTH

“MDK promises 3-D
technology so cool and
action so...realistic that
it will send everything
else running for cover.”
- PC GAMER

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

RRAMOUA

STRENGTH -

RATING PENDING

(PC CD-ROM)

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

- PC GAMES

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

Actual screen shots

Created by Shiny Entertainment, Inc, © 1996 Shiny Entertainment, inc. MDK is a trademark of Shiny Entertainment, Inc.
] All rights reserved. Artwork and design © 1996 Playmates Interactive Entertainment Inc. PIE™ is a registered lrademark
BATINE BOARD of Playmates Interactive Entertainment Inc. All rights reserved.



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

BILLION PEOPLE WILL DIE.

* Unbelievable 3-D graphics, adrenaline- weapons and equipment including:
pumping gameplay and extremely fluid — A helmet-mounted sniper
movement through a massive and wide rifle with vision goggles -

open playing environment. _ target enemies from over
* Over 60 arenas of play spread 3 i two miles away.
out over 6 mobile cities. - A living polymer suit
» Over 60 hours of game- /‘ o that protects from
play. piercing projectiles.
* A fully reactive program - A high-tech reusable
intelligence where ene- parachute.
mies think, listen and - Bombs...decoys...
communicate in a calcu- homing sniper
lated assault on your life. grenades...
* An arsenal of innovative and many more.

PLAY, %

| : )
IT THINKS. THEREFORE IT KILLS. H

ERENRN : 611 Anton Blvd., Suite 500
i Windows "95 and DOS on one CD. Gosta Mesa, CA 92626

http://www.playmatestoys.com (714) 428-2100
CIBRCIF REANDFR SFRVICFE 4134
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T 1997 Twentieth Century Fox Film Corporation, "Die Hard Trilogy” & 1997 Twentieth Cuntury Fox Home Entertainmuent. Inc
All Rights Reserved. "Twentieth Century Fex,"“Fax™ and th ¢
Corporavan, JUSTIFIER * is a vrademark of Konami Ca., Lud.

1y of Twentioth ¥ Fox Film

i of America, Inc. All Rights Reserved,



“...absolutely mind blowing!”
~Video Games Magazine

“...features three of the hottest
engines ever to be seen!”

“All the mayhem and action you’ve

come to expect from the movies!”
~Electronic Gaming Monthly

»@“each has enough length and innovation
' to be a game in itself.”
~Game Fan

“Three games in one!

What else could you ask for?”
~EGM?

NG VEEP

For DIE HARD TRILOGY Game Hints, Tips and Tricks Presented by FOX INTERACTIVE of Los Angeles, California Call 1-900-CALL4FOX
$.80/min-Touchtone phone-If you are under 18, have your parents permission before making this call.

[,

I," |
WINDOWS® 95 |&= ==
CD'ROM Playslillﬂl'l :

CIRCLE READER SERVICE #268




kkk*k  REVIEW ¢ MICROSOFT GOLF 3.0

Links Lite

Microsort Gotr 3.0 Levels the Feld for Win 95 Golfers

By Scott A. May

g
5 T
2

Ok

Price: $44.95

System Requirements:
486/66 MHz or higher
processor (Pentium rec-
ommended), Windows
95 or Windows NT
v3.51 or higher, 8MB
RAM (16MB recom-
mended), 25MB hard
drive space, 2x CD-
ROM, 256-color SVGA
graphics display,
mouse; supports all
Win 95-compatible
sound cards; modem
or LAN required for
remote play.

# of Players: 1-8
Protection: None
Designers: Access
Software

Publisher: Microsoft
Redmond, WA

(206) 882-8080
Reader Servige #: 324

revably the best golf game
for Windows just got a 32-
bit facelift with the release
of Microsorr Gorr 3.0
for Windows 95 and
Windows N'T. This new
version, designed by Access
Software, is based on their
popular LINKS series, and is
exceptionally smooth and
fast. 1T LINKS LS is currently the best goll
game on the planet, MS Govr 3.0 isa
welcome, less-demanding altemative for
Windows users.

"The game offers several major improve-
menls over previous incarmations. The
most r(:;1{|[|}-' apparent is its intuilive, con-
lext-rich interface, which uses the same
model as Microsolt’s other recent sports
titles, FuLL Courr PriEss and SOCCER.
Microsoft continues to refine the function-
ality of its online help, although like many

plavers, 1 still prefer a printed manual.

THE HOLE TRUTH

In addition to practice mode, quick
start, and standard stroke play; Gorg 3.0
now features match play, skins (pro or
amateur), and team hest-ball. | Ipto cight
plavers—human or computer-con-
trolled — ean compete and, as in LINKS,

vou can play against previously recorded

Qane sethings
¢

PARTY TIME Among the host of pre-game
options are new match, skins, and team
best-ball play.

CcCGW
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rounds. This fea-
fure is especially
nice if vou're play-
ing solitaire,

By far the most
significant
improvement is
the new 32-bil
game engine,
which produces
crisper, more fluid
play. Sercen
redraws are now
almost instanta-
neous, which is
remarkable con-
sidering the incredible detail of the photo-
realistic terrain. The graphics are top-
noteh, though still not quite as nice as
LiNks LS or Accolade’s new Jack
NICKIAUS 4,

Included with the game are two stan-
dard-issue courses: Alberta’s Bantf Springs
and South Carolina’s Harbour “Town,
Microsoft sells two add-on conrses —
North Carolina's Pinchurst and Hawaiis
Maunna Kea— but oty 3.0 also allows
vou to import greens from the vast collee-
tion of Access’ LIngs CHAMPIONSHIP
COURsES. A separate, built-in converter
antomatically updates old courses to
Corr 3.05 high-res format.

Other goodies include video fly-bys
of cach hole (with narrated strategics),
pro tips, and stroke information dis-
plaved directly on the main window.
‘The computer plavers” Al has also been
nicely tweaked, making them more
aggressive as your own play improves,
Little has changed regarding the swing
meler, however, which is bad news for
those who'd like to toss that dreadful
apparatus into the nearest pond. 165 still
uncalibrated, so judging the power of
your swing remains more a question of

luek than precision clicking,

g

I AM TIGER WOODS MS Govr 3 features vastly improved speed,
graphics, and interface design. Note that the swing meter can now
he moved anywhere on the screen.

TEE FOR EIGHT

Microsoft’s Internet support is impres-
sive, offering dozens of plaving tips and
additional courses. Althongh the game
was designed with Internel play in mind,
the product shipped before that feature
was installed. However, vou can down-
load the multiplaver pateh from Microsoft
(www.microsoft.com/games) for free. It
awhopping 7.5NB file, so brew some col-
fee while vou wait. This Intemet patch is
not compatible with Windows N'T.

Overall, despite a few shorlcomings
(inherent to all golf sims), CoLF3.0 s
another quality cffort from Microsofts
burgeoning sports team. For Windows

desktop duffers, its a gimme. &

FAPPEAL: Win 95 golfers of all skill
levels.

PPROS: Ultra-clean design and
smooth, quick performance; modem,
LAN, and Internet play a big plus;
ability to import and update old low-
res courses adds
to longevity.

rCOMS: Enough
with the online
manuals! The
Internet patch is
free, but is a huge
download.




AT&T WorldNet* Service. Fast, reliable connections. Helpful technical support. World-
class customer service, And unlimited access for just $19.95 a month* It's the Internet for everyone

It's the Internet you'd expect from AT&T. Call now for your free AT&T WorldNet Service software
All you have to lose is your frustration.

2

@ call 1 800 WORLDNET, ext. 110

JFj download worldnNet at www.att.éom/worldnet
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Price: $564.95
Syslem
Requirements:
Pentium 75 or better
processor (Pentium
133 recommended),
Windows 95 or MS-
DOS, BMB RAM
(16MB for Win 95)
minimum 3MB free
hard drive space
(15MB for Win 95),
256-color SVGA
PCI/VLB video card,
2x CD-ROM (4x rec-
ommended), mouse.
Supports Sound
Blaster-compatible
sound cards and most
joysticks and
gamepads. Modem or
network card required
for remote play.

# of Players: 1-4
Protection: None (CD
must be in drive)
Designers: Extended
Play Productions
Publisher: FA Sporis
San Mateo, CA

(800) 245-4525
Reader Service # 323

ollowing years of near-
silence—not counting Furo
imports — PC arenas are final-
Iy filled with thase annoying
chants from the world's most
popular sport: soccer. What
used to be a wasteland for soc-
cer fans has suddenly become
an oasis of footie sims. Both
A Sports” Fiea SOCCER 97

and Microsoft’s MICROSOFT SOCCER are
taking aim at the burgeoning U.S. soccer
audience; but are they worthy competi-
tors, or merely products pushed to markel
to fill this conspicuous void? We taok both
games onto the field and let ‘em each take
their hest shot.

FIFA Soccer 97

You can usually bank on the FA Sports
machine to deliver the best play value—
regardless of category— before even
breaking the shrink-wrap on the box. The
company’s 1997 crop, however, has been
more tmeven than usual, minning the
gamut from astounding (NHL 97) to
mediocre (MADDEN 97), Falling some-
where in between is FIFA SocCER 97, a
game that is far from perfect, bul, despite
its aults, retains the crown for best soccer
simin the field.

[FIFA 97 navigates much like MabpiN

Toul by Drde, F 040D

I |0 ne Lexs

ZOMBIES! FIFA's polygon-based characters are
well-animated, but look downright scary when

viewed up-close. Gimme the lightning gun!

CowW
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REVIEW ¢ FIFA SOCCER 97

et Your Kicks

EA's FIFA Soccer 97 and Microsort Soccer Go Toe-To-Toe in CGW's World Cup

By Scott A. May

97 and NBA Live 97, uti-
lizing multiple selection
SCTCCTS lhil‘ can I)L'
steered either forward or
backward. 'Three play
macdes— arcade, aclion,
and simulation—let you
compele in single games,
tournament play, and

both league and playoff

competition. The game
also supporls modem
and network multiplayer
gaming for up lo eight
players.

FIENs roster of 255 teams, in 12 interma-
tional leagues, is among the largest in the
field. You can transfer players, but you
can'tedit their attribules or create your
own from serateh. Also, don't look for
much in the way of coaching oplions
beyond player substitutions and forma-
tion changes, although you can create
one-lime custom formations.

In the goodies depariment, IFIFA out-
shines the competition with multiple
Camera views, high]ight reels (automati-
cally chosen by the computer), and
instant replays. FIFA's biggest advantage is
ils option to play in indoor arenas, a fea-
ture few other soceer sims offer. ndvor
soceer is an entirely different animal, both
in lerms of game speed and offensive
strategies: 'The field of play is much
smaller, sidelines don't exist (they're
replaced by walls), the surface is hard
and fast, and — thanks to enclosed
goal designs — the games are gener-
ally higher scoring, If you've never
experienced indoor soccer, you're in

for a real treat,

SHUT UP AND PELE
Like hockey, soccer is a true team
sport, where controlled passing is

even more critical Lo success than

INDOOR FIREWORKS FIFA Soccer 97 is one of the few PC
footie sims to offer indoor court play, which dramatically
changes the look and feel of the game.

pinpoint goal kicks. In this area, FIFA still
rules, nfl’(rling two control sct options:
simple and complex. The latter features
passhack mode, which allows you to con-
trol an offensive player other than the ball
handler. Incredibly, EAs sparse documen-
tation doesn't describe how or when lo
execule these moves, so its basically up to
you to figure them oul. It’s frustrating, but
il you manage to master these ambiguous
conlrol schemes, the fluid ball handling
1A affords is impressive.

A 55-page printed manual, by the
way, is far too shallow; it describes only
the control schemes and program archi-
tecture, while providing absolutely no
game slralegies or play tactics.

Aesthetically, FIFA'S new polygon-

based characters are well animated (they

» APPEAL: Experienced footie game
enthusiasts. Rookies need not apply.

PPROS: Its virtual stadiums and mul-
tiple views are dazzling, it's one of
the few soccer games to feature
indoor arenas, remote play is a hlast.

PCOMS: Excessive hardware require-
ments, motion- :
captured player
animalions give
action a detached
feel, documenta-
tion is incredibly
weak.




use motion-capture lechnology) but they
also have a slightly dirty look and tend to
jumble together when clustered. Up
close, FIFA players are quite hideous,
looking somewhat like mutant QUAKE
rejects, The best way to avoid the heebie-
jechies is to play the game from a wide-
angle, overhead view.

‘The biggest disappointment, and one
that will come as no surprise to many of
today’s frustrated gamers, is the game’s
killer system requirements. Even if you
satisfy its recommended conditions —a
Pentiumn 133, 16MB RAM, and a IMB
PClvideo card —many details of the
game must be dumbed down to achiceve
smooth gameplay. Those with less-than-
stellar systems shouldn’t even consider
buying this game, because clipped frame
rates and sluggish control response render
it virtually unplayable. Solutions include
reducing the graphic detail, which makes
it downright ugly, and decreasing the
screen size; neither of which are satisfac-
tory options.

Overall, FIFA Soccer 97 holds a slight
advantage over ils compelition, with fluid
gameplay, a variety of play mades, better
roster size, and multiplayer capabilitics —
but be sure you have the hardware muscle
to power it.

Microsorr Soccer

Boasting “action so real, it hurts,” Bill
Gates and company lumber onto the
pitch with MICROSOFT SOCCER, the first
native Windows 95 soccer game.
Unrealistic action, however, is why this
soccer sim hurts. An odd mixture of bad
and good makes this game the epitome of
polished mediocrity.

MS Soccer follows the same clean
design as Microsoft’s other recent sports
games, MS Gotr 3.0 and NBA FuLL
Courr PRESS, by using clickable tabs to
progress through pre-game setups. But FA
wins the battle of multiplayer gaming,
allowing twice as many networked oppo-
nents as Microsoft’s four. Plus MS
SOCCERS roster offers only 102 teams in
four leagues — plenty, it would seemn, but
still less than half of FIFA SOCCER 97
225 teams in 12 leagues. However, MS

MICROSOFT SOCCER * REVIEW * %k

Law 1: The Fleld

NOW I GET IT Microsorr Soccer provides a large online
database of play tips and procedures. Now bring back the

written manual, dam it!

Soccer makes up for its limited roster
with a full-fledged player editor with 14
adjustable attributes, as well as the ability
lo create entirely new leams; features
lacking in EAs game.

You can set player control for keyboard,
mouse, or ]'oysh’ck input, and you can also
program keys or buttons to perform spe-
cilic moves. As expected, this game loves
the Micrasoft SideWinder gamepad, but
it also works well with all other brands
tested, including gamepads from Gravis,
Suncom, and CH Products.

User-defined options include multiple
skill-levels, referee styles, and types of
penalties, Otherwise, the number of
game goadies is surprisingly sparse,
with no replay abilities and a choice of
only two screen resolutions (6405480
and S00x600). However, MS SOCCER
does have a zoom mode, pro-
grammed into a function key, to pro-
vide a close-up view of the action. Bul
because soceer is a think-ahead sport,
where a broad vista works to your best
advantage, the zoom mode is essen-
tially eye candy that's counter-produc-
tive to effective ficld strategies.

KICK ME

Acsthetically, MS SOCCER is remark-
ably smooth and clean. This is a sport that
begs for elear, uncluttered definition of its
onfield players, especially when they're
clustered in tight groups. Granted, the
characters are generically drawn and look
like animated department store man-
nequins, but the game makes up for this
shortcoming with realistic motion-cap-
tured animation. Microsoft’s stadiums
aren't elaborate, but their use of digitized

The overall dimensions of the soccar
field can vary. In intemationsl matchis,
the length rangas fram 110 10 1200 yards
(100 16 110 retras), snd tha width
“ranges from 70 to B0 yards @4 10 75
métres). In domestic matches, thire's
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spectators gives the hack-
drops a certain elegance.

“The core dilemma in
MS Soccer, however,
ist'tvisual presentation,
but the unrealistic way
computer-contolled |)|ﬂ}'-
ers anticipate every kick.
Rarely do ermant kicks kand
in an open field. Another
big annoyance is how vour
computer teammates react
to the ball. Sometimes
they pass, dribble, or shoot with little or no
provocation. At other times, they just stand
there, motionless. In most cases, heir dim-
willed response negates your unfolding
stralegy. The onfield action of MS
SOCCER is smooth, but the interaction
between plavers isn't as seamless as FIIA,

MicrosoFT SocCER has a commend-
able design, hampered by slightly anemic
gameplay. Ifyou long 1o bounce the
checkered ball around the Windows 95
desktop, this is vour best bet, though con-
sidering the current slate of PC soccer
sims, that's faint praise at best. &

GOTCHA! Although it sports a questionable:
computer Al, MicrosorT Soccer boasts much
cleaner graphics than its competition.

PAPPEAL: Soccer fans of all ages
and skill levels,

PPROS: Excellent interface and sim-
ple, but clean, graphics; nice assort-
ment of specialty moves; remote play
a hreeze to set up.

PCONS:
Computer Al
ranges from merci-
less to idiotic;
gameplay tends to
be sluggish, even
at minimum hard-
ware requirements.

S
RATEDES

Price: 544.95

System Requirements:
IBM-compatible 486/66
or better
processor(Pentium 75
recommended),
Windows 95, 8MB RAM
(12MB recommended),
20MB free hard drive
space, 2x CD-ROM,
256-color SVGA video
card with TMB VRAM
(2MB recommended),
mouse. Supports all
Win 95-compatible
sound cards, joyslicks,
and gamepads. Modem
or network card
required for remote
play.

# of Players: 1-4
Protection: None (CD
must be in drive)
Designers: Dino Dini
Publisher: Microsoft
Redmond, WA

(206) 882-8080
Reader Service # 323



STOP PLAY]|

O Multi-round
tournaments with :
actual British Open rules

(O Compete as or against \
8 featured pros

© First-ever animated
interactive caddie

O Play-by-play and color
commentary by ABC's™
Jim McKay with over
5,000 unigue phrases

O Fully animated,
reactive gallery

O Two legendary courses:
St Andrews & Royal Troon

O Realistic weather
conditions that
impact play

O Spectacular graphics
with 3-D course objects

O Real-world ball flight
physics

TOQOKING GLASS

TECHNPLOGIES.

| THE £ OPEN

CHAMPIONSHIP

* " .- ,El‘

© 1996 Looking Class Technolagies, Inc. Licensor and the Software Product is distnbuted under the authorization of The Rayal & Ancient Golf Club of St Andrews. St Andrews and Royal Troon Courses are u
by permission of the 5t Andrews Links Trust & The Royal Troon Goif Club. The Open Championship Logo is used under license from *The Championship Committee Merchandising Ltd ©
All other trademarks and trade names are properties of their respective owners. All nghts reserved.



6 A ROUND

Compete in the first and only officially licensed,
championship tournament golf game...

British Open Championship Golf

Some golf games let you play against the pros. Others take
you to famous courses. But only one captures the drama,
excitement and intensity of competing against world-class
professionals in the greatest international tournament of
them all — British Open Championship Golf*

Played on a breathtaking recreation of Scotland’s legendary

= St Andrews and Royal Troon
courses, British Open
Championship Golf* is the -
most exciting golf simulation ever. Test your skills against
towering bunkers, monster greens and deep rough.
Compete with more than 50 of the world’s top pros.
Battle Scotland's unpredictable weather. See and hear the
crowd react to your every shot. Enjoy live play-by-play
commentary by ABC's"Jim McKay. There’s even an interactive
caddie you can turn to for advice. So when you're ready to stop playing a round...start
playing British Open Championship Golf!

BRITISH OPEN

CHAMPIONSHIP

GOLK

GET INTO THE OPEN

www.britopen.com

CIRCLE READER SERVICE #065



Price: $49.95
System
Requirements: 1BM-
compatible Pentium
60, or better, proces-
sar; Windows 95 or
MS-DOS 6.0, or high-
er; 16MB RAM, 2MB
hard disk space; 2x
CD-ROM; SVGA video
card; Microsoft-com-
patible mouse.
Supports Sound
Blaster-compatible and
other major sound
cards.

Protection: None (CD
must be in drive)
Developer: Dave Holt
Publishers:
MicroLeague
Multimedia Inc
Lancaster, PA
(7117)-872-6567
Reader Service #: 325

REVIEW ¢ MICROLEAGUE PRO FOOTBALL 97

Brains,
Not Brawn

by Dennis McCauley

ro foothall sims come and
go lhese days, often deliv-
ering much less than their
hyperbolic, trash-talking
ads promise. One game
that won't disappoint,
however (il vou know
what you're gelling into),
is MicROLEAGUE PRO
FFoomsaLL 97. What you

see is what vou gel with this game, which

must be rated the sim of choice for hard-
core NI'L fans who'd rather work the
nuances of their game plan than the but-
tons of their game pad.

MicrolEaGui Pro Foomae 97
(MP1) is the latest incamation of the long-
running PRO LEAGUE FOOIBALL series.
With the acquisition of MicroSports in lale
1996, Micol eague added Pro Lract
FooraL and veteran designer Dave Holt
to their expanding sports gaming stable. "This
has to rate as one of the best free agent sign-
ings of the vear, parficularly since the game’s
opening drive under the Microleague label
marks its best showing to date.

PERSONAL SEAT LICENSE Variable viewing angles let com-
puter coaches view the action from wherever they desire.

CewW APRIL 1997

MicroL eacue Pro FoorsaLL 97 Is theThinking Man’s Pro Bow! Choice

'PRELUDE TO A BLITZ Boomer Esiason checks the Cowboy defense. Is it zone or man?

Somewhat of a niche product, MPIY
eschews the state-of-the-art graphics and
high-tempo arcade action found in games
like MabneN Foomsan, 97 and FronT
PAGE SPORTS: FOOTBALL PRO. Relying on
adead-on statistical model, MPEF allows
would-be Mike Holmgrens to simulale
NI games with uncanny accuracy.

"The 97 release includes five past sea-
sons (1991-95) on the CD-ROM.
Additional NFL, cam-
paigns are expected to
he made available as an
extra download charge
on Microleague's Web
site, but were not avail-
able at press time, Nor
was the just-completed
1996 season, which has
left some gamers
scratching their heads,
since virtually every
compeling product
included 96 rosters in
the box.

"The relatively small

number of past seasons may also disap-
point buyers of last year’s PRO LEAGUE
FoorsaLL, which included every leam
from 1961 on. Ambitious players ean ere-
ale their own leams, however, using the
leam-editing utility. In keeping with the
games philosophy, the editor is stal-based.
Numbers such as yards-per-carry for run-
ning backs, and completion and IN'T" per-
centages for quarterbacks are key to this
game, rather than the subjective qualities
like speed, strength, and agility that drive
the FRONT PAGE series.

ALL GUSSIED UP

Although MPI7s on-sereen look can't
compele witl its flashier competitors, vel-
erans of the series will be pleased to leam
that the game has made some strides in its
graphic presentation. Players now display
jersey numbers, and size differences are
apparent between backs and linemen.
Variable camera angles allow complete
360-degree horizontal rotation, and vou
can pan, lilt, zoom, and walch instant
replays. Of course, the top graphies-



'S OT_ THE wmpwu,, THE
BiZ SHOE AND THEN oUR TMAZLTINATIONS
o1 THE BEST oF uS.

3"'D L"_Tra"‘mini EU',F[:; all the fun you'd expect from the game of
mini golf with a little something extra.

A wild ride through the right side of the brain.

You get twn, nine-hole courses. One with classic mini golf holes Like the big shoe, the
windmill. The other nine holes are totally nutty. There’s the space port where you can
putt on the moon, the voleano where your ball can be incinerated in molten lava and a

prehistoric jungle where the Tyrannosaurus Rex
has developed a faste for golf balls.

It's weird, wild and more fun than a
whoopee cushion.,

3-D Ultra Mini Golf gives you incredibly
realistic ball physics that make even the most
radical bahk-shots possible. You can play it

n alone or with as many as four players.
3-0 Ultra Mini Golf. Call it cool.
Call it amazing. Just don't call it normal.

1-800-1571-M0. hitp:/ Awwuisierra.com

E1997 Sivrra On-Line, Inc. © and / or 1w desighate tradvmarks of, or licetsied ta Siecra On-Line, Inc. All rights nserved
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WETWARE The graphics may not be as pretty as those in FPS: FooraaLl 97, but at least
the rain actually looks real, and you don't have to worry aboul black rain inside domes.

oriented sims have had variable camera
angles and replay for several vears, but
marrying these features to the MPF game
engine is a major advance for gamers
interested in stat-based NIFL simulation.
On the down side, players still lack the
size, crisp definition, and fluid move-
ments of the graphics-oriented sims, and
the turf frequently gives the appearance
of shifting as you scroll along the field.
Players and yard lines remain in place,
bt the grass seems ta slide along
beneath them. Ina produet that other-
wise does an oulstanding job of immers-
ing you in the action, this is one flaw that
reminds you that its only a compuler
simulation. Also, while the game’s anima-
tions are the bestyet in the series, a few
glitches remain—such as the occasional
phantom tackle. While I was coaching
Denver, [ called a screen pass to Terrell
Davis. With the speedy back yards ahead
of the nearest Oakland defender, what
looked like a big gain suddenly evaporat-
ed when a tackler closed the distance as
though he had just been jet fucled.
MPFs play-calling interface is quite
easy 1o use, Coaches can opl for a defaull
play book of offensive and defensive plays,
or they can point-and-click to design a
play on the fly. Using stock formations like
the pro-sct, three-wide-recciver, and I-for-
mation on offense, coaches select their

CCwW

runner or receiver, and hole or pass route
On defense, virtual defensive coordina-
tors select their formation, coverage, keys,
and double teams, Onee both sides have
mae their ealls, the animated players
carry out the action,

Of course, there’s no joysticking
allowed —MPITis a pure coaching sim.
And be prepared for a challenging game
when faking on the computer opponent.
While the Alisn't perfect, its pretty dam
good. One improvement that needs fur-
ther tweaking, however, is the recognition
of secondary reecivers, In past editions,
OBs never looked off the primary reeciv-
et In the new version it does happen, but
it’s so infrequent it’s barely noticeable.

For gamers interested in tackling live
opponents, MPI features modem play
right out of the box. Intemet play via
TCPAP is also projected, but wasn'T avail-
able at press time. Gamers may want lo
visit the Microleague Web site
(http:/Avww.mmi.com) to check on the
availability of this anticipated patch.

AL DAVIS, C'EST MOI

MPIs league management utilities are
robust. You can release all pro players into
a 1)nn1 and restock leams, or conduct a
college draft (there is no career mode,

however), You can also manually conduct

trades and waivers —no trade Al controls
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the other teams” negotiations. While
Microl eague has licensed the names of
NFL players, they did not obtain rights to
the team names or logos. Be prepared to
invest a few minutes manually editing
team names unless you don'tmind
watching the Philadelphia | Lawks play the
Dallas Rangers.

Although this game system has been
around for years, there are still a few
warls. It's a liability not to know which
unil your opponent has on the ficld, par-
ticularly on defense. On forth-and-one,
for example, are they going for it or punt-
ing? Should you call a punt retum or a
shorl-yardage defense? MPI7 keeps vou
guessing, Did your opponent send in his
three-wide-receiver formation? Should
vou bring in vour nickel package? Again,
you just don’t know. This lack of insight
can badly burn you, especially against a
human opponent. Also, while the game
thrives on stats, their presentation could
be better. 'or instance, the rushing and
receiving stals are lumped together in one
table. There are, however, excellent drive
summaries and play-by-play charts.

‘The bottom line is that MiCROLEAGUE
Pro Fooman 97 offers a refined game
engine loaded with realistic NIL flavor,
“The new version takes a big leap graphi-
cally over its predecessors, and will please
harcleore pigskin fans with a solid Al and
multiplayer options. It not going to win
over lhe gamepad crowd, but those who
appreciate the more cercbral aspects of
this most physical of sports should have a
ball playing MiCROLEAGUE PRO
oo Y7. %

PAPPEAL: Stat freaks and NFL
junkies will love the authentic feel of
this coaching sim.

PPROS: Refined game system makes
play calling and stat management
easy. Improved graphics and challeng-
ing Al make this an enjoyable solo
game, while modem play provides
head-to-head action.

rPCOMS: Graphics
don’t measure up
to other leading
games, no arcade
options, limited
seasons, some Al
warts.




“Can I challenge Arnold Palmer
and my buddy in Tibet

to a skins game

on Maui

in heavy fog

at 3AM?”

Palmer at Latrobe? Can I play against my friend ingdil
Can either of them beat me? Can 1 take a 3-Dg our of the
Kapalua Plantation Clubhouse? Can I play mail play? Best
bal1? Skins? Can I add in my own sounds? Can Ji] A
era over the ocean? Can I place a camera rigiURIiERaNi IR NIt
ball? Won’t that break the camera lens? CaijREEISRREEIEVARIR

HIN 957 Can I get 1600X1200 resolution? Cani

arching wedge shot back up on the green? Can
react to a good shot? A bad shot? Can I resize the vie

windows? Can I see the tees break off? Can I choose from dif-

ferent golfers? Both male and female? Can I use the mowing

stripes to read the contour of the green? Can I take a

Virtual Reality tour of Arnie’s workshop? Can I golf in

Hawaii, Pennsylvania and Chicago on the same day? Can I

get a 3AM tee time? Can I hear the birds and waves in 3-

D stereo? Can I hit my ball 1/2 mile out of bounds? Can

I play from there? Can I watch aerial fly-bys of every

hole? Can 1 choose from more than 15 add-on courses?

Can I watch an instant replay of my swing? Are there

muitiple camera views? Can I challenge an artifi-

cially-intelligent computer opponent? Can I retract

the control panel? Can I call toll-free for sup-

port? Can I take multimedia tours of Kapalua and

Latrobe? Can I save a round in progress, go to

dinner, and finish it later? Can I send and

receive text messages during a round on

the modem? If I lived on the course

could I find my house? Is Links LS the

most realistic golf simulation “Yes ”
aver] ——— —— — °

The NEW Links LS add-on courses
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The NEW Links S-Course Libraries Vol. 1, 2 & 3:

Playable with Links LS, Links Pro CD, Microsoft® Golf, & Links Pro CD Macintosh® www.accesssoftware.com » Code: 010-CGW

£ Links LS Trial-Size version CD, call 1.800.800.4880

Call 1.800.800.4880 for a FREE Pandora Directive Demo CD







 MORE THAN 50 DUNK ANIMATIONS.

MORE THAN 10 CAMERA ANGLES & DOZENS
OF PLAY OPTIONS.

RUN-N-GUN WITH 1-4 PLAYERS ON PC,
1-8 PLAYERS ON PLAYSTATION.

CREATE PLAYERS & CUSTOMIZE YOUR TEAMS.
64 TEAMS & STADIUMS TO CHOOSE FROM.

TOP 20 NATIONAL CHAMPIONSHIP TEAMS OF
ALL-TIME.

PLAY CALLING ON THE FLY.

REAL STATS = HOT*
GAMES*
GET WIRED WITH ONE SWEEPSTAKES X |

mlndsca pegames.com

CLICK TO QUR WEBSITE.

THE ONLY HOOP GAME
i THAT FEELS AS GOOD
B AS IT LOOKS.

lindscaps Final Fou e regitered trademarks of the Natioal Collegiate Ableli Assocatin and are sed under fcese by

; Ine. MWMM Label i Ve exchsive property of The Collegiate Licensing Company, The “Collegiate
wwwhmmdmwmmummﬂmm:ummmum

tlusive property of the respective eniversities, Windows is a regstered trademark of Microsalt Corporalion. PlayStatioa asd the PlayStation logo are

v, e b i R L e AT Arademarks of Sony Compater Entéstaiament, loc. No purchise necessary. Must be 18 or oider ko ealer, Open o legal residents of the 115, and Canada.
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Price: $59.95
Sysiem
Requirements:
Pentium 75 (P120 rec
ommended), 8MB
RAM, 40MB hard drive
space, DOS 5 or bet-
ter, SVGA graph :
CD
Sound Bl
0
SoundScape, Gray
Ultrasound, or General
MIDI sound card; joy
stick with throttle rec-
ommended
# of Players: 1
Protection: None (CD
must be in driy
Designer: Enn |
Publisher: Ori¢

(B00) 245-4525
Reader Service #: 326

rigin’s PRIVATIER gave us
alook at the capitalistic
side of life in the Wing
Commander universe,
where you could make a
fortune as a merchant or
gunship for hire, while
trying to solve the riddle
of an ancient artifact.

Now, in the full cinemat-
ic tradition of WinG CoMMANDER 111 and
IV, Origin brings us another tale of the
working class: PRVATEER 2: THE
DARKENING. Without a doubt, PRIVATEER
2is the best interactive movie vet, Its too
bad the rest of the game sometimes feels
like an alterthought.

ouT OF MEMORY

PRIVATEER 2's story begins with terror
and chaos, and is so well done that you're
hardly bothered by the fact that you've
wandered into yet another game where
your character is struck with amnesia.
After witnessing a devastating starship
crash in a crowded urban area, you dis-

CARGO SHIP

MONOLITH MRS

b EMPLOYMENT OFFICE Instead of carrying cargo
yourself, hire transport ships (which you'll
escort). These guys work unusually cheap....

CGW APRIL 1397

REVIEW ¢ PRIVATEER 2: THE DARKENING

- Interactive
Mishmash

PRIVATEER 2: THE DAHKFN/N(_—_? Has a Great Interactive Movie,
But the Game Beneath Disappoints

by Martin E. Cirulis

MOVIE MADNESS The quality of the script and acting makes this game's interactive

maovie sequences its biggest appeal,

cover you're Ser Arris, the only survivor
from the starship and a very special man.
[tseems that the only reason you sur-
vived to see the hospital is that you were
frozen in a heavily armored cryogenics
pod, and were revived after rescuers found
it in the rubble. Unfortunately, either the
crash or the hibemation has robbed you of
your memory, and all you knowis the
name writlen on the pod, and the fact that
you have a fair chunk of change (conve-
niently, just enough to purchase and outlit
alight fighter and begin your business).
Bul hefore you can get more help in
the hospital, two darkly-dressed guys
with very large-bore energy
weapons arrive lo confiscale vou,
After a firefight between these thugs
and a small starship; the hospital
walll and much of the hospital stall
are no more, and you barely escape.
Now a hitter man with a little
money, some piloting skills, and
plenty of mysteries to solve, you
have to find a way to sunvive while
you hunt for answers.
As the game progresses, a serics
of clues eventually reveals that you

arc far from being your average brain-
addled Space Joe. Every time you
encounter a fellow citizen of the future, a
video sequence is triggered and you will
usually have an apportunity o choose
between a couple of key replies that affect
the course of the video clip.

While this is not the most original plot
in the universe, there’s an almost com-
plete lack of those occasional excruciating
lines that made hams out of good actors
in Origin’s previous offerings. Your charac-
ter is played extiemely well and delivers
his tight, hitter dialogue with the utter
conviclion that only an actor who is
happy with his seript can convey.

Belween having an actual writer, Diane
Duane, prepare the sereenplay, and film-
ing in England, a locale where acting has
always traditionally compensated for bud-
gek; this is the most entertaining, satisfying,
adult interactive movie | have seen so far,

ENGINE TROUBLES

‘The bad news is that the movie portion
of PRIVATEER 2 was about all that | found
really satisfying in this game.

The first disappointment to veteran
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RVATEER 2 is unusually unstable for a Wing
CommanDER-series game. Among the pro-
gram’s unpatched (at press time) bugs are
numerous potential crashes during video

sequences and transitions, as well as incompalibility with
some rendition-based video cards (3D Blaster owners
may.find relief in the latest BIOS update on Creative Labs'
Web site, www.creaf.com). In addition, this DOS game
requires you to reboot Windows 95 in exclusive MS-DOS
mode—it's getting a little Iate in the game not to support
running in a DOS box.

Until the inevitable patch is released, save often; espe-
cially before and after accepting any mission, or when
leaving a planet. If the game crashes when you try to
land on certain worlds, try making sure that CD number
one Is inserted before you touch down.

Confederation fliers is that this story
takes place so far from the beaten track
that it mav as well be in another dimen-

sion. “ I)(,'ilih' 1 I'L.'.‘iL‘I]]IJl:II:It'C in l{..'l'l]lll]l—

ogy, look, or plot deviees Lo the Kilrathi-
sectors we have seen evolve and
grow clsewhere.
PrivarieR 2 continues the stow deteri-

oration of light models that we've seen

since the advent of the movie technology.
While WCH allowed a choice of a slightly

realistic inertial Might model (that felta
little like flying), or a simple

(that was more like driv

Privaiier 2 only lets vou drive the truck.

The combat portion would be much
more exciting if vour ship didn’t go from
flat-out to dead-stop faster than my old
car. The graphics are truly beautiful, bul
the movement mal seem slerile
and unrealistic,

‘e flight Al for your opponents is
weak. Apart lrom a few distinet maneu-
vers for some of the ships, they all fly
straight in al you, guns blazing, and then
turn aimlessly trying to pick you up again.

As long as you stay me ‘0L Can win

any [ioht 1‘1).':-.i|n|>]‘\' |:'|-Ll.‘.i|ir_;!n.r_;:1 head-to-
head with another ship. Fieighters and
capital ships also all posses blatant blind-
spots, and once you find them you can

v pull up, mateh speeds in aslow

L and blaze ¢ iy until H1|_"\ immolate

without even trying to roll themselves
over and bring a turret to bear

No longer are you the brave freighter
captain frying to make a buck with
stemige and exolic cargoes. Now you're a
fighter pilot who hires freighters to haul
goods. While this might have been an
interesting aption from the first
PrivATEER, which made you choose
hetween fighters or fi T 4 a carecr,
taking the freighter alimost completely out
of the loop takes much of the flavor out of
the non-vic it of this game.

Evenif T am expected to believe,
despite my contrary experience from the
first PriviAT that these big freighters
canmake a living from the paltry sums 1

af Brod Soltware, Inc.

andfor

are

11257 Broderbund Software, Inc. The Last Express and B

™ LAST EXPRESS

I 1914, you couLD SAFELY RIDE THE NEw YorK suBwAY




1> SPACEY PILOTS Space combat sequences deliver stun-
ning visuals, but don't look for particularly innovative

maneuvers from enemy ships.

pay fo rent them, any sense of realism is

undermined as soon as a military ship

calmly informs vou that vour ¢

vare in the middle of a

ne. You

should only g ter com-

bat is what vou were after in the first place.

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

MIXED IMPRESSIONS
Despite my misgivii
the superficiality of the simu-
lation involved here, | have lo
admit that | enjoved
PRIVATEER 2 a greal deal. 'The
grilty, dark SI movie made it
possible to play a game rid-
dled with omissions and ques-
tionable desien decisions. It's
nol Lo say that there weren'ta
few interesting takes on a
space sim | think the ability
to hire ships to work with you
was an excellent idea as an option (but
perhaps not as your main strategy), and
with a little bit more vision, PRIVATEER 2
could have allowed you to put logether
real-lime Irade and convoy them to some
truly dangerous, esoleric star systeims,
Ifthe thought of
science fiction action/fmystery movie

with some arcade-style combat thrown in

1t sound like enough mileage for
vour gaming buck, then vou should prob-
ably pass on Privarier 2. 1 truly doubt
that there will be many people plaving
this one f past the xlrn)'ﬁm:'-. conclu
sion, The sad truth is that even though
the game is open-ended, once you gel to
the bottom of things, the trading and sim
portions are just too weak to keep an
experienced gamer happy for an extend-

ed period of time. %

FAPPEAL: For fans of gritty SF,
good acting and space sims that con-
centrate on blasting things.

FPROS: Come for the movie, sit
through the game.

»eors: Thin and erroneous docu-
mentation. A num- o
ber of video-relat-

ed crash bugs.

Shallow game

mechanics make

for a weak sim -

and trade game. l

CIRCLE READER SERVICE #370

“&7Brnderbund




Trackless environments give a rush
more driving than a funkadelic beat.

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

Multi-camera angles offer views

wider than Groove’s lapels.

— Groove Champion, Auto Vigilante
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Fully-Loaded Arsenal

Over 25 armaments with enough
firepower to create your own Death Valley.

Killer Instrument Panel

Targeting, systems damage and radar gauges
help you watch your rear and burn theirs. CB included.

Anti-Mercenary Weapons Systems

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

Lethally Smooth Handling

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

ming (o a showrooim near you.

Built funk-tough on Windows® 95.
www.activision.com

Activision I8 @ roglstered fradamark and Intarstato *74 (s o oadamork of Activislon, Inc. © 1997 Activiglon, Inc, Al olher trademaorks ond trade nomes org the propenies of thelr mipactive awnem Al righia rosarved

CIRCLE READER SERVICE #3867



rs and the
sainstakingly
i
to the authentic decals
and billboards

Realistic rear-
viaw mirror
action lets you
see who's
coming up
behind you,

The competition’s

2 NASCAR
champion Dale
Earnhardt.

Authentic
NASCAR
dashboard lats
you keep track
of your RPMs,
fuel and other
critical
information

Spotter and crew chigf
audio lets you know
where mpelition
fs as you race door-to-
daar with up ta 39 other
cars.

NASCAR- Racing is also available for the Mac and the PlayStations.
2 S T AREAR A ®

PEP)RUY

We're talking authentic—check oul this legal! ©1996 Sierra On-Line, Inc. & and/or ™ designale lrademarks of, or licensed to Sietra On-Line, Inc. AN rights reserved, NASCAR® Racing 2 is oflicially ficensed by NASCAR. Papyrus and Pagyrus logo are Ir
Penske Racing South, Inc. Geolf Bodine’s name and the Nkeness of the £7 car including the OVC trademark are used under license with GEB, incorpocated, The aame of and hkeness of Dave Marcis and the name, marks and race car design of the 871 M
right fo w32 the name, likenass and image of Hendrick Molorsports car #24 DuPont Automolive Finishes and Jelf Gordon are granted under ficense from JG Molarsposts, tnc, The name of Johnny Benson, tre name, marks and race car design of Bahari Re
logo are registered frademarks of Procior and Gamble and may not be reproduced withou! the written consent af Prector and Gamble. Proctor amd Gamile have licensed ese Hghts 1 Papyrus Design Group’s name. Name and lkeness of the #10 Tide ca
and Eagle ara trademarks of ihe Goodyear Tire and Rubber Co., reproduced by permission. Pontiae, Pantiac “Arrowhead ™ Emblem, and Grand Prix arg frademarks of General Mators Corporation used under ligense by Papyrus Design Group, fnc, NAPA is u
of Rowsh Racing, Livonia, M1, The Family Channel ks, PRIMESTAR Roush Racing and Ted Musgrave's mame and/or likeness used by authorily of Aaush Aacing, Livania, MY




' Pc'fr_rércalled NSCAI% Racing “...simply the best racing_im ever created.”‘
Here’s what makes NASCAR. Racing 2 even better:

* Compete in the 1996 season with real NASCAR drivers * Fast and easy Arcade Mode lets novices jump in
and teams on 16 NASCAR tracks and start driving immediately
» Crew chief and spotter audio alert you to track e Faster graphics in SVGA

conditions * Officially licensed by NASCAR.

I}HlE EARAHARD |

[TH Tram #4EH Gombrme Cwret
L PPt T—"—
Brihdase ATV

o it B d Che s e

MNetwork play lets you race door-to-deor and head-
to-head with up to 7 other players.

- DETAIL SHOP
IplalolciTiiysl A &l fees]

Raxe Opliany

Mre Langis 3

u=n
=1
face Retirn
MNow you can personalize your car by creating your Get the big picture, as you race against Rusty e .
own unique designs and sponsorships in the Wallace and other top NASCAR drivers. : AP
NASCAR 2 paintkit.
3 ; S [0 LIS
See your local software dealer or for a taste of the action, 1
f
download our demo from http://www.sierra.com/games/NASCARZ/ V‘ _
Design Group, inc. | jorr and the PlayS) logos are wof Sonty Computer Entertainment, lnc, Rusty Wallace's name and the keness of ihe #2 car including the Ford My t logo are registered HSE#MI#W!{CM’SI::!;IL oK

0
are psed under the license with Marcis Auto Racing. The pame of Bobby Labonts, the name and marks of ihe Interstate Batieries Company, and the name, marks and race car design of Joe Gibbs Racing are used under lieanse with Joe Gibbs Aacing. The
ing the Irademark of Pennzail Corpany, are used wider Noanse with Balari Racing and Johnny Benson, The rame and Fkengss and marks of #3 GM Goodwrench Service stock car and Dafe Earhard!, are ficensed with Dale Eamnhardi, fnc. Tida and Tidg the
sa wilh LOR, fnc. Chevrolat, the Bow HE emblam, Mnnlﬂ Carla, amnemrerlbaay design are Irrdemarks of e Chavealal Motor Division, (‘enem.rMaiars G ommm and used under fizense by Papyrus Design Group, Inc. Goodyear (and winged fool design)
frovn NAPA. The Atfanta Molor 5 isa e mavk and Irack Vkeness aro used snder cense from the Allanta Molor 5 alvoling Roush Racing and Mark Martin's name andior likeness used by authority
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STRATEGY/WARGAMES

* ok K k)

Price: $45

System Requirements:
IBM compatibles: 486 or
Pentium processor, BMB
RAM, 5MB hard drive
space, Windows 3.1 or
better, 2x CD-ROM drive,
SVGA graphics, mouse.
Macintosh: 68040 or
Power PG processor,
8MB RAM, 1.5MB hard
drive space, System 7.1
or higher, 2x CD-ROM
drive, color monitor.

# of Players: 1-8
{Hotseat, Internet)
Protection: None (CD
must be in drive)
Designer: Big Time
Software (Charlie
Moylan) with

J. D. Webster
Publisher: The Avalon
Hill Game Company
Baltimore, MD

(800) 998-3222, (410)
426-9600

Reader Service Hi: 327

REVIEW ¢ OVER THE REICH

by Robin Kim

rossing a tralitional PC:
wargame wilh a flight sim
would seem like mixing oil
and waler: Flight sims offer a
visceral first person experi-
ence where dexterity is as
important as lactical smarls;
but for wargames, strategy is

everylhing, Are wargamers

interested in exploring the
three dimensional complexities of air
combat maneuvering? Can a dichard joy-
slick jockey also find happiness in a tum-
based dogfight? Ovir 1111 REICH is a tac-
tical-level air combat game, set in urope
during the latter hall of World War 11, that
tries to appeal to fans of both genres,
Battles are fought from an overhead view
just like the board wargame on which it is
based, but the realism of the underlying
flight model rivals that of many conven-
tional flight sims.

Movement is conducted one aircralt at
atime during the course of each four-sec-
ond tum. The order in which planes move
is governed by an elaborate initiative sys-
tem that tries to account for both position-
al advantages and pilot experience, This
works pretty well considering the fnidity of
real air comibal, bul awkward cases occa-
sionally arise that force vou to predict what
a bandits going lo do when
vau might feel you should
be able to react Lo his
actions insteal.

The slick interface
imakes it easy lo gela plane
to do whatever it and ils
pilot are capable of. All
turns, climbs, dives, skids,
and even snap rolls are
instantly and automatically
boiled downinto a final
position, altitude, speed,

and attitude by the pro-

gram, Hard imancuvers

CoW
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- Tum-Based Ace

L FLigHT ComvianpER 2 Goes WWII

DOGFIGHTS TO ORDER The included mission builder gives you everything from
one-on-one dogfights to enormous melees of 72 planes.

bleed airspeed, so proper energy manage-
ment is essential, just as in a good flight
simulation. Concepts familiar to sim vel-
erans such as G limils (structural and
physiolagical), high and low yo-yos, and
lead and Tag pursuit all apply direetly to
OTRS aerial battlefield. The only real flaw
in (he flight modeling is its treatment of
vertical maneuvering. Though the energy
loss from tight Immelmanns and pullouts
from steep dives seems aboul right, aceel-
cration factors are miscalenlated, so G

elfects aren’Lapplied when they should be,

For those desiring less complexity,

IN THE MOOD The digitized speech and vintage film
footage played during cut-scenes create an atmosphere
that's sure to draw you in.

OTR lets you simplily the rules, trading
detail for ease of play. Unfortunately, the
only selection that models altitude is the
one that has everything; the others are
strietly two-dimensional, and therefore
bear little resemblance lo true air combat.

SITUATION OMNISCIENCE

Controlling multiple aircraft simultane-
ously from a God's-eye view necessitates
compromises which, though they may be
familiar to wargamers, are completely for-
eign lo flight sim players. Cockpit visibility
does vary between aireraft types, but it is
as il all pilots on a given side can commu-
nicate telepathically: Anvthing one pilot
sees, all pilots can see. Situation aware-
ness is thus too easy to come by; giving
more freedom to maneuver than an actu-
al pilot, whose life depended on keeping
constant sight of his opponent, would
have had. Centralized control also per-
mits coordination levels bevond what’s
possible in real life,

Despite these problems, combat
mancuvering remains realistic enongh
that intelligent multi-plane tactics —
defensive splits, drags, and bracket attacks,
for example —are all but required to pre-



SURRENDER IS

“The real dealin real time.”  “Red Alert has set a

-GW standard by which other
strategy games are now -Gmneshce i

“C&C is hack, bigger and judged.” =Happy Puppy

badder than ever.”
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REVIEW * OVER THE REICH

he hardy P-47 Thunderbolt is the
game's toughest fighter, with
impressive firepower to match.

Imost an exact opposite of the
P-47, the Spitfire’s sustained
turning ability is unsurpassed.
High altitude engagements are its bread and  Chaotic furballs expose the Spitfire’s biggest  dogfight due to the awesome firepower of
butter, since it is less affected by the thinner  failings: an inability to absorb damage and a  its four 20mm cannon. Though handi-

ntended primarily to intercept
bombers, the Focke-Wulf 190A is nev-
ertheless a dangerous opponent in a
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air than most other aircraft. If the fight turns  meager ammo supply. Your best bet is in
sour, the Jug's ability to dive like a brick tight tuming fights that leave German fight-
means escape is generally a viable option. ers struggling to stay in the air

capped by a very poor turn rate, its light-
ning-quick roll rate often allows it to elude
more maneuverable adversaries.

vail against the oulstanding computer Al
OTR dogflights provide a good testbed
for experimenting with modem tactical
doctrines that weren't formalized until
after the war, such as loose deuce, where
one plane ties a bandit down while the
other gocs for a blind-side kill,

Between movement phases, planesin
firing positions have their targets high-
lighted with approximate hit probabilities
to help you decide whether to pull the
trigger or wail fora beller opportunity.
INiring options include picking which
weapons Lo use and selling gun bursl
length (long bursts do more damage, but
lend o cause jams). Armament lypes are
historically accurale, ranging from cannon
and machine guns of various caliber to
rockets and bombs, Damage modeling is
quite detailed, with a host of possible sys-
tem failures. Excellent sound effects and
animations make every solid hit or kill a
gratifying experience.

If a single engagement drags on for
long enough, random reinforcements
may arrive for cither side. The frequency
with which they appear can get ridiculous
at times, leading to battles that seem lo
grow withoul end. Fortunately, a patchis
available from Big Time’s web site,
\m-\\f.higli|1mmTf\\':lrc.{‘.nln, which tones

reinforcements down to believable levels

CCW APRIL 1997

and makes several other significant
improvements to g&lll]f:p!il_\-’.

THREE WAYS TO PLAY

Scenarios include the following;
canned or player-designed dogfights; over
100 historical missions containing a mix of
fighter sweep, intercept, bomber escort,
and air-to-ground action; even a tour of
duty option that has you manage a
squadron of fighter pilots through a series
of sorties, possibly changing the outcome
of the war in the process. This latter role
playing element is very well done,
accounting for increasing experience,
fatigue, casualties, and special attribules
like keen eyesight.

You may opt to fly for the USAALY, RAL,
or Luftwaffe, and all feature a large assort-
ment of aircraft from which to choose.
Each is unique, and demands a different
fighting style for maximum effectivencess.

"o players hot-seating on one PC, and

Intemet play with multiple participants
per side are both supported, but only for
dogfight missions.

Non-combat flying is done over a large
seale map so you can speed throngh the
boring parts. Fiom here, you can sel your
cruising altitude and decide whether to
send some or all aircraft home if they're

two battered to continue, When enemy

aircraft are encountered, spotting, sur-
prise, escape opportunities, and maneu-
vering for advantage are all handled
abstractly. This operational aspect of the
game works well, condensing the tedium
of pre-engagement positioning into a con-
cise list of oplions.

As a tum-based game, there’s no way
OTR can possibly capture the immediacy
of a conventional first person flight sim.
Nonetheless, serious students of air com-
bat who aren’t hopelessly addicted to
adrenaline-pumping action should find
the varied tactical challenges it presents to
be both fun and educational. %

PAPPEAL: Flight sim players who
enjoy experimenting with multi-air-
craft tactics. Wargamers holding any
interest at all in WWII air combat.
Fucht Commanoer 2 fans looking for a
prop-plane fix.

PPROS: Detailed and accurate simu-
Iation of flight, weapons, and damage;
excellent Al; nice graphics, sound,
and period feel; great interface; very
manageahble learning curve

PCOMS: Some limitations inherent in
a traditional -

hoardgame for-
mat, and the order [
in which planes
move occasionally
cause strange
results.




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



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

Inside At All Times.

™

The Intel Pentium® processor just got a turbo boost. It's called MMX™ technology, the afterburner you
need to make MMX instruction-enhanced game software go ballistic.

Keep your hands inside the car at all times, because the GATEWAY 2000° P5-166 and P5-200 Family
PC™ systems are now available with MMX technology. It’s the dose of brute power that lets you squeeze
more performance out of MMX technology-enhanced games coming to market. The underlying Pentium

chip also brings extra power to your current programs, all at a price you can afford today.

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

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

And always remember to buckle up.



I“Side . ; “You've got a friend in the business."®

pentium' §88-846-8571

www.gw2k.com



Multimedia Systems

m [ntel® 166MHz Pentium® Processor
with MMX™ Technology

m 32MB Synchronous DRAM

m 256K Pipelined Burst Cache

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

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

m 2.5GB |lms EIDE Hard Drive

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

| |6-Bit GATEWAY™ Sound

m Altec™ Lansing ACS-41 Speakers

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

m New Look Mini Tower Case

m 104+ Keyboard & MS® IntelliMouse™

® Microsoft® Windows® 95

m MS Office 97, SBE Plus

m MMX Technology-Enhanced Software

$2199 As Low As" §76/mo.

® [ntel 200MHz Pentium Processor
with MMX Technology

® 32MB Synchronous DRAM

m 512K Pipelined Burst Cache

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

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

® 2.5GB 1lms EIDE Hard Drive

B |2X CD-ROM/3.5" Diskelte Drives

m |6-Bit Ensoniq” Wavetable Sound Card

® Altec Lansing ACS-41 Speakers

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

m New Look Mini Tower Case

| 104* Keyboard & MS IntelliMouse

| MS Windows 95

m MS Office 97, SBE Plus

m MMX Technology-Enhanced Software

$2499 As Low As’ $87/mo.

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

MMX Technology-Enhanced

Software Bundle

m Pod™

m Eraser™ — Turn About

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

Games and Entertainment Pack 11
(Available to new and existing Gateway customers.)
Includes Bug!™ ® Deadlock™ ® MechWarrior®2:

Mercenaries™ ® 9™ « Pitfall™ ® SPQR: The Empire’s

Darkest Hour™ ® PC ProPad.  $99

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

§88-846-00009

www.gw2k

MS Office 97

Small Business Edition Plus
NS Word97 = MS Automap®
B MS Excel 97 Streets Plus
m MS Publisher 97 ® MS Outlook™ 97
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Allthe Flash, Little of the Gameplay

by Tim Carter

deally, a sequel ought to build on
the successful elements of the
original, while still sporting enough
originality to make the sequel a
unique game on its own. And in
an age when many companies
appear content merely to add sce-
narios or situations to an existing
game engine without actually
changing the basic design (think
X-Com2), SSI has eamed praise for its
innovative —and ineredibly fun —line of
games that began with Panzir GENERAL,
At first glance, STAR GENERAL would
seem lo do for science-fiction gaming
what its sibling, Fantasy GrneraL, did for
ores and trolls. But while STaR CENERAL
is different enough that no one could
claim they were buying a made-over
PANZER GENERAL, the designers seem to
have lost track of what made the original a
classic. Other than the distinctively clean
and elegant interface, there s little to
mark this game as a GENERAL-style affair.
In fact, the two most compelling aspects
of the GENERAL series, the campaign sys-
tem and the wonderfully varied designs of

the different scenarios, are noticeably
absent from STaR GENERAL.

TRAFFIC JAM The gorgeous graphics have a draw-
back: You must move the cursor over many of the
ships to determine their class before planning your
move. It's tough to get much useful information from a

quick glance at the map.

STAR GENERAL ¢ REVIEW * k3

CAMPAIGN DROUGHT

“There are no campaigns in STAR
GeneraL, and while there are a wide
range of scenarios to choose from—along
with ample opportunity for generic cre-
alions —
the game
lends to
become
repelitive
far too casi-
ly, with
none of the
unigue
challenges
Or Come-
pelling sil-
uations
that made
carlier
GENERAL

WHERE'S MY FIX? While gameplay is clean and simple, Stan GENERaL has
few of the addictive qualities of Panzer GeneraL or FanTasy GEnERAL, partic-
ularly in the ground combat sequences.

g&]l]'l(_'q 50
interesting,

The war
option, in which a flexible number of races
are set against one anotherina generic
universe, doesn’l make up for the lack of a
coherent story-based campaign that actu-
ally encourages you on to the next chapter.
"lo compensate for the lack of
acampaign, you must now
build resource generating
structures and research com-
plexes to buy new units and
increase your generic tech
level. This doesn’t work near-
ly as well as the progressive
structure of a campaign
game. Worse, lhe game is
supposedly based on the
[iteet series of novels by
David Drake, yet little of the
martial flavar and tension
found in Drake’s exciling tales
of interstellar conflict finds its
way into STAR GENERAL,

‘The biggest fundamental change

from the earlier GENERAL games lies, of

course, in the division between space
and planetary combat. Players now

control fleets of spacecraft, which do

battle in the surprisingly cluttered vast-
ness of space. Once you have control
ol the area around a planel, you may
send in your ground troops to fight it
out on the surface. "Iypically, each tumn
of space combat will be followed by 10
turns of ground combat, to reflect the
difference in traveling times. | found
this system to work well, and to offer
some interesting strategic challenges
with respect to taking, holding, and
reinforcing planets.

But that's where the excitement ends.
Saclly, ground combat is repetitive and
offers little opportunity for creative
action. Part of the problem is the generic
and rather square nature of most plane-
tary combat. The terrain is simply not dis-
tinetive enough to be interesting, and in a
large game ground fighting can become
areal grind. Plus, the computer makes
poar use of its ground units, buying far
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Price: $54.95

System Requirements:
1BM compalible
Pentium 90 or better
processor, 16MB RAM,
30MB hard drive space,
DOS 6 (or better) or
Windows 95, 1MB
SVGA qraphics, 2x CD-
ROM (4x or better rec-
ommended), mouse;
supports Sound Blaster
and compatibles, plus
all Windows 95-com-
patible sound cards.

# of Players: 1-7 (hot-
seat, direct connect
through TCP/IP, net-
work play via IPX)
Protection: None (CD
must be in drive)
Designer: Catware
Publisher: Strategic
Simulations, Inc.
Sunnyvale, CA

(800) 245-4525
Readar Service#f: 328
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REVIEW * STAR CENERAL

ecause of the computer’s

defenses, and armor for the kill,

prepared for a protracted fight.

large enemy fleets.

too much infantry and being very passive
on defense. This is surprising, given the
Al predilection for sneaky connterat-
tacks in both Paxzer GENERAL and
FANTASY GENERAL

ALIEN DU JOUR

The real meat (rfllu‘g.llm' isinits
modeling of space-based naval combat.
‘There are a vast number of ships from a
dizzying armay of alien races, Along with
the usual battleship-cruiser-cscort classes,
there are some interesting hybrids, includ
ing a powerful eriser-transport that is
quite nseful for quick systenm mids

Depending on whom you ask, the
gi:lphi('s for space o smbal are cither T’L';i”_\'
nifty, or really annoying. Personally, | favor
function over form, and thus found the
L;|'il|1|1it-.-. 1o he mlnvlhiilg ola |:J'n|1|r.'111_ As
you might expect, cach race has a com-
pletely different set of ships, and, corre-
spondingly, a different set of ship icons.
The problemis, it takes a long time o
identify which icon represents which type
nl'\hi]l Mistaking a hattleship for a trans-
port can Hrow a wreneh into even the best

laidl plans, so this becomes a real gameplay

CowW APRIL 1997

emphasls on weak units for

ground combat, you should build

a smaller, but better-equipped,
force capable of operating a unified command.
Use long range units to soften up the enemy

The Al seems to keep a hefty reserve of
resource points, so don't overextend yourself
garly in the battle. Be prepared for large num-
bers of enemy reinforcements the first time the
computer gets the chance. It is often a good
idea to have reserves yourself, or at [gast {o be

In space, employ the two principles which
have shown success in earlier GENERAL games;
Deploy combined forces to destroy isolated
enemy units; and use a carefully planned assault to unlock

Reconnaissance is crucial, as you need to be able to see as
much of the enemy’s forces as possible before planning an

SPACE DUST GETS IN YOUR EYES Particularly around nebulae and other
space terrain, recon units are a must,

attack. Use your missile ships to weaken key defenders, then

move your heavy ships to the front line to do as much dam-

issue, rather than a matter of taste.

Combat is simple and quite clean.
Each unit has a strength value, as in the
earlier games, and takes hils during an
attack until its strength equals zero, when
it dies. "This doesn't work as well in re-cre-
ating space combat, as itis reasonable Lo
suppose that the different maces might
Irave hoth more weapon types (only beam
and missiles are available), and more
innovalive means of attack.

More than anything, space combat
reminds me of the naval combat in
QOPsvenerable T Granpest
[FLer, Which s not to sav that it isn't
fun, just that, as in TG it seems to lack
a grealer purpose.

Also, the initial release ol STAR
GENERAL conlains some glaring Maws in
the strategic AL The compuler won'l
manage ils econaimy well or expand o
neutral planets, making many scenarios
and generie wargames completely point-
less. Notonly does this make you ques-
tion the depth to which the game was
plavtested, vou'll probably find — even
after installing the very necessary patch—
that Star GeExeraL functions belter as a

age as possible while ending their turn on squares covered by
your missile forces.

picce of software than as a game,

Allof this s a e, given that SSI
designers generally know why their series
games are suceessiul. Somehow, the devel-
opment of Star Gexeral leftit bereft of the
most attractive elements of the CrNeraL
line, with naught but a slick and meaningless
operational space wargame in its place.

Il you feel a buming desire to fight end-
less space battles with relatively little
thought, STAR GENERAL s for you.
Otherwise, | suggest dividing your time
between MOO 2 and a dusted off version
of Panzer GENERAL, which remains the
striongest game in the series. &

PAPPEAL: Only for those craving a
scoop of vanilla-flavored operational
space comhat.

PPROS: Clean interface, simple learn-
ing curve, with some fun moments in
space fleet actions.

PCOMS: So
generic and lack-
ing in flavor that
it generates little
of the suspense
needed to make a
truly addictive
strategy game.




n_&t?"ategy ‘games tﬁfhe- ear”
;,1 wﬁa’mﬂ"m Player o

' aib»"‘“ .
CCMAK. raﬁses the standard for Strategy gam
. @ it meSpol

Interplay Productions 16815 Von Karman Avenue, Irvine, CA 92606 Interplay Website: www.interplay.com
©1998 Interplay Productions, All rights reserved. M.A.X. and Interplay are trademarks of Interplay Productions. All rights reserved.

CIRCLF READER SERVICE #079






Command & Conquer Gold Edifion for Windows® 35!

ALL-NEW GOLD EDITION FERTURES

Super VGA Graphics intensify

realism and excitement
Infernet Head-o-Head play

Play against competitors across the world
with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and desktop patterns
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Price: 39.95

System Requirements:
1BM-compatible 486DX
or better, BMB RAM,
20MB hard drive
space, DOS 5 or better,
SVGA graphics, 2x CD-
ROM, mouse; supports
Sound Blaster and
100% compatible
sound cards.

# of Players: 1-5
(hotseat only)
Protection: None (CD
must be in drive)
Designer: Broken
Arrow Entertainment
Publisher: The Avalon
Hill Game Company
Baltimore, MD

(800) 999-3222

Reader Service #: 329

REVIEW ¢ CAVEWARS

Dark Side

0f The MO0

Battle Beneath the Dirt in AH's Murky CaveV/Ars

by Mark Clarkson

t has been years since our race
was banished to the dim cavemns
beneath the surface of the world,
to dine on mushrooms and con-
template our shame. Worse, we
arc foreed to share these dreary
caverns with other races, each
more loathsome than the last: the
ever-copulating Tarchons; the
slug-like Advari, who leave foul,
slimy trails in the dirt; and the
humans...don’t get me started.

But our time of shame is at an end.
The finest brains of our kind are research-
ing new weapons, more polent magic,
and new technologies of all kinds. The
time has come Lo raise up vasl anmies, lo
purge the caverns of Ibido of the other
foul races, and to forge an invincible
empire here in the dark. And then let
those who hold the surface heware!

SPELUNKING WARS

Welcome to Ibido, the world of Avalon
Hills new strategy wargame, CAVEWARS,
Think of it as MOO played in a big hole
in the ground. Gameplay takes place on
five levels, with holes leading up and
down to connect them. You must explore
all levels of the vast caverns, locate food
and minable metals, and conquer all the
enemy races within, There arc also a
sprinkling of neutral cities throughout the
caves, although these needn’t be defeated
in order to win,

There are eight different races to
choose from, their basic characleristics
defined by population growth, combal
abilities, strategic movement, and research
ability. Research ability is further divided
into four specific areas: weapons, rans-
port, cave technology, and magic; and

CGwW
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MINING FOR MITHRIL You'll find that the random maps may leave you in a mineral-
poor area, where it's often better to pack up and move on, unlike in Civ Il or MOO.

finally, magic is subdivided into the follow-
ing lypes: earth, sunmmoning, transporl,
and viewing. Each race has a unique com-
bination of abilities. Some are incredible
with weapons but terrible with magic, and
vice versa, Fach race (except humans) also
has a special ability. The Bergbui cat rocks
instead of food, trolls carry out blitzkrieg
altacks, the Cakkar are mass
murderers...all in all, an appealing lot.

You can play either on the Ibido stan-
dard map, the Ibido map with random
.\l;ll'iing|{]L'a!|iu|15.m' a mlldunﬂ_\ general-
ed map where you contiol the densities of
metal, food, and open space.

At the start of the game, the entire map
is blacked out except for the arca within
one space of vour initial city: Intelligence
is the name of the game: First, you need
1o know where the enemy is. Second, you
need to know where the metal and food
are—and how lo get them. You can either
employ magical spells to reveal new parts
of the map, or send units there on foot, in

alank, or mounted on a giant toad.

The caves are maze-like and filled with
tiny, cramped passageways. Units can
only see a space away from them, and you
cannol send a unit into non-revealed teri-
lory, so movement at the h(_'ginningnflhv
game is rather ledious.

You'll need metal for most things vou
build, and it’s an exhaustible resource.
Metal comes in three flavors: bronze, iron,
and mithril; each better than the last. A
mithril tank will drive farther and hit hard-
er than a bronze tank, for example.

“To mine melal, you'll need engineers.
You can use engineers o bore mines or
new tunnels up and down to adjacent lev-
cls of the cave or through the cave walls,
Fingineers can also build new cities.

When you start the game you're able to
build only the most rudimentary
weapons: spears, bronze swords, and the
like, To win you'll need to research more
and better weapons —{lintlocks, machine
guns, mobile artillery, and more.
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REVIEW * CAVEWARS

ime is Definitely Not on Your Side

CORPS OF ENGINEERS Think in three dimensions.
It is often shorter to move to an adjacent level and
then back again than to move from place to place
within a level. If not, have an engineer bore some
more holes so that it is shorter.

Better weapons rely on other technolo-
gies. To extract and work iron and mithril,
for example, you need better cave tech-
nology; and you must master transporl
technology before you can build tanks.
The different kinds of magic also provide
weapons (earthquake), defenses (teleport
enemy), and invaluable aids (map an area
or transport troops) onee you've
researched them.

You control the amount of energy you
putinto research (as nppmcd to the
amount put into production, defense, and
magic) with sliders, a la MOO. You can
further control which areas of technology
or magic you want to research, and each

cily’s resources can be individually distrib-

IT GROWS LIKE MAGIC Despite the Tolkienesque refer-

tart with a randomly generated map, rather
than the standard Ibido map, then set the
map up to have more caverns and fewer
twisly passages. But regardless of which
map you use, it's imperative to use the layout of the
cave to your advantage. Immediately search for, and
control, those twisty passages that lead to your cilies.

Next, find enemy cities as early as possible. If you
leave an Al unmolested for very many turns, it will eat
you alive. As soon as possible, build mounts to

way; for example, ranged

weapons fire at the

+ appropriate distance. The

battle usually seems to go

¢ to the side it ought to.
© Sl 1 expect many
. gamers to find this aspect

of CaviEWARS disappoint-

i ing. After feasting on the

i rich graphics and lotal

¢+ tactical control offered by

¢ games like LORDS OF
THE REatM 11 THound

increase the range of your explorers.

Don't be fooled by the game’s leisurely pace. There
is a lot going on each turn. Dwarves will be driving up
to your city walls in tanks before you know it. It takes
careful management of all your resources to prevent
them from rolling right over you in a few dozen tums.

uled between |:rr_1dl|ctinn, research,

defense, and magic.

TWISTING CAVERNS

CaviEWARS has a few rough edges. First
ofall, it’s dark. Really dark. oo dark. Some
of the controls are well nigh invisible. Also,
it's more of a chore than it should be to
manage multiple cities.

Onee | selected a unit, [ could find no
reliable way, other than hitting the escape
key, to deselect it again. As a result, [ con-
stantly sent units in the wrong direction
while trying to select a different unit or
city or mine.

Animation, such as it is, is perfunctory.
In battle, the units slide up to each other
and red Xs appear over the
dead units. Attacks with
ranged weapons are shown
with simple dashed lines
and the like. You have no
control over the battle; it
resolves itself, automatically.
"The computer rolls some
virtual dice off in RAM
somewhere and reports the
results. The whole process
takes about 10 seconds.

The battle itself does

ences and other fantasy trappings, CaveWars plays more  make sense, in that the units

like MOO Il than Heroes oF Might & Masic I
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array themselves in a logical

¢ CaviEWars' battles a little

+ Mlat. But to be fair, battle-
field tactics aren't the
point of CAVEWARS,

Abbreviated battles

+ notwithstanding,
CAVEWARS is a long
game, similar in feel to

MOO or CIVILIZATION.
Iiven veteran wargamers are in for a long,
hard micro-managed battle, with lots of
time spent poring over tables of hit points
and defensive strengths. And unlike
MOO or Civ 11, the highs of CaviEWARS
don't quite justify the time investment, at
least in solo play.

You can vie for dominance of Ibido
against multiple human players, comput-
er Als, or a combination of the two, up to
atotal of five. However, CaviEWARS sup-
ports only hot scat for multi-plaver gam-
ing—no modem, LAN, direct-connect,
Intermnet, or even play-by-cimail —a real
shame, since a brisk multi-player option
might have saved CAVEWARS from being

mired in mediocrity.

PAPPEAL: Fans of turn-hased
games who value gameplay over
graphics. Agoraphobics who want to
play MO0, hut just can’t.

PPROS: Solid Al, challenging game-
play at times. Nice mix of races to go
with random maps.

PCOMS: A depressingly dark inter-
face. Disappointing graphics and ani-
mation. No LAN, o
maodem, play-by-
email, or Internet
play. Could have
heen a true alter-
native to MOO or
Crv I, but falls
well short.
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Krush, Kill, 'N Destroy your enemies in this real-time strategy gome of post-
apocalyptic- Earth. Units gain experience. Plus you'll be able to charge chead,
around, and over the 3D rendered terrain. It's the desperate Survivors or the
horribly mutated Evolved. First one to live, wins.

+Experience the best Al in real~time strategy — units gain experience, use
ambushes, and retreat

« Fight across detailed, 3D rendered landscapes in hi-resolution SVGA (640x480)

« Full multiplayer gameplay with up to 6 players on a network and 2 player
modem support

« Command 50 different units and buildings, each with detailed animation and
digitized speech
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Windows® 95 Compatible
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Price: $49.95

System Requiremenls:
4860X-50 or better
processor (Pentium 90
or better recommend-
ed), BMB RAM (16MB
recommended),
Windows 3.1 or better,
SVGA graphics, 2x CD-
ROM drive; supports
Windows-compatible
sound cards.
Protection: None (CD
must be in drive)
Designers: Larry
Bond, Alliance
Software

Publisher: Interactive
Magic

Research Triangle
Park, NC

(800) 789-1534
Reader Service #: 330
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Ship-Shape

Harpoon's Latest Refit Makes the Game Better and Adds New fealures

by Jim Cobb

ARPOON is the lowa class
battleship of serious naval
games. The underlying
structure is so solid that it’s
worlh any number of
patches and add-ons to
keep it around. This latest
refit not only polishes the
model and centralizes the

many battlesets, but also
adds features that enhance the original.
Inferactive Magic correclly chose
HARPOON CLASSIC as a hase, avoiding
the multimedia excesses of Harroon 11
The click-and-drag interface is well suited
to Windows 95, making the setting of sen-
sor, movement, and weapon parameters;
sizing; opening and closing of windows;
and (|csig: wtion of waypoints and largets
much easier than before. The updated
data base, including over 119 entries, uti-
lizes Windows 95% graphics to greal effect.
"The geagraphy in the group map now has
textured color graphics; Europe, the
Mediterranean, and the Indian Ocean
never looked so good. Combat action
uses animation instead of movie clips,
showing the relative position of weapons
and targets, and retains the tension of
anticipating hits and misses in one of the
first real-time games.

Gameplay is left unchanged from the

HARDWARE HEAVEN Harroon 97 is
worth owning just for Larry Bond's
exhaustive data on naval platiorms.

CGW
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TRIPLE-DECKER SUB The Win 95 interface lets you keep an eye on the fleet and
the movement of enemy vessels while you maneuver individual units.

original. You command fask forces of
varying sizes and objectives, with different
combinations of air, surface, and subma-
rine assels (now including. marines and
minefield operations). Orders are given al
the operational level through a st of
promps, and unit micro-management is
not absolutely necessary to win. Rather,
you must develop a feel for time, space,
and the capabilities of asscts.

NOT JUST A GAME,
IT'S AN ADVENTURE

The interface and graphics allow ready
aceess to an enjoyable and tense simula-
tion. I’mﬁcir:nr."\', however, requires some
study of naval technology. And while the
Al s better than most, especially given the
complexity of the game, it is still somewhat
preclictable. A nice plus, then, is a madule
allowing HARPOON 97 play on AOL versus
other human admirals (an offer for ten
free hours of AOL s includec).

Veterans will enjoy not only the com-
plete collection of HarrooN battlesets,
covering the Cold War and the period
after 1990, but also a new caleulus for con-
flict with the EC2000 battleset. lts para-
digm is that an European Union, free of
NATO, challenges the economic inferesls
of the U.S. EEnsuing trade wars heat up
into a series of small conflicts involving the
latest deadly toys. How would the U.S.

fare, in limited actions, against traditional
allies who were backed by Russia? The
Seenario Editor is a pleasure [or players
who'll want to create their own battles,

Afew familiar bugs still exist. The auto-
formation of defensive assets doesn't work
quite right, and in-flight fueling remains a
problem. Experts will find some discrepan-
cies in the unit depictions, and synchroniz-
ing altacks on the same targel from differ-
ent bases requires more work than seems
necessary, However, Interactive Magic
continues lo correct these with patches,

In a nutshell, IHArrOON 97 continues a
tradition of elegant and enjoyable, it
admittedly complex, gaming. The apen-
endedness and continuing improvement
of this series make it one of gaming’s jew-
els, and it’s well worth the purchase for
any naval enthusiast. &

PAPPEAL: Serious naval enthusi-
asts, or anyone who wants some
depth with their real-time gaming.

PPROS: Gameplay and graphics of
this proven system are enhanced by
the Windows 95 interface. Still the
most realistic experience this side of
the Naval War
College.

PCONS: Minor
bugs, some prob-
lems with synchro-
nizing attacks mar
an otherwise
excellent product.
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If your software could dream....

it would dream of runnihg on a MACH V

Falcon Northwest’s MACH V series of custom built PCs -
hand crafted silicon for those who accept only the bes

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

- Computer Gaming World

&

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

- Computer Shopper

p——— . — -

FALCON NORTHWEST .
COMPUTER SYSTEMS e
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Price: $39.95

System Requirements:
486/66 or better, 8MB
RAM, 50MB hard drive
space, VGA graphics,
2x CD-ROM Drive,
Windows 95, mouse;
supports all major
sound cards,
Protection: None
Designer: Random
Games

Publisher: New World
Computing

Woodland Hills, CA
(800) 325-8898
Reader Service #: 331

REVIEW « WAGES OF WAR

‘Jagged Defiance

Engaging Tactical Combat, but Where's the Game?

by Loyd Case

magine the life of a real merce-
nary commancer. You search out
cuslomers, negoliale contracts,
hire mercenaries, and send them
off on missions; repeat acl infini-
tum. There’s no illusion of saving
the world, just an endless eycle of
assignments for anonymous
clients. It's probably a pretty point-
less existence, when vou get right
down ta it, and pointless pretty much
describes WAGES OF WaR, the tactical
combat game from New World
Computing.

PLAIN WHITE BOX

WAGES OF WiR is a turm-based simula-
tion of squad-level, tactical combat. There
are only infantry squads to command (no
vehicles or aireraft), although mortars
occasionally supply light artillery fire.
Each soldier has action points, which are
used to move, shoot, reload, scarch an
area, or blow things up. rom the begin-
ning, WAGES OF Wart has a very generic
feel toit. The main interface sereen looks
like a nin=down office, and the drill for the
entire game is pretty simple and repetitive.

Firsl, the videophone rings and a client
calls you about an assignment. You gel
several faxes: some to nego-
tiate prices, bonuses, and
deadlines; and one from
your accountant lo evaluate
cach joh. Then you get
reports on vour mission,
which may or may not be
aceurate, depending on
how much vou pay for the
intelligence, Next, you flip
through the rolodex to pick
vour generic-looking mer-
cenary leam,

After picking vour team,

you IC&iSL’ Weepons from

one of several catalogs.

APRIL 1997

LET'S TALK BUSINESS Every Waces scenario starts out in your office, where you
screen clients, pick missions, and make calls for mercenaries and weapons. Then

it's off to battle.

Thals right, vou fease weapons. Now, ['ve
never been a soldier of fortune, but | sus-
pect the average shady weapons dealer
would just as soon never see the sthuff
again onee it’s unloaded. Your accountant
calls one more time, to fax vou travel
costs. You pick the best travel option and
your team arrives, along with a crate of
weapons and gear, You equip your sol-
diers-for-hire and, time willing, send them
oll for a litlle training, "Then off they go to

BLOWED ‘EM UP GOOD The tactical combat engine in
Wages is good, with a nice initiative-based movement
system. Intelligent tactics are rewarded in the system,
and realism is well-maintained.

fight it out and retum victorious. Finally,
vou gelamission status from vour
accountant.

In the next mission, your phone rings
again. Its a potential client, who sends
you more faxes...and so it goes. Theres no

overall story and no cutscenes— about
the only pretense of a story is one reeur-
ring, shacly character, Salvatore, that you
assassinale in the final mission. Theres no
pretense of suspense during the cam-
paig; its just some playable scenarios
strung together, with a score at the end.

FORCE RECON

"The saving grace is the tactical combal
system, which is a good tactical engine in
search of a game. One interesting feature
in the combat is that movement is initia-
tive-based. People with better initiative
move first — probably mare realistic,
thougl irmitating when trying lo move a
team of mixed speed through a narrow
door. According to the manual, the
weapons damage done when a combat-
ant takes a hit is modeled realistically,

making both your side and the other guy's



CHECK YOUR SIX! — PROGRAM
ROCKER SWITCH TO:zoOM

IN/OUT OF YOUR RADAR HUD

MACRO 1: F-22 LiGHTNING IIT
MACRO 2: AH-64D LONGBOW™ THE EAGLEMAX FLIGHT JOYSTICK

Macro 3: Descent=Il FROM ACT LABS PUTS 18
MACRO 4: JETFIGHTER ||

PROGRAMMABLE FUNCTIONS AT YOUR

FINGERTIPS, HYPER PROGRAMMABLE
TECHNOLOGY POWERS UP TO 10
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COCKPIT CONTROLS IN FOUR

DIFFERENT GAME MACROS AND

PROGRAM ON-THE-FLY WITHOUT EVER
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REVIEW « WAGES OF WAR

move, you click on the
movement icon (crawl,
walk, run) and click on the
destination, rather than
Llrug:;ingnul the movement
line, You click another but-
ton to ('1'{111(."] ar (IT{\I)
prone. In JAGGED
ALLIANCE: DEADLY GAMES,
the right button was very
handy, allowing you to casi-

ly change the facing of a
FIRE IN THE HALL Weges suffers from quite a few merc. In WAGES OF WaR,
problems. For one, the enemy Al appears to cheat at
times, having better accuracy and vision. It also doesn't
help that there's no compelling story to drive you along
the campaign.

changing facing is a pain,
requiring a movement
order. Actions like picking
up objects are particularly
tedious. Worse, finding the
much more vilnerable than in, say,
JAGGED ALLIANCE.

"There’s an excessive amount of mouse

egress point in some missions becomes an
exercise in hunt the pixel.

The movement Al seems to be one of

the gear—once you leave the weapons loadout

clicking lor any action. I'or example, to the stupidest I've seen in a long time. |

" CRACK COMMANDOS

ne of the more annoying user inter-
face quirks in WoW is assigning
weapons and gear to your merce-
naries before a mission. Check and
double check what you order from the catalogs,
because once you place the order, you can't return to
order more stuff later. Also, when actually handing
out goodies to your team, make sure to allocate all

screen, you can't go back, and leftover gear is gone.

Note any special gear that may be required in a
mission. Attempting to rappel from a helicopter with-
out rappelling gear means you've hosed the mission.
On the other hand, some govemment assignments
already come with special gear, so don't burn up dol-
lars duplicating equipment.

- Watch the dates at the bottom of the screen when ordering intelligence summaries, planning travel, or
sending your unit out for training. Exceeding the completion date Is an automatic mission failure. A few mis-
sions also have time limits once you launch, so keep an eye on the mission clock.

Stance in this game is critically important. Go prone whenever possible—you're much harder to spot and
hit. Click the AP Saver button, which reserves action points for opportunity fire. You can exceed an action
point limit, but it's made up in the next turn, so watch those negative numbers. Understand the movement
order of your team. Since maovement order is based on initiative, make sure you don't block a vital door
with a late-moving character, or else your high initiative shooters will get stuck.

Unlike Jacgep AvLiance, there is hilly terrain, which you can take advantage of for defensive bonuses.
The enemy Al never seems to take advantage of hillsides, although they will take cover behind obstacles
and go prong.

SUIT UP When outfitting you team, make sure
you do it right. You only get one chance to order
weapons and equip teams. Also keep in mind
that certain missions might require certain spe-
clal equipment.

APRIL 1837

would elick on a piece of clear terrain
only a few steps from my mere, only to be
put ished with a “sorry, cannot mm]ﬂ_\'"
message. As for getting them to run out of
an apen door with a single command —
forget it. You have to issue multiple com-
mands—run to the door, un through the
door, then run to the final destination.
"There must be a lot of static on that radio.
By the way, the voice messages from your
mercenaries only adds to the generic feel
of the game, as there are only two voic-
es—one female and one male — once
you get into combat. It's a huge contrast
from the wide varicty of characters avail-
able in JAGGED ALLIANCE.

On the other hand, the combal system
seems to work well, even thongh the
encmy has the suspicious ability to hit you
with small arms fire at extreme range with
grealer accuracy than you, and also seems
to have the best night vision this side of a
cal. On the realistic side, proper small unit
tactics are rewarded with relatively light
casualties and greater chances of mission
suceess, The number of enemies you face
is pretly realistie, too: [ts not you against

the world.

WHERE'S THE GAME?

Despite its warts, the combat engine in
WacEs oF Wak is mostly enjoyable. The
rest of the game, though, leaves a lot to be
desired. Just a little more custom artwork
and a bit more personalily in each merce-
nary would have helped a lot; adding an
overarching stonyline would have been
icing on the cake. If you want to practice
small unit tactics, then WAGES OF Wak is
worth checking out. If you're looking for an
immersive gaming experience that ties it all
together, though, take a look at the JAGGED
ALLIANCE games ar the quintessential
squad-level strategy game: X-Com., %

PAPPEAL: For gamers who like tumn-
based, tactical squad-level combat.

FPROS: Solid,
tumn-based tactical
comhbat engine,
good graphics.
FCONS: Engine
without a game;
awkward inter-
face, generic feel.




A CyberJunkie’s
UiCimate Fantasy

Come True....

Cross the boundary that separates
dreams from reality. Enter the virtual
world of Net: Zone, an adventure
game with a world full of bizarre
computer programs, artificial life
forms, and floating platforms.
Discover the CYCORP virtual reality
interface linking you to the cyber-
space waorld of the Genecys Zone.
Attach the neural device to your
head, and let your mind interface
directly with the Zone....the secrets
of CYCORP and the mystery of your
father’s disappearance are waiting...

To order, interface with your local retailer or call
1-800-GAMETEH

WebSite: http:/www.gametek.com
01996 Inc. All Rights
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STRATEGY/WARGAMES

Price: $39.99 ($19.95
for registered Stars!

players)

System Requirements:
386 or better, 4MB
RAM, 2MB hard drive
space, 2x CD-ROM
drive, VGA graphics,
Windows 3.1 or Win
95, mouse, Windows-
compatible sound
card.

if of Players: 1-16
Protection: None
Designer: Jeff
McBride and Jeff
Johnson

Publisher: Empire
Interactive
Germantown, MD
(800) 216-9706

kX k*k = REVIEW ¢ STARS!

To The Stars...

The Most Comprehensive Spaceploitation Game Ever

Reader Service #: 332

Has Finally Landed on Retail Shelves

by Martin E. Cirulis

s Mastrr OF ORION 2 too easy
and flashy for the Vader within? Is
S1ar GENERAL too limited for
your strategic desires? ls
SPACEWARD Ho! 4.0 just too dam
silly for you? Then hang onto
your command helmets, boys
and girls, because STARS!, from
Empire, puts the blood, sweal,
and tears back into stellar con-
quest, STARS! lacks almost every short-
coming found in the recent crop of
Spaceploilation games: "The universe is
huge and relatively realistic; the mumber
of players, both computer and human, is
large (16); ship design is varied and nicely
open-ended; and the strategic options are
wide-open, with a marked absence of the
single right-answer strategy seen so often
of late in SF games that involve research
and design,

Of course, as with all things in life, the whole thing could be played viaa
strategic joy does nol come withoul a BBS in a kind of ultimate play-by-email
price, and here it is a fairly steep onc in setup, which rivaled many of the profes-
terms of complexity, lack of chrome, and - sional pay-by-turn PBEM games tha
sheer information overload. were out at the time.

Now, about four vears later, we witness

BLAST FROM THE PAST
Long ago (at least in

the birth of another game, STARS!, obvi-

computer gaming time), |
stumbled acrass a great
little shareware
Spaceploitation game
called VCA PLANETS,
where up to 1l players
could choose from races
of questionable originality
to clash across the depths
of space. It wasn't pretty,
but it did offer a myriad

of stralegic and tactical

RULE THE 2D GALAXY Combat certainly isn't as fancy as
that in MOO2 or Deaowock. Fortunately in Srs!, combat
takes a backseat in importance to diplomacy and produc-
tion. You don’t win wars by force alone.

decisions if you were will-
ing to put a little time and
cffort into it. The real
novelty though, was that

CGW APRIL 1997

DRY DOCK In this cluttered screenshot, we're building a ship. Don't let the over-
flow of information put you off, though. Once you gel past the learning curve,
Smns! reveals a lot more depth than nearly every other space game.

ously trying to do much the same thing,
only doing it better. While some loyal
fans of the oniginal VOA PLANETS may
debate Stars! suceess, none can deny
that it seeks Lo cover much of the same
ground, and has achieved what VGA
PLANETS did not —a Win 95 facelift and
shelf sales through a major distributor; in
this case, Fmpire.

Stanrs! is as much about the real guts of
spaceploitation — resource gathering,
exploration, and production of weapons of
war—as it is about combat itself. Here,
knowing how to create and protect miner-
al convoys is as crucial a skill as putting
together an invasion fleel. In fact, it’s prob-
ably safe to say thal combat, while
detailed, is actually the least interesting
part of this game, and in large multiplayer
games, lhe show of force and the use of
clever diplomacy brings more gains than
actually blowing anvthing up. But regard-
less of your style of play, STars! is wide
open enotigh to handle it, and then some.



MACRro 1: NHL' 97

Macro 2: FIFA Soccer 97| EquirPED WITH 16 HYPER

PROGRAMMABLE BUTTONS,
ACT LaBS’ POWERRAMP MITE

Macro 3: Tome RAIDER"

MACRO &4: QUAKE"

EXECUTES PLAYS LIKE A PRO. HYPER
PROGRAMMABLE TECHNOLOGY TEAMS
UP TO 10 KEYBOARD MOVES INTO
ONE HOT BUTTON. STAY-IN-PLAY
WHEN YOU PROGRAM AND SAVE YOUR

CUSTOM CONFIGURATIONS INTO FOUR

SEPARATE GAME MACROS,

Q SPEED BURST

Rk i o
OR AN END-TO-END RUSH
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[N DO |

MAX THE EXPERIENCE

e:_;ftrﬁﬁic§ Boutique, Best Buy, Lechmere
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REVIEW ¢ STARS!

{Ardradun tasts f Thara? - Thee Voovemie Gpace Llistegy Conguast Losa|

waypoint Z

STAR-GAZING This is the official S1ars! website, where you can look
for all the BBS sites offering Stars! games, as well as check out the
FAQ, get support, and read up on the latest updates.

he Stellap Community

he best value in Swrs! is that you

aren't just purchasing a CD-ROM in

a big box; you're buying your way

into a huge community of dedicat-
ed Swns! players, who are all out there just wait-
ing for fresh meat.

If you don't already have friends playing Stars!,
then | strongly recommend you get onto the main
Smns! Web site at hitp://www.webmap.com/stars!,
If you are as yet undecided about whether this
game is for you, this excellent Web page will be
very useful in helping you decide if this is the type
of game you want to play. In addition to a large FAQ
file and endless playing tips, there is a comprehen-
sive list of links to other sites where Stars! games
are being played, and the numbers of various BBSs
that have file areas specifically for this game.

Strs! owners with AOL accounts can send email
to ogfstars@aol.com and register as players in
order to join games and special tourneys to be held
in the future. And if all this connectivity isn't
enough for you, subscribe to the Swrs! newsgroup
at REC.GAMES.COMPUTER.STARS.

Once you get the hang of the game, it is fun to
be involved in two or three separate games at a
time—as long as you can keep your save turn files
straight and you pick games with complimentary
schedules. Until then, though, | recommend going in
search of games clearly marked for beginners—at
least in your first couple of forays—as there is noth-
ing like being crushed by pros to really ruin your day.

CeW APRIL 1997
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Unfortunately,
part of all this flexi-
bility is inform-
tion, and there is a
vast sca of it in
Stas! that could
casily drown play-
ers weaned on
Mlashier, less-dense
fare. There are lit-
erally dozens of
things that can
require your atten-
tion here: from
population and
envirommental
conditions on
every world, to the
speed and dis-
tance of incoming ships. The designers
have heen careful to give you a very pow-
erlul interface with which to handle all
this detail, but sometimes it feels like
you're running i new operaling system as
oppr wed toa game, Alter
some effort, you'll get the
hang ol aulomating most of
the micra-management of
YOUT €mpire S0 you can con-
centrate on bigger decisions,
but the average player may
need alittle convineing that,
in the end, it will be worth all
the trouble,

Fortunately, there is an

but cventually predictable, computer
opponents, While chrome and presenta-
tion should not be the priority in a strate-
ay litle, they do go far in making a lengthy
game enjoyable and interesting to play. If
Stars! al least had a combat resolution as
visually satisfying as the one in the old
VOA Pranits, would have less hesita-
tion in recommending it to the lone
gamer— but as itis, this title feels a little
too “shareware” for most solitary gamers.

On the other hand, S1Aars! does
deserve full points for providing an afford-
able and truly epic PBEM space stralegy
game that can provide literally months of
entertainment —and its all as close as the
nearest BBS with a file utility, or even
your own enmail account, should you
deeide to organize your own game.

[f you are the type of wargamer who
likes their strategy games huge and
chrome-free, then S1ars! could be the
brightest star in vour future for a long
tlime to come. ‘i—,

extensive tutorial that takes
you through the first 80 turns
of the game and shows you
low to make the interface
work for you instead of
against you. Make good use
of the tatorial, because there is a lot of
game here, but it won't be much fun
until vou become familiar with the intri-

cacies of the system,

HITS AND MISSILES

While | found the depth of this game
to be a refreshing change from these days
of wargame over-simplification, [ can't
really say that 1 will be spending much
time playing it in single-player mode. It
just a little too much work for too little

reward when playing against the varied,

LEARNING CURVE While the galaxy waits in the
background, you're determining the course of the
Empire’s research. There are myriad choices and an
extensive technology tree.

PAPPEAL: A must have for any
wargamer with a yen for epic PBEM
struggles.

PPROS: Possibly the largest, most
in-depth Spaceploitation game of all
time. Perfectly designed for extended
PBEM play.

PCONS: A leamn- N

ing curve as long ( (“v

as the special

effects are sparse. “"-""_
Prabahly a little k
thick and dry for

the casual, solitary HA'I‘EI]
gamer.

*
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“The Best
Mullmlaver' Game Evep
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ince 1989 Bomberman hag
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he ultimate multiplayer
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haracter animations, and a vas
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STRATEGY/WARGAMES

Price: $39.99

System Requirements:
486/66 or better, 8MB
RAM, 25MB hard drive
space, VGA graphics,
2x CD-ROM drive,
Microsoft compatible
mouse, DOS 5.0 or
Win 95, IPX or NET-
BIOS for 2-player
games, 16550 UART
for direct link.

# of Players: 1-2
Protection: None (CD
must be in drive)
Designer: Tachyon
Studios

Publisher: Interplay
Irvine, CA

(800) 468-3775
Reader Service: 333

REVIEW ¢ BLOOD & MAGIC

- Blood Without

The Magic

This Real-Time Version of AD&D’S forgotten Realms is forgettable

by Arinn Dembo

ere’s an odd combination
for you: a strategy title set
in the Forgotten Realms of
Advanced DGD. It scems
like a strange idea at first
but, actually, the idea is a
natural. In the collected
manuals owned by TSR
there are literally hundreds

of units and characters, all
of which have their statistics and special
abilities made to order. A strategy game
which made good use of this creative
backlog would blow HiROES OF MIGHT
AND MAGIC and WARCRAFT out of the
water like so much flotsam,

But alas, before anyone gets too excit-
ed, | should tell you that BLoob &
Macic doesn’t blow anyone out of the
water, Despite some classic D&D mion-
sters on the unit list, this game of real-time
tactical combal comes across as a poor
man’s WARCRAIT —and mind you, I'm
comparing it to the original, not the
sequel. Although real-tlime wargames are
currently the rage, virtually everything else
about this title s at Jeast two or three years
oul of date. Its 5 game that | might have
reviewed enthusiastically in 1991 —but
nowadays, it just won't cut the mustard,

GO-GO-GADJET-GOLEM!

For those of you hoping that there is 4
lot of Iorgotten Realms material in the
game, I'msorry lo say that there’s very lit-
tle role-playing involved here. There's a lit-
tle bit of plot material in the pre-combat
animations, but its all just filler, and has
little to do with the game itself. As we
begin the game, we are introduced to the
Blood Forge, a new technology whicl has

cowW APRIL 1997
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MUD AS HELL The basics of gameplay all boil down the basal golems, who can
collect mana as little obelisks or become troops in their golem form. Use them to
form buildings and upgrade them to other unit types.

radically changed the face of war, much
like the ‘Tiherium plant in CommanD &
CONOUER, In this case, the MeCulfin is a
raw, glowing pit in the ground which can
collect up to 300 points of magical ener-
gy —mana—at once.

In the hands of a strong mage, a Blood
Forge will also produce a near-endless

apply of magical slaves called basal

golems. They are the elemental stuff of all
your magical armies — the troops, the
resource base, and the cconomy all at
once. They will obey any conmmand and
can be shaped into virtually any form you
desire, so long as vou have a facility avail-
able and the stored inana to affect the
transformation,

[t takes forty points of mana for the
Blood Forge to produce one golem. Inits
aclive stale, the gnlcm is a little man which
walks, fights, and picks up objects on com-
mand. At rest, the golem reverts back to an
obelisk of mud. As it meditates in obelisk

form, the golem collects mana—like a

solar cell, I suppose —and transfers it auto-
malically back to the Forge.

Put four golems together on the naked
foundation ol a mystical site, and they will
join to make a building. Order them to
transform out in the open and they'll
become a wall of stone —and the more
golems added to the wall, the stronger it
becomes. Once you've raised a troop
building, you can send fresh golems to the
vicinity to transform them into fighting
units. And, if vour fighting units get too
badly beaten up out in the field, you can
send them back to the Blood Forge,
which will transform them back into basal
golems with full hit points.

Now this is an interesting notion with-
out any doubt, but it sounds a lot better
on paper than it works in practice. Veteran
war-gamers have probably spolted the
problem already: 'The system is just too
powerful. Logistics is an important faclor
in real warfare; in BLoon & Macic, it has

been completely eliminated. Al the begin-
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lien Mu ating penguins are invading Earth "

and only you can stop them. With the help

of the crime fighting duo of Rodney and Bernard

combined with an arsenal of frying pans, base-
ball bats, glue sticks, dynamite, anti-alien
machines and good old Earth penguins, you're
in for the fight of your life. But brute strength
alone won't wipe out these bad guys. The right

To order, See your
local retailer or call:
1-800-GAMETEK

strategies together with timing, cunning and the Y

ability to collect enough gremlins and power
orbs are the key to winning this war. If this
sounds a little strange, wait until you meet hun-
dreds of nasty penguins and other bizarre char-
acters as they try to build the lethal Doomscale
Device and take over the planet. With over 50
challenging levels, the battle won’t be won in
one night.

So what are you
waiting for?

Get out there
and kick some
penguin
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REVIEW ¢ BLOOD & MAGIC

BRIDGE THIS GAP One of the problems with the game is a horrible unit
pathfinding Al. Your troops will bump into each other and even lose their ~ were good or evil, chaotic

way. And even if you cross this bridge, your units won't act any smarler.

ning of any map, while you're trying to
strike a balance between working troops
and mana collection, there arc a few tense
minutes when vour golems can be killed
and harassed, which prevents you from
building up a power base. But once you
have alittle forest of snoozing obelisks
vegetating away in your backfield, there
ist't much more lo the game than build-
ing up a devastating army and swamping
the enemy under your units. Theres no
hunting lor resources, and only your
buildings need 1o be defended; the Blood

Forge itsell is completely indestructible.

BRASS TACKS

Broon & Macic has three imajor
problems, any one of which would he
enough to sink the game in 19975 highly
competitive strategy markel. The first
problem, and the least significant one, is
that its just plain primitive. The graphics,
the sound, and the animation are all sub-
standard and ancient. Since the game
runs properly from a DOS hox, [wouldn't
have been so critical of this, except for
one thing— the game designers have the
gall to recommend a 4861X-100 to rmit.
[ts like using a Porsche as a golf cart.

"The second problem is that there just
isn't enough gameplay for your gaming
dollar here. B&M is divided into five sto-
ries—small campaigns which are associ-
aled with the five realms on the map—
andl cach story has three seenarios. There
are only 15 maps. You can play both sides,
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of course, but the viclony
conditions for the two
sides are never really inter-
esling enough lo warrant
the effort.

Once vou complete
the 15 original scenarios,
you can starl your own
character and play a ran-
dom campaign, which
will throw the same 15
maps al you in rancdom
order, and give you an
overall score at the end —
It tells you whether you

or lawful, and how many
victory points you eamed.
But why play the random campaign, since
it's just a rehash of the proper one?

The game’s best feature is the list of
units, which is small but intriguing, There
are five buildings in the game, and each of
them produces four units, ranging from a
basic 25-hit-point goon, to
creatures of greal power and
many sublle uses. All of these
beastics are taken straight
from the Advanced DG

monsler H!'r'llllﬂl]ﬁ. £|F1f| Ilhillg DESCRIPYY
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them in tactical combat was a
real hool. There’s nothing like
sending five wraiths into a
knot of 30 or 40 enemy units
and cutling loose with 50
manas worth of [ear—
which drives everyone but the
paladins a distmee of five
seuares away: Talk about a

gorgeous roul!

AI (ABSENCE OF INTELLIGENCE)
Sigh. Alas, the oceasional pleasure of
using skiffy unils is not enough compen-
sation for the incredibly repetitive game-
play of this title. Which brings me to the
final point: Although the interface is intu-
itive and easy to use, with the usual click-
and-drag grouping of units, the move-
ment Al for your troops is so bad that
uniits traveling together will actually bump
into each other and stop in confusion;
these mud creatures aren’L very bright.
They'll also attack cach other if you acci-

dentally click on your own units instead of
the enemy’s. You can't get too quick and
dirty with the mouse.

And if I thought my own units were
stupid, they were geniuses in compari-
son Lo the computer opponent. [t has
the attention span of a gnat and is so
timid that a player who sets two or three
units to guard a building will rarely face
any opposition. On several occasions,
the computer had me on the ropes—no
golems left and only one or two erip-
pled units left 1o defend a vital strue-
ture —and it would just wander away,
rather than finish the job. | like winning
as much as the next person, but il
shouldn’t be so casy!

Overall, I can't recommend this game,
Fascinaling as some of its ideas are,
there’s not enough here to justify the pur-
chase for strategy gamers or role-play-
ers—unless you reafly want the free

paperback from |. Robert King that

comes in the box. &

of

ARBORETUM About the only thing going for B&M are
the cool creatures. Use basal golems lo create buildings,
like this Arbor Lodge, and then upgrade them into druids,
griffons or other creatures specific to the structure.

PAPPEAL: D&D fans or those who
just need to play one more real-time
fantasy strategy game.

PPROS: Some cool units and an
interesting magic system.

pCoMS: Virtually everything else.
Primitive graphics, bad sound and
music, ancient ani-
mations, abysmal
Al for your own
units and the com-
puter opponent,
not enough maps,
and no resources
to fight over.




Aﬂmn vs. Ruth: Battle of the Big Bats
combmes the greatest-ever collection of baseball
superstars with action-packed realism and grand-
slammm gmnepiay

'Breakthrough features and stunningly accurate
detail bring the heroes of past and present to life
like never before. No doubt about it, you're playmg
with the big boys now.

R

Avallable this sprmg on PlayStatmn md :
Windows PC.
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www.aaronruth.com www.mindscapegames.com www.majorleaguebaseball.com

© 1997 Mindscape, Inc. All rights reserved. Mindscape is a registered trademark and Mindscape Sports Advantage
and the MSA logo are trademarks of Mindscape, Inc. Major Leagque Baseball trademarks and copyrights are used
\!ilﬂ nermlsslon ol m]or League anhall Properties Inc. Windows is a registered trademark of Microsolt

i L § tion and the PlayStation logos are trademarks of Sony Compuler Entertainment, Inc. All
MINDSCAPE SPORTS ADVANTAGE: ; x | nthzr lrademarlas ant uwsmed trademarks are (he nmnmy of their respective holders.




Who to Kill: zombies, cultists, qarguyles, hellhawunds, ha
Where to Kill: graveyards, crematorivms, mavsauleums, slavghterhouses and more
How to Kill: veudoo dolls, flamethrowers, pitchforks, dual temmyaquns and more
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Now, you've got a score to settle and it will he measured in...

™

Spill sceme,

sharevare in stores march 1997

Download the demo at www.gtinteractive.com/blood

© 1997 Monolith Productions, Inc. All Rights Resarved. Blood isa T of Monolith P ions, PO Box 3268, Kirkland, DOSIPC
WA 88083. This game uses the Build engine and tools by Ken Published and by GT Interactive Software
Corp. All other tradamarks are the property of their respective companies. CD'ROM
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Four races are at violent odds for control of Hhe Zeta galaxy! It will take all your strategic genius fo harvest resources. learn new technologies and build
the superior space armada. But looming over all of you is the vlfimate l_hreat! fin evil race more powerful than you and your combined enemies!

Star Command: Revolution. More fo control. More fo command. More fo conquer.

HE=k & .z,
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. MORE CONTROLLABLE UNITS AND RACES THAN
E[IMMHNI]E*El]NI]IJEHHNI]WHHEHHFTiI o

S 1897 Metropolis Digital, Inc. All nghrs Reservea. Py d and by GT &
Corp. Command & Conguer is a trademark of \ﬂ.es"mood Studios, Inc. WarCralt is a trademark ol BT Interactive L]
Blizzard Entertainment, a dwision of Davidson & Associates, Inc. Al other tmdamarks are prupenles ol e
their respective companies 0. re
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Damn, another near miss, but you've managed to keep your head for another few
seconds. This morning you were just another archeologist, exploring an ancient
pyramid. You didn’t expect this. The secrets of the past await you in the future as you
embark on a mysterious, danger-ridden journey into this ancient pyramid. Spectacular
3-D images and animations come 1o life as you go through corridors full of devious
traps and puzzles in a race against time to save the future from
a mad man trying to destroy the sun.

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

bean'ne Awanh CIRCLE READER SERVICE #72

Caopyright 91996 Mojave, Al rights reserved, Mojavee is o repistered tademark, LUXOR® §s a registered iademark of Rampares, e, acsobsidiary of 21994 Cireus Cireos Bnerprises, ne Al other



SCORPIA

ADVENTURE/RPG.

Hold Your Oyste

Sir-Tech’s Light, Comic Adventure FasLE Is A Fun Adventure:
But It's Going Back to the Shop for a New Ending

he world of
Sir-Tech’s
FABLE is in
bad shape.
An ancient
cataclysm
splititinto
four sepa-
rate lands,

cach ruled
over by a demon. As might be expected,
life is a little tough for the people who live
there, and a hero is needed; in this case,
our boy Quickthorpe. His mission is this:
travel o each of the four realms (the
lrozen Lands, the Land of Mists, the
Engulfed Fortress, and the Land of
Shadows), kill the demons, and recover a
special jewel from land that will set things
right again. Along the way, Quickthorpe
will face a variety of abstacles — from
ogres, lo lizard guards, to perilous sirens
beneath the sea—who will attempt to
stop hina in his tracks. 105 a typical adven-
ture game setup.

I FEEL FUNNY

Since [ABLE is a comic adventure,
things are naturally somewhat on the
bizarre side, but not unduly so. Much of

er. This month, your gaming
soothsayer has visions of a
game that should warm the
cockles of serious RPG fans'
hearts. Interplay has begun
work on IRON THRONE, a real-
time AD&D role-playing game
that will be set in TSR's
Forgotten Realms world.
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Bioware, the team responsible
for Interplay’s MecHWARRIOR-lite

»Step inside, wayward adventur-

The game is being developed by

the humor in the game comes from
Quickthorpe’s conversations with other
characters or remarks about objects,
rather than from slapstick situations or

ad- ven, tur

oiven situation. Still, this is not
hunt the pixel; overlooked
objects are usually in obscure locations,

rather than being invisible onsereen.

odd gameplay.
Puzzle solving, for example, is a pretty
straightforward matter, more so than in
most games of this type (like
TOONSTRUCK or DISCWORLD), You are
more likely to have trouble because you
missed an ilem somewhere than for not
being able lo figure out what to do ina

game, SHATTERED STEEL, and, in
theory anyway, IRoN THRONE
promises to meld the real-time
action of DiasLo with more
robust, traditional AD&D role-
playing. Look for it toward the
end of '97.

kIn the bad news department,
rumblings from Sierra indicate
that they’re beginning to lose
faith in standard adventure
games. The first game to get the
axe: CLoak.
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Take the l.ﬁl”l ~peppers

FROZEN TUNDRR Omcklhnrp s adventures begin in the Frozen Lands, where he must
kill the evil lce Giant. Once you dispel the ghost inhabiting this house, you can collect all
sorts of goodies inside to get you on your way.

“ Since

you’'ll never
play FABLE's
original end-
ing, I'll ruin
it for you....

FABLES interface is simple o leam and
easy to use. 'The right mouse button
eyeles among the functions of examining,
Laking, giving, and using objects; as well as
starting conversations and moving. The
left button performs the actual task.

Quickthompe’s inventory seems to be
bottomless; he can haul around an amaz-
ing number of items. The inventory
screen ean be brought up any lime by
looking at Quickthorpe, or by hitting the
space bar. The inventory box is actually a
window that can be moved around the
sereen or resized as needed —a very
handy feature,

“To use anitem, you just pick it up and
click where you want to use it, either
onscreen or on another item, Ifit can’t be
used ina particnlar situation, nothing bad
happens; Quickthorpe merely says “That’s
nol a good idea,” tJrsnmcI]ling similar.
Also, there is no way la drop objects on the
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Price: $49.95

System Requirements:
IBM-compatible 486 or
better processor,
Windows 95 or MS-DOS
5.0 or higher, BMB RAM,
2MB hard disk space, 2x
CD-ROM, SVGA video
card, Microsoft-compali-
ble mouse. Supports
SoundBlaster-compatible
and other major sound
cards

Protection: None (CD
must be in drive)
Developers: Telstar
Electronics Studios Ltd.
Publishers: Sir-Tech
Ogdensburg, New York
(315) 393-6451

Reader Service #: 334
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gmnlld. $0 you can experiment with-
outworry; an ilem won't be used
unless its meant to be used.
Conversations are started by click-
ing the mouth icon ona person.
Usually, Quickthompe will have several
possible responses, which are shown
in the dialog box. Click on the one
vou want him to use. In certain situg-
tions, he may also say something on
his own, depending on the responses
you initially choose. A very nice fea-
ture of the game is the ability to tum
on subtitles, so vou can have lest of all
conversations, You can also tum the
speech and sound effects on or off.

TOON STRUCK

Unlike many games laday that go
for an elaborate production with live
aclors and video, FABLE is entirely
Dand drawn, While this makes for a
certain cartoony feel —whieh fits in

well with the game’s humor— the

NICE OYSTERS On your way to the Engulfed Fortress, you'll encounter a

beautiful, but dangerous, siren. The smart adventurer will ignore her and

search for oysters instead.

renderings are very pretly (especially
the backgrounds), and add an interest-
ing otherwordly touch to the game,
Locations in FatE are small: You
can'Lreally get lost here. Mapping
isn't generally needed, except in one
place where vou have to go through a
miaze. Happily, the maze isn't oo
!urgu, and since it's Ingi(‘;llly construct-
ed, it’s casy to map out, The game
also includes its own map. In three of

the Tands, an overall view of the area
appears when Onickthorpe exits cer-
tain screens. When vou move the cur-
sor around, the map lights up arcas
vou can travel Lo, and clicking on one
sends Quickthorpe that way.

You can save and restore games
any time outside of conversations.
Fight positions are available, and they
come with thumbnail pictures of the
current location. Titles are a little

What you get to do: Shoot with gun, shoot with D-pad, shoot with D-pad and partner, shoot with gun and part

1997 SeqaSofl Inc, AN fights raserved. SoqaSolt and the SeqaSall oga am ademarks of SepaSalt ine. Segn i regstared in the LS. Patont and Trademeark Offico, Sega Satum is a trademark of Suga, Sousk The Desposabile Assassin, tho chie




cramped, though, and the save names are
restricted to a maximum of 10 characters,
‘The only technical problem [ experi-
enced was the game’s tendency to lock up
on oceasion when changing sereens. This
could happen any time Quickthorpe
moved from one place to another. | finally
got around this problem by using a boot
disk that loaded EMM3S6, instead of my
usual OFEMM. Other than this one glitch,
however, the game ran flawlessly.

I HAD A DREAM

‘The game ran flawlessly up to the end,
that is—and here | have an interesting
story to tell. We are all familiar (too famil-
iar) with game companies releasing
patches to fix bugs in their games, but it is
unusual (unheard of in my experience)
for a game to receive a major revision
after it5 in the box when it has no real
technical problems to speak of.

But that is exactly what has happened
here, FaLE original ending — the one |

played —was highly unsatisfacto-
ry, ancl the first, and unpublished,
version of this review was highly
aritical of the whole game
because of it. Since you'll never
play it this way, Ill ruin it for you:
“The whole adventure is imagi-
nary, taking place entirely in the
mind of a murderous nutcase
behind bars. Obviously such a
conclusion wouldn't go over well
with serious gamers, and Tmnade
no bones ahont saying so. You
Iave lo wonder about designers
who forget that gaming is supposed to be
arewarding experience —not a build-up
to a total letdown,

However, after | submitted the review
(but before this issue went Lo press), Sir-

“lech contacted us to let us know that they

had persuaded FABLES designers to creale
amore acceplable ending, [have not vet
seen this new ending, but it has been
described to me, and it definitely sounds

SCORPIA

SHIP HAPPENS Quickthorpe's search for four precious stones will
take him above, and beneath, the sea in FsLE.

much better than the first one Twas
unfortunate enough lo play.

In the nest issue | will do a quick
update on my experience with the new
finale. In the meantime, however. | can
tell you that FaLE is a fun, but simple,
game; and | recommend it as cither a
good Fx-ginncr's adventure or a pleasant

altermoon’s diversion for the veleran
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ol wilh D-pad and gun, shoot wilh gun in each hand. What you don't get to do: Recite poetry, pick daisies, hug lovable stuffed animals.

wrronity Just Got Funky are adomarks of Rob Schrab, Windows is a badomark of Mirosolt Com, FOR A FREE WINDOWS '85 DEMO OR TO ORDER SCUD DIRECT. CALL 1.8B8.SEGASOFT WWW.SEGASOFTCOM SEGASQFT™




“Den Pin Ailey is a fun, addicting game” B . ;
| y delivexs enough fun pe

“ i 1le ; : ;
Teniedt o gnized &8s the kingpin ok

: _ 0
ent Veekly’s frame to be ri(;mue]?ro
its sporb.

“Ten Pin i1le

J = One of ;
Ten Best Tige e

O Games of the Yegy,”

“Pen Pin Alley is unquestionably the best bowling game yet created...This game isn't as
fun as real bowling = it’s more fun that real bowling.” =VideoGameSpot

BOWLING SREES RENIED

Sanclioned by Rrallable Now

Devaeloped by

I ™ Windows® 95 P BRI s et e
Screen ahola may vary by platiarm. Ten Pin Alley™ (s a al sl ] s

ASC
GAMES™

- © 1695 PEG Limlted ©1996 c Bowling Hall of Fame and 14 vt ey o
i FBWI“: - I8 a reglstored of Bawling Hall of Fame and Museum, St. Louls, MD. ASC Games™ [s "o
of Fame and Musium o of Tan Pin Alley™ I8 by s hoanana
SLLous M Head Gomes™ s ysed by perission. Windows® 95 ls 8 regl o Microustt Corp. http://www.ascgames.com
"™ and the § lago are ol Sony E Ine. Sega Saturn™ Is

a trademark of Sega Entorprises, Lid. All rights rosorved,
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Do We Really Need Computer YAHTZEE?

game
becomes a
classic
because it is
loved by
large num-
bers of peo-
ple over

long periods

of time, and
usually aver multiple generations. So it
miakes sense for computer game compa-
nies to lnok to the elassics for inspiration.

Alter all, these are the games tal pleased
Mr. Jones, Mr. Jones’ father, and his father
before him; maybe they've got what il
takes to please Jones, Jr, loo—even if
Jones, Jr. spends all his leisure time in
front ofa computer.

The logic is impeceable; and yet the

conclusion is flawed, or at least the deci-
sions the conclusion leads game compa-
nies to make are, Hasbro, for example, has
received a lotof publicity for its recent
CD-ROM versions of games like Risk,
Monopoly, Cluel, and Scrabble; and
deservedly so. One might ask whether the

ROLL THE BONES Whether viewed in stunning psychedelia or classic ebony and ivory, Yantzee's
graphic pips still aren't up to rolling real dice from a real cup.

world needs another compuiter version of
MONOPOLY or SCRABBLE, but not
whether the world ought to have at least
one really good version of it. And Hasbros
versions are really good,

But these aren't the only classic games
on the Hasbro backlist, and they're not
the only ones that Hasbro, in a spurt of
adaptive zeal, has brought to the compul-
ersereen. Most recently, there's TRIVIAL
Pursuirm and YAHTZEE.

Now, no serious gamer would question
whether Yahtzee is a classic game, and
despite its relative youth, few would argue
about Trivied Pursuit. But Tie-Tae-Toe is a
classic game, too, and so is Charades—
that doesn’t mean that making computer

games out of them is a good idea.

THE RIGHT TOOL FOR THE JOB

Why not? Well, for one thing, while
computers are better than humans at
some tasks (such as instantly tallving up
points according lo arcane rules or mov-
ing large numbers of little picces at
onee), they are iuch worse at olhers.
Games that have a lot of features that can

APRIL 1997

be improved by the use of computer
technology are the ones you want to turn
into computer games. Games that
dont—or worse, ones which adapt only
clumsily and unnaturally to life on the
computer —are the ones you want to
leave the way they are.

“Take TriviaL, Pursurt. Like every other
Irivia game altempled on a computer, this
game runs into the barrier of natural lan-
guage processing. The computer asks a
question, and the player has to answer it.
But how? Computers are notoriously bad
al parsing English, and variant forms (for
example, is the song called “The
Camptown Races,” “Camplown Races,”
or “Camp Town Races™?) are a nightmare.
Hasbro’s solution is to duck the issue
entirely: it displays a trivia question
onscreen and then instructs the plaver to
“say vour answer oul loud.” Next, you're
supposed to click on the “answer” button
to display the correct answer. If the
answer you spoke out loud matches the
computer’s, you click “right” to let the
machine know you got the question right.
[ not, you click “wrong,”

Forgive me, but this is the
most brain-dead game design
['ve ever seen in a trivia game.
The computer isn't helping
}'ﬂll orin f\n.\' \\'}1.\' |'||-'Il\"in[__" lh('
gaming experience belter.
"The old-fashioned system,
with cards vou can tum over
al your own pace, was easier
and better. The designers
tried to find other ways to jus-
lify the existence of their pro-
ject, such as by including spo-

racic multimedia elements in

“ When

reviving

classic
games, some
common
sense is

required. ”




You need ‘em to play.

Hard. Fast. Guaranteed to thrill. The fastest, most innovative digital ball-basher in the universe is here for your personal pleasure.
Five savage, fully-animated tables from the ricochet riot of Firestorm to the badass overload of Duke Nukem with all the the authentic
gravitational pyrotechnics of real pinball. View all the table at once or get close for some whiplash scrolling action! Send scampering
aliens to neon oblivion! Go gonzo with 5X multi-ball mayhem! Hit rails, flippers, pops, sinkholes, targets, magnetic
flippers, ramps, the ‘cyclotron’ ball accelerator — every conceivable pinball feature in all its glory!

Get Balls of Steel and test your manhood today!
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the questions (a few are read aloud, others
contain tiny animations), but these are
paltry and desperate attempts, especially
since the animations rarely run to com-
pletion before locking up.

Yar12EE, on the other hand, has
somewhat more involved rules and scor-
ing than your typical parlor game, and
unlike TRIViAL PURSUIT, YAHTZEE does
provide a simulated opponent. The prob-
lem here is that, despite some very ratio-
nal and useful computer input (it caleu-
lates the odds for you before, and sug-
gests plays to vou after, each dice throw)
and some stunming 3D animation for the
dice, Yarrizer definitely bumps up
against the “who cares?” problem,

True Yahtzee enthusiasts will play il
wilh real dice, and if no opponent is
around, then they'll play without one
(Yahtzee is, at heart, a kind of solitaire, only
using dicc instead of cards). The whole
concept of a virtual dice cup that uses
precise simulation of the physics of dice
throwing— YAITIZEE's main altraction —
borders on the obscene. Simulating brain
surgery, driving a race car, or building a
cily makes sense. Simulating a dice cup is
preposterons. I a brilliant simulation, but
why in the world would you buy a com-
puter game that brilliantly simulates
throwing dice?

SANITY CHECK

“To answer this question, the design-
ers throw in extras, such as a version fea-
turing tetrahedral dice, a version with
multicolored dice, a battle version in
which you can knock your opponent’s
dice offl his rack with your throw, and
some especially nice boxtops. There's
also a slick, pounding soundtrack, a la
TriviAL PURSUIT.

In the end it comes Lo the same thing
whether the game is as well made as
YAHTZEE or as poorly made as TRIVIAL
Pursurr. Neither has a reason for exisling,
and if Hasbro sclls any copics at all it will
be purely from trading on the popularity
of their brand names and consumers’
sheer curiosity.

Someone, | hear, has produced a mul-
timedia version of Hangman. [t won't be
very long before somebody does an

CHARLES ARDAI

extravagant multimedia simulation of
Tie-Tae-Toe. Personally, I'm holding
out for the CD-ROM virtual touch-
sereen version of Pattycake.

TRULY TRIVIAL The multimedia
“enhancements” of TRvaL Pursurr
can't touch those of Monorowy,
much less You DoN't Know Jack.
Stick with the boardgame version.

The Rift Between Worlds
Is Open Again!

The New York Times Bestselling Author

RAYMOND E FEIST

Rageora
Demon

Volume Three of The Serpentwar Saga

As the bestselling Serpentwar Saga continues, the final, fiery
battle to save the magical world of Midkemia must be waged
on land and sea. Discover dark sorcery, age-old secrets of the
gods and the astounding fate of true friends — and sworn
enemies —in Raymond E. Feist's latest adventure.

“Feist has a natural talent for keeping the
reader turning the pages.”—Chicago SunTimes

) ’\,-\\-‘0:\'
Available at bookstores everywhere ¥a IIARDCOVER http://AvonBooks.com
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OMPUTER

CHIPS &BITS nc.

POB 234 DEPT 10864 ROCHESTER, VT 05767

INT'L 802-767-3033 FAX 802-767-3382
Orders/Questions: cbisales@sover.net Customer Service: chiserv@sover.net

JOYSWITCH' Now you can jump from joystick to joystick,
game 1o game with the speed and esse of fuming a switch
Mo more reaching behind your computer to svap joystick
cabks on the game port Joyswich does il o 539

*STAR CRAFT Wasteful, short sighted and quarrel-
some humans pillage world after world. You must
gather your resources 1o accomplish your goals,

gither freedom or galactic domination. CD $46
'THE LAST
BLITZKRIEG® will

pul you in the
heat of Hitler's
last chance at
victory in the
West.  Detailed
battles, new land
combat system,
operational artifi-
cial intelligence,
replay  feature
for reliving bat-
tles. CDs41

IBM HARDWARE

30 Magic Accelarator $139
30 Spex $79
Altc ACS55 Spker Sys §159
CH F16 Combtstick $60

BladeFaree W35 £39
Binad £48
Crusader No Remorse  £26
Crusader:No Regrt $34

CH F16 Fightraick $100 Dark Frees 2 Jedi $48
CH Force FX $169 Dark Vengeance 5
CH Game Card 3 Auto S26 Doom 2 Wi5 32

CH Mach 3 Joystick 525
CHPC Gamepad 319

Duke Nukm 3D Atomic 346
Duke Nukm 30 Plut Pk $25

CH Pedals 6 Final Doom S46
CH Pro Pedals 574 Firetight 538
CH Pro Throllle 590 Gar Matal 544
CH Virtual Pilot Pro. 60 Heretic Shod Serp Rdr $37
Gravis GrlP Contealle  S85 Haxon W5 51

Gravis GrIP Pad 2 Pak 524 MDK 4

Gravis PG Gamepad Pro$27 Powerslave 819
Gravis Phoenix Joystk $83 Pray 850
Gravis Thunderbirnd — $43 Quako 553

Joyswitch $30
Lablc LCS 2612 Spks 5112
Laitech Winghn Werior $85

Quake Misglon 1 $20
Quake Mission 2 529
Rebel Moon Rising  $42

Msolt Sidwndr Pro Pad $39 Ruing 4
Space Qb 360 §79 Shadew Wartlor 549
TM Orvng Crtrl T2$108  SkyNET £30
THM FIG TGS s108 StamScape Was &4
T F22 Pro s128 Space Hulk 2 44
TM FLC F16 System  $108 Star Trek Genitns W5 S48
TMFLES Limied Ed 5209 Stife 3§30
TM Flight Contr Pro 599 Subterran W95 329
TM Game Card 525 Tek War 518
TM Rudder Contr Sys 5948 Terra Nova §25
TH Wiz Pinbasl Cntet 532 The Fallen sS4
TM X-Fighter Jystek 545 Tomh Raiger 842

TM Phazer Pad 547 Tomb Ralder 2 £44

TM GP1 574 x5 L46
Verbal Commander  $109 ZPCWES 6
Yamaha SB5 300 Spkr 538 Zombigville 4

[BM ADVENTURE

Visa, MC and Discover accepted. Checks held 4 weeks, MONEY ORDERS UNDER 5200 SAME AS CASH. COD 58. Price, availabitity, offer subject lo change at JII;_T
orders may require additional shipping and handiing charges. Defectives replaced with same product. Al sales final. Call for details

'DESCENT  TO
UNDERMOUN-
TAIN' With a visit
from a stranger
Irom the future,

ancient  caves
Move through an
new world of 30
with 360 degrea
movement. CO $46

‘STAR GENER-
AL' Feel the
power of an
incredibly
enhanced
Panzer General
Game. A 2-
level  combat
system accom-

= modates space
and surface combat. Conquer enemy planets with
over 90 fully rendered 30 starships and 100 of
ground troops and multipul planet types from
fertile gems to barren wastelands. CD§43

‘CH PRODUCTS
F-16 FIGHTER
STICK® Features
the most realistic
Falcon jet stick
grip ever! When
used in conjunc-
tion with the Pro
Throttle all 20
buttons become
programmable
for a total of 40
functions. 3 year

warranty!  §100

IBM ADVENTURE
7th Guest 2 11th Hour 832 Full Throttle 528
7ih Guest 2 Was 84 G-Noms 43
Tih Guest 529 Babiie! Kmight 2 540
awas 6 HardJack 548
Abuse s23 Harvester $36
Ace Ventura b1 Hunter Hunted W35 845

Aden Quest W35 $43
Advnitres on Lego Isle 535

1D4: Independence Day 544
Indestruetinies. 44

Altion 539 Interstate 76 W35 548
Anarchy 541 into tha Shadows £48
Atk of Time $34 tron John Hawk &5
Athanot 840 Istand of Dr Morean 840
Azaels Tear 539 Jumanji £32
Bad Mojo W5 £1n KGB Files 23
Banzai Bug £42 KO7-Princeless Bride 835
Beavis Butthd Vit 5t £31 Kingdom 0 Magic 42
Callahans Crstm Saloon$42 Kings Quest 8 $48
Chronomaster 2 Knights Chase $38
Circle of Blood 543 Lelsure Sult Larry 7548
Cily of Lost Children 541 Light and Darkness 544
Clandesting W5 $44 Lighthouss 548
Creation 5§52 Lion £39
Creatutes Lx] Lost Dynasty £34
Curse of Drapar 541 LLost Vikings 2 42
Curso Monkoy Isle $48 Lst Fls Shelk Hims 2 842
Cyberia 2 548 Magic of Xanth $42
Dark Earth Wo5 §46 Metal Warks 538
Dark Rilt 534 Mission Cde Miflenium 534
Dawn of Darkness 544 Maonstrous City S48
Death Trap Dungeon 542 Mummy 42
Datirum 46 Myst 4
Deus W5 837 Myst 2 £82
Diseworld 2 544 Hemesis 844
Echpes &8 Neverhood &850
Ecstatica 2 87 Nair $43
Fable 548 Normatity 524
Fighting Fantasy 540 Dbsidan W35 549

‘AIR WARRIOR I
Practice maneuvers
and fy with the
same skl and
strategies that real
Ite fighter pilots

AIRWARRIDRII

axposure 1o varous
aircralt options pre-
parg you o defeat
even the most sea-
soned on-fine veter-
ans. CD $46

| 'NBA LIVE 97" The
most  authentic

motion  captured
30 animation from
real NBA players.
Smooth new cam-
era angles, new
OB music, and an
a:ena armuncer Imnrm the tv-style presentation. All
29 NBA team with full rosters, custom players, on-the-
fiy play calling, and so much more make this game
LIVE! CD $45

‘COMMANCHE 3
Masites away! The
helicopter itself is
fully lght-sourced,
shaded and ren-
dered with 30 real-
lime  animation
while easler to get
into and handle.
Night time maybe
the right time for
iy of
Commanche ‘s
1 missions. CD$49

Quilaws W35 a7 30 Une PYI Crp Nght - 342

Pandora Direcive 6 30 Uitra Pinball 529
Phantasmagona 2 354 Beavs Bithd L1 Thas 319
Phantasmagona 552 Bug Too! 538
Plague 42 Bvs & Brind Cllg Deks. $19
Plangttall Was S44 Byg & Bring War Takes $19
Polite Qust 5 SWAT  $47 Cyber Gladiators W95 §45
Power Dolls 530 Earihworm Jim 142 £25
Presto 545 Ecco the Dolphin £38

in Tomb Mid King 839
Quest for Glory § &8

Full Tilt Pinball 2 £4
Full Tilt Pinnil W05 824

Rama 48 Hyper 30 Pintrall £
Aeturn lo Krondor $45 Jungle Pinball $30
Reverence 843 Lode Runner Net W95 525
Rippar 548 Looney Labynnih Poall 329
Rivers of Davm 41 Mutal & Lace NRIS 827
Riverworld 845 Maty Pythns Wele Time$32
SCARAB 542 Mortal Kombat 3'Wa5 §32
SPOR 4G Pinball Bullder 329
S06 Spinal Frontier 525 Pro Pinball a7
Second World 845 Pro Pinball Timeshock S37
Star Trek Judg Ar Coll 838 Re-Loaded £33
Stars §38 Rebel Assault 2 $25
Surreal W5 2 Ruad Rash W5 $42
The Asrival $46 Rocket Jockey 7
The Dig 526 Sonic the Hedgehog  $30
The Last Express S48 Tempest 2000 534
The Tral 44 Thexder 2 W35 $19
Third Miflenium W95 544 TigetShatk 541
TimeLapse Anc Civil 546 Tah Shin Den s27
Titanic Jeny Out Time $44 Total Pinball 30 519
Tme Wep Dr Brain W95 533 Tri-Tryst Wa5 £24
Toonstruck S48 Vecior Man $39
Under Kilmg Moon 818 Virtua Fighter Wa5 542
Viban Decay 343 Virtua Squad 542
Ve Are Not Alone 45 Worms 34
Zarichemesis $53

"THRUST-
MASTER
GRAND PRIX
1" Gives you
the competi-
tive edge:
with wvariable
throttle and
braking  at
your finger-
tips and lightning fast thumb activatec
shifting. Securely clamps to your desk-
top. Total steering range is 180 degrees
of travel. §74

‘INMAZ ABRAMS
The player com:
mands a platoor
of four tanks, o
an enlire compa
ny team witt
other vehicles
artillery,  heli
coplers  anc
artillery attacher
all from a variety
of extornal views
and a mulli 2000
e view, CD $4¢

'FLYING CORPS
g With a supert
landscape
accurate flight
d model and ir
depth research
Flying Corps is
the ultimate ir
World War 1
flight simulatior
that will quite
simply fake
your  Dbreatt
away. CD $41

1BM ARCADE IBM BUNDLES IBM RPG

20 Wargame Classics 520 §1
Aces Collechion 325 i
Archives 2.51ar Wal® 548 3
Awrd Winning g S92 Argna Deluxe 5
Complete Grt Ny ILlI-, a2 Belrayal in Anlara 58
Detinitive Warg, S248 C of Krynn  §7
Detntve Wargme Coll 2 $34 Cobra Mission 5
Ecstatica Bundln 19 Gurse of Azure Bonds S
Fya of Beholder Tril ~ $25 Cyberdudas st
Frtsy Gorl Strat Bodl 834 Cyclones e
Forgotten Healms Coll £30 Dark Queen of Krynn &1
HomesMAMI &2 839 Dark Sun i
10 Anthetogy 69 Dark Sun 2 £
Intrgily All Nghitr 2 530 Dark Sun Online W85 81
Kilrathi Saga 83 Death Keep W5 &
Kings Quest Anthalogy 825 Death Knights Kryon 81
Legund Kytandia Series $25 Diablo $4
Lelsury 5t Larry Anth - 525 Dig By the Swoid ¥
Megapik 5 §32 Disciples of Steel 3t
Might & Magic Trilogy 519 Dungeon Master 2 §a
Miir High Club 26 Elder Seralis 2 SE
Pinball Gold/Builder ~ $36 FR Dese Undrmin 84
Pnze Gen Stri G Bogl $19 Fallout 1.
Polive Guest Autholgy  §25 Halls of the Dead L%
PowerHils Battich 316 Irom & Blood &

Prince Persia Collect  $19
Ouest for Glary Anth 525
Rapid Fire Pak $29
SU-27 Strat Gde Bndle $30
Space Ouest Anthology $25
Star Conteal Colictn 519

Knights Xent NR1B UG &
Knights Xentr PG13 52
Lands Lore Grdns Dest $
Lands ol Lore 5

Take Ten 519 Might & Magie TI(|
The Archives 1 £ar 0f Light & Darkness
Trophy Case 24

Ultimate Gamars Pak 535 Rav t Strahd
Ultimie Flight Sries 320 Rawniit 2 Stn Prop
Warcralt Bitle Chst 355 Realms of Haunting

|3
13
L
Pouls of Darkness &
§
5
S
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‘X-COM APDCALYPSE' You command the eite X-COM
troope. as they invesiigte and repel an aen invasion of
Earth, You research and mantdacture weapons, anmor and
veficies. Destroy the alens before it is too bte. D $45

‘ADMIRAL-SEA
BATTLES" A
naval  conguest
simulation game
the combings the
best of 18th cen-
tury naval war-
fare strategy with
challenging
board play boast-
ing a full musical
score and inte-
grated  sound
effects.  CD $41

'DARK REIGN' In
the 271h century,
civil war rages
ACI0SS the
galaxy. The
Imperium  with
control of pre-
cious water
resources com-

Ty Tow mands the fate
of a 1,000 worlds. The Freedom Guard, a small
bul dedicated resistance group, attempls to
break the Imperium's grip on the galaxy and the
water supply. CD 548

iemRrG [ 1BM SiMuLATION |l 1BM SIMULATION

liftwar Legacy £23 Archimedean Dynsty 8§40
lers Ark Shadow Riva 845 Armgred Fist 2 849
agred Fools 548 Army Air Corps 42 e
erpent’s Kiss 3 Battle of the lronclads 546
hadow Sorceror $9 Big Red Racing W95 529
wyrealms of Jorune  $33 Comanche 3 549

il 29 Command Aces W35 525

B Online &
www.cdmag.com/chips.html

‘TOMB  RAIDER'
Dive into the
action  packed
fantasy world of
infamous adven-
turer Lara Croft,
in her guest lo
retrieve the leg-
endary “Scion”
Explore an envi-
ronment  that
fakes you through
jungles, ruins and
more!  CD §42

‘30 SPEX' From
the minute you
put these on
you're enguliled
in 3D game field
where  wicked
realism  rules.
Bring a whole
new level ol
excitement to PC

games, adding to your competitive edge wilh
depth clues unavailable to the naked eye, plus
exceptional comfort for hours of gaming enjoy-
ment, 579

Y ) R

'ATF GOLD - AHG4 GOLD' AFT Gold brings you the
best multiplayer combat simulation game. AHG4
Gold brings you the most acctaimed flight simulation
series of the year. AFTG $46 AHBAG 546

Msolt FS 8 Euope 2 840
Muzzle Veloclty S48
Nascar Racing 2 548
Nascr Reng W Trek Pek 347
Need Speed Gold W35 $45

British Open Gall  $44
FIFA Soccer 87 &5
Fron Page Football 87 848
Front Page Golt W95 548
Grand Slam 97 W95 §44

£ Trek TNG Collect  $69
f Trek TNG Fnl Unity $46
Bep 530
L] &2
prseapa £19
itima 7 Series $15
ma & Pagan 515

ma 9 Ascension 852
tirma Onling 842
lima Undiwid 182 §15

miled Adventures  $19
ardry Gold W85 532

BM SIMULATION

343 Eurn Alr War 544
88I Hunter Killer 545
.TF. Gold L1
10 Tank Killr 2 W85 348
CS Marine Fighters 825
5 Navy Fightrs Gl 334
C3 US Navy Fghtr 520
H-B4D Longbow Gold 546
HG4 Flash Pt Korea $25
\TF Nato Fighters S22

ihsnlute Zern 5%
ccolerator WS s
wes of Pacific 825

cross Desert 1941 848
cross the Rhine 329
ir Cmtd Nvy Firs 97 545
ur Cmbt Pactic 1942 $16
ir Combal Pacilic Gold$34
lir Warrior 19
ir Warrior 2 Was S4d

Cenquest of the Skies S48

Darkdight S5
Daytona USA S42
Descent Bundiz 82

Desent 2:infnte Atyss S48
Destruction Darby $26
Destruction Derby 2 847
Dreadnaught W5 842
EarthSiege 2 W35 £40
F-22 Lightning 2 $40
FA 1B Homet 3W35  §45

Falcon 3.0 §16
Falcon 4.0 $52
Falcon Goid 339
Fighter Duel 2 W85 $39
Fignter Duel Pro £34

Flight Unlimited 2 44
Fiight Unlmtd Wa5 836
Flying Corp 42
Flying Nightmares 2 842
Formula 1 Post Season $44
Foimila 1 W35 345
Greal Naval Battles 4 334
Greal Haval Dattles 5 $44

Hatries 2020 $45
Hollbender W5 £38
Hined Helicopter 44
Indy Car Rong 2 WO5 848
Jet Fighter 3 540

MIAZ Abrams WO 545
MechWarrior 2 Add On 526
MechWarrior 2 W85 547
Mechwrrior Marcnries  $48
Miceosolt FS 6 W35 553
Manste Trek Mdnss — S40

Need for Speed 2 HE Hardball 6 s42
Rally Champlonship  §42 Jack Nicklaus Golt 97 542
Red Baron 2 W95 548 Links LS 46
Sabrace s48 Links Pro Courses ea 519
Sail 95 536 Links Pro 336 519
Seorcher 546 Madden Football 97 $45
Shanered Steel 545 NBA Full Cr Prss W35 $40
Ship of the Ling W85 544 NBA Live 97 545
Silent Hunter k] HHL Hackey 97 546
Sitent Huntr Patrl 1-2ea 815 PBA Bowling 2 x1}

SimCopter W95 840

PGA Eurpean Goll Tour 846

Speed Racer W/ Brain 520 PGA Tour Golf 96 838
Super EF2000WA5 540 SimGoll 340
Super Motocross W85 333 Total Control Foutball 44
TFX EF2000 545

1K %22 6 IBM STRATEGY

THNN Motor Speis Hdcea $42

Toam Apacha 544 T Lagion £48
Test Orive: O Aoad 842 Ape of Emplres 548
The Condemned WB5  $48 Apents of Justice S48
The Darkening &40 Ares 2
Thunder Truck Raly  §45 Army Men $46
Trophy Bass 2 348 Blood & Magic 346
VMK Racing W25 34 C & C Red Alert 548
Viper.Oper Red Sect $34 Capsar 2 k21
Werewdl Vs Comnehe 2 $49 Capitalism 42
Wing Commander 3 529 Gave Wars '3
Wing Commander 4 538 Clvllizatlon 2 542
Wing Commuander 5 855 Civilization 2 Scen £26
Wipe Out XL S5 Civilization Nelwork 325
Waoll Pack 515 Colomzation 525
Workd Rally Fover S8 Comm CGong Covil Ups $22
Wrid Circ Gran Prix 2 $34 Command & Conquer 547
K-Car Exprmntl Ren 544 C & CWas $45

X-Wing Collectar 524
X-Wng V Tie Fghtr 554
IF-22 24

Conn of New Warld Dix $48

Gonnuest Earth

42

Dark Earth Strtgy W05 845

Call NOW to Order! Source 10864

Dark Aeign Future War $40

2 sar
Destiny W85 845
Dominion 44
Dune 2 329
Dungeon Keeper 6

Emperor of Fadng Suns 538
Empire 2 W95 524
Empire Dlx Mstr Ed 519
Enemy Nations W95 542
Fallen Haven W35 47
Fragile Allegiance $46

£32
Heroos of M & M2 $35
History of World $40
Imperium Galactica 834

"MAGIC: THE
GATHERING' This
top seling trading
card game is now,
for the first time, an
interactive  multi-
player onling
computer game.
I's an addictive
fantasy game fea-
turing  wizards,
exploration, adven-
ture and roke play-
ing. CD 546

'LODNY
LABYRINTH' Board
the Loomy Machine
for a pinball adven-
ture, with champi-
onship  playfield
S design, een fip
control, authentic
light ~ iumination,
m Greek  mylhology
theme, spectacular
sound and 2 kinds of
background - music
529

'BETRAYAL N
ANTARA' An
empire  over ime
has fallen pry to
coruplion and
decay. Tockay a well-
meaning Emperor
faces 3 crumbsing
infrastructure
where  bribery,
intrigue,  nepo-
tism, deceit and
assassination run
rampanl. G0 $48

Star Control 3 a7
Star General 43
Star Natlons &6

Starcraft W35 546
Starship Troopers 546

Syndicate Wars 2]
Trangson Tycoon Bix 342

| $48
Warcraft 2 §46

Warcrall 270 Levels 519
Warcraft 2 Add On S26

Warcratt 3 47
Warlards 2 Dix 0
Warlards 3 a2
Warwind W35 543

%-Com Apocalypse $45
X-Com Teer frm Deep 838

Into he Yoid 44 *-Com UFD Defense $19
Japgd Allng Ddly Game 44 2 £43
Jagged Allance 519

Juttand 519 [BH THﬁDI'l'IIIH.ﬁI.
KKND 6

Lords of Realm 2 548 Barbie Designer s42
Lost Admiral 2 £38 Banieship Was &4
M Gathing Battlemage $42 Ghessmstr 5000 Was 35
MAX. S48 Cluz s40
Master of Magic M Dragon Dice 44
Masler of Orian 519 Hong Kong Mahjong 825
Master of Orion 2 546 Magic Gathering ~ $46
Meche S48 M ! 540
Mighty Machines W35 532 Monty Pyihin Holy Gri 532
Niwe Order 48 Serabble B2
Pirates Gold s19 Uitimate Yahtzee 28
Reach for Stars 2 W95 S48 Virtual Pool sS40
Rebellion Was $18 Virtual Pool Wa35 840
Risk W05 L2k Virtual Vegas 313
Romance 3 Kingdoms 4534 Whee! of Fortune Flat 522
Settlers 2 39 You Don't Jek Ost Pk $20

Settlers 2 Missions  §12
Shattered Nations £46
SimCaty 2000 W95 Net 851
Spaceward Ho! 4 W35 §24

You Doavt Know Jack 2 $31
You Dont Know Jack 531
You Ont Knw Jack Sprt £31
You Ont Know Jack XL 842

Aeqls £14
:;:u"ﬂ:gncludn ;:; GnME UFFEH
Age of Qars $42
Age of Sail 542

Batlegrnd Geftysburg 532

'TEST  DRIVE

[] OFF ROAD'

What @ wild

es rlve ride!  Conquer

ve SRl vy the  world's

A N | moest wicked

%z, terrain, in a

Y. Hummer, Jeep
Ve Wrangler, Land
Rover or Chevy

K1500 271 as you battle your way to the chack-
ered flag, Three unigue environments, snow,
desert ang forest affect the way your vehicles
maneuver. CD §42

‘LANDS OF LORE
II' Guardians of
Destiny. Evil
dwells  within
your own soul,
culminating in a
battle in a 3D
world of ancient
horror and atroci-
lies. You are
Luther, cursed son of the Sorceress of Darkngss,
exploring treacherous lands in search of ancient
magic, a super power that will release you from
your vile birthright CD 548

‘THRUSTMASTER
F-22 PRO" With a
powder  coated
metal base, glass
filled ABS handle,
metal gimbal
mechanism, and
heavy gauge
spring  tension,
the F-22 PRO
gives you the
edge you need in
advanced tactical
warfare.  §128

FREE

IBM WARGAMES

Spend the specified
amount on any in stock
542 software and choose a
free IBM game from
the comresponding list

m 41
Battleground Bulge 528
Battlegrnd Bull Run$42
Balllegrnd Mid East$a2
Ba ound Shilah  §39

£39
Broken Alfiance 824
Close Combat WS 838
Custers Last Command §28
Definitive Geltysturg ~ §44

ast Front 542
Fantasy Genaral 335
Fitth Fleet $39

Fitth Fit Scen Mag 1 519
Grear Bantes Alesndr  $44
Harpoon 2 Oeluxe $25
Harpoon 87 W85 844

Last Bhitzkiieg L2
Man of War $42
Myth 330
Nam s42

Napoleon in Hussin  $42
Operation Grusader 539
Qwer the Relch a0
PTO 2 814
Pacific General W85 §45
Fanihers in Shadows  $42

Ranzer General 2 sz
Panzer General Online  $15
Panzerblitz s42

Perfect Gen 2 wiScen 830
RE Lee CW Gen W95 548
Foad to Moscow W85 543
Rommel at El Alimein 519

below. Request must
be made at time of
order,

SPEND $60
EGrandest Flest 3.5,
Bridge Olymplad 3.5,

Falcon 3 Mig 29 Disk
3.5, Airborne Ranger
5.25, Gunship 5.25

SPEND 5120
Battles of Destiny 3.5,
Disciples of Steel CD,
Julland CD, Riddle
Master Lu CD

SPEND 5200
Falcon 3.0 3.5,
Journeymans Project 2
C0, Jutland CO, Flight
Sim Tool Kit 3.5, Woll
Hunt or be Hunted CD

IBM WARGAMES

Stalingrad 339
Steal Panthers £37
Stee! Panthers Cmpgn 515
Sieol Pnihrs 2 543

TACOPS §44
Tank Resistance 2024 539
Third Reich $39

Tigers on the Prowl 2 $42
V Victory Bundle 528 =
War College £31 §

800-699-4263



The invasion begins early ‘97

v .

.. T 2
pposed to,be a Earadi?@, %
B ;
olonists from 0ld Earth.
But that was before the wars broke ou he provinces turned on one another...

e ,
and*before the aliens arrived...

Windows® 95 CD-ROM Game
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P s hard to imagine a soll-
[ 1 ware product more diffi-
+.-I cull to ereate than a com-
": _‘_I; bt light sim. A successhul
:‘EI ] :: sim incorporales the his-
B orical and tlechnical
™ '_III - background that you'd
L& I finel in the most hard-core
& \'. |I wargame, and it has to
i‘:i - - simulate real-world

slwsies in a convineing manner. The
4 i ]

desiener must, however, balance realism

and historical accuraey inorder o provide

a fun gaming experience. ‘1o be immer-
‘.i\c.||u[mlmnutci(lﬂl\ sticeessful, a sim
needs graphics and sounds to rival the
best action games, And while not a fotal
necessily, an adventure game-quality
background story can do much for draw-
ing in gamers who aren’t aviation bulfs,
Gee, and you thought designing sims was
all fimand games. ...

To geta better idea of some of the
isstes (|n'.~.ir_;lu'r.-. face when creating a
gaine, | lalked to Parsofts Eric “Helleats”
Parker, creator of HELLCATS OVERTHE
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Birth Of A
Flight Si

A-10 Cusal's Designer Describes the Creation of His Next Sim

SSI's still mum on the top-secret features of Su-27

Pacuric and A-10 Ariack for the
Macintosh, and A-10 Cusal for the Mac
and Win 95, Parker’s next simulation

looks to up the ante in the graphics
department and to add some unique
enhancements to his already impressive
physics model. As of this initial look,
Parker is still developing the game’s
underlying engine; specilic aircrall, mis-
sions, and other details are still in the
planning stage. Throughout the year,
we'll follow this projeet — from initial

design, through development, to final

ERIC

PARKER

release —lo see the kinds of decisions a
game designer is faced with as a new pro-

ject progresses.

EUROPEAN AIR WAR

“This sim will focus on the Westem
Front during World War 1. The primary
aspect of the game will be dogfighting,
although there will be some ground-
altack operations as well. Parker shelved
the original plan of doing a Gulf War A-10
simulation next (that project may still

appearin the futuie) due 1o overwhelm-

But the company is about to lift the veil on an unex-

"HELLCATS"

E ﬁ In two

years, we'll
be able to
do sims
that are
almost like
virtual
realities—
based on
real

physics. @ D

-Eric Parker

Franken 2.0, the sequel—which is due out around
year's end—to their acclaimed hard-core flight sim.

Su-27 Fuanker 1.5 will sport Gouraud-shaded aircraft.

pected bonus: Su-27 FLanker 1.5. This mission disk
will sport 150 new missions, a new random mission
generator, and 16-player head-to-head combat.
The game's mission editor has been extended
to allow designers to create mission files that
last over a period of days, or even weeks.
Direct 3D support means that 3D card owners
will be treated to ultra-smooth, Gouraud-shaded
(but not texture-mapped) graphics. A thorough
training manual will be included, designed to
get even novice players ready to battle FLANKER
1.5's improved enemy Al.

PV e e e i e b o
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How does Parker
make an A-10 fiy?
Check out
www.computergam-
ing.com for the full
scoop!
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DENNY ATKIN

wilh fewer dialog boxes than the A-10
series, in order to allow pilots to get in
the air faster. One of the tongher
decisions centers on mission-planner
capability. The current plan is to affer
a basic capability that will allow users
{o set up simple mission parame-
lers —with more detail than the mis-
sion generators in the ACES series or
CHUCK YEAGER'S Ak Convpar—
=

POLY WANT A TEXTURE A-10 Cuga! used flat-shaded polygons to
get smooth performance; Parker’s next sim should have fully lex-

lure-mapped objects.

= but not to allow micromanagement
of every detail. The reasoning here is
two-fold, First, a complex mission
planner is likely to intimidate less

ing demand in the market for products in the
long-ignored WAVIL calegory.

One of Parker’s big concems is to make the
game as accessible as possible (o less expert
fliers, although not at the expense of authentic-
ily. “As a World War 11 sim it's more accessible
off the bat,” Parker says, “as it’s casicr in lerms
of controls and instruments.”

“The sitn will have a faidy flat user interface,

hard-core players. Second, Parker
feels the development resources would be bet-
ter spent on actual gameplay.

Parker does want to please the plavers who
want lo set up excruciatingly detailed missions,
however, “We're loving wilh some ideas,” he
saws, “such as hidden editing features that are
documented in the manual, or going ahead and
publishing specifications for some of the file for-
mats and the Al linguage.”

If Parsoft does publish the file formats,
gamers would be able to look forward o a
wealth of user-created mission editors, proba-

bly with features Parker never imagined.

OPEN SKIES

Crealing realistic aireraft models is anoth-
er area that requires much development
effort. The developer must make tough deci-
sions 1o create a small list of planes wanted
by the largest groups of gamers. Thus, sim
pilots end up getting a lot of time in
Mustangs, Corsairs, Zeroes, and locke-
Wulfs; while fans of Brewster Buffaloes, Yak-
3s, and Fiats are left gronnded.

Parker hopes to provide unprecedented Nex-
ibility, and to make a lot of aviation buffs happy
with what he calls the “Open Plane Interface,”
which will allow third parties to ereate new air-
craft (IFucir Suor for Microsolts FucHT
SMULATOR offers a similar capability, but it
difficult or impossible to properly model the
flight characteristics of many types of aircraft
using the FLIGHT SIMULATOR engine).

mn\e of Fb& g I

Now Available
to the Public

 through the wave chamber hidden Inside the
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Anyone who plays compuler games
will want this AMAZING GHAIR!"
Marc Spiwak
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“I could actually FEEL the punch of
the afterburner!"
Ed Dille, ELECTRONIC GAMES

generates low frequency sound that reso
chair, Thus you not only hear but FEEL your
simulation. Paired with your amplifier, the
ThunderSeat makes your favorite filght sim as
realistic as it can be without a motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position. Add a keyboard holder
and you have the perfect setup for both flight
simulation and office work,

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1+ 800 - 8-THUNDER

ThunderSeat Technologies
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DENNY ATKIN

Programmers will be able o create their own
aireraft, complete with accurate 31 models
and realistic physics. “Since we're doing
physies, not programmed motions, planes
should come apart realistically,” Parker says.
Other companies could take advantage of
the “Open Plane Interface” lo creale a uni-
versal APL that would Tet planes be shared
between sims.

“With the Open Plane Interface, designers
can bypass my physics,” Parker says, “so real
sup-

aircraft designers could bypass my physic
ply their own, and just use the collision detec-
tion in the sin. They conld take up simulated
new designs, fly around the patten, and shoot
landings to test them.”

GRAPHIC VIOLENCE

Camers will see a big improvement over
the A-10 series is in the graphies department.
“Its designed to take advantage of 3D accel-
crators which have a Z buller,” Parker says.
He goes on to add, “If you have that kind of

hardware, vou're going Lo have a very high-

end looking simulation.”

Parker plans to take advantage of a variety of
3D cards, but he didn’t want to tic the engine
loo closely to the first- and second-generation
cards currently on the markel. “We built a sort
of software emulator for 3D cards,” Parker
explains, “We didn't want 1o design an engine
that would only have a life span of a year, so we
built a version of the game that simulates the
maost important aspects of a 30 card, such as
the 7 buffer and perspective-corected texture
mapping.” Parker says the emulation is fast
enough that those without 31 cards will still
find the game smooth enougl to be playable.

Yarker thinks that the eurrent technology
will let him make sims that are much cooler
than in the past; but what really excites him is a
markel-a couple of years down the road —
when he can assime the gamer has a 31 card.
Parker says that freeing up all the processing
power that’s normally used just to draw the
screen will open amazing new possibilities.
“We'll be able to do stuff that’s almost like virtu-
al reality —not with goggles, but based on real

physies. At that point you've got a world where
there's as much to do as in the real world; you
could take boxes, stack them on top of each
other, and put a gon on top of them to build
defensive position.” In other words, with real
physics, you'd be able to perform actions other
than the ones programmers anticipated.

INFORMATION OVERLOAD

Parker went on to talk about how physics
are implemented in his current sims, and how
he's able o work around the limitations of cur-
renl PC hardware to ereate exacting flight
models. We also discussed one of A-10 Copal's
most enlicing features, and one that came as a
bil of a surprise lo the game's developer —
smooth Internet play using Jay Cotton’s Kt
We're oul of space here, though, so check oul
our Web page at htlp:/Awww.compulergam-
ing.com for the scoop on Parsoft’s flight madel
and physies development, and watch this col-
umn nest month for more on the future of
multiplaver gaming as seen by Parker and
other top developers. %

Tn:a.-s provide food, shelter, and
nesting sites for songbirds,
Trees increase property
vitlues, and make our
homes and neighborhoods

more livable.
Trees help

energy. They
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.

Plant Trees for America_

conserve
cool our

J P i

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,

Qur towns should have twice as many
street trees as they have today.

We need more trees around our homes
and throughout our communitics. We

need more trees (o protect our farm ficlds
and our rivers and streams, To provide
wood for our homes and a thousand
products we use every day.

10 Free Trees

Ten Colorado blue spruces, or other
conifers selected to grow in your area
will be given to each person who joins

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
/ Arbor Day Foundation
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| STRATECY & TIPS

Return to Hell for the Second
Fart of Our Diablo Strategy Guide

by Elliott Chin and Greg Fortune

= 11 the devastated town of Tristram, the townsfolk await salvation from

the hideous denizens of the dungeons below the cathedral, Little do
they know; thaugh, that the horars in those halls are but a prelude to a
greater evil that lurks in the catacombs and caves beyond.

“This month’s strategy gnice looks at the best strategies for using each
character class in DIABLO, in addition lo uncovering a few more single-
plaver quests. The lower levels are much harder than the dungeons, so
vou'll definitely need to understand the strengths of your character,
and master his strategies, lest your first joumey into the catacombs be
= your last. This article discusses strategies for the warrior and sorceror

classes. For mogue strategies, visit our Web site al www.compulergaming.con.

Warrior

he warrior is the first character type most novices Iry, and remains
the favorite for many skilled veterans. Lets briefly talk about mak-
ing the most of this rugged powerhouse,

BUILDING A FREIGHT TRAIN

When .'|d:|ing experience points to a warrior, putan cmph:isis on
strength; we suggest adding two-lo-four points per level up. Whats left
can be fairly evenly
distributed, with
more emphasis on
vitality than magic

or dexterity. Once

Check out our
CG-ROM and
Web site for

aven more

YOUr Warrior's
strength hits the 65
mark, be more
aggressive about
adding points to

Diagco strate-

gies, tips and : l
tactics for the OH, THE HORROR Rather than be surounded, | the other atiributes.
rogue and a fight enemies from just outside doorways. This g
few more way, you only need to deal with one enemy at ;
quest walk- a time as they stream out to fight you. f
N — ] <
throughs.
188 CGW APRIL 1997

Win the War of Succession
200 Red Alert (Part 2)

The Soviets Strike Back

206 Tomb Raider

Peruvian Cave Secrets Revealed
210 Quake Hacks

Symphony of Sounds
213 Scorpia’s Mail

RPG Party Animals Register Here
214 GG Tips!
The Best Cheats, Hacks, and Tricks

CROWD CONTROL

Despite his power, a warrior must be careful when approaching new
areas. Marching into rooms and fighting creatures on all sides will lead to
serious trouble in the lower levels. [fyou enter an area and notice that
vou've attracted a lot of attention, retreat. This will string out your ene-
mies and allow you to fight fewer at a time as you work your way back.

Also, keep your eyes open for doonways, narrow passages, barrels, or any-

thing else that keeps your enemies from flanking you. Last tip—use the
shift key when fighting in doorways. Itll keep you from stepping forward
into the room after killing the monster in front of you,



his month we'll reveal five quests:
two on the CG-ROM, and three in
this article. Ogden’s Sign and The
Hall of the Blind are on the CD; and
| Griswold's Magic Rock, Arkaine's Valor,

Rock. If you can already survive
level five, then you can recover the
Rock. It's only a matter of wander-
ing around and finding it.

What will | face there?

i and The Chamber of Bone are here.

Typically, glooms and blinks will be

hovering around the hallways near

What is the object? To find a
meteorite fragment for Griswold that fell to
earth and was stolen by the demons
of the catacombs. £
Where will | find the -
Magic Rock? The
| Magic Rock is on a
' pedestal located on level kY

five. It will be in a non-

descript room or hall-
1 way, but you'll notice it
| as a rock on a table.

|
|
,i

-

oSG ML E WA, S 8 R W SV B P |
What is the object? To
retrieve the legendary armor
of the warrior Arkaine from its
chamber in the catacombs.

recover it?
There is no minimum
level requirement for
recovering the Magic

YOU GOT AXE FOR ME?

While having a shield handy to block attacks is nice, nothing beats
the crushing power of a goad axe. While it’s slower to swing than a
sword or mace, many limes you only need one good hit with the axe
instead of several hits with other weapons. Italso has a much better
chance of hitling scavengers, zombies, devil kin, and their kind, Onee
vou get to the lower levels of the dungeon, you might consider switch-
ing to a one-handed weapon and a shield. The laster attack rate cou-
pled with the ability to block and the extra AC come in handy againsl
the tougher opponents you'll find there.

Sorceror
he sorceror initially seems like the weakest of all classes, but can
grow to become the mast deadly of all characters. ‘The first thing
to remember with the sorceror is to not be afraid o waste man.
You can't wander the catacombs and fire off firebolts at a cautious pace.

A MACHINE GUN WITH SPELLS

Always elick as fast as you can, hecause you can fire off magic spells as
quickly as a warrior can swing a blade. In the dungeons, you can cleara
room full of undead and fallen ones by rapid-firing your charged bolt
spell, which blankets the room with a sheet of lighining balls.

the Magic Rock, but as with all

DwsLo games, the monsters you

encounter will be random. You

could face overlords or goatmen, or

even Homed Demons. Just deal

with them like you do any other
monster in the catacombs and

you'll have the Rock.

- What do 1 get? Once
you take the Rock to
Griswold, he will fashion the
Empyrean Band for you.

MACIE MECE

YOU WANT A ROCK? This is the Magic Rock
that Griswold covets. Nothing special, but if you
bring it back, he'll give you a magic ring.

Where will | find Valor? Valor
can be found on the sixth level below the
cathedral,

What level should | be to find
it? Your character should be strong
enough to kill Horned Demaons fairly easily,
as you will have to face several of them at
once to complete this quest.

What will | face there?
Horned Demons guard Arkaine’s Valor.
How do | get it? On level six you

I the lower levels, when more |'}mwrh|| opponents (such as night
clan goatmen and mudmen) surround vou, you'll need to click away
furiously and keep your fingers ready over the number keys to replenish

your mana when you dip below the 25 percent mark.

DON'T BOTHER WITH MELEE

Another idea to dispense with immediately is fighting in melee.
Don't bother illltlilli__; too many points to strength; you're a sorceror,
not a4 warrior.
The sooner you
realize this, the
better off you
are, You would
do better to add
two-to-three
poinis fo magic
every level, and
one point to

A SHOCKING DISCOVERY Never hesitate to fire
off your spells at rapid-fire pace. This sorceror
has cleared the room with multiple charged bolt
spells.

every other
attribute. Avoid
melee at all
costs, and when
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long chamber
| with two |_

doors on the
south side.
Inside are four
| Horned
i Demons and a
| book about
Arkaine. After
killing the Demons and reading the book,
go through the door at the back of the
room. Here you will find the Pedestal of
Blood and a bloodstone. Pick up the
bloodstone and click on the Pedestal to
i place the stone there. That will open a
passage in the west side of the structure,
I which was previously all stone. Enter

OUTTA MY WAY, UGLY On the autornap you'll
see the chamber that holds Valor Find the
bloodstones, open the secret doors and claim
Valor. .after defeating the Homed Demons.

f-,ln‘ill,t;.'i horde, :'1|1|1|(:_\' hit and run tactics like the rogue.

WHICH SPELLS TO USE

there (go out and to the left) to find two
Horned Demons and a second blood-
stone. Place it on the Pedestal and anoth-
er passage will open in the stone wall on
the east side. Inside are two more Horned
Demons and the last bloodstone. Place it
on the Pedestal, and the wall behind the
Pedestal of Blood will disappear, Walk
past the torches, kill five Horned Demons,
and pick up Arkaine's Valor.

What do | pet? Arkaine’s Valor is
magical armor that has an armor class of
25, adds +10 to vitality, -3 damage from
enemies, and bestows fastest hit recovery.

What Is the object: To survive pas-
sage through The Chamber of Bone and gain
the knowledge that lies inside.

Where will 1 find the Chamber
of Bone? The entrance to The Chamber
of Bone can be found on level seven.

What level should | be? Your char-
acter should be strong enough to dispatch
unseen, Homed Demons, and horror cap-
tains with relative ease, Sorcerers should be
aware that horror captains resist lightning
and are immune to magic.

How do I get It? First, read the mythi-
cal book on level six. It will remove the walls
surrounding the stairs leading to The

Chamber of Bone. Walk down The Chamber
and you'll see a main door for a large room,
and hallways on your left and right. At the
end of each hallway are two Homed Demons,
one unseen, and a lever that apens a secret
door on the right wall of The Chamber. Once
you deal with the Homed Demons and
unseen in both hallways, open the main door
in the middle of The Chamber. You will find
45 horror captains and five unseen. Kill them,
and proceed to the room beyond. There will
be a few more unseen and a couple of
Homed Demons to kill here. In this room you
will find a spell book.

What do | get? Read the book and you
will learn the guardian spell, which causes
three dragon heads to burst from the ground
and attack any enemies nearby with firebolts.

MAGIC CANNONS At the end of The
Chamber of Bone lies your treasure; a
book of the guardian spell.

ercatures close Lo the explosion.

Another good spell is wall of five, which you should always have

reacly before you open any rooms in the catacombs. As soon as you

[t's a good iclea lo always ready at least one electrical attack, one fire
attack, one area effect, and one defensive spell with your hotkeys. In the
lower levels of the di 1geons, yol 11l face off againsta collection of mon-
sters, some of whom will resist fire, and others who'll resist lightning, So
always be ready to switch from fireball to lightning with your hotkeys.
Also, flashis a good spell to have if you know you'll be swarmed in the
lower levels. Holy bolt is only good in the first six levels of the game
because it hamms undead, but it is useless against all other ereatures.

Lighming shonld be your spell of choice. It can deal multiple hits to a
targel as the entire lightning bolt courses through an enemy’s bodys and
it continues un-intermipted, so use it lo destroy a whole line of creatures.

‘The other major attack spell to have ready is fireball, which is a
much better version of firebolt that erupts inva blast that harms any

CCwW APRIL 1897

open the door, lay down two rows of fire walls inside the room, to pre
venlany monsters from attacking you, and to roast any creatures stupid
enongh to walk through the roaring blaze to come fo you.

MORE HIT POINTS FOR SORCERORS

Since the sorceror has low hit points and high mana, he should
always cast the mana shicld spell in each level, With this spell, you'll lose
mana points when ereatures attack instead of hit points, allowing vou to
endure more damage than usual. You also eliminate the need to switch
between drinking healing potions and mana potions, and can instead fill
your beltwith eight full mana potions; every time you replenish your
mana far spells, you'll alsa be replenishing vour hit points, &

Join us next month for a guided tour of the Halls of Hell.
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Heroes of Might
and Magic Ii

Ultimate Strategies and Tactics for Winning the War of Succession

by Gavin Wasserman

o lhe first day dawns and your hero
isn't looking very heroic, with an
army far from mighty and little or
no magic at hand. At least you've
gol a caslle; though right now; it’s
looking pretty sparse. You havea

simall cache to start off with, but it

won't be enough to get you any-

where, You've got Lo move..and fust.

EXPLORE OR DIE

victory, On the first day, hire another hero and

spread out quickly in all available directions to

gather unguarded resources and treasure chests,

and claim poorly guarded mines and lumber
mills. You need those mines and lumber mills to
build your castle dwellings as quickly as possi-
ble. These dwellings will provide yon with a
solid troop base, You should also purchase a

statue immediately to increase daily income,

This strateay guide
has general strale-
" gies and excellent
tactical tips for

. winning In Heroes
II. For lips on how to best use each char-
acter class, visil our wehsite at
www.zdnet.com/gamina. There you'll
find a strenoths and weaknesses strateqy
guide for each Heroes 1l class.

and increase the damage done by your castle
defenses. Striking out early will also let you
build a reserve of gold or resources. With a vast

range of resources, not only is it less

& likely for an enemy hero to quickly
y

Rapid exploration is the key to

and a mage guild to
/% acquire spells
Y >,)_\

speedy development and

Tactical Tips:
How To Crush Enemies In Battle

quer your enemies on the battlefield. Maneuvering on the
map sets you up to strike. Here are a few tips on how to
bring the hammer down on your enemies:

In general, don't engage slow land units. If you have elves,
don’t march dwarves out against the slow and plodding iron
golems. Let your missile units whittle them down before you
engage them. Early in the game, relatively weak forces may
defeat powerful, but slow, resources guardians by inflicting dam-
age from a distance.

If you know the enemy has powerful and fast missile units, you
might want to send in flying, fast, or sturdy ground troops
instead. A cavalry unit or a pack of ogre lords is a good match
against guardian elves, because they can withstand heavy dam-
age and move in quickly. However, if you send in rangers to fight
the elves, they'll only trade shots, and you'll lose your valuable

Expmraiioa and development give you the resources to con-

FOOLS RUSH IN Don't rush forward to the full extent of your unit's
movement—within range of enemy melee attacks—without attacking
first. This cavalry stack, which moved to its maximum range, is now
exposed to two iron golem attacks. It should have stopped just outside
the golems’ range so the cavalry could attack in the next round.
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Battlefield Expansion Disks From SSI.
CAMPAIGN DISK for use CAMPAIGN DISKS for use PATROL DISKS for use CAMPAIGN DISK for use
with STEEL PANTERS" II, with STEEL PANTHERS. with SILENT HUNTER. with AGE OF RIFLES.
This disk.comes loaded Disk #1 features 35 Disk #1 features 15 This disk is packed with
with 30 scenarios and 3 scenarios and 3 campaigns: scenarios and 2 patrol 30 scenarios and 3
campaigns: Korea 1998, BarrLe For NorTH AFRICA, zones: SuLu Sea & MaLAYSIA. campaigns: THE BRITISH
BariLe For THE Low CounTrIES OPERATION BARBAROSSA & : CoLontaL Inpian Muriny, THe
& DRIVE INTO THE RHINELAND. PATTON'S 3RD ARMY. RISk #2. add§ 2 powerful Wars oF ItaLian UNIFICATION

scenario Editor, 15 & Hooo’s Drive NorTH.
Disk #2 adds 40 scenarios scenarios plus 2 more 3
o plus 3 more campaigns: patrol zones: Viernam &
Drive 1o BerLin 1943-45, HoneG Kone. AGE OF RIFLES, SILENT HUNTER and
DOS CD-ROM RisING SuN 1938-44 & St Scmtons 1. O187
www.ssionline.com Panzer CommanD 1939-45., oyl g |

For exclusive use with these award-winning wargames from SSI:

A MINDSCAFE® COMPANY

CIRCLE READER SERVICE #238



ranged troops (if you have ta lose one or the other it's better to
lose the ground troops).

Besides being used to deliver the coup de gréce to the last of
an enemy force, flying units can be used to negate misslle units
by engaging them in melee, a particularly helpful tactic in laying
siege to castles with missile defenders. An unconventional tactic is
preempting enemy fiying units with your own flying units when
you are certain they will attack your missile troops. The beneficial
effects are two-fold: When the enemy flies across to attack your
units, they will already have suffered losses or damage; and, any
units remaining in your original formation may strike without fear
of retaliation (one exception to this rule is griffons). The drawback
to using flying units this way is that you expose your preempting
units to attack by enemy ground units. However, if you can use a
flying unit for a preemptive attack while negating a missile unit's
ranged attack, it's worth the sacrifice.

T Bt ol Wt meed M

BLUDGEONS AND DRAGONS Flying units are
excellent troops for disabling missile units. Here,
the gargolyes and dragons have prevented three
ranged stacks from firing their bows, thus allow-
ing the slower ground troops to move forward.

tion against
your following
attack, which
uses your slow,
but more dead-
Iy, melee units
(again griffons
retain retaliation
priviliges; which
is why they are
such excellent
units, despite
indifferent hit
points). In most
cases, just pass
and allow your

eripple your praduction, but also, in a pinch,
you can sell off resource reserves for gold to
raise amies or to c_\'ch;:ngc for other resources
at the marketplace. The exchange rate is betler
with more marketplaces and though you imay
feel initially gouged, if you need gems, and all
you have is alot of coal, you'd betler take the
loss and move forward.

[xploration of the map also creates a wamn-
ing zone —a buflfer between the lime enemy
armies become visible on the map and when
they are in position to attack your holdings.
You can frack their movements, lear how far
a given hero travels per day, and also, with the
help of a Thieves' Cuild, get a fair idea of their
troop strength.

Sometimes, a powerful group of monsters

appears o block your aceess lo important

CGW

While not as fiexible as fliers, slow units have tactical advantages,
too. Powerful, but dismally slow, units like hydras and ogres may
serve as bodyguards for missile units, which tend to be targets for
quick land and flying units. When in a melee and prevented from
using their missiles, such units shouldn't attack at all because of
melee penalties. Instead, your slow units can lumber forward to the
rescue. If the enemy unit is extremely powerful, such as one contain-
ing a few dragons or a horde of gargoyles, you might decide to sac-
rifice your missile units by attacking in a melee. This prevents retalia-

resources, Try to look for another way around

them. Ifyou can't find one, you'll just hive to
quickly build up a force sufficient to remove
them. On the bright side, these monsters can
buffer you from the enemy while you devel-
op your forees; however, his works both
ways, and your opponent may develop forees
free from your interference as well. Itslikely
that enernies will have aceess o many more
resources and castles, so vou still need lo
press onward, Ifyou wait until you have a
very powerful ammy before exploring, you'l
probably find a lot of resources, artifacts, and

mines already claimed by the enemy.

RUN AWAY! RUN AWAY!
Itmay be hard to accept, buta true hero
of might and magic has no qualms about

MARCH 1897

to rescue your missile units.
Besides taking out those powerful melee monsters, those precious
missile units you've been protecting often duel with other ranged
attack creatures. It's essential to upgrade your units, not just
because their attacks become more powerful, but because they tend
to speed up. In a duel of missiles, whoever is quicker on the draw
may very well be the last one standing.

slow guardians

map. You need to capture mines and treasure
chests, and free resources as soon as possible in
order to recruit troops and build dwellings.
Exploration will also reveal magic sites, such as
these standing stones, which boost your basic skills.
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The Sword Is Mightier Than The Pen

Primary skills are no-brainers, but choosing secondary skills
can be confusing, so I'll rate their usefulness for you. Skills
are rated as excellent, good, average, and useless.

Archery: Excellent. Especially if you plan fo have missile
troops or have sorceresses, barbarians, and wizard castles, or
a combination of the three. This skill is especially deadly if
combined with @ hero's high attack skill.

Ballista: Good. Excellent if you plan to attack castles.
Speeds the destruction of castle walls, Higher ballista skill also
helps yau destroy castle towers more quickly.

Diplomacy: Useless. And, if you pick it and refuse to buy
up neutral armies, they always attack in anger At least without
this skill, neutral armies sometimes retreat without a fight.

Eagle Eye: Good, if you're a spellcaster (provided it is
upgraded to expert use). However, it is nearly useless for bar-
" barians and knights, who need a high wisdom first.

Estates: Good, or excellent if you don't have many castles
or gold mines. Extra gold always helps in recruiting troops.

Leadership: Good, and excellent if you plan to have multiple
troop types. The higher the skill, the more likely you are to get
> extra movements or attacks.

Logistics: Excellent. It increases land movement, meaning
you can cover more ground, visit sites and mines earfier, flee
faster, hurry reinforcements to the front lines, and catch up ta
fleging enemies.

j -D Luck: Excellent. It inceases your chances of delivering max-
imum damage in combat.

Mysticism: Excellent, if your hero casts spells in combat. It
allows you to recover mana points so you won't be mana
depleted after many battles.

Navigation: Practically useless, unless you are in a water-
intensive scenario, when it's a good skill to have.

-‘\.?._f'v*‘ o
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ABSOLUTELY USELESS When given a choice of secondary
skills, never pick diplomacy, it is useless. Eagle eye, on the

other hand, is a good skill for a spellcaster, provided it is
upgraded to expert use.

Necromaney: Excellent for necromancers, but useless for
everyone else. When you're attacking many weak troops, you can
create a throng of skeletons, which are a powerful force. It's not
good for other characlers because pesky skeletons will disrupt
morale. If you do get this skill, you must upgrade it or it's as
good as useless.

Pathfinding: Excellent. It cuts down on movement penalties
in rough terrain and grants the same benefits as logistics.

Scouting: Average. It increases range of sight for explo-
ration, which is helpful in the beginning for spotting sites and
mines, but useless in the end game. ]

Wisdom: Excellent. It is absolutely critical, since no wis- :
dom equals no spells above second level. Plus, upgrades are a
must to achieve fourth and fifth level spells.

‘—'—.
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beating feet in the face of a superior foree. You

can rehire a retreating hero for 2,500 gold, but a
defeated one, and all of his artifacts, might
soon resurface on the other side. Its better to
flec, then simply rehire your hero and keep the
artifacts. You have lo preserve the option lo then flee
flec. "This means paying close altention to
enemy forees and spell power. If the enemy
can kill your forees before you get a chance to
move a unit, then you've lost that hero,
[However, if you keep at least one fast or very
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fast unit remaining in vour amw, vou have a
better chanee of moving first and flecing.
Dan't forgel to use an offensive spell before
you go; determine which units yon can destroy

(riot mercly wound) with the spell, use it, and

HIT AND RUN YOUR WAY TO VICTORY
A rehired hero appears in the castle of vour
choosing, free to acguire new spells and load

up on troops. Thus, retreat can serve an

important factical purpose, in addition to sim-
ple hera and artifact preservation. Attack a
powerful enemy foree with two armies. With
your lesser army, get their spelleaster lo
expend as much power as possible. Attack fly-
ing units, missile units, and any powerful crea-
fures vou can slay. Retreat before you lose your
hero; then, bring in the second army and finish
off vour foe. This tactic can only be supported
by the resourees accumulated through expan-

siong it costs  lot in gold and lrmp:,,lnul if_\'ml
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“This isn't just a game, it's an
exhilarating quest through time.”

Overall Rating 93%

“Tt’s like Civ 2 on steroids.”

“If you enjoyed Civilization
even just a little bit,
I think you'll love Destiny.”

PC MultiMedia & Entertainment |
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is a special place on the I-Magic Web site

“The amount of detail in the Discoveries is where gamers share hints, tips and ideas

amazing; everything from primitive carving about Destiny. Visit the Destiny Academy at

and secret elections to nuclear engines and www.imagicgames.com for daily hints and
satellite tracking.” — Jim Pedicord, Destiny Tutor tips on game play and to leave messages!

“What has impressed me the most about
Destiny is the exceptional support of the
product. The responsiveness of the develop-

ment and support team is remarkable.”
— Bob Viener, Destiny Tutor

INTERACTIVE
WWww.imagicgames.com MAGIC..

P.O. Box 13491 . Research Triangle Park ¥ NC 27709

| IR T [ |



enemy’s spell-
depleted and
baltered
forces.
Destroy them
and collect a
hefty amount
of experience
and, possibly,
artifacts. Il the
enemy’s army
splits up, the
hero won't
have gotten

then march them away with a strong hero and leave a small gammison
behind to entice the enermy. Infiict a few casualties as he takes your
castle, then kill him and take back the castle with your strong hero.

far and you
can probably
attack both
enemy forees

in the same

decimate your foc, your army will stand
alone on the field to press forward and

seize more holdings,

BAIT AND TRAP ENEMY HEROES
Heroes garrisoning a castle or lown
are not allowed o retreat (although they
can surrender). In defense, a hero might

want to surrender a castle and live to
fight another day, rather than get caught
ina death trap. On offense, this tactic
suggests another forced attrition tactic,
Let’s assume an enemy hero, well experi-
enced and probably laden with artifacts,
has a powerful army near one of your
castles; if you are sure of victory, but
cqually sure that if vou attack, the hero
will flee, then vou may use the castle as
both bait and trap. Buy all the units in the
castle and lightly garrison it. Then, move
your army away, but stay close enough to
attack the next day. In all likelihood, the
enemy will sense the weakness of the
castle forces and strike. This is a battle
vou expect to lose, but inflict as much
damage as possible in the defense, and
foree the enemy hero to expend as much
magic as possible. | e will then take con-
trol of the castle and cither leave a garri-
son Eil'l(l move on \\'i”'l Hl \‘.'INH_\' di\!':|(.‘{|
force, or stay to defend the castle.

[f the enemy’s entire army stays lo
defend the castle, they can’t retreat.
Move in with your army and attack the

CCW

dav. Attack

the hero first, and hope that the division
of forces has weakened him enough for
aquick kill before he escapes (use pow-
erful area-effect magic and fast, flying, or
missile unils). Fven if he escapes, you've
expelled him from your fermitory; crushed
his army, and suckered him into wasting
2,500 gold.

Continue these lactics long enough to
amass a reserve force while whittling
away al your opponent’s armies and gold,
and you'll soon be ready to deliver the
final strike into the enemy's heartland.
Witli enough might and magic at your
disposal, the crown will soon be yours. &

Y W

HOLY ARTIFACTS, BATMAN! Early scouting is good
because your hero may accumulate artifacts and
experience while unveiling new territory. Bonuses
from artifacts enhance the performance and surviv-
ability of the hero’s armies, making each purchased
unit more effective.
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Red Al

The Soviets Strike Back
by Martin E. Cirulis

o vou thought that
mastering Allied
strafegies from
WAWI would give
votanace in
Warlare 101 here at the GDI
Academy? Well think again, you

s mishegollen bunch of second louie
wannabe’s, Look out the window and tell me
what vou see on the parade gronndl...that’s right,
Lanks! And lots of them! Do you recall secing
any heavy armor on your side during your Allied

simmlations? No, because there wasn'Lany, Big

surprise, kids. The entire backbone of today’s

DI heavy anmor—the only real big advanlage — to seream al you for not being bom carly

weve gol over those little NOD weasels—isall — enough to win his war for him.

based on Soviel designs and tactics; an idea you 2

better get real familiar with, real fast, if vou want General Tactics

to pass this course, So listen to a few Lips from Since Soviel weapon systems are mainly
this ol relic from the Seviet War and then try based on hitting fast, hard, and ofien; Sovict
and apply themin the sims, Who knows, maybe — tactical doctiine, especially on offense, tends to
if any of this sticks, vou'll get to see the ghostof -+ Tack subtlety. Whiclvis not to say it isn't terrify-
that erazy bastard Stalin come out of the grave ingly effective in the right hands. Ambushes

AP Minelayer: Since mosl
Soviet lactical responses fixate on
offense, the anti-personnel
minclayer is of very limited use,
and should only be employed if
there is an avenue of attack to
your base that you wish sealed
against infantry rushes. Fven
then, history shows the money is
usually best spent elsewhere.

Attack Dogs: These
canine wonders are an incredibly
cost effective way lo devastale
Allied troops, as long as you nse

them sensibly: As they are

extremelyvulnerable, you can

more trouble than they're
worth. If you expect high
concentrations ol enemy
infantry along a certain
roule, then post one or
two flame units ahead of
your force. In general,
though, they are too dan-
g(_‘rﬂ“.‘i |('] _\'Ullr W1 II‘()()ps
lo employ in a larger
force, and far too vulnera-
ble to Allied mobile
artillery to participate in
assaulls on their own.
Grenadiers: ‘The
only drawback to these

only have them nush into a fire- GOIN' DOWN The Soviet Yaks are especially vulnerable to even the slightest troops is that they tend to
fight once all the enemy units defenses. To get the most out of them before they go down, mass them in explode when they dic—so
lave selected targets, Then, as groups of three to four and target infantry and rocketeers. don't bunch them up. Their

the riflemen and rocket troops

mainjobshould lo extenmi-

blaze away al more durable targets, send in your dogs toip out the nate Allied rocketeers before they get the chance to hanm your armor.
throats of a half dozen troops in as many seconds. As for defending your Heavy Tank: The backbone of the red dream of conquest,
base, keepa handful of them on guard status near anything important, — these tanks alone are superior to anything the Allies can field. due to

or in spaces large enongh for chinooks to land or APCs to sneak in. the fact that they carry two main cannons. Apart from their use in the
Flame Troops: These expensive, high-tech teror soldiersare. dreaded "Tank Rush, in pairs they are ideal for scouting or guarding ore

CGW
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STRATEGY & TIPS RED ALERT

the speed of the
thrust can be main-
tained. The dread-
ed Soviet Tank
Rush is as simple as
it is deadly, provid-
ed you can balance
numbers needed

)

rifying weapon, itis relatively fragile and, if left
unsupported, can be easily overwhelmed by
Allied artillery and light armor strikes. They are
also completely vulnerable to chopper attacks.
Suceessiul base defense is an expensive
prospeet for the Russians, as it means multiple
teska coils surrounded by extensive SAM sights

with overlapping ficlds of fire —at least three

SHORE LEAVE To neutralize the Allies’ potent naval assets, position V2 launch- |

ers near the shore, With their good range and damage, they will prevent all but

the heaviest cruisers from unloading their devestating shells.

and misdireetion on the part ofa Soviel com-

mander are usually a waste of time when com-
pared o the benefits gained with a quick, direct
assault. Russian forces contain the two heaviest
picces of anmor on the battleficld, and in large fire suppor.
numbers, their punch can devastate even the

most intricately-laid Allied defenses, as long as

trucks in dangerous territory, and a few should be seattered aronnd
your base perimeter for added defense, or as a tactical reserve, should
anything happen to go wrong,

Hind Helicopter: Again, another weapon system dedicated to
the Soviet obsession with the anti-personnel role, Hinds are very
expensive for their relatively limited uses. [f you must use them,
employ them in ship-harassment and rocketeer-nentralization roles.

Mammoth Tank: The most familiar weapon system to GDI
students, this monster fakes on an even more vilal role in Soviet mis-
sions due to its anti-aireralt missiles, which provide the only mobile
air-defense in the entire Soviet arsenal. [f possible, any Tank Rush or
amphibious assault should include at least three Mammoths,
employed in close formation in order to concentrate their anti-air and
anli-personnel assets, and to serve as a lure for Allied firepower while
the heavy tanks mop up. ‘They should also be used to immediately
destroy the Allied shroud, even at the expense of defensive fire, Soviet
bases should hold at least one Mammoth in reserve.

MiG Ground Attack Alrcraft: Whileslightlyless vulnera-
ble to anti-aireraft fire, these jets can he nseful if you have the money
to employ them in groups of three or more. Even against heavier
Allied base defenses, they are swift enongh to take ont AA guns in eru-
cial positions while only losing one of their own. After neutralizing
Allied air defenses, your MiGs should give priority to destroving heli-
pads. MiGs are especially useful for striking Allied ships and for hunt-
ing down ore trucks.
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should make the war lactory a priority in their
initial construction goals and begin chuming

out heavy tanks as quickly as possible, making
every third or fourth vehicle a V2 launcher for

On defense, the Soviets are not as well off as
you would think. Though the tesla coil is a ter-

versus lime spent
building; the latter
of which gives your
opponent time to
build up greater
defenses. In gener-
al, Soviel hase

CommeEn ILiL‘I'.‘-

having the very cool tesla coils, are at a
disadvantage in base defense. To comple-
ment the tesla coil defense, set up SAM
sites near them, and position V2 vehicles
nearby as well, for good measure.

Submarines: Yoursingle naval units, they serve anly to deprive

the Allics of their vaunted naval assets, Use their long-range torpedoes
to cut up enemy destroyers and gunboats before they can close lo
depth charge range. Avoid engagements close to enemy bases, as vari-
ous shore guns can damage your sub while it is surfaced. "To maximize
their effectiveness, submarines should be deploved in multiple wolf-
packs of three subs cach,

U2-Laungher: These missile lanchers are slow, have long
reload times, and are extremely valnerable to any Allied unit which
gels in range. Despite this, it is your only artillery piece and its extreme-
Iy Tong range means it will serve you invaluably in multiple roles.
Ioremost, it is a defense cracker. Before your tanks roll in, at least four
V2s should demolish the turrets and pillboxes in the assault path. Its
second most important role is as a shore battery; a few V2s positioned
along vulnerable shore areas can discourage bombardments from all
but the heaviest eruisers. V25 should also back up tesla coils, and be set
up to interdict valuable ore fields. Because of theirvulnerability, they
should always travel with armor, and should be escorted by at least two
grenadiers at all imes to guard against infantry attacks.

Yak Ground Attack Aircraft: TheYakisuseful onlyin
the field, as even minimal Allied air defenses can ravage a flight of
Yaks in seconds. Employ Yaks in attack groups of bwo or three, to break
up infantry groups in the field and to harass any Allied formations that
sit still for even a moment. Always be sure to targel rockel troops for
immediate destruction.
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The Great Tank Debate

e The Soviet Tank Rush is
> so devastating a tactic that
there is much debate
amongst Reo ALERT players
whether it represents a
severe imbalanee in the
game design, especially in
multiplayer mode. While
die-hard students of base
defense, myself included,
stridently claim that there
is no thrust that cannot be
deflected by careful base
construction—which
makes the path to your
construction yard a path of
quick and certain death—
there is little doubt that the
Tank Rush is a problem for the Allies, and a near-sure bet for the Soviets. Russian com-
manders in multiplayer games should try and put together an armor assault as quickly as
possible, before their Allied opponents have time to sufficiently defend themselves. Then
drive for the construction yard, so that even if the assault fails to eradicate your opponent,
it will at least cripple them.

» RED AND BLUE DEATH The Soviets have an enormous
advantage with their heavy and Mammoth tanks. In fact,
rushing the enemy with a massive force of these tanks is
usually enough to lay waste to even the toughest of bases.

per coil. This line of death should be support- While Soviet armor rules the land, their

ed by a few scattered Vs in order to break up - extreme vulnerability to air- and sea-based
Allied infantry making sacrifice plays, The attacks make long campaigns difficult and
Soviel commander’s second-best friend is dungerous. The Russians have the edge in
conerele. Conerete walls are crucial for pro- striking power from the air, but are desperately
tecling tesla coils and power plants from direct — short on air defense themselves, lacking any

assaull, and should be used liberally. sort of mabile anti-air assets except the rocket

R i i R

laumchers on the very expensive Mammath.

The only real counter o this problem s lo
gather your strike force under your SAM
wmbrella and then move fast and often when
it is time to attack. Longbows are deadly, but
require a near-stationary target o do their
worst damage.

Long-range bombardiments from the sea
are the bane of any Soviet base, and so it is
very important to nentralize Allied naval assels
as quickly and efficiently as possible, before
they become a threat. Just two cruisers can
take oul a construction yard in a few seconds,
all the while staying safely out of coil range. A
combination of sub wolfpacks to handle
destroyers, and a pair of Hinds to harass and
hiunt gunboats and cruisers, is the most pain-
less way Lo keep vour shores safe for the
greater glory of Stalin.

STUDY HALL

This primer should be enough to get you
hamsters through the Soviet portion of the
lactical history exam. | haven't bothered cov-
ering free assels such as the spy plane and the
Badger bomber, but their uses are obvious
enough for even a cadet to grasp. So take whal
vou've leamed and employ it in the Rep
ALERT simulator. And remember, if it takes a
few tries to get it right, just be mindful of the
fact that you have it easier than vour Soviet
counterparts. They had to get it right the first
time, or else face a 45-caliber demotion from

Stalin himsell. %

wrma i} L

SAVE YOUR MONEY Guarding your ore trucks is vital; if you lose !
them, you lose your means of making money. Guard them with at |
least one heavy tank and two grenadiers. |

TAKE IT TO ‘EM A Soviet commander shouldn’t waste his time on. |
subtle maneuvers and ambushes. Direct firepower often pays big- .
ger dividends, especially when a rush of heavy tanks and V2 ‘
launchers is used in fast and furious offensives.
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It's just you, a dying desert
town, and the eerie feeling you're being watched. Soon,
a frightening tale of murder, accidental death and Indian
lore begins to unfold. A dark, complex mystery that only
you can unravel.

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

HIVER2

Call roll-free 1-888-S

- ;,,.owf.” ARIZONA,

of Souls”

CLAIMED SERIES

¥ '

tor a free preview or interact w ith the evil

| e

A ,‘-‘\-‘ﬂ . e

AND FMHIIG

Developed by the award-winning
team that brought you the original
Shivers,™ Harvest of Souls™ takes
the suspense to the next level:

* Infinite replayability with
three completely different endings.

* Pulsing musical score that’s integral to the game.

* Quick mapping feature lets you jump instantly to any
place in rown withour back tracking.

So come to Cyclone. You'll find it’s a lot casier to get
here than it is to leave.

at hetp://www.sierra.com/shivers2

©1997 Sierea On-Line, In¢. ® and [ or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved.
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Ace the Caves of Peru on Your Way (o
Retrieving the Legenaary Scion

by Thierry Nguyen

cleome to Jonesian shooters without trouble,
Archacology 101. Here, After the dart guns, you

you'll learn, in detail, how be near aledge
to pass through the caves (towards which
of Peru with all rocks over-  Lara will automatically thiow a glance); ignore it
turned and all secrets for now, and continue on forward,
revealed. | hope that skills Soon you'll see atoom, which is located on— and flip the switch to open the door there,
learned here will helpyon another ledge across from a rock formation where another bat awaits,
in the later levels of Tomp RAIDER, near Lara. This ledge is too high to reach, so
_ climb up the ek forma- BRIDGE HOPPING
. tion, jump across, and then "The bamboo door you see next may look
Bﬁdge The Gap _ grab onto e ledge. Once — tempting, but your destination is the hole in the
e — inside the room, you'll dis- — roof. Climb up into i, and go into a large room
cover lhe fist seerel: a conlaining lwo bridges and a platform. There
medikit. are two wolves near (he platform. You should be
Now go hack to the first — able to take them by surprise and shoot them
ledge (that Lara looked at from vour vantage point on the platform, mini-
carlier). Just use “action™ o mizing the danger. After killing the wolves, you
climb up, and at the top, have one of two choices: Take the slow, easy way
get your guns reacly. and simply work your way around the platform
Advance forward and gun and bridges 1o the doorway on the other side; or,
down the three bats tat take u faster, but slightly harder, ronte. Instead of
await. After killing the three  walking across the platform and bridges, try
bats, pul your guns away jumping down onto the lower level, and ninning
and head left to the dead- to where the second bridge is. There should be a

end. Direetly above the
dead-end is another
ledge. Inchias close to
In this bridge room, shoot the wolves lurking on the platform below before |  the comer as possible,
praceeding. Then, for a shortcut, rather than running in a long are from the and then use the action

|eft and onto the bridgs, just drop down inta the valley, take a running key. You should be able
jump’n’grab onto the bridge, and climb up. 1 tovaultup to the lop of
the ledge (be sure to
CAVE EXPLORIN’ view the edge straight, not atan angle). Al
After shooting a pack of wolves in the open- the top of this second secret area, kill the bat

ing cut-scene, enter the caves, Run forward, and - and pick up another medikit R T

. WHAT'S UP CROFT? Though it's a bit hard to
see, this first secret area is accessible by using
the nearby rock formation for a boost to grab
onto the ledge.

you will come to a hall lined with dart shooters. Now go back down, and continue the way
Fither proceed slowly down the hall, being care- - you were originally heading “Lake a left tum
ful to avaid the darts, or simply make arun forit. — and continue on o a large, grass-covered

as vour speed should enable you to clear the arca. Make vour way down to the bottom,
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Ultim@te Race™ byKalistos,

Get MechWarrior”2 and Ullim@te Race™ i T,y
FREEWITHYOURPURCHASE! ) g

—_— r’ MechWarrior®2 by Activision

Rre you ready for the

“The Apocalypse 3D is

7 " brilliant”

—PC Format, Dec ‘96

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

~PC Advisor, Feh ‘97

“An awesome card.”
—PC Home, lan ‘97

“...Apocalypse 3D is
the most powerful,
affordable and down-
right desirable 3D
games technology...”
~CGW, Jan ‘97um

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

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

“h ok Kk ok ok

—Computer Life,
Mar ‘97wn

*With awesome 3D technology=FPowerVR,
Apocalypse 7D brings a world of arcade—
level performance to your FC.

Full Z-buffering, texture filtering, blazing
polygon performance, real=time shadows, on-
chip hidden surface removal, light volumes,
transparency, fogging — at 800x600 and beyond.
«4 1B dedicated Texture Memory.

«Campatible with all Direct 3D & PoiwerVR games.

USA UK Germany
(800) 578-5644 (44) 1923 260 511 (49) 61 03 93470

WWW.VIDEOLOGIC.COM
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STRATEGY: TOMB RAIDER

small raised area near the second bridge,
To cut down on time and distance, gel
onto this small area and, with the action
key held down, jump onto ane side of the
bridee, and then climb up and run the
rest of the way (this maneuver — jumping
and then grabbing onto something —is
called the “jumpn’grab”),

THAT AIN'T YOGI BEAR DOWN
THERE...

Now vou'll be ina oomwith a
chasm in the middle. Rather than sim-
ply jump across the gap and move on,
take a small pit stop. First, get as close to
the edge of the gap as possible and, with
guns armed, look down. There is a nasty
bear wandering about below, and il
would be in vour bestinterest Lo snipe
him from above.

If you then decide to descend into the
chasm, be sure to excente a safety drop,
since a full drop will hurt you. When you
touch down on the ground, get up, am

your guns, and proceed into the door-

way. Two bats will appear and annoy you;

shoot them down. Alter killing the bats,
follow the corridor and you will find a
medikit tucked into an alcove, as well as
afloor plate that opens aseeret door thal
leads back to the room with the bridges,

Co back to the room with the chasm
in the middle and jump across the
chasm. When you see a staircase, go
down, but have your guns ready. There
will be lwo wolves waiting to attack, so
be prepared. After taking care of the
two wolves, vou should see two large
platforms with a small platform in
between. The swilch on the first large
platform activates the door on the
other large platform.

lgnore the switch and door for now,
and make your way to the platform
where the door is. To get there, jump
onto the small platform between the
two larger ones, and then jumpn’grab
the platform that hiolds the door.

Once onto this platform, start walking

to the left. Walk all the way to the tiny
plank that juts out from the platform.
ook carefully, and you'll see that there

DART AWAY You can either keep running ahead and
watch the darts shoot out of the walls in your wake,
or you can inch forward slowly and trigger the darts

before sach move.

LARA'S LONG JUMP This gap in the room leads to
a secret area with a medikit, but you need to take
out the bear from your sniping point before you
descend below.

"IN THE JUNGLE The third secret area is cleverly hid-
den behind the foliage. A simple jump’n’grab will get
you there.
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is another platform and doorway cleverly
hidden in the vegetation. Jump onto the
hidden platform, and walk into this last
secret area to find another medikil,

JUST FLIP THE SWITCH...

Okay, buck to the door on the large
platform. Simply flip the switch and open
the door. Iasy enough, right? There is
one slight problem, however: It a timed
door. "o time your jumps and get to the
door, use the small platform as a boosl.
Jump onta the small platform and then
doajumpn’grab onto the platform
where the door is. This should enable you
to reach the door in time.

Beyond the door is a large staircase.,
Don't take a leisurely walk to admire the
architecture; keep on running, This stair-
case is lined up with dart launchers, and
only by running will you avoid them all,
Also, get your guns ready, as a lone wolf
lurks about al the top of the stairs. "Taking
him out should be relatively easy, as the
element of surprise will be on your side.

Okay. it’s almost over at last. Now, walk
{o those funny-looking tiles on the floor,
and let them break under you. However,
do nat drop down to the nearby hallway
vel; there are more dart launchers down
there. Instead, go along the passage
you're currently in until reaching a gap.
Jump or jumpgrab across the gap, and
walk on.

sebyour guns ready, as the last woll
will be bearing down on you near the
medikit at the passageway’s end. Pickup
the medikit, go into the small room, and
Mlip the switch there. Onee you flip the
swilch, execnle a safety drop from a
nearby ledge, lo bypass the dart launch-
ers. Walk into the open doors, and finish
the level.

DOWN INTO THE DEPTHS

‘This level should get yon acquainted
wilh some of the necessary skills a good
Tomb Raider needs to survive and pros-
per. Its a tough virtual world, so be care-
ful out there, especially in St. Francis'
Folly and Natla’s Mines. Bul, be persis-
tent, and the Scion will be yours. %
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The Ultimate wayto

conquexr youxr favorite
games .

' ‘2::5&'.:::‘ of the game in full

Jump 1o

e motion video.

L norn Watch actual segments

spot and
get answers
uickly!

Let game experts lead
you through
each level.

INCLUDES:

A GameWizards
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R s Tips and
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“"GameWizards' interactive

strategy guides give you the
Rachel More,
secrets of the game like no (b ghe aane

Wizards!

printed strategy guide can!”

Computer Player Magazine

CameWizaros Interactive Strategy Guides”

Run to your nearest retailer,

(GameWizards is developed by ©1905 ; ‘,W*
GameWizards, nc. Marketed by i@;ﬂmi'« / IZARds

: PARDY /Y.
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by Dave Salvator

1 think the first game | ever hacked into

1 was MAELSTROM, o Mac-based
AstEroIDs knock-off. Using Resldit, |
swapped in a bunch of sounds from dil-
| ferent movies, cartoon characlers, and

| the like. Surprisingly, changing just the

{ sounds really changed the overall feel of

4 the game, especially since the original
sounds took themselves a bt too seriously.

QUAKES engine, with its modular design,
uses PAK files to store all resources: character
models, level maps, and sounds. If you look in
your \QUAKEMDI subdirectory, you'll see
PAKO.PAK if you've gat the shareware version,
and also PAKLPAK il you've got the full retail
version. Sites like Stomped and Blues News
have uploads from Ouake-heads all round the
Web, including new sets of sounds, new mod-
els, and even new levels. Among the possible
hacks, tweaking sounds is pretty much the easi-
est, but first you've got to hack the PAK,

There are several ulilities uselul for digging

—p—

into QUAKE's PAK files, but Anthony Barratf's
Windows-based Winpack is the easiest (Figure

1). Just make sure you work on a copy of vour
original PAK file, and not the PAK file itself.
Copy the PAK file into a seratch direetory and

CowW

work with the copy there, Toma
ey b e [~ foiab ]
Winpack onpacks PAK files inlo {18222
1Bunons
. iree , o il + ' 1 P —ldoo
adirectory tree structure, wilh a il
ey i " ZiFith
subdirectory for maps, sounds, Sariion
; 1 . rams
graphics, and characters. Under ZIMisc
& 7 ; —IPleye
Sound, there are subdirectorics for SiSholon

cach ol the monsters, level items,

1237 721 P

Fio Foldar

Fio Folder 1421197 221 PM
Filw Foldur ARSI T M
File Folder 121/37 223 PM
Fila Folder 1721492 721 P
Fia Felder 12137 721 Py
Fia Folder 1721197721 PM
Fila Folder 1721137721 P
Fite Folder Y237 121 P
File Folder 1121437721 A
Fila Foldor 112187721 PM
FioFakdor 1A T20PM
Fitw Folder 121/37 721 P

weapons, and player sounds

(Figure 2). The unpacked sounds
are Wawve files, so you can casily

nd .are' namad pmtty Tniumvaly

audition and modify them in
Windows. Experienced QUARE
players will know by listening o these sounds
where they oecur in the game, and the original
file names are pretty straightforward, like

painlavay, or deathZwvay, When in doubt, guess.

You're also going to want a decent wave file
editor, becanse Win 95% Sound Recorder just
doesn't cut it Your sound card’s bundled wave
editor will probably do. For more serious cdit-
ing cheek out Coollidit 95, a shareware editor
that’s easy to use and has some cool effects.

Now the fun begins: putting vour own
acoustic flare into QUAKE, Event=driven and
ambient sounds set much of the mood of any
game. Who can forget the infamous “iee
Stooges” DOOM WAD? You can cither add
sounds from your own library, or comb the
Weh, where there are a bajillion sound effects
and clips from movies, TV shows, and car-
toons. My favorite is a collection of hilarious
“Beavis and Butthead” sounds you can down-
load from Stomped (bnbdms3.zip). Unzip the
file into a seratch directory and edit the bateh
file so that the source and targel directories
malch those on your hard drive. Then, run the
batch file, which swaps in the new sounds, and
finally repack the tree (as described below).

If you are using vour own sounds, bring
them into your editor and make sure their reso-
lution is correct. QUAKE will only play 1K1 1z,
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8-bit mono PCM wave files.

I find it’s fun to take QUAKLE original sound
and cither add your sound o the end of it, or
mix your new sound in with it, though you can
completely replace it just as easily. Also, keep
sounds short; no longer than two or three sec-
onds. Onee you're finished, save the wave file
into your PAK directory structure under the
correct sound subdireetory, using the name of
the wave file you want to replace, When
prompled, seleet “yes™ to overwrite the old file.

After you've added vour embellishments,
use Winpack to repack the directory tree into a
PAK file by selecting Build PAK. Next, rename
your original PAKLPAK file to PAKLORC,
copy the new PAK file into the [D] subdireeto-
ry, and rename it to PAKLPAK; now you're all
set. Ifyon want to go back to QUAKE original

sounds, rename vour hacked PAK file, and
rename PAKLORG to PAKLPAK.

“That’s it. Simple, fun, and somewhat surpris-
ing for DeathMatches, Hack away. %




\‘—]j l‘?u ”. fn| .~\;‘: I"‘: . -,u..; ,.-.‘-,, "'i'i;i_f.‘.e

“We've got to hand it

SpaceOrb 360: The Best Most

Gr1 Way T ake!”
ripping Way To Quake!
- 00K
(6 ..the SpaceOrb
was the first «The SpaceOrbwill make you «..great stuff. It makes
S0 good, everyone will hate you,” Circle Strafing a breeze.”
controller to ~ BRYAN DEL Rizz0, BOOT MAGAZINE - NEXT GENERATION MAGAZINE
come here that
‘ " ...the: movement s so smooth, precise «..the SpaceOrb 360 is an incredibly
did not end up andntihe. The uceOrb3fDisthe | inuiveconrller.the ONLY
y est game controller around for Descent controller for 3D games.” - MATT PHEARS
in the wall. ” and Quake.” - ZOOBBAARR :
- AMERICAN MCGEE £ ) @..the motion is so fluid and real, I almost
D SOFTWARE “...my new SpaceOrb s incredibly SWEET. puked the first time I used it.”
1 It blows my Wingman Extreme out of the ~ ALANHued
water.” - PAUL ADAMS
“ ..it's amazing how easy it is to dance « :
SpaceQrb 360 around my opponents effortlessly, while .the most dmazing
Lt sending loads of buckshots their way.” C
Recorded Demos at it control device
www.spaceorb.com of any kind.”
“Great Product! I can't play without it.”
- BRETT ALEXANDER - SJANTZ

The SpaceOrh 360

The Weird-Looking Gizmo With A Ball

Unique Six-Axis PowerSensor® Ball
Technology Allows You To Strafe, Rotate,
Freelook and Create Complex Moves
On Any Axis - Instantly!

i E I' (I
m:;jm L_,mh{uui-r and {_=,.11u. Reunlm Ever yune]'e.
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ARRIVAL

YOU'VE BEEN ABDUCTED!! Your assignment
is to escape without alien detection, so play a game
of “cat and mouse” and work your way through the
maze of the alien space station, moon base (mining
colony) and three out stations.

As you explore intricate environments and chal-
lenging puzzles, you will encounter multiple
BT routes with hundreds of variable story lines, Your
S Hing .5;] ' _§ mission is to decode the alien safeguards, take

& . bR control of the alien space station, and find a way
back to earth TO WARN THEM!!!

Stop

The Skies...

Sart W . GAME FEATURES
Watthing I+ FIRST PERSON FULL 360° POV

v * HUNDREDS OF HIGH-RESOLUTION 3-D
 urBacil : : ENVIRONMENTS
- Your B - & & 3

* THOUSANDS OF DETAILED SPRITE ANIMATIONS
OF ALIENS, ROBOTS AND HUMANOIDS

*» HIGHLY COMPLEX FULL SCREEN PUZZLES
BASED ON ALIEN TECHNOLOGIES

» NONLINEAR MULTITHREADED STORY LINE WITH
MULTIPLE ENDINGS

A e e

=

e R

e A > E L

*

AVAILABLE ON
WINDOWS" 95 (PENTIUM) AND MACINTOSH CD-ROM

T HE ARRIVAL

E i B SPECIAL REBATE OFFER

WITH PURCHASE OF “THE ARRIVAL" AND
“STARGATE" OR “TERMINATOR 2" HOME VIDEDS

for a free demo
CIRCLE READER SERVICE #164
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Hinting Around

Irapped in a Dungeon? Lost in a Maze? Have No Fear; Scorpia Is Here,

o here we are, chugging out of
winter into spring, Of course, this
being the magazine biz, we do
things way ahead of time, and it’s
really Janvary as | write this, so
spring is still a bit in the future.
Somehow, it always seems to get

: here sooner than [ prefer anyway,
The Christinas scason was somewlial dis-
appointing this vear. A number of products
miade it to market, but little was really note-
worthy. This was reflected in the mail |
received. By far, the most inquiries came in
about DAGCERIALL. After that, interestingly
enongh, the questions were mainly about
older games, not newer ones. Fither the new
games are really easy, or gamers are going
back to the old classics. Game designers
ought to take note of that. But enough philos-

ophy—on'to the mail!
Daggerfall:

Well, we have
another update or
two here. First, in
my original review; |
said if you maned a
primary or major
skill at 100 percent,
you would stop gaining levels. Then in the
followup, | saidl this was an error, and you
could continue to gain levels with a skill at
100 percent. It now turns out that [ was both
right and wrong (this could only happen to
me...). In the ariginal, unpatched release, you
will stop gaining levels when a skill hits 100
percent. However, that was changed with the
very first patch, which removed the 100 per-
cenl-level cap.

Speaking of patches, the most recent one

has put in some restrictions regarding guilds. It

is o longer possible to join everything in sight,
especially temples. You will have to be careful
and more selective about which organizations
vou join now. Finally, quite a few people are
having trouble getting out of Privateer’s Hold.
The exit is in the room with the bat, rat, and
imp; it’s the black alcove with skull on one of
the walls. Simply click on the alcove 1o leave
(this, by the way, is the standiard exit fromall

dungeons).

Crusaders Of
The Dark Savant:

Some adventurers can't quite getinto the
Rattkin Ruins. A bit of prep work is needed for
this. Ior example, vou need the bonsai tree
from Murkatos” Inner Sanctum, Then you
have Lo find the right place 1o plant it (no easy
task, either). After all that, vou'll be able to
enter the Ruins. And if vou haven't come
across the Sanctum vet, vou need (o pay a visit
to the Ore castle.

Eye Of The Beholder II:

It's always interesting lo sec how older games
suddenly regain gamers” atiention, thanks to the
miracle of shovelware. Its also interesting to
note that the new gamers tend to get stuck in
the same places we did."There must be some
unwritlen law of gaming at work here, Anyway,
a popular obstacle in this game is the area with
the floor plates and the somewhat misleading
sign that says, “Leave many things behind.”
Here's a big hint: Do not put something on
every plate, This is a mistake which you would
have to X oul and do again. ‘Nuff said.

The Pandora Directive:
Anumber of gamers have asked me how 1o
reach the Mission Street endling, Alas, in my

two times through the game, | never made it
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there mysell: [ do
know that, aside from
alwavs being a good
guyin the game, you
haveto soto the
ITamingo without

Chelsee. This means

handling the conver-
sation at her apartiment very carefully; if vou do
it wiong, vou can end up at the club gelting

drunk, which is not what you want.

Wizardry Nemesis:
Alot of folks are

having trouble with

- :

—{HRemdnyi

- o
the jaw traps on m S!s
Hargani Undlerworld 7
o

Level 3. [ don't blame
them for being frus-

trated: this one isn'tall

: il SIRTECH
that casy. You need to 27 e

have the bone on the left side of the jaw,
roughly about one tooth in from the end.
‘Then start clicking, but don't click wildly or
vou'll just put it in and take it out again. Lots of
patience and some timing will eventually do
the job (twice, since there are two traps Lo pass;
but don’t worry, it’s only this one time, as there
is another way out of here later).

Thats it for this look into the mailbag.

| lappy ;i(!\l-nlluing! %

P Reach Scorpia at:
AOL: Scorpia’s Lair (keyword: scorpia)
Internet: scorpia@aol.com
U.S. Mail: (enclose a self-addressed,
stamped envelope if you live in the U.S.)
Scorpia, P.0. Box 338
Gracie Station
New York, NY 10028

CoW




Waster Of Orion Il

All exploding ship is often the best missile
defense, particularly if vou dont have anli-
missile shields. If facing a massive missile
allack, voumay want lo larget a less valuable
enemy ship to be sure that it will be destroved
before the missiles move, thus wiping many of

them out when it explodes.

lways remember to take out ships with thElﬂlﬂﬂiﬂlﬂls_____

enemy leaders on them as early as possible,

nier these codes al the fighter selection
screen, You must press the button
sequences fairly rapidly, just as you would
when entering a sequence of buttons fora
special move. I entered successfully, vou will
hear an explosion soun.

Unlimited Continues: (for joystick) U
UD U D LRL; (on keyboard for player
one) WSWSWSADA

Disco Mode: (for joystick) U D PK-SK;

(on keyboard for plaver one) WD J-1,

Limb Laoss: (for joystick) U+L U D D +R;
(on keyboard for player one) W+A WS
S+D

Fight as Shrapp: Highlight Psyclopps and
enter PK PP SK PP; (on keyboard for player
one)J1L1

IFight as Camigore: Highlight Camigore
and enter SK PP PK; (on keyboard for player
one) L.1]

since many of their bonuses will apply to the
entire fleet. Ag& of Sail

For most of the game, it can be very uselul to I

immediately refil a newly constructed ship. If

your lechnology has progressed significantly non (a British 6:4-
while the ship was in construction —which is gunner), is up
likely to happen when building large ships dur- against five smaller
ing the carly and mid games—youmay beable  French ships. The
to acld additional weapons, entirely new sys- mismatch isn'l
tems, and better shiclds for minimal cost (thiee what you think:
to five tums). Also, this means that you won't Her Majesty's ves-
have to refit the ship again for some time, which sel has the edge,
makes flect organization and maintenance casi-— since she can
erand more efficient. hover about 600
Ifyouare a demoericy and cannot annihi- vards off and blast
late conquered races, you can get rid of them away with no
by shipping them off to a world which has return fire from
already reached its population maximum. ‘The - the AL Don't try
colonists will iry to land, fail, and die in the this versus a
almosphere. 15 a dirly trick, but who said human admiral,
democralic leaders were always ethical? though!

CGW APRIL1997




Simulation/Spac

Privateer 2: The Darkening
An:j.-'ml getting killed more often by bugs

in the program than space pirates? If so,
we have a few tips to keep vou in orbit while
vou await the inevitable patch.
To prevent many potential lockups, copy
the file SEETS.IFI from CD 1 o the hard

Over The Reich

fvou're having trouble winning as the

Ceermans, lake the Focke-Wull upgrade

when it's offered. I'W190s are best flown
using
series of
high
speed
slashing
allacks,
which
minimize
the
impor-
lance of
turning ability.
Firing oppor-
tunities won't
appear as
often as with
the Me-109,
but the
I'WI190's dev-
aslating arma-
ment will
make the most
of any thal
come along.
One good
burst is usually

drive directory where you installed PRIVATEER
2. T addition, make sure the FILES = and
BUFFERS = values in vour CONIICG.SYS |
file are set 1o at least 50,

If the game is erashing when vou land on a
particular planet, lun off Aninated |
Transitions and Video Sequences until after

ey 10UV C S0y puit dow,

Finally, avoid the cheat files |
and hex-editing tips ving
around the net that allow you
to maximize your money —al
least until you getvery good al
flying, Privarier 2s artificial
intelligence gets progressively
mare challenging as vou
become more suceessful, and
if you max out your money,
vou'll face waves of the tough-

est pirates in the game.,

enough to cripple most Allied lighters.

When you're first learning the game, don'l
overlook the powerful database. The ability to
compare lwo aireralls statistics side by sicle is
especially useful.

Unless the enemy catehes you complelely
by surprise, you'll be given the chance 1o
decide whether discretion really s the better
part of valor. While the choices vou make from
long-range recon are hardly conclusive, keep
vour mission objectives in mind. As a rule,
don’t go hunting for glory against encmy fight-
er groups; conserve vour pilots for the more

lucrative bomber groups,
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II vou're plaving particularly well with an
offensive or defensive player, that player will
become On Fire—meaning he'll receive a
temporary hoost in skills. When vou're con-
tolling a player whos become On Fire, the
control circle will fade from the default color
to black and back again. An offensive player
can turn On Fire affer shooling consecutive

askets, amd will receive a boost in his shool-

ing, jumping, and dunking skills. A defensive

player will get On Fire after consecutive
blocks and steals, and will receive a boost in
those two abilitics.

By the way, when you tum the Fatigue
option on, you can determine your players’
current fatigue status by the color of the con-
trol circle. The darker the eolor, the more tired
the plaver. This can help you decide when lo
make substitutions.

[fyou are using Tim ‘T'schimers NBA Live
Y7 editor (ot approved by IZA Sports, bul we
love it; cheek out our NBA Live: 97 review
elsewhere in this issue), it’s tough to properly
rale older teams, such as the great Celtie
squads of the 1960s. A good rule of thumb is to
.\lighlll\' downgrade their scoring capahility, and
inciease their rebounding by 8 1o 10 percent.

CGW
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Assemble a killer deck in
the Deck Builder.,

¥ ¥ [ Sl e
Sorcerous advisors teach Magic ' 2( ' i AT g
in rich multimedia style.
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1. Fillin your name and address and check aff 2, Circle the numbers on the card that corespond to
your answers 1o the seven research gueslions. Ihe ads or articles you'd like mare information about

_ IT'S AS EASY AS 1,2,3

3, The literature will bz mailed 10 you from —’

the adverliser ree of charge.

CIRCLE FOR FREE INFORMATION

Vold after July 31, 1997

001 002 003 004 005 006 OOD7 008 009 010 011 012 013 014 015 016 017 018 019 020 021 022 023 024 025
026 027 028 029 030 031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
051 052 053 054 055 056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
076 077 078 079 080 081 082 083 084 085 086 087 088 089 090 091 092 093 094 095 096 097 098 099 100
101 102 103 104 105 106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
126 127 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
151 152 153 154 155 156 157 158 158 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175
176 177 178 179 180 181 182 183 184 185 186 187 188 189 190 191 192 193 194 195 196 197 198 199 200
201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
201 262 253 2564 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275
276 277 278 279 280 281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
376 377 378 379 380 381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400
1. What Is the highesl level of educalion thal 5. How oflen do you usually buy computer games? Name CGW 4/97-4

you completed? (Check one only) {Check one :m‘y]
01.J Some high school or l2ss 01. 00 Once a wesk [ ]
02. [ Graduated High School 02. (] Once every two to lhree weeks
03. [0 Some Colizge or Technical schoo! 02. [ Once a month Title Talephone
04. ] Graduated College 04, L] Once every twe to thiee months
05. [ Post Graduate school 05. 3 Once every four to six months

s ) 08. O] Once a year | ]

2. Compuler :urrenll[! owned is:

(Checkall that 2pply) 6. Where are you most likely lo purchase games? Company Name
01. 0 1BM compatible (Intel standard) (Check all that apply)
02. [ Maclntosh 01. L] Independent computer store 04. T Computer store chain l | |
03. ] Amiga 02. 0] Consumer electronic store 05, O Direct from véndar
[ ;I Dedicated game maching 03. T] Mass merchandising store 08, [ Mail order Address
05,00 None 7. What Is your (and others in househald) faverite lype
%. Ir_In1P=;:. u.-ngé level? (Check ane anly) of game? (Check one :‘3 each I.iolum nlﬂlher 1 Fiker I |
1. [] Power ‘ourse -
02,03 Pt (568 01, Stategy Cly e | 2o
03.L1 486 02. War/Miitary
040138 03. Role Playing | |
05. (71285 0-; g;a:gn Teasers . 5 ==

' 03 Can 4. ] Please send me a one-year (12-issue) subscription to Computer Gaming World for $27.94

:1 %uﬁfgﬁﬂm "E;:lcw::;;‘l;; next 6 months) g? i:ﬁ: WACade (LS. price); all other countries add $16.00 lor additional postage.

[J0wn | v
02. C]Plan to buy (6 months) e In a Hurry? Fax This Card To: 609-829-0692
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ADVERTISER INDEX

PFREE

R.S.# COMPANY PRODUCT PAGE gR.S.# COMPANY PRODUCT PAGE

X5
65
120
101

248
290
360
190
191

%

366
367
3356
245
352
163
15

106
281
169

B
363
)

382

"

170
171
Fi]

20th Century Fox Home Enfertainument
Al Century FerHome Entertaimment
Tth Level, Inc,

7th Level, Inc.

Acvess Software, Inc:
Accolade

Accalade

ACT Laboratory Lid.

ACT Laboratory Liel.
Activision

Activision

Activision

Activision

ActSoft, Ine.

Advanced Gravds

American Softworks Corporation
AnyRiver Entertainment
AT&T

All'Technologies

Avalon Hill Game Company
Avalon Hill Game Company
Avon

Bazooka(SAS)

Bethestla Softworks

Blue Byte Software
Broderbund

CH Products

Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bits

Corel Corporation

Earth Link

Fidos

Eidos

Electronic Arts

empire Interactive Entertainment
empire Interactive Entertainment
Engage

Falcan-Northwest

Fujitsu Interactive

Gamer's Gald

Gateway 2000

GT Interactive Software

CT Interctive Software

GT Intemetive Software

CT Interactive Software

GT Interactive Software

GT Interactive Software
Harman Intemational
CGhC

Intel Comp.

Interactive Magic

Interactive Magic

Intergraph Computer Systems

Die Hard
Independence Day
C-Nome

|'|L'||'L‘|1|n.'

Links LS

Jack Nicklaus

Test Drive

Eagle Max
PowerRamp Mite
Dark Reign

Heavy Gear

Interstate 76

Quake Levels

Mail Order Products
GamePad Pro

"Ten Pin Alley
AForkin the Tale
WarldNet Senvice
PC&TV

CaveWars
History of the Waorld
Rage of the Demon King
Computer Group
NCar

Settlers 2 Gold Edition
“The Last Fapress
Family Ad

Board Games

Budget Software

Mail Order Adult

Role Playing Games
www.edmag com/chips html
Madison Jaw

Arena

Conquest Farth
Power Fl

Need for Speed

I"l\iug Cmpﬁ

Stars

Engage Games Online
Falcon MACH Y

K9 Cyber Companion
Mail Order Products
Family PC Multimedia Systenns
Balls of Steel

Blood

Shadow Warrior

Star Command
'|'j1_;|_'1511.'|:k

NS

Audio Equipment

CG Developer's Conference
MMX Pentium Processors
Fallen Haven

New r)::\#ill}'

Intense 3D

1Ho-1
10-11
89
9203
121
507
23

155

161

89
147
125129
1517
22

67

176

7

113

197
126-127
187
225
)
229
3
180-181
19

125

3
900
697
185

135138
I78
168160
G2
170-171
156.159
145
8485
20

45

182
198
63

126
263
334
79

264
269
122
3

164
03

259
100
152
193
132
133

260
143
232
23]

16
134
134
136

129
66

Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, ne.
Interpliy Productions, Ine.
Interplay Productions, Inc.
Interplay Productions, Inc.,

Live Entertainment

Looking Glass Technologies
Matrox Graphics, Ine.

Micron Electronics, Inc.
MiemProse

Microlrose

Mindseape

X-Iiml\t'upc

Mojave

NEC

New World Computing
ORIGIN Systems, Ine.
ORICIN Systems, Inc.

Philips Media

I‘hll:pi Media

Piranha Interactive Publishing
Playmates Interactive Entertainment
Playmates Interactive Entertainment
Playmates Interactive Entetainment
Psygnosts, Ine.

Psygnosis, Ine.

R& G Games

SEGA of America

Sierra On-Line

Sierra On-Line

Sierm On-Line

Sir-Teeh

SouthPeak Interactive

Spacetec IMC Corporation
S1|‘.11l'1_;i1' Simulations, Inc.
Strategie Simulations, Inc.
Talonsoft

Talonsoft

THO

ThunderSeat Technologics

UBI Soft, Inc.

United CD-ROM

V Communications
VideoLogic, Inc.

Virgin Interactive Entertainment
\'lll_'_iu Interactive Entertainment
Virgin Inleractive Enterdainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
WeeardWorks Group, Ine.
WezirdWarks Group, Inc.

i Eail 4007

Atomic Bomberman

i)m._gull Dice

Iallout

MAX

Of Light and Darkness

Realms of the Haunting
Redneck Rampage

Starflect Academy

The Arrival CD-ROM Adventure
British Open Colf

Matros Mystique

Home Milennia Lines & TransPort
Magic: The Gathering [

Star Trek Generations PC

Aaronvs, Ruth

NCAA Final Four 97
Seerets of the Luxor
Power VR

Heroes 11 Expansion Pack
KEND

Privateer 2

Mutant Penguins
Net Zone
SYN-FACTOR
MK

MDK

Meat Puppet
DiscWorld 2

League of Pain

Used Game Software
Seud

30 Ultra Mini Golf
Nascar2

Shivers Il

Fable

Video Reality
SpaceOrb

SS1 Battlefield Expansion Disks
Warwind

Bull Run

Napoleon in Russia

Pax Impetia

ThunderSeat

Pod

Mail Order Products

System Commander

Graphics Hardware /30 Cames

Command & Conquer:Red Alert

163

105

51

14l

151
441
8

2

212
116-117
59
7174
26
201
167
122:123
172
6869
54-55
148-149
Cs
165
157
106
3031
105-109
45

]

)

pall
1H-175
19
130-131
205
26-27
-65
2

193
05
26
227

191

184
102-103
224

47

207

133

Command & Conquer: Red Alert Missions Disk 13

Command & Conguer: Win'93

Crand Slam

Lands of Lore: Cuardians of Desting

Scrcamer2

GameWizard Interactive Strategy Guides

Star Gunner

142-143
79-81
100-101
Y5

20

&7

S



At last count, it takes about 217 people to
design, produce and market
a killer game.

However, it still only
one conference.

Register for the Computer Game
Developers’ Conference,
April 25-30, 1997, Silicon Valley

Cranking out state-of-the-art games is becoming more compli-
cated every day. Luckily, choosing the best place to gather inspira-
tion, skills and tools is still a no-brainer.

Whether your company has 200 people, or two people doing
the work of 200, our conference could be your launching pad to
creating the next mega-game.

In our 200 beefed-up conference classes and tutorials, you'll

learn from the masters how to design for sensational game play.

COMPUT=R
GAME -+ .
DEVEL®PERS

CONFERENGE™

Unleash blazing 3-D graphics. Add multi-player functionality.

Produce screaming audio. Squeeze the most out of the Internet.

Even conquer the cutthroat business of games in our new pro-
grams on project management and marketing & distribution.
At every turn, you'll exchange tips and techniques with hotshot

producers, programmers, product managers, writers, sound

designers, artists and musicians who are pushing the outer limits

WWW.cgdc.com

out, so register today by phone at 1.800.441.8826, by e-mail at

of game technology.

This thing sells

cgdc@mfi.com, or by visiting our web site. You'll see, the more

intense your games get, the more intense our conference gets.

where killer games
are born
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R&G GAMES H

PO BOX 5008 Glendale His, IL 60139

We Buy & Sell New & Used IBM Games

Cal fax or email request for prices before sending games

Call 1-800-525-GAME canada 630-680-9995 Fax 630-980-9896.

Emal rggames@aclcom More games in stock call for pncas

"Used Games™ Shivers CD

Guest $19 Silent Thunder CD ﬂ?

§26 Sienl Hunler CO ]
§28 SpaceQuost Collection CD §27
$21 Spycrat CD 27
§29 Star Conltrol 3 CD 529
§29 Stafe CD S26
§27 Tomin's Passage CD 524
§29 Undera KiingMoonGD 5§18
$22 VR Soccer 95 CD sz
$§27 Wages of War CD 32
$20 Warcrall 2CD 329
$22 Warwind CD $32
$26 Wing Commander 4CD  §29
$33 Woodruff & Schnbblo CD  §24
§28 *“'New Games*™
§21 Afterifo CD $33
$22 DBaltleship CD §39
$29 Deadlock CD 537
$18 Diablo CD §42
§$22 F-22 Lightoning 2 CD 540
$22 Final Doom CD
§20 Heroes MightaMagic 2 CD
$28 MAX.CD
§22 Mochwarmior 2 Morcenanos
$29 Nascar Racing 2 CD
§26 NBALie 57 CD
§18 Privaleor 2CD
$21 Road RashCD
$22 Steel Ponthers 2 GD
$28 Time Commando CD s3r
$29 Tomb Raider CD
§32 Trophy Bass 2CD §39

Free UPS Shipping with purchase of $75 or more
Hours M-F 9am-9pm  hittp:imembers.aol.com/RG GAMES/indoxhimi

VisaMC/Discover/Am Express, Cashier Check, Money Order Accepled
Mumnwhm%bmsﬁsmmhmm i;‘n?od
ot your expense $5 ups per box Prices subject to change 8 avadabilty,

GAMER'S GOLD

FOR USED

To Sell Us Games or Make Inqumes Call

1-800-377-8578

call for authorization before shipping or
FAX list for current quotes to 605-334-8766

(include your return address & FAX no.)

WE BUY & SELL USED GAMES

GAMER'S GOLD/PC GOLD
1008 W. 41st Street, Sioux Falls, SD 57105

31.95 Funtoszsne; j $34.95

43695/ Hotletther / /5319

5389 Inhmnie Possibility —  $38.95

ke i _ ' $36. 95
0 35 95 I:que{ / 529

i lwul S3l 95
A 69 336,05
* Romsotto Fk or 2 usP Pulute/ 536.9'5)
YK A _-; ep Pe!e 6,95
) Sefmage SixPagk - rfj 30
v&si}m (B gil_ln) 1 95 Se “',,,","' ggg’gs
3 g ) i ¢ Butt

) | ll' [“ ) - 5

§Wj B xKi 33495
¥ orori EX ens

isThoids =~ 93 5/ Tfufew:f: /ssgﬁ)
C' i 26 ?5 Vum esl(ls({ 532 9?
ir ns 1,20 S27.9

Iunl irector $28.95
Golde ?I‘ 32 3§/
unl Las Vegas 2

3 9 9 ua 36. 5
' dudﬁex 36 95)
3? 95 Virluul Valerie 2 $38.95

38'{/ w:% You/l or2 /529 /

11-800-560-6234/




ole Playing Games  800-699-4263

POB 234 Dept 10866 Rochester, VT 05767

HI Ps & B ITS Visitour NEW nline Gatalog! Fax 802-767-3382 Int’l 802-767-3033
INc = Www.odmag. cony/hips, himl Orders/Questions: chisales@sover.nel Customer Service: cbiserv@sover.net

fn '"ADVANCED -- ‘MAGE THE FADING SUNS' T is - ‘STAR  WARS'
O LN BT 6 DUNGEONS & 5 ASCENSIDN’ 1 fhe Bth miansium & This - roleplaying
it wons DRAGONS - ] Nothing is as it T after Chvist and the & game plunges you

G UIDE 3 i seems. This book darkening . into the breakneck
REVISED' The ———y o+ ——~ T Coyidios you 1 v thrils and pulse-
essential manu- o through a workd long pounding excite-
al for all the filiedd with - dark- buiichng an empin o Ment of the great-
information you } & ngss. Stand wilth then squendering it R est space fantasy
need 1o create s ; i and oy lost it . % of all time! Face
and run thrilling " ' i Now, feudal londs averwhelming
swords and sor- : : ruie vying for power . odds, impossible
cery adventures . 7 5 . with fanatic prissts y . challenges. Mg:.’
is clearly laid R with Prir}l_': and it : and.  scheming - the Force be with
out. $16 Powers lure. §21 - quids.  §22 : s21

‘TRAVELLER' 3 : g 'CONSPIRACY X' ‘CYBERPUNK
Creale a heroic | ) In a world of iy [ ] P
character o adven- : dark secrets, sl Corporations con-
ture throughout the | the anly certain- = = frol the world with
knowm - universe. 3 i, - , ty Is nothing Is
You fight for sur- | a0 wihat it seems,
vivdl in deep and : g The president
hostile  planets, ; i may not be
i | " human. The sign
carrying para-

noid on the street

You're

cyber-enhanced

and solid skl

You ke il to b

falal Edge where "STAR TREK THE NEXT GENERATION COLLECTIBLE

TR L

ranfing  mind only: the toughest DICE GAME" Take center seat on the Bridge of the
control satelliles \ and coolest can Federation Star Ship or as Commander of the Borg ves-
may be right $20 3 0. $17 sel act out their cofiective mind.
‘WEREWOLF: e 'MAGIC  THE {< | et | 'RIFTS' Nearly
THE  APOCA- i GATHERING I ;
LYPSE' These are - ghlapdlitads HOMELANDS' : I i3, |
the final days, the ; L NS Hidden away by a ) | FATE T science and high
slgns are clear, b The | Mysteriols vizard : . » } ; technology bion-
Humans have cor- i SR o — ! ics, armor and
rupted the Earth, - . X 000 1. 9 5 oy weapons, trans-
killed the ftrees, ¥ . - =4 Torms the. Earlh
choked the  air -3 e S = where magic is
poisoned the sod. 4 ’ ; : - : y ¥ realityand super-
© There is no place ; S i 'WARHAMMER 40,000' ‘ml.kﬁuhldeadnfh.num-:on e . natural charac-
1o hide, the end is ’ ( fict with all the essential elements including detailed I8 ters from the rifts
o < upon us, Want fo -y =T . miniatures of the 2 rival ammies, the heroic Imperial ey L. &8 stk human
STEOVE 10ITI0N play? 524 . [ Space Marines and the Brutal Space Orks. $50 i . prey. 521
\D&D 2ND EDITION RULES ADAD DARK SUN ARS MAGIGA GALL OF GTHULHU CONSPIRACY X HEAVY GEAR STAR WARS ADVENTURE
DED Core Rules £54 y §20 Ars Magica &ih Ea 526 Arkham Unvaded $16 Aeqis Handbook s17 Character Compendium $20 Alliance Int Reprt $13 801 TTS Airbals 328
D&D Supplmntl Rules 859 $25 Biack Death $11 (Galt of Cthulhy $18 Atlantis Rising 512 Desert Map Pack 53 Classic Adv 4 317 Anpel Cop 38

7 14 Shaman $10 Coming Full Cirele 512 Black Baok $14 Field Guide North 2 $13 Creatures of Galaxy 513 Battle Arena Toshinden $18
816 g 7 Wizard's Grimoira 815 Gthuthy Lhve §15 Conspiracy X $20 GM Starter Kit $25 Deathstar Companion 513 Bumn Up W 317
§20 ind Lords Last Sea 817 DICE CELESTIAL End of the World 514 Cryptozoology $§15 Heavy Gear $25 Heros & Rogues $16 Dagger of Kamui 533
520 Psignic An 517 Mars 841 5 The Golden Dawn 513 Devil in Deep Blue Sea ST Narthern Vehicla Comp 520 Imperial Entanglaments $13 Devil Hunter Yokho 525
317 Threkregn of ;-’h..-, 513 fercury Sl 5 Lttt Astet £1a Forsaken Rites £14 South Aep Army List  S17 Imperial Soutcenook  $19 Samurai Showdewn  S16
pells & Magic 519 ADA&D FORGOTTEN REALMS  Fluto Set 35 CHANGELING GM Sareen $13 Tactical Air Suppont~ §17 Instant Adv 513 FANTASY
AD&D ACCESSORIES City of Splendars 520 Terra Set 55 Autumn People N Homecoming £14 Technical Manual 515 Live Actlon GM Kit 13 33 Eyes Perfct Colicin 816
naracter Record Sheet $9 Drow of Underdark 513 Uranus L] Changoling 2 Henmwsis 814 MECHWARRIOR Live-Action Adv §15 Bahel 2 Port Colletn $16
haracter Gean Dica 36 Elminster Ecology s20 Wenus Set 1] Changeling Screen  §15 CYBERFUNK 2020 Living Legends £10 Planet Collection Ll Dragan Haif §25
ollege of Wizardry  $14 Elves of Evermeet $13 DICE POLY MEGATUBES Kithbook: Trolls m Blackhand's St Weapons 57 Mechwarrion 13 StarWars Revised 825 Girl From Phantasla 825
neyelopedia Magica 4 520 Faiths & Avatars i Opague Sel $3 Player's Guide 519 Bonin Horse 37 Mechwarror Companion§12 TRAVELLER Lodoss War 516
§16  Four from Cumrrf §17  Peariescent St 56 MABE Chramebook 4 59 RIFTS Mligns Archives $18  LunaVarga 825
$18 18 Cpgn §25 Transpatent Set $5 Book of Madness $13 Corp Book 2 39 Rifts. 21 Central Supply Catalog £18 Princess Minena $25
517 $17 Twinkle Set S6 Gelestial Chorus 510 Corp Repit 20203 53 Rits Hardbound 528 First Survey S8 Slayers 815
$7 npire Magic  $25 DRAGONLANGE FIFTH AGE Mage 20d E4, 2 Cyberpunk 2020 37 Wrld Bk 11 Coalitn War $18 0: Third Imprium$18 ‘SCIENCE FICTION

a De 17 Powers & Pantheons  $21 Dragentance Sth Age  $21 Mage Tarot Deck 21 Listen Up Prim Scrawhd $9 World Bk 9 So Amer 2 $17 Starships §18 AD Police 518
flzard Spall Comp 2 821 Prayrs from Fait

57 Haroes of Defiance  $17 VAMPIRE Hight City Sourcebook $15 ROBOTECH Traveller 3 Akira 16
forid Bidr Guide 517 Undermtn Tri 58 Herees of Steal 515 Book of Nod 8 Stresthghting 510 Invid Invasion mn Akdra Letterboxed 324
AD&D ADVENTURES Vilhon Reach 514 Last Tower Raistlin =~ §17 Chicagn Chronicles 3§17 FADING SUNS Mecha South Gross 57 CMII] GﬁMES Arcadia of My Youth 535
ragon Mntn Dix Adv 525 Warrior & Priest of RIm$18 EARTHDAWN Ctan Books EA £10 Byzantium Secundus 515 RDF Aee Training 7 Black Magic M-65 512
al Tide 58 Waterdeep 57 Barsaive Campaign 821 Dice &5 Fading Suns 22 REF Field Guide $13 Battletech call Blue Seed H|
ye 1o Eye am Wired & Rogue of Alm $13 Earthdawn $25 Play Guide Sabbat 513 Foebidden Lote 813 Robotech in Dr Wha call Bubbigum Crisis 16
ates Firestorm Peak  $17 AD&D PLANESCAPE Gamemasters Pack 511 The Dark Ages 524 GM Screen s10 Zentaedi 57 lluminati call Cyber City Oedo §16
ight of the Shark ] Campaign Sening 525 Magie 515 Vampire 2nd Ed 524 GURPS SHADOWRUN IMTG 5th Ed call Deluxe Arigl 825
gturn to Tomb Horrors$25 Gulde Astral Plane 513 $13 Vampire Player Guide 519 Autoduel 315 2nd Ed.GM Screen M MTG Mirage cafl Dominion Trk 516
d of Seven Parls = 827 Helibound £21 4 $16 WEREWOLF Compendium 318 Awakenings 513 TG Visions call 52
ea of Blood 512 Planewalker's Handbook$17 PENDRAGON Asis Mundi Bk Spirits  $15 515 Campanion 513 Middle Earth Wizard  call Galawy Fraulein Yena 525
AD&D BIRTHRIGHT AD&D RAVENLOFT Land of Giants L8 Bastet §15 ~\n|\s, GM Pack 56 Grimaire 2nd Ed $13 Python Holy GR cal Ghost In the Shall $16
ook ol I aft 17 Domaing of Dread £25 Pagan Shores g14 Chronicle Black Labyr  $10 GURAPS Compendium 11 $18 Missions $12 s Boostars ca Giant Robo 516
B 1] ST Forged of Darkness 511 Pendragun 4th Ed 519 Dice £5 GURPS Rulehnak 520 Porttalio of Dragon 13 ] cal Iria 524
vens Great Bay 7 Howds in the Night 36 WARHAMMER FANTASY Freak Legions &2 Gobling £18 Shadowrun 2nd Ed. 820 call Pawar Dnils 7
ing of tha Giantdowns $12 Nightmare Lands 517 Dying of Light sz Nuwisha 310 Robots £14 Sweel Samurai Catalog $11 S[.u Trun MNext Gen call Robotech I1: Sentinals  £18
egonds Herokings  $17 Ravenlol Cmpgn Sen 525 Reaims of Sorcery 515 FPlayers Guide 315 Vehicles §16 Threats 515 Star Wars call Super Atragon 825
aval Battle Syst S10 Requiem® Grim Harvest $25 Warhammer Fantasy  §19 Werewoll £24 Warghouse 23 $15 Virtual Realities 2.0 515 X-Files call Venus Wars
Visa, MG and Distover accepled. Checks held 4 wetks, MONEY ORDERS UNDER 3200 SAME AS CASH, COD 58. Price, avaitability, offer subject 1o change at any time. Hardware su lJard i Mal Tu

Ovee
arders may requirg additional shipping and handling charges, Defectives replaced with same product. AN sales final c;,|r for details, Iﬂ‘lJ ?I?

shipping 'I'!J '-and. ng :rarrcsca.uierl on a per order
dm...:ld the “per st
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OVER
10,000
TITLES
IN STOCK DAILY!

~UNITED CDROM

e GO IM

FREE SOFTWARE
ePentium 133 MHz WITH EVERY PLRCHASEL*
*16M RAM
*1.6 Gigabyte HD

CALL US NOW
#8x CD ROM Drive
#33.6 Modem

6 Modem FOR A FREE caATALOG!
I'nDI"II jar s0 5cpuru {54 )l'

1800-864-8334

Math Il
49478

SAME Day
SHIPPING! **

Mathematics

MATHEMATICS & You'll find  self-paced, selfhelp tutorial in g

over 250 kcy subiecl oreas. With on emphssu on I|E{:rnlng I.ay
doing, 1t allows students to progress af their own pace.
Matemanis I1: 4 CO set includes Caleulus 1, Coleulus 2,
Differential Equations, Probability & Statistics. The complete, step-
by-step learning solufion for the edvanced mathematics student
Seanish 4-CD Box SE. Comprehensive tutorials in
vocobulory, pronunciation, verb conjugalion, franslafion &
sentence struchure with over 2 hours of video coaching.

Spanish et English Set

49474 A9477

Your {{3,\@}
CHoICE

SZFSOURCE

‘Acctrack

Acaraat
Open invoicing, billing,

SCREEN GRAZERS

The milk carton design

Hooves OF THUNDER: Horse racing for 1-10 players. Own
or rece the biggest, most powerful horses on the circuil

for we racing excitement!

FiNEsSE BRIDGE: The comprehensive system for every bridge

Hooves
47402

‘10
7

Finesse Briclge

53374

player rom navice fo expert. Finesse Bridge is a unique

compuler opponent or teacher.

APBA Pro BOXING: The most accurate boxing stat simulation
everl Jab your way fo the top o5 you manage, promote & acl
os comerman for authentic !xmug excitement.

Boxing

55033

11

Microleague

SIMULEYES

& 14 onimoted screen

saver themes with cows

moving smoothl
aguins! detailed ful
cn!nr hn:&
grounds pre-
vides hours o
enterioinment,

57170 527 57180

i |nitglege

accounts receivoble &
inventory & inventory
IrnEZing soltware
package. For small
husinesses,

home offices

& rental

CDm'\cm"i

38

CoLusion: You've just entered “Cellision Town” & the
world of @ psycholic overlord who lives to engage los
motorists in a deedly game of cat & mouse through the

by Stereographics
Transforms your com-

mazes of Collision.

Guoer 4.0: Stort with o paper airplane & an erie old
house & fly your Glider from room to room avoiding @
wild collection of obstacles.

Me. RiGH'S AL FARM: Animal characters come to
life with outstanding onimalion, toe-tapping original
music & oge opprapriote aclivilies designed to entertain
young readers for hours on end!

ADVENTURES OF GOAT: Goot wants to see what ifs like
to live in the city wilh his humon friends. Accompony
him on his journey of learning.

Back 0 BacHDAD

by Military Sim
Almost exact emulation
of the F=14 Alrcrelt
cockpit & weapons
systems, Missions bosed
on the USAF Desert
Starm Debriefing book,

39

* While supplics last. Shipping charges apply to free offers.
**Ordurs recived os late o5 930 pm (CST) for 2nd doy oir,
Coll For other deadline times.
Speciol olfers, irem availabiity and prites may vary
secerding 1o formet and ore subject 1o chonge withou nalice.
Al prices in U.S. dallors. Not responsible for inodvertent

EITOIS. M

—
-
== 4

CODE W04  Caros Acceed

51538

Callision

52407

Mr. Right
52410

43 0ud17

'8

Power 2 Puy

by Software Labs
Designed o solve all the
problems of running
DOS games in
Windows, from memary
monogemenl o recon-
'I':gurull;;ns

53168 s2 I

PlFiTitaeti

puler info @ slunning
environment for 3D
gomes & mullimedio

soltwore,

MAGIC THE GATHERING
by Acclaim

A spellbinding odyssey
that brings the wizards
& creatures of Coronder
to life in o moelshom of
real fime strateqy &
natwork dueling.

MuLedea

54053

53083

Loowrr Lasveamy/
Ewsulcun}um Bunote
Starpla
C(unnpiuﬁhipypiuyﬁeld
design, expert flipper
conrol, full nudge & i,
three flippers & three

multi-balls,
27

54558

Business Hours: Mon-Fri 8am-10pm; Sat 8am-5pm; Sun 12pm-5pm.
Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802

ConTACT US!

CompuServe: 76043,1605
America On-Line: UNITEDCD
BBS 1-217-352-9654

hitp://www.unitedcdrom.com
Fax back 1-217-352-8123
Fax orders 1-217-337-8531

The next generation
of PC flightstick rivals
oll comers. Eagle Mox

PowERRAMP

The first computer
joypad wilh hyper
programmoblz 10in 1
buttons. Features 12
programmable

buttons & on 8
directional joysfick.

ACT Labs

*50

+=MIRTUAL
$QUADRON

‘50

VirTuAL Sauapron
by Microstar

Add on for MS Flight
Simulator for W:r:jnws
95. Al of the thunder.
birds, post, present &
future. Detailed & his-
toricelly occurate.

53511

56044

Cat Riexen Fanmasy
BasepaLL
by Fantasy Sporls
Allows fantasy baseball
commissioners fo set up
3.[ in fantasy baseball
leogues with schedules,
Sl.[]l’ll'l_u & more.

24

56900




Visit our NEW

Online Catalog!
www.cidmag.com/chips.html

oard Games
HIPS&BITS INC.

'DIE HANSE' Sail
across the length
of medieval
Europe as a mer-
chant of the
Hanseatic
ue. Ballle

the North: Sea,
encounkzr pirates
and blockackes
you make you
way home with
valuable

800-699-426

POB 234 Dept 10867 Rochester,

= Au_psa
E:‘[Q '\tl

5

'WE THE PEOPLE' You lead the fledgling lorces of the
Continental Army, playing your strategy cards to move
your troops or gain political control over the colonies,
while your opponent deploys the Britsh forces, 529

timy of the wordd. The Ballans have fallen. Pearl Harbor
has been attacked. Wake Island is in Japanese hands
and Rommel has the Britich on the run! $33

'DECISION IN
FRANCE' pives
players the
chance to
- explore the
ies of the
campaigns i
Normandy  and
Norlhern France
a game of
moderale com-

‘CENTRAL
+ AMERICA"
+ Conventional and
guerrilla warlaro
| ane combined ina
fluid  Interactive
game based on
SuUperpowers
wing for the
reglon, that
encapsulates the
elements of mod-
em land and ar
combal.  §19

‘BATTLETECH'

' Where the Uniled

1 Star League once
reigned, 6 succes-
sor slates now bat-
tie for contral fight=
ing over water,
machines & spare
parls . factories.
Control of these ele-
ments wall lead to

|| final victory and the
domination  of
Space,

mple and
| elegant ules. $15

'AIR BARON' Ths ‘DRAGON  DICE
.“D‘MHCEID Civi- business slralagy KICKER SET #2'
LIZATION' retalns Gama ot you ikd contalns new
the essential ele- o
" ments of civiliza- EAR et e
profitable aiding in
North  America,
Compita for con- some Frewalkers
ol of the 58 and Monslers of
buskest airport mar- stunning  mottied
ST tetsinthel.S.and red and biua. You
Tile I|: [ILI!\'-‘ 16 0f the morfor- nead the hasic sel
mi ”-.IU:E | mn markets, as i m. Im-dl,;[ o pL'g-’r
? yoli zoom to vic- with this acces-
” nnal[angmr_l §25 tory. 77
BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BOARDGAMES BDARDGAMES
ANCIENT FANTASY MODERN RAILRDAD STRATEGY WORLD WAR Il WORLD WAR Il
wander at Tyre 818 Challenge Lion Lord 825 2nd Flret 524 1856 $37 Anvanced Civilization  $25 12 0'Clock High £23 Britain Stands Alone 523
dexanders Generals 833 Dark Blades £25 3rd Fleat L7 Advancd Trck Tellurid  §21 Age of Renalssance 842 1644 Second Fromt 820 Campaign 1o Sralingrd 529
ent Empires §28 Dragon Dice ] Across the Suez 513 Dampfross 845 Air Baran 7 ASL Mod Beyond Valor $33 Carrler §27
525 Dragon Lords 829 Aegean Strike £19 Empire Bullder §25 Blackbeard s27 ASL Mod Code Bushido$28 D-Day 516
33 Dragonhunt £10 Crisis Korea 1885 20 Eurorails £25 Britannia $19 ASL Mod Gung Mo %1 Days of Decision 2 542
538 Hobtit Adventure 528 Firepawer 823 Freight Train 7 Civilization &9 ASL Mod Hedgerow Heli15 Decksion in France 515
32 King Arthur Knights 530 Flashpoint: Golan g9 Great Western Raitway 538 Colonial Diplomacy  £42 ASL Mod Jatkosota 810 Desert Fox Deluxe £30
1 Jor 527 Magic Realm 523 Flight Leader 2 India Rafls 520 Deluxe Diplomacy 842 ASL Mod Kmplgp Ppr 2827 Eastern Front 2nd Ed  $49
AAERICAN REVOLUTION Merlin 528 HapoonBaxSet  $41  RockyMainRals  $13  DieHanse $55  ASLMod LastHurran 8§14 Empireof Rising Sun  $41
Ae Lierty 522 Titan 323 Hornet Leader 825 Silverton 332 Feudal si8 ASL Mod Leathemeck 89 Enemy at the Gales  £38
ebels & Redcoats 1 825 warhammer Fantasy  $50  Main Battle Tank $24  Streetcar 526  History ofthe Worid 827 ASL Mod Mrch to Oblv$29  Fire in the East 858
lebels & Redcoats 2 825 warhammer Quest 550 Mid-East Peace §16  TaackstoTellwide  $42  Lords of Sierra Madre $34  ASL Mod Paratiwoper $15 Flat Tep 528
Var of 1812 822 vizaras Quest $17 NATO $13  TrackstoTdicaca  $42  Machiovel $29  ASLMod Patisan 515 France 1944 512
CIVIL WAR LEISURE/FAMILY Spead of Heal $36  Uncle Hapys Train Gm $13 Material World $32  ASLMod Pegsus BrageS24  GD 40 Battle Stonne  $30
862 Chil War Quad 823 psgassin $15 TacAir $19 SCIEHCE FICTION Minet S20 ASL Mod Yanks $27  Guadacanal ser
wross § Agits 23 Circus Maximus N NAFOLEONIG 2038 $34 New World $17 ASL Solo Rules $20 Hells Highway 515
aiotam Campaign 525 Go s22 Battlo Dresden 1813 325 Alpha Omega 519 Republic of Rome 529 Advanced Squad Ldr  $38 Hitler's War 515
iy Heartlind S Grand Prix §19 BatesofWateroo 33 Batlespace $19 Stacks & Bonds S19 Advanced Third Relch $38  Invasion Norway 530
wiumn of Glory 21 Knightmare Chess 513 Eagle Empire Boroding $29 Battiglech 41h Ed. $19 The New Acquire 525 Afrika Korps 518 Krieg! 32
¢ & Gray 825 Lunch Money $15 Emperors of Europe $33 Car Wars Deluxe s21 Tournament Terrace  $26 Air Bridge to Victory  $17 Krieg! Expansion 58
wliorsville 334 Manhattan 525 Empires at War s Citytech 525 We the Peaple 529 Kir Foren 519 Last Blitzkrieg 525
settysburg 3 Days July $39 Madem An £25 Empires in Arms 527 Federation & Empre D538 VIETHAM/KOREA Arctic Storm $19 Ling in the Sand £22
lary $0 Pain Doctor £25 Field Command 0 Gateway 1o 1he Stars 522 Banles Forgonen War 536 827 £50
atawed Ground 2 Paower Lunch 513 Jona 58 Hacker 2 316 Flatoan $15 Axis & Allies 533 522
iete Coma the Radels $23 Rats 24 L'Armee du Nord 829 Intersteliar Wars £19 Rodling Thunder &2z Axis & Allies Crtil Puars§30 5§29
onclads a2 Robo Rally £13 La Bata Mnt St Jn Dix 862 Kill Zonz £ Sitver Bayonets 518 Aois & Allies Max Adv 510 519
ve Takes Command ~ $22 Rovorly Armd & Dngrs $25 La Bata de QuatreBras 31 Merchant of Venus 525 WORLD WAR | fois & Allies Med Est 516 7
aid on Richmond 821 Sattiers of Catan $30  LaBatadeWavie 522 More CosmicEngairs $26  Aces High S24 i g Ay WW2EXp 387 Naval War ]
loas to Gettysburg 824 Sherlock Holmes  $20  Mapoleaon at Lelpzig  S30  Necromunda s44 Fight For Skies S pay $18  Operation Mercury  $27
am Grant $42 SherlockMolmes Crd $16  Napoleon's Bamies2  $14  Ogre Miniatures §13  GreatWaratSeal  $32  paypofihe Bulge  $16 Ouer the Reich 830
tnwall's Lst Bitle $25 Space Chess 30 $35 Mapoleon's First Bamle 5§24 Spaca Hulk 450 Knights of the Air 519 Batthe wver Britain £ Pacific War sar
tonewall Jackson Way 527 Spices of the World ~ §18 Hapoleon's Last Battle §25 Space Marine $50 Landships s2i Bltekeieg in South $29 Pattun's Best 518
tonewall in Valley  $29 TV Wars &0 The Emperor Antums - §28 Star Fleat Battles £25 Michiafen's War 519 Blood & Thundar 530 Piercing the Reich 529
neee Days Gettysburg $49  Tycoon HH Valmy to Waterloo 820 Starfrk 15t Contct Borg $13  Salvo 2 s21 Bodyguard Dverlord 529 Prelude to Disaster 526
Var fof the Union §29 Wadjal 850 Victory al Watesloo ~ $21 StarTek 15t Contct Fed $13 Wings 530 Boroding 41 $22 faid on St Nazaire  $19
Var of the Rebeli 528 Win Place & Show 817 War & Peace 21 Wathamumer 40K §50 World War Ona i BreakoutNormandy  $23 Red Parachutes §32

Source
10867
VT 05767

Fax 802-767-3382 Int’l 802-767-3033

Orders/Questions: chisales@saver.nel Customer Service: chiserv@sover.net

'ACROSS  FIVE
APRILS' 15 achually
fve wargames in
ong, depicting the
ol Wor battes of
15! Bl Run, P=
Ridge,  Shiloh,
Geltyshurg — and

Bentomdlie. Each
¢ battle has s own
map and playing
pieces, but all § usa
the same set of
BasicRues 23

‘RAIL  BARON'
Start with
520,000 and a
train, Make
maney trips from
city 10 city. See-
saw until the last
baron is bank-
wpl  or has
enough  money
to win. You are
Inving in the hay-
day ol the loco-
motive. $13

'EMPIRES IN
ARMS' s a
game covering
the major ele-
ments of diplo-
macy and war-
fare during the
Napoleonic
Wars ol 1805-
1815, You are

the  absolule
monarch ol a
major European
power. sz7
BOARDGAMES
WORLD WAR 1|
Fed Steal 532
Risa of Luftwafle £19
Rommel in the Desent 27
lent, Run Deep  $24
£22
ory 821
§23
823
Storm Ovr Amhem Foli $12
Third Reich 1]
Turning Pt £18
Victory in Europe s
Victory in Normandy ~ §11
Volga Front s
WW2 Pacilic Theatre  $33
War at Sea 2 Kit $13
West Front 44
World In Flames Obx ~ $50
GENERAL WAR
Air Superiosity 39
Alamo 315
Bante of Alma $28
825
£10
sa2
322
Kolin Fl?..n Defgat 334
Lion of the Narth 29
Quebec 1759 S22
foarks Dnift 27
Russia At War 525
Texas Revolution $18
The 45 §25
Tha Kings War 530

Thirly Years War Quad
Zomder

Visa, MG and Discover accepted. Chacks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $3, Prica, avalabilty, offer subject to change at any lime. Hardware
orders may require additional shipping and handling charges. Defectives replaced with same product. All sales final. Call for details.

52
s1.00
$100

Per Oider
P i

51
5125
5

Shipping and handing charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged wnce per order placed and the “per tem” charge 15
charged once for each t2m ordered and the “per shipment” charge is charged once lor each shipment we make lo you. Per I

Each Unied S1ates oroer will inciude a G-manth subscnplion 10 Compular Gamas Siralegy s Wi anne, lor which $65.00 of the oraer cost will De alocates, 1o DegEn with the February f 155125 depe

g upon available m.




"4 brilliant design...| just can't stop playm
-lo‘hnny Wilson, Computer Gamin d-

- 1 : - “One o‘? the best renditions of a battlef:eld
COMPUTER] = i M * ever seeninaPCigame!”
|GAMES ; ; T > __-Phll ‘l'he, Computer Games Strategy Plu

JSTRATEGY PLUS

'Il

in yedrs!

; Computer & Net_Player- :

Includes the battles
of Ist Manassas and
2nd Manassas!

- (:M:LE.RE;\DERSEé\ncE#a? ;

Available at fine Software retailers Worldwide!
To order direct call 1-800-211-6504 (orders only please)
or visit our web site at www.talonsoft.com

@Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 832, Forest Hill, MD 21050 G



Diabolical
Carnivores
f Free Time™

BATTLEGROUND 6

TalonSoft’s award winning Battleground® series returns to the era
of Napoleon and the titanic clash with General Kutuzov and his

glorious Russian Army of the Czar at Borodino, September 7, 1812.

Can you push the Old Guard forward and march on Moscow?
CIRCLE READER SERVICE #277

www.talonsoft.com Orders only 1-800-211-6504
© Copyright 1995,1996,1997 TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 (410) 933-9191

Play

YHead
Héad

vin modem




IHD 86k

200 'SLIB 95

CHIPS &BITS nc.

Shop our Online Catalog at www.cdmag.com/chips.html

SOFTWARE

RETURN OF THE PHANTOM

Yau control the actions of Racul Montand, a Paris
detective who begins his adventure in 1993 and myste-
riously falls into the worid of 1881. Raoul must rescue
his girlfriend,; Christine, by gaining entrance io the
Phantom's fair, avoiding traps and solving puzzies. $16

Insane Closeout Reductions!

Backlash

Captain Quazar Wa5
Castle Woll 20 MD 2
CyberMage

Cuke Zone!

Fada to Biack

Magic Carpal Gold
Operation Camage
Cuake Shareware
Spacire VR

Tek War

Total Ruin Il

|BM ADVENTURE

7th Gst 2:11th Hour Dama
Along in the Dark
Bioforge

Blacktharne

Chaos Continuum
Entombed

Fortress Dr. Radiaki
Faourplay

Gabrial Knight 1
Gateway 2 Homoeweorld
Joumeyman Project 2
Krights Xent NR18 UG
Lost Fls Shrik Hims
Marph Man

Nerves of Steel
Noctropolis

Nomad

Primartals

Prophecy

Psychotron

Realms of Chaos
Relentlass

Raturn of the Phantom
Rex Nebular

Riddle Master Lu
Savage Warnors
Simon the Sorcaror
Spelicasting 101

Star Trek 25th Anniv
Star Trok Judgment Ats
Swarahip

Swap

Under Killing Maan
Wolt Hunt Be Hunted

I1BM ARCADE

5th Dimensian
Airbome Ranger

Astre Rock

Beavs Bithd Lttl Thgs
Bvs & Bithd Clig Drks
Bys & Db Wnr Takes
Creepers

Drug Wars

Gorg

HeliCops

Lade Runnar

M & Lace NR16B UG
Microcosm

Never Mind

Rotox

10
519

56
315
$19
815
515
510
$10

£3
$18
510

$16

$10
516

39
s12
£14
$19

&6
519
$12

Royal Flush Pinbll
Sink or Swim
Slnepwalker
Thaxdar 2 W35
Total Finball 30
WVaxing

Wild Streats
Zoop

519

|IEM BUNDLES

20 Wargama Classics
Ecstatica Bundle

Five Ft Ton Pk 1

Five FiL Ten Pk 2

Jot Pack

Might & Magie Trilogy
Mystery Collection
Pnzr Gan Sirl Gd Bnd!
Populous 2Pwimangt
PowarHits Batiich
Prince Persia Collect
Star Confrol Colictn
Take Tan

Troasures Pack
Turning Paint

$20
519
319

$15
$19

|IBM EDUCATIONAL

Amazing Leamn Games
Drawing Disc: 5
Dyno-Cues!

Eager To Lean
EcoQuast

Quarky Quaysoa Turbo
Sigrra Schl Hse Englsh
Sierra Schl Hsa Math
Sierra Schi Hse Science
SuparSoly Outnumberad
Universe Virgd Realty

Word Attack Plus Span

512

IBM HARDWARE

EZ Sound
Gravis PC Gamae Pad
Labtec CS150 Sphis

Novastick Max
PG Symphany
Sound Source

LE. Eplacdn 10
IL.E. Episode 11
LE. Episodo 12
LE. Episoduo 13
Eplsodn 14
Episadn 15
Episodo 16
Episode 17
Episodo 18
Episode 19
Episodo 2
E. Episada 20
=. Episodio 21
. Episode 22

nrdur may require nmllllundl ..Iilnplnu and |I-.||=|j||nu1l| m,u Duu,hu‘.sw"
Shigping and handhag charges calculated on a per order, per shipment,
1 anl”

JUTLAND

Itis 1914, the beginning of Workd War |. Majestic steam-
powered ships plow through the rough waters of the
Atlantic, defending their homelands and projecting their
strength. Command a fearsome dreadnought and fight
for control of the North and South Atlantic. $19

LE. Episode 3 59
1.E. Episodi 4 59
I.E. Episode 5 59
|.E. Episoda 6 £
IE. Episada 7 $a
C $9
L i 59
IBM REFERENCE
ESPN Inter Soccer $10
Evarywhere USA Gdo 6
Flying Warbirds &19
Getting Inta Callago £12
Lof's Draw Caricature 12
NFL Yearbook $12
Parsonal Trainor SAT £9
Werld Atlas $6
IBM ROLE-PLAYING
Alian Legacy £19
Champions of Krynn $16
Curse of Azure Bonds 316
Cyberdudas $12
Dark Queen of Krynn £10
Dark Sun 2 $19
Dark Sun Onling W35 315
Death Koep W35 316
Deuln Kn ghts 315
§12
Kr.rh]s Xent NR18 UG 55
Might & Magic 3 315
Pools of Darkness 510
Aavnlit 2 Stn Prop 210
Shadaw Sorcerar $0
Star Trek TNG Demo 53
Tales Magic Prop Shad 38
%10
$15
Ultima B Pagan $15
Ultima Underworld 2 59
Uitima Undrwid 1 & 2 $15
Unlimited Advaniures 519
IBM SIMULATION
Acus of the Deep $14
Alr Cmbt Pacfic 1942 $16
Air Warrior 519
Airpawer $19
Assignment Miami
CyberRace
Dawn Patrol
Dalta V 5
Evasive Action §12
Falcon 3 301 Fght Tgr 512
Falgon 3 SD2 Mig 20 39
Falcon 3.0 316
Fightar Wing §18
Flight Sim Toealkit $16
Flight Unlimited 19
Fly the Grand Canyon ]
Great Mav Batt Scena 59
Great Naval Batties 3 310
Gray Wall §19
Gunship 9

CLEARANCE!

800-699-426

POB 234 DEPT 10868 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

Orders/Questions: chisales@sover.net Customer Service: chiserv@sover.net

Source
10868

MASTER OF ORION

This is a fascinating game of space exploration,
combal and slrategy set in the distant future, using
rasources and technology that involve detailed inter-
action with alien races - each with distinct character-
istics and idiosyncratic leaders.

$18

1BM SIMULATION IBM STRATEGY IBM WARGAMES

Hi Cetane $15
Lawn Mowaer Man 519
Lightspaed 39
Maximum Cverkill MD2 30

Machwarriar 2 NeMach £15

MetalTech:ES Spo 519
Precision Approac £ ]
Privatesr $15
Real Weather Pilot 56
Red Baron/A1D Tok Kir 214
Renegade 310
Sea Woll 315
Scal Toam $12
Star Crusader MO 316
Strike Commandor $15
Tank 14
Tank Cammander Mot 519
Uitrabots $12
Wipe Ou £19
Woll Pack $15
World Circud $16
APBA Sideling Sports 19
Avalanche Intractive 59
Blood Bowl £19
ESPN Spens Shons 59
Hardball 3 Play Disk 56
Internatl Sports Chal 36
Jack Nicklaus $3
Jack Nicklaus GlipAn &3
Jack Nicklaus SE G1 53
Jack Nicklaus SE C2 33
Jagk Nicklaus Tour Col 519
Jardan in Flight £13
Links Pro 11 Davila Isl 518
Links Pro 13 Troon N 519
Links Pro 15 Pelen Hill 318
L Pra 16 Val Halla £19
Links Pro 386 Gall 216
Links Pro 519
Live Action FB 59
Micraleage Personal Gall 1)
NBA a1 50 519
NFL Coachas Club %9
NFL Video Football 59

MNHL Power Play 96 W95 519

PowerHits Sport 56
Pro Football Analyst 36
Serious Soccer £5
Sideling Sports 549
Sport Accolade Gl 2 59
Sporting Triangle 33
Tie Break Tennis $6
Tem Landry FB ]
Tony LaRsa BA2 TD 93 53
Tony LaRussa B8 53
Unnecess Reughnss 95 512
Unnecessary Roughnoess 30
Waorld Hockoy 85 £12
IBM SCREEN SAVERS
ScreenToyz Lalrina 59
ScreenToyz Stitch 39
SereenToyz TNT Tad £

Batties of Dostiny
Command HO
Conguer

Conquored King SD1
Conguored Kingdoms
Datrait

Empire Dix Msir Ed
Empire Dix Scenario 1
Grandest Fleet
Jagped Allanes
Juttand

Keshan Conspiracy
Machiavelli the Prince
Mastor of Grion
Partoct G-\nr'r'zl

Ser Cny

Senlors 2 Missions
SimCity 2000 SO
Star Legions
Syndicate Plus
Thama Park
Unnatural Seloction
Warcralt 2 70 Levels
Warcralt 2 Maps
Warlords

Warlords 2

X-Com UFO Delense

IBEM TRADITIO

aon

Arcade Action Kit

Bridgs Olympiad

CO Ramix 2 Prime
Casino Gamblar Kit
Chesgsmastr Onling W35
Dinos

GamePack 2
On Target
Crigamo
Paparazzl
Poal Mastor
Powar Pokor

Prof Zany Giveaways

Pro! Zanys Jokes

Puzzle Gallery 1

Puzzis of Tribyte W5

Pyst

SNL 201h Anniversary

Solitaires Journey

TV Guide Crossword

Take Your Bost ShotCD

Uitima Trivia

Ultimate Family Games
. 95

Universal Neverlock

anmas 95 Was

Gama Saolut 2

Virt Reality Studio 2

Virtual Snocker

Virtual Vogas

You Don't Jok Qst Pek

si12
518

$9

59
§10
515
$19

$6
$14
519
$19

$9
$19
$19
512
519
s12
§12

Augis

Banzal

Batt Napalean 506
Charge Light Brigade
CincPac Midway
DDay Begin of End
Datend tha Alamo
Fitth Eskadra

Fifth Fit Scen Med 1
Floot Med

Flight Cmmd 2 MB
Gry Grgsby's Wr Rssia
Harpoon 2

Harpoon Classic
Harpoon DS 2

High Command

Ling in the Sand
Panzer General
Panzer General Onling
Rebel Chig Chicamagua
Red Sky Marmning
Hommed at EI Alamein
Steal Panthers Cmpgn
Task Force 1842
Typhaon of Stoeel

LIMS 2 Planat Editar

W Victory Market Grdn
WV Victory Utah Beh

V Victory Vels LRi
Wargama CS2 501
Wargame CS2 SD12
Wargame C32 5013
Wargame C52 SD14
Wargame C52 SD2
Wargame CS52 S04
Wargame C32 505
Wargame €S2 SD7

$19

$9

55
$6
519
315
$19
$19
518
$19
§19
510
$19
519

36
519

£9
318
$15
$15
519
$19
$15
$16
§15

54
$15
512
§12
515
$15
s15
$15
$15
$15
315
515

IEM HINT BOOKS

Adventures of Willy Beamish

Alona in the Dark
Blackthene Official
Champions of Krynn
Civilization Natwork
Conguest of Robin Hood
Curso Azure Bonds
EcoQuest

Empira Daluxe

Gold Rush

Inca 2

In the First Degree

Lode Runnar

Lords of Rings

Manhunter San Francisco

Microsch Goll
Powar Manger
FAealms of Arkania

Steat Guido

56
12

59

516
812
$9
55
33
59
$16

Fabal Assault Insiders Guide 512

Retum 1o Zork
Secret Silver Blades

312
33

Sherlock Holmes Consltng Det, §9

SimEarnh
Sky Aealms of Jarune
Star Crusader

Star Reach/Master of Onon

Stiike Commander

i once per ordet placed and the

per item” charge isf oo
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ADULTS ONLY

ORDER
NOW!

800-273-7910

Check out our HOT online catalog! www.cdmag.com/adultsonly.htmi
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'GIRLFRIEND

« DONNA'  Little

10 Secrets!  With

$49 iy your new  girl-
s friend game, you

v o= can gel to talk to

===~ one of the cutest

oL Stawe Women in the

world IN PLAIN
ENGLISH! You get
to watch her respond like a real woman and lis-
ten to har whisper sweet nothings into your ear
with her real human voice. CD$49

‘NIGHTWATCH
INTERACTIVE  III'
You keep Tiffany
Minx, Alex Dane,
Anna Mallg, Stave
Drake, Felicia, and
a bevy of the
hottest cybersex-
pots under sur-
veillance:  while
they do the nasty in the sexiest nightclub in
cyberspace.Nightwatch 3. puts you deap In
aotion like naver befnre CD 546

‘DUKE SCREW' EM'
Blast your way
through sex orazed
cormidors as hordes
of naked deman
women  0ppose
your path to free-
dom. Locale your
nuUMerols  penis
qguns and other inventory items somewhere in the
erotic hallways of death, otherwise you're: stuck
with only your trusty. Pimp Stap to defend yourseh‘
against these evil demonesses. CD $46

‘CRYSTAL FAN-
TASY' Venture

the secret crys-
. tal.Interact with
the sexiesl
young: jewels of
the MacDaddy
harem. Take snapshnts of tha girls and play
with them in your own private portfolio. Six
highly interactive, three dimensional gor-
geaus babes! CD S25

‘JADE PALACE'
Save our beautiful
damsel-in-dis-
tress by finding
the missing jade s
and defeating the
evil wizard, Enjoy
hearl-stopping
rewards along the
way. Animated with mind-boggling 3-D envi-
ronments and hour long professional hardcore
video specifically filmed, this game will blow
you away. CD $19

B4 ‘VIRTUAL SEX
SHOOT Imagine
being trans-
ported to a
mysterious
island and
having nearly
infinite possi-
bilities as you
create your own visual fantasy by con-
trolling cameras that are capturing
every intense moment of highly
charged erotic sex. CD $44

through the cave
of lust and find

Visa, MG and Discover accepted, Checks hield 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $38. Prica, avaitability, offar subject 1o change at any time, Hardwars

INTERACTIVE
2069 Oriental Sex Odys 550
Allgyeats £38
Anal Rom 2 2
Asians in Wonderland 546
AssTreids 0
Buster Charry £45
Chamelenns $29
Glreirs £29
Gluh Caterina 518
Coma Play With Ma $39
Crystal Fantasy 25

Cyber Photographer  §28
CyberStiip Poker $36
CyberXperience 9
Cyborpeep Cheerldr 320

Diva X Ariana 338
Diva X Rebecca §30
Doll House $39

Dream Maching 2 i
Duks Screw'em 6

Fantascanes M
Fantascanes Anal 39
Fun Housa $39
Gitliriena Donna 549
Heldi's House £36
Hot Leather 2 425
Hot Slats L)
Hump Towers £39
Interact Seymore B12 £49
Intimate Journey 524

Intimate Possbils £39
Isfand Girl Resort $39
Japan Interactive 346

Latex M
Love Pyramid 329
Het Erotique 322
Neurodancer $39

Nightwatch Int 3 6
Orental Ecst Exposed 539
Dutpost 63 40
Pamela Anderson Lee  $29
Pandora’s Poker Palace £35

Passion Poker 29
Penatration $16
Pornins 24

Privals Investigator  §49
Frivate Flsr Park 2 $49
Private Prison 4
Rodney Rubber Show  $39
Samurai Perverl 2 $64
Scissors N° Stones 519

Sex Castle 529
Sex TV 2 £25
Sex With Jena £49
Sex:The Game £49
Shock:The Game 840
Space Sirens 2 829
Spy Club £25
Strip Fighter 840
Strip Poker Pro 2 £36
Strip Taase 24
Toras Table Dance. 324
Time Warp 43
Ultra Slots 526
Ultra Vixen 9
VCA G-Pack 39
VCA's Sex 29
Vampire's Kiss $36
Venus Piayhouse $35
Virtual Direcior §39
Virtual Golden Eye 44
Virnual Sax 2 £39

Virtual Sex Shoot £y
Virtual Valerie 2 39

Vistual Veronica 548
Virtual Victor 42
Virtual Vixens 524

Virtually Yours 2 $39

oiders may require adaitional shipping and hanaling charges. Defactivas replaced with same product. All sabas final, Call for detaits

Shipping ana handing charges caleulated on a per order, per shipment, and per item basis. The “per order” chasgn Is charged once per order placed and the “per item” charge is

MOTION STILLS i
) A b
101 Sex Positions 524 30 Dream Girls §19 Create countless
Adventure Kid s Adult Image Library  $19 personal  visual
American Blond s24 All hight Long $12 fantasies with five
Anal Asian 2 $19 Amateur Models $e2 of the most beau-
Babas |!ius|:a!u 2 519 Amatelr Photo Gallery 36 \iful women in the
Banghok Nights §19 Astan Pearis 3 4 world! Bring your
Best of Vivid 24 Bankok Baauties 519 imaginatiun 0
Black Book B Baverty HI Gall Gris 815 \ife, fram hours of
Blond Justice 3 £16 Busty Babes 4 £39 i ' i '.m
Borderfing $19 Celebnty Hudes £26 nieraction  wi
Chasey Saves World 829 Dormin-A-Trix 2 £24 thesa _$:P:H$U31. IL_ISITU_i ladies. YO!! COHTI’P1 the
Christy In the Wild £14 Elite College Girls 2 824 capabilities in this disc of expligit, passionate
Debby Doss Datas $20 Ele European Model 1 $18 eroticism. €D §34
Degp Thit Gris 4Pk 8§52 High Yolume Nudes 528
Deman Schogl §22 Japanese Pearls s
Deserl Passion 519 Latin Lust 520
Dirty Debutnt 6 Pk 344 Pink Passion $12
Dirty Western 2 528 Rapes & Ghains 519
Doors of Passion 2 $19 Selecta Pot 534
Femme Fatale $23 Tablold Beauties $19
From Asia With Love - $15 Thal Bondage $26
Ghostly Desires 539 - v
Girs Do Gits. 19 GAY SUPER * /LT & PAK!
Girts on Gitis 522 , -, .
Haveal §16 Bacches S Pack  §45 ROMSOET & PACK' Double Dovn, Doors of Passion
Heidi's Girls Evposed 515 Bike Bang 20 2, Sensuous Gh‘h in 3D, Massive Melons, Touch Me,
Midden Obsessions  $25 Boyfriends 0 FBE| Mﬁiﬂi Private Screenings are what you'll getin
:»Ilm of Elluur F.Fm:a ::: Boys Next Door §20 this sexy 6 pack! 600'S $32
mmaital Desire f Par 5
In Dalense of Savanahi $16 E:ﬁi:g?{;md :;; CUSIVNARCTU RS LATEX THE GAME
Jade Palace 319 David 520 j b Find !{DIJI'EE_H ina
La Blug Girl 4 s22 Man Parts 0 sprawling  refro-
L Blue Grl Scm Svr - 25 Manhunt <18 fulure. ety of
Made [n Japan $16 Man In Mation 12 Alphaville-with  no
Max Dormintn & Fetsh 535 Man n Unilorm 36 way UL Your goal:
Now Maching 6Pk 2 544 Explore every ook
Night Stalkers 519
Oriental Action 59 VHS ANIME mvg ifhoer
Oriental Diarias 7 ;
5 b Adventura Kid $24 clues that will even-
E::::::: i_’;?:::e 2:; Angel of Darkness  $24 tually Iead you to |
Prap Show 2 pers Dark Warrior £25 the climax of the
Pheone o Deman I.!eas.t Invasion 24 game. 544
Prwvate Collection £43 E?‘en Brida s24
Racquel Released $12 ;'s‘l:rgllssﬂ‘lﬂl"-llz ;:; ‘HEIDI'S HOUSE®
Racquetle n Witd 324 Hitlaiess <25 Is the mus‘ stim-
Eomso:: :1; :::: ss:g Vel s 24 ulating CD gams
n::::::u Ill':o# Pagk  $18 LaBlus@riGiftBx %90 aver played and
Al Tt B Magieal Twiight 824 s automatically
Savannih Superstar - $24 ::iw“ﬁ:nﬂ :i; designed S lo
Secrot Garden 2 519 g é‘mm Wi - change each time
Seduction of Suki 519 DS tb = - you play it, offer-
Seductions £18 U ._'u" 2 Bundie. 885 ing dozens of
Select 3 fal2 A e S combinations for
Sex in Publc Places  $16
Southern Beauties 2 $32 VHS MOTION hours of fun, fun, |
Southern Balie 529 fup. co Sﬂﬁ
Strippar Nursas £25 800 Faniasy Ling $15 imm FATA E £ 'FEMME FATALE
Supersir Japan Pom 2 $38 Aladitin X §26 FOR WINDOWS'
Sushi Bar Girls L) Anyining Goes s12 : —— Bulld r dream
Taming of Savannah 316 Bizarre Women §12 S UHE Y OULEE:
Tokyo Nighiile 48 Black Studies 815 ~ girlwith Femme
Tokya Mymphs $14 F..and Lots of I §156 23 Fatale! .ﬁ : hﬂ_l
Twin Angels 2 528 Harmlet 0 i ﬂ aduft  jigsaw!
Toin Angels 28 Hanlky Panky $15 o o Features include,
Utimate Tokyo 29 Inngcence Lost $15 Y a long, fantaliz-
Uttra Sex 2 $12 Max the Naughty Dog  $22 e ing ALL NUDE
Up& Downlove  §29 New Babysiter §15 -full motion strip-fease video. Also 250 hot 24
Urotsubddo $23 Party Stripper sz bit images of 62 girls used with included
Urotsukidoi P1t Col  $48 Passanger 892 526 puzzle. Load/save game, BMP, PCX, GIF, TIF.
Vonus § §20 kessiod il DIB, TGA, WAV audio and more. €D $23
Venus 52 520 Fink Lagoon $15
Vice 510 Sax Symbol £15 . ;
Virgins Vol 3 339 Sexin Puble Plces 815 HIBLESU E HBA'LE
Whits Wedding 516 Virgin Dreanss $35 GIRLS' Pay a
Wicked Whispors  S16 Warld Bigst Gng By 2 $35 i g’
Women Beverly Hils 519 Yourig Lust 815 E{:& &"ﬁil ihg
Buy 2 Adult Titles From the List Below and E?,‘{:",f.,‘:"";.fﬁﬂ
get the One of Equal or Lesser Value FREE! never  afford.
Amateur Photo Gallery, Babe Patlrol, California Girls, Eruption, This supers
Hot Dog Girls of Florida, Penetration, Phone Sex, Swingers h‘l"b“d disc will blow your mind. You
Worldwide, Taste of Erotica Sampler, & Touch Me Feeol Me. cauu_h! q_ltmpsns of them in the press, now
Request must be made at time of purchase, Quantities limited. Offer subject reach figr your mouse and mak?:ntl'lsa1n;
to change or cancellation at any time. Etfective April 15 - May 30 1987, Smadie:
WA . B bo
Par Order G 22‘;%5" gﬁ o B
Fer Shigmani $1.25 1.00 0 $7.00 $200 .00
Per iem 50.75 51.00 §1.00 5200 $200 $5.00

charged once for éach tem ordered and the “per shipment” charge is charged once for each shipment we make 1o you.

Each Dnited Siaies order will include a B-monih subscrplion 10 Compuisr Garmes Siralegy Flus Magazing. (o which $0.00 ol e order cost will be alfocated. 1o begin with the Fabrua

ry 1907 iseue or laler sues depandin

pon avallafifé magazing quantities.|
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HALL OF FAME

elcome to the Cooperstown of computer games. Here you'll
find, raised upon pedestals to commemorate their achieve-

Harpoon

360 Pacific, 1989
hen miniatures gaming was king,
there was no game that could
quite match the balance of real-
ism and compelling game- R

play—not to mention complexity—in Harpoon. When Tom Clancy

needed the best in declassified naval data for his book The Hunt for Red

October, he turned to Larry Bond's gaming masterpiece (Clancy and Bond

later met and used Harroon to work oul all the baltles for the best-selling

novel Red Storm Rising, as well).

When this epic finally made it to the compuler, it was widely hailed by
gamers o be just as accurate as the tabletop version—with a thorough
and accessible database lo bool. Bond's experience as a retired naval
officer and NATO wargames referee was reflected in the quality of play,
which was more intense and involving than anything this side of the
Maval War College.

Harpoon was proof that hard-core wargames could still sell in big num-
bers, and that real-time games could have plenty of depth and still be
accessible enough to be fun.

Rumors persist that Larry Bond is considering a Hareoon [II design.
But in the meantime, we recommend that you check out Harpoon
Cuassic 97 by Alliance and Interactive Magic, which features an exhaus-
tive Hanpoon package folded into a
welcome Windows 95 interface.

Awu m THE an
(I-Motion, 1992)
Inductees Prior To 1989

BarTie ChEss (Interplay Productions, 1988)
CHessmasTeR (The Software Toolworks, 1986)
DunceoN MasTen (FTL Sorrware, 1987)
EaRL Weaven Basesatt. (Electronic Arts, 1986)
Emmn: (Interstel, 1978)
F 19 Steauh FighTen (MicroProse, 1988)
_,Bsmsnusn The TurNING Point (SSI, 1986)
‘KamPprGRUPPE (Strategic Simulations, 1985)
‘Mec Brigape (Strategic Simulations, 1985)
‘MichT & Masic (New World Computing, 1986)
M U.L.E. (Electronic Arts, ‘1983)
MicmProse 1987}

(Dynamix, 1993)

(LucasArts, 1993)
Doom

Farcon 3.0
(Dynamix, 1993)
GunsHP

HarPoON

M-1 Tank PLaroon

":-". .‘ ',L_gg'l‘@gh»sﬁmfe '1931}
I}Zcmu {infoccm 1981}“

APRIL 1997

Day oF THE TENTACLE

(id Software, 1993)

(MicroProse, 1989)

(360 Pacific, 1989)

BetravaL AT KRONDOR

(Spectrum HoloByte, 1991)
Front Pace Sports Fooreall Pro

King's Quest V
(Sierra On-Line, 1990)
LEMMINGS
!-jﬂﬁnln Systems, 1933) (Psygnosis, 1991)
igin S_ystems 1985) Links 386 Pro

(Access Software, 1992)

(MicroProse, 1989)

ments, the games that hroke the records, estahlished the hench-
marks, and held gamers in delighted trances for untold hours.

Gunship
MicroProse, 1989
or many years, MicroProse was the undis-
puted champion of computer simulations,
and it was games like GunsHip that got
them there. Gunstie was designed to be
an accurate simulation, and the design team didn't .
skimp on the sim's look and feel. The polygon-filled graphics mnved
quickly, considering that the game debuted on the B-bit Commodore 64. Sim
pilots found the distinctive handling capabilities of the Apache a refreshing
change from the reflex-intensive jel simulations of the day. The game also
included a useful keyboard overlay that greally simplified the conlrols.

Obviously, newer simulations have passed GunsHip by from a graphics
standpoint, but few of them have modeled more high-tech toys—inertial nav-
igation systems, anti-torque tail rotors, 30mm chain guns, flare decoys,
radar jammers, and a treasure trove of rockets and missiles were only some
of the fun stuff included in GUNSHIP.

Gunstie was the first combat flight sim to offer character continuity
through a linked series of missions, with such nice touches as R&R for
fatigued pilots, and the option to pass on hazardous missions by taking sick
leave. Although Gunship spawned a host of imitators, it's significant that it
took seven years lo finally surpass it: Andy Hollis (Gunship's co-designer)
and Arnold Hendrick finally outdid Gunskip with last year's AH64D Longaow.

Modern Inductees
Master oF ORion
(MicroProse, 1993)

RaiLroan Tycoon
(MicroProse, 1990)

Rep Baron

(Dynamix, 1990)

Sio Meier’s CiviLizaTion
(MicroProse, 1991)

THe Secrer oF MonKEY ISLAND
(LucasArts, 1990)

THER FiNesT Hour
(LucasArts, 1989)

Tie FiGHTER

(LucasArts, 1994)
Uimiva VI

(Origin Systems, 1990)
Utrima UNDERWORLD
(Origin Systems, 1992)
Wing Commanper | & Il
(Origin Systems, 1990-91)
Worrenstem 3-D

(id Software, 1992)
X-Com

(MicroProse, 1994)




@umputer game programs have grown so massive, and the
number of hardware configurations has hecome so huge,
that glitches are frustratingly common. Software patches to fix

A-10 Cuba: Upgrade 1.01 allows you
{o reverse the rudder settings, press
Enter or Esc without problems, and
even center your joystick. What's more,
the original A-10 Cuga serial numbers
now work.

American Gvil War V1.21:
Many of the speed problems with the
game on 8MB machines, or Windows
3.1, or both, are fixed, and the Al is
also improved.

Baldies DirectX3 Patch: Fixes lock-
up and sound problems in Baldies.
Download the patch from
www.baldies.com, or receive lhe
palch on disc by calling Panasonic
Interactive Media Technical Support at
(408) 653-1889.

Battlecruiser 3000 AD Release
3C: The latest patch—release 3C—in
this ongoing saga fixes a host of bugs,
but don't go in with lofty expectations.

Battleground Antietam: Even cau-
tious General McClellan would be more
al ease with this newest battle plan from
Talonsoft,

Civilization II V2.42: This prevents
crashes with auto-seftlers, help, and
Civilopedia screens; in addition fo other
iweaks. If you have V2.41, the only addi-
fion is that heralds will now animate if
you are using 32-bit video for Windows.

F-22 Lightning V1.01.00.18:
This strangely-numbered file adds chat
mode, additional look views, and more
native joystick support fo Novalogic's
sim. Alsa, secret missions have been
unlocked, and VESA compatibility
issues, static sounds, and high IRQs for
modems are properly enabled.

FPS: Baseball ‘96: Ii's a season’s
worth of general manager Al & rosler
management. Take this inside fastball at
your own risk.

FPS: Football Pro "97: This con-
tains the problem with the “Ready-
Break!” button not staying pushed in,
blitzes the lack of weather info, and
adds digitized sound support for AdLib
and Pro Audio Spectrum cards.

Heroes of Might & Magic II:
(DOS and Win 95 Versions) This
pawerful patch spell adds a random
map generalor in the World Edilor, lixes
numerous small bugs, and clears up
anomalies from the documentation.

Jagged Alliance Deadly Games:
Cleans up your mercenary mayhem: no
more “No Turn Limit" problems, or rare
speech crashes. It also includes a fix for
the final mission of the main campaign
and mission 34 of infinite campaigns,
plus all the new turn limit options.

Lighthouse Patch: The light does
shine more brightly. Palette thrashing is
fixed, lock-ups in dark domain are ban-
ished, and the error opening resource
65535056 in submarine cavern is cor-
rected. The dark side is that you have to
start the game aver.

Links LS V 1.30: Tee off without
worrying about the ball flight bug,
sound script bug, or match play bug.
Use only if you have V 1.0—lhis paich
is nol for the European version!

Lords of the Realm II: Milord, with
this patched sword, you may slay the
Internet Explorer scourge, without re-
installing yon Microsoll application,

MechWarrior Mercenaries V1.05:
All clans will benefit from this latest
upgrade from Activision, which repairs
a number of MecH deficiencies.

MechWarrior 2 Windows 95:
From Direct X difficulties o terrible torso
fwists and sinking MecH syndrome, this
patch corrects a host of errors.
Regardless of your clan affiliation, don't
pilot your Mech without it

Leisure Suit Larry 7: Don't put up
with flatulence lockup! This patch wil
also eliminate saved game problems,
along with miscellaneous general pro-
tection faulls and illegal operations mes-
sages. Be warned: it will invalidate exist-
ing saved games.

MO0 II V 1.2: Just when you
thought Antares was safe o conquer,
intelligent aliens arrive bearing this
patch, which promises many fixes.

PATCHES

huggy programs have hecome a necessary evil that we’ll just
have to live with until we reach the golden age of standardized
platforms and bug-free programs. New patches are in red.

NHL Hockey Win 95 V1.1: Only
for Win 95 versions, this has a number
of fixes and enhancements. Don't try

[
madem play unless both you and your n,&“‘,’f}'{uﬁ,‘;
opponent are patched, or you may suf- g{l 1he demo
8.

fer a lockup penalty.

Over the Reich V1.01: Gameplay
hits & higher ceiling, with several adjusl:
ments to bomber defensive fire, frequen-

¢y of reinforcements, angle of intercep-
lions, high-G maneuvers, and banking.

Third Reich V1.21: Mein Herr, we
need concern ourselves with neither the
Russian deselect unit bug, nor the
freeze-up in Win 95. Answer “ja" to any
prompts to ovenwrite.

These patches can usually be
downloaded from online networks

such as CompuServe and ZDNet,
from CGW's Web site (www.
computergaming.com), or
from individual software publish-
ers’ Web siles.

Total Mayhem Patch: Improved
walking in groups, revised map layouts,
and a new settings.exe file make for
more mayhem, less frustration.

} Publisher Web Sites

Many palches are available directly from the publishers,
al the following sites:

! N Accolade: viwwaccolade.com

Activision: vwwaclivision.com

Apogee/3d Realms: www.apogee1.com

Avalon Hill: wwwavalonhill.com

Bethesda: /wwwbelhsoft.com

Blizzard: wwviblizzard.com

Bullfrog: wwwea.combullfrag.html

Domark: wwwdomark.com

EA: viwWea.com

EA Sports: www.easporis.com

Epic MegaGames: Wwwepicgames.com

i | id Software; fwwwidsoftware.com

i || Interactive Magicz Wwwimagicgames.com
Interplay: wwwinterplaycom

LucasArts: wwwlucasaris.com
MicroProse/Spectrum HoloByte: wwWmicroprose.com
Microsoft: wwwmicrosoft.com

New World Computing: wwinwcomputing.com
QOcean: ww\ef2000,c0m

‘Origin: Wwiea.comiorigin

Papyrus: WWWserra.comipapyrus

Panasonic Interactive Media: wnpanasonic.com/cool
Philips: wwwaimia.comigames

Sierra On-Line: WynSIera com

Spectrum HoloByte: wwwmicroprose.com
SSI: wwwssionline.com.

Take 2: wwwiake2games.com/main.html

+ | Talonsoft: witalonsoft.com

| Virgin: vwiviecom
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THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results of pre-
vious months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ralings so that other gamers
and game publishers can benefil from your experience.

 TOP ACTION GAMES TOP ADVENTURE GAMES

COMPANY
1 Duke Nukem 3D 3D Realms/Apogee 1 Pandora Directive Access 8.41
2 Tomh Raider Fidos 2 Gabriel Knight 2 Sierra 8.34
3  Crusader: No Remorse EA/Origin 3 Larry 7 Sierra 8.1
4 The Need For Speed SE EA .4 | Lighthouse Sierra 7.84
5  Crusader: No Regret EA/Qrigin 5 Spycraft Activision 7.n
6  Quake id Software 6  Full Throttle LucasArts 7.56
7  The Need For Speed EA 7 Zork Nemesis Activision 7.35
8  Descentll Interplay 8  Under A Killing Moon Access 7.33
9  Syndicate Wars EA/Bullfrog 9  Star Control 3 Accolade 7.26
0  Hexen Ravan/id 10 Phantasmagoria Sierra 7.20

MULATION/SPACE COMBAT GAMES

COMPANY SCORE

TOP CLASSIC/PUZZLE GAMES

GAME COMPANY

1 You Don't Know Jack Berkeley Syslems 1 Wing Commander IV EA/Origin 8.54
2" Inctedible Toons Sierra 2 Mechwarrior2 =~ Activision 8.31
3 Incredible Machine 2 Sierra 3 AH-64 Longhow EA/Origin 8.18
4 Monopaly Virgin/Westwood 4  EF2000 Ocean 7.96
5  Scrabble Hashro 5 U.5. Marine Fighters EA 7.9
6 . Risk Hasbro 6 Silent Hunter S8l 7.90
R 7  Lightning F-22 Novalogic 7.79
e 8  Advanced Tactical Fighters EA 7.69
o 9 U.S. Navy Fighters EA 7.60
Al 10  Flight Unlimited Looking Glass 7.15

__ TOP STRATEGY GAMES

GAME COMPANY

TOP SPORTS GAMES

1 Links LS Access 1 Red Alert Virgin/Westwood 9.06
2  NASCAR2 Siarra 8.71 2 WarCraft Il Expansion Disk Blizzard 9.04
3 Grand Prix 2 MicroProse 8.38 3 WarCraftll Blizzard 8.93
-4 NHL'97 EA Sports 8.32 4 Civilization Il MicroProse 8.82
5  FPS Foothall Pro '97 Sierra 8.25 5  Heroes of M&M II New World Computing  8.75
6  Tripleplay ‘97 EA Sports 7.74 6 C&C: Covert Operations Virgin/Westwood 8.52
NASCAR Racing Sierra 7.74 7  Command & Conquer Virgin/Westwood 8.42

8 FPS Foothall Pro ‘96 Sierra 7.72 8 Heroes Of Might & Magic New World Computing  7.99

9 NHL Hockey ‘96 EA Sports 7.68 9  Lords Of The Realm Il Sierra 7.94
10 NBA Live ‘96 EA Sporls 7.59 10 Jagged Alliance: Deadly Games  Sir-Tech 7.84

TOP WARGAMES

COMPANY

_ TOP ROLE-PLAYING GAMES

COMPANY

BAME
1 Diablo Blizard ~1  Steel Panthers Campaign Disk  SSI
2 Danggerfall Bethesda 7.7 2 Steel Panthers sl 8.51
3 Anvil 0f Dawn New World Computing  7.33 3 Panzer General SSI 8.34
"4 Stonekeep Interplay 6.97 .4 Battleground: Shiloh TalonSoft 8.19
5  Albion Blue Byle 6.23 5  Battleground: Antietam TalonSoft 8.04
6 6  Battleground: Waterloo TalonSoft 7.83
7 1 Robert E. Lee: Civil War General Sierra 7.73
8 8  Battleground: Gettyshurg TalonSoft 7.49
9 9 Third Reich Avalon Hill 6.73
10 100 Wooden Ships And Iron Men Avalon Hill 6.04
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TOP 100 GAMES

GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE

¥ 1 Red Alert Virgin/Westwood ST 9.06 51 NHL Hockey ‘96 EA Sporis SP 7.68
2 WarCraft Il Expansion Disk ~ Blizzard ST 904 52  The Need For Speed EA AC  7.65

3 WarCraft Il Blizzard ST 893 53  U.S. Navy Fighters EA Sl 7.60

.4 Civilization II MicroProse ST 8.82 54  NBA Live ‘96 EA Sports SP 7.59
f( 5 Diablo Blizzard RP  8.80 55  Fantasy General Ssl ST 7.57
‘ﬂ( 6 Links LS Access SP B.76 56 Full Throttle LucasArts AD  7.56
I 7 Heroes of M&M 1 New World Computing ST 8.75 57 NBA Live ‘a5 EA Sports SP 7.55
8 NASCAR 2 Sierra 5P 871 58  CivNet MicroProse ST 753
7 9 Steel Panthers Campaign Disk  SSI WG  8.62 59  PGA Tour Golf 486 EA Sports SP 749
*'[ll  Duke Nukem 3D 30 Realms/Apogee AC 8.57 Batlleground: Gettysbhurg TalonSoft WG 749
'ﬁ' 1 Wing Commander IV EA/Origin Sl 8.54 61 Madden ‘97 EA Sports SP 7.46
12 C&EC: Covert Operations Virgin/Westwood ST 8.52 62  Missionforce Cyherstorm Sierra ST 7.45
Tomb Raider Eidos AC 8.52 63 FPS Foothall ‘95 Sierra SP 7.4

14°  Steel Panthers S8l WG 851 64  Descent Il Interplay AC 7.39

15  Command & Conquer Virgin/Westwood ST 842 65  Syndicate Wars EA/Bullfrog AC 737
16 Pandora Directive Access AD - 841 66 Tony Larussa 3 ‘96 Stormfront Studios S 786
17 Grand Prix 2 MicroProse SP 8.38 67  Zork Nemesis Activision AD 7.35
.18 Panzer General 551 WG 834 68  Under A Killing Moon Access AD 7.33
Gabriel Knight 2 Sierra AD 834 Anvil Of Dawn New World Computing RP  7.33

20 NHL'97 EA Sports SP 832 70  Sim City CD-ROM Maxis ST 7.3

21 Mechwarrior 2 Activision Sl 8.31 | Incredible Toons Sierra CP 7.27

22 FPS Foothall Pro ‘97 Sierra SP - 8.25 72 Star Control 3 Accolade AD 7.26
Crusader: No Remorse EA/Qrigin AC 8.25 73 Hexen Raven/id AC 7.23

24 The Need For Speed SE EA AC 8.19 74 Magic Carpet 2 EA/Bullirag AC 7.22
Battleground: Shiloh TalonSoft WG 819 75 Road Rash EA AC 7.20

¥t You Don't Know Jack Berkeley Systems cP 819 Phantasmagoria Sierra AD 720
27  AH-64 Longhow EA/Origin Sl 8.18 17 Virtual Pool Interplay SP 7.19

28 larry 7 Slerra AD - 8 NHL Powerplay Interplay SP 7.19

209  Crusader: No Regret EA/Qrigin AC 8.07 79 Terra Nova: Strike Force Centauri Looking Glass AC 7147

30  Quake id Software AC 8.04 80  Flight Unlimited Looking Glass sl 7.15
Battleground: Antietam TalonSoft wWe  8.04 81 Relentless EA AD  7.18

32  Heroes Of Might & Magic New World Computing ST 7.99 82  Destruction Derhy 2 Psygnosis AC 712

33 EF2000 Ocean Sl 7.96 Shattered Steel Interplay 3l 7712

34  Lords Of The Realm Il Sierra ST 7.94 84 Virtua Fighter PC Sega AC 71

35 U.S. Marine Fighters EA Sl 7.9 Incredihle Machine 2 Slerra CP 711

36  Silent Hunter 881 Sl 7.90 86  Star Trek: TNG, Final Unity Spectrum Holobyle AD  7.08

37  Jagged Alliance: Deadly Games Sir-Tech 8T 7.84 87  System Shock EA/Origin AC/AD  7.06
Lighthouse Slerra AD 7.84 88  Caesarll Sierra ST 7.04

39  Battleground: Waterloo TalonSoft WG 7.83 Hyper 3D Pinhall Virgin AC  T7.04

40 Lightning F-22 Novalogic Sl 7.79 EWJ 1&2: Whole Can 0' Worms  Playmates AC 7.04

41  Jagged Alliance Sir-Tech ST 7.75 91 Legends Of Kyrandia 3 Virgin/Westwood AD 7.01

42 Tripleplay ‘97 EA Sports P 174 92  Hardball 5 Accolade SP 699
NASCAR Racing Slerra SP 7.74 93  The Dig LucasArts AD 6.98

44  Warlords 1l Deluxe S5G ST 773 94 Stonekeep Interplay RP 6.97
Robert E. Lee: Civil War General Sierra We 773 a5 Heretic Raven/id AC 6.93

46  WarCraft Blizzard ST 7.72 Aces Of The Deep Sierra Sl 6.93
FPS Foothall Pro ‘96 Sierra SRR 72 97  Daytona USA Sega SF 680

48 Daggertall Bethesda RP nm 98 Hind Interactive Magic S 6.88
Spycraft Activision AD 7.7 99 3D Ultra Pinball: Creepnight Sierra AC 6.87

50 Advanced Tactical Fighters EA/Qrigin Sl 7.69 100  Time Commanto Activision AC 6.81
Games on unnumbered lines are tied with game on line ahove. ﬁ: Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, 81 = Simulation/Space Combat,

ST = Stralegy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.
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MARTIN CIRULIS

nless you
are an utter
“Married
with
Children"-
watching
goaber,
most com-
puter gaming guys wauld rather be
sharing our slightly gesky hobby
with our significant others, rather
than hearing that distant sigh as
they shuffle off to bed withoul us.
Lately, especially after the reminisc-
ing | did in my 15th Anniversary col-
umn, I've received a few inquiries
asking what's the secret of couples’
gaming. Benedict and the boys
down in the Lab even suggested thal
| devote a whole column to it.

The absolutely dismal ratio of men
fo women in computer gaming is evi-
dent by this mag’s demographics—
or any trip to a gaming convention—
and it tends to make life difficult for
those of us who have moved out of
our parents' basements and are
altempting actual adull refationships.
While some choose to interpret the
rarity of female gamers as an indica-
lion that women just don't enjoy
games, | tend to think this disparity
has more o do with the fact that the
past couple thousand years have not
exactly encouraged martial skills in
women. The fact that women aren'l
much interested in strategic conflict
probably has more to do with the fact

that the last successful western mili-
lary commander of a female persua:
sion was burned at the stake (a cou-
ple of revisionists are now rying to
make us believe she was actually a
guy with some odd equipment prob-
lems), rather than a nebulous differ-
ence in brain structure. Despite the
endless drivel about women being
from Venus and men being from
Mars, and the even more half-baked

» (€ Women
are just as
competitive
| and vicious
as men,

| given the

| chance. ))

studies showing that “girls want to
build and boys want to wreck stuff”
(which frankly seems a little loo
much based on that whole “snails
and puppy dog fails” theary), | have
found women o be just as smart,
compelitive, and vicious as men, if
given half the chance. My 5-year-old
daughter is a hell of a DiAgLo player,

e

e

and is great at yelling “Shoot! Shoot!”

while | try and play NHL '97. Maybe
I've just surrounded myself with

“odd" women, but on the other hand,
| can also find a hell of a lot more
quys who think games are stupid
than guys who don'L. | think this
whole “boys game, girls don't” ratio-
nale is a cullural red herring.

Given that that women don't get
much of a chance to indulge the
“gaming” side of their natures, | think
couples gaming is less of a “What
games will a woman play?" issue
than it is a simple issue of “How to
introduce computer games to a non-
gamer.” The first thing is to fry and
find some subject that interests the
light of your life. It doesn't matter how
easy Seacewaro HO! is—if silly scl-
ence ficlion isn't her thing, then she's
not going o have fun, no matter how
simple it is. If your S.0. is a history
fan, then you are better off irying
something like MachiaveLws than Risk.

The current wisdom in getling
women to game seems to be dump:
ing them in front of an adveniure
game or role-playing game and say-
ing “Call me when you're done,”
because it seems that the adven-
lure/RPG genre has higher female
demographics than the rest of the
industry. Even worse is the assump-
lion that because you've managed to
dig up @ game that has a female pro-
lagonist, your scheming is done and
you will have a two-gamer household.
Here's a news flash: neither the
Barbie-voice of Laura Bow nar the
make-up escapades of

PrantasmaGoRia are going to con:
vince most women (hat the bells of
equalily are ringing through comput-
er gaming. Instead of inflicting a self-
consciously “girly" game on your
mate, you should try working your
vray through complex games like the
Utmivas or the GasrieL Knuchs togeth-
er, trading screen conlrol and note:
taking duties while you argue about
which characlers you can lrust,

If you want to enter the world of
conflict and mayhem with the light of
your life, pick a game where both of
you can pound on the computer play-
er first. Creeping nervously through
Quake's gothic halls as a couple, or
hunting the Al opponents together in
HEROES OF MIGHT AND MAGIC 2, S @
perfect way of showing what you find
s0 cool about computer gaming.
Blizzard should get some sort of an
award from he American Marriage
Association for DusLo. Mow you can
turn to your mate and say, “Holy Cow,
it's dawn!" instead of just muttering it
to yourself as you lurch off to bed.

Once the experience gap has
closed, you can move into actual
competition—but that's secondary o
just sharing what is so fun about the
whole thing, and showing her why
you play these things every night.

If you can do that, you can look
forward lo increased harmony and a
household where nothing ever gels
done because there’s just one more
discovery to make in NeiCiv. %

Computer Gaming World (158N 0744-6667) is published monthly by Zill-Davis Publishing Company, One Park Avenue, New York, NY 10016. Subscription rate is $27.97 for a one-year subscription (12 issues). Canada
and all other countries add $16.00 for surface mall, Postmasier: Send address changes to Computer Gaming World, PO. Box 57167, Boulder, CO 80322-T167. Canadian GST registration number is 89371 0442 AT
Canada Post International Pub’s Mail Produet (Canada Distribeition) Sales Agreement No. 1058648, Perodicals postage pakd at New York, NY 10016 and additional mailing offices. Permit #672-910. Printed in the U.S.A.
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"Jack Nicklaus 4

~ “The Course Designer W
~isalandmark!” ; .
~ -T. Liam McDonald g, ;
; @
]

PC Gamer

“...gives Links LS a
run for its money.”
Strategy Plus

“A truly revolutionary
product. Links finally has
some stiff competition. A
Course Designer so easy
to use, that you'll quickly
find yourself addicted. -~ =
16.7 million colors with .
one major improveme
virtually no redraw wait.”

Computer and
Net Player

g
-

“.promises to be .
among the greatest SS5
achievements yet on %
the electronic links.”
PC Games

“..impressive...”
GOLFWEEK

The Course D

RO VOIEAS - i ]| A< eeema

T T | z
Bad Yo L0 Pl Te 'ﬂnﬂt'I:‘__J i
L fabtiatmn o " M

This is the Course Designer that created all
5 Nicklaus-designed courses in the game!

Challenge golfing legend Jack Nicklaus -
Use the Designer to re-create your favorite The Golfer of the Century — on one of his
course! Import, modify, and play courses own signature courses!
from previous Nicklaus games!

Play with friends across the room or
around the world via serial, modem, LAN,
and the Internet!

CIRCLE READER SERVICE #290



_ the South, Muirfield Vill
jabo_ del Sol, and Winding Springs.

Input the basic details
of a course from a real
scorecard-the "Wizard”
automatically routes
each hole.

- Choose from over 100 different types n!
trees, bushes, rocks, and other objectsl




The Approach Shot

=

New “Intensity Contro
reproduces the dynamics
that shape the shot. “"Club
up and swing easy” for
control or a low trajectory;
“swing hard” when you
want spin and distance.

Pop-up

displays are
optional-
leave them
off for the
purest
golfing
experience.

Every shot flies, bounces,
and rolls true to the
game, with the best
ball physics model in
existence. Courses are
accurate to within 6
inches!

The fastest
screen
redraw times
on the PC
allow the
camera to
automatically
switch to the
landing in
full-screen,
from varying
viewpoints!

Multiplayer play is fully
supported, including
recorded rounds, shared
keyboard, serial, modem,
LAN and Internet play.

Weather can
change in the
middle of the
round, and
natural wind
variations and
every possible
turf condition
add to the
challenge!

Our new

approach g ;

e i Call 1-800-245-7744
el to order direct

the green help
you read the
contour.

Look for the Jack Nicklaus 4
playable demos in select
magazines, online at
http://www.accolade.com
or at your local retailer.

For hints and tips on Accolade products,
call Accolade Direct 1-900-454-HINT.

* For enhanced gameplay, this optional  $0.99/minute. If you are under 18,
~ grid floats down and drapes itself please get your parents’ permission

i over the green, clearly showing all before making this call.
S

high and low spots.
LO ™.
"l-'-Zéé A\ Vil BRY ol

around the

fihlﬂﬁﬁ AN LI/

ack Nicklaus 4, Accolade, and the Solo Plus logos are trademarks of Accolade, Inc. ©1996 Accolade, Inc. All rights reserved. All other trademarks are of their
_'_géi:ﬂve owners. Screenshots from pre-Alpha version of the game. Actual screen shols may vary.

g’l CIRCLE READER SERVICE #290



“You'll be sorry to see this game end, period.” vt
92% — PC Gamer e
_ .u...h.. a. ~.,_n : .
g €7 M\&
“The video and graphics were of such high quality that it E | Fat s
truly felt like ‘being there’.” - Computer Gaming World __ e

- STRAP IN TIGHT L g (o 5 _ _

~ AND JUMP INTO ) . 4 g e WATORE

THE ULTIMATE SPACE COMBAT ,

TRADING EXPERIENCE ; 0 Bacrronic Ar' Compary
; iii.olmm:.mo..hn.a

Syrem, e A% righe rserved Froeer, Origin ond 'We et worids o regimered rodemorts, ond £ Origin loge 1t o wodmerk of QRGN Symes, bre. leoronic Aot i o regivtered Fodwerk of Enoveeic A

We create worlds™
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