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“The best looking
game of all time.”

NEXT GENERATION

“Take a look at the
future of gaming.”

PC GAMER

“The most sophisticated
3D engine...the best. 3D
architecture and the most
realistic textures yet seen
on the PC.”

PC GAMES

“...Unbelievable...Unreal
promises to truly raise the
bar for this game genre.”

COMPUTER & NET PLAYER

“The world may never
be the same after
Unreal is unleashed.”

boot
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COMING THIS SUMMER

“One of the top five most anticipated new titles of 1997”
George Jones, C/Net

"HardBall 6 looks hot... the biggest HardBall by far”
PC Gamer

FEATURING

Enhanced Fielding Model

Over 30 fully rendered 3D stadiums

Custom League and Schedule Generator

Consecutive Season Play with lifetime stat-tracking
Head-to-Head Action via Network, Modem and Serial Cable
The Draft, minors, free-agents, trading, active and disabled lists

N\l Amr
MU
Register on-line to receive the latest

updates and information on HardBall 6 at:

www.accolade.com

MATOR LEAGUE BASEBALL

S0 wwwamajorleaguebaseball.com
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CHANGE
THE WAY YOU

GAME

- __'5'.Ever ‘played"” one of those games that forces you to sit through a bunch: of completely

non-interactive film clips? You know, the ones that kidnap you from the action and shove

Introducing SouthPeak Interactive’s Video Reality.™

It isn't a game. It's the driving force behind a new

breed of games. Immerse yourself in 360° of

insanely realistic, completely seamless,

vaﬂ HEHI.IFI'M motion picture-quality gaming.

Coming soon to these CD-ROM games:
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COMING FALL 1997 COMING SPRING 1998 COMING FALL 1998

CIRCLE READER SERVICE #2891

bad acting down your throat? NEVER AGAIN.

SouthPeak, the SoulhPeak logo, and all game titles listed are trademarks of SouhPeak Interactive LLC. Video Reality and the Video Reality logo are trademarks of SAS Institute Inc, used under license.
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Jane’s F-1

For the last year, the

world’s foremost
flight sim producer, Andy
Hollis, has been guiding a
team at Origin Skunkworks
in creating a highly
advanced flight sim for the
PC. By using data from the
Air Force and NASA, and
consulting with military
pilots, they’ve managed to
replicate the most minute
details of the U.S. military’s
top fighter. Simulations
Editor Denny Atkin traveled
to the company’s secret
East Coast office for an
exclusive first look at JANE'S
F-15. What he saw there will
amaze you.

Air Gombat

Summer

Part One

) Heads up, fly-boys—
there’s a squadron of

flight sims headed your way
this year. Beginning this
issue (and continuing next
month), we’ll preview all of
the top guns taking to the
skies in '97. Strap in and
get ready for take-off.

Sound Gards

A quality sound card is a
! necessity for every serious
. gamer—especially those that like to
tum it up to 11. This month, Loyd Case
B blasts out with five new sound cards
&'/ and separates the live from the jive.

Hardware Reviews

What’s all this hoo-hah Falcon Northwest
about 3D audio? In this Mach V

article, Technical Editor Dave

“Poindexter” Salvator dons his lab STB Nitro 3D board
coat, polishes his pocket: protector,

and steps to the front of the class 28 NV-Flash 3D board
to explain it all to us.

JULY 1997
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EATTLEGROUND REALISM

Hide units behind hills or in dense forests.
Climb to higher terrain to improve your
view of surrounding territory. Realistic
terrain dynamically affects unit
movement, 5o units move faster
downhill and slower through swamps.
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FLAYER-CONTROLLAELE
unIT H1

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

B Tl Rl =l AT
s

= - -

B

REVOLUTIONARY FEATURES

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

@ AURAN

See the future this Summer.
www.activision.com

Activision is a regi i k and Dark Reign: The Future
of War is a trademark of Activision, Inc. © 1997 Activision, Inc.
All rights reserved. All other trademarks and trade names are the
properties of their respective owners,
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Three clicks and I'm in pulling a real-time eyeball busting turn spraying lase

MicreSsolis

©1997 Merosoht Conporation. All rights reserved, Microsoft and Where do you want to go taday? ae tegistieed trademarks and the Internet Gaming Zone, Fighter Ace and Monster Truck Madness are tmaemarks of Mictasolt Cosoratio
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blasts like spit because | like to go all out on everything. Except my wallet.

©1997 Lucastim L. XWing and TIE Fighter ace registéred trademarks of | ueastim 110 Sernble® i o tragemark of Hastio in the United States and Canada, Other products sl comisery nanes mentioned may be the tademirks of hai respective owners.



A Game for
All Seasons

How 4th Quarter Syndrome Is Endangering

Future Computer Games

ake a 250ml
beaker and pour
ina 12 ounce
can of Coca-Cola.
Now, pour in the
same amount of
Pepsi-Cola and
RC Cola. What
do you have? More than one-half
liter of mixed cola drinks all over
your lab lable. Not a very pretty pic-
ture and nol a very posilive resull.

Yet, this alleged science experi-
ment isn't far from what is happen-
ing in the computer game industry.
Too much of a product mix in an
inadequate container is going {0
cause spillage. For years within the
computer game industry, we've
heard the laments about how difficult
shell space is to oblain. Yel, software
publishers currently seem lo be play-
ing chicken with each other in that
very limited retail space. Most have
lalched onto the market research
which indicates that more dollars are
spent on computer games in the
fourth quarter than in any other, and
have decided o hold more producis
than ever for the haliday season. On
the face of it, that's like saying that
it's best to go fishing when the fish
are biting. The problem is...there are
only so many fish.

This strateqy for putting the bulk
of the product line out al during the
Christmas season means that there
will be more fitles vying for the
same amount of shelf space. This
means that not all of the litles slated

CCwW

for retail in the fourth quarter will
actually hit the shelves, and that dis-
lributors and relailers will once
again be able to demand exacting
tribute from the publishers in the
form of cooperative advertising and
marketing development funds. This

b &€ How
many worthy
products get
buried under
the holiday
retail
avalanche? 7’

will further cut profit margins, con-
linue to reduce the viability of small-
el game companies, and obfuscate
the cash flow picture.

The film industry encounters this
type of destructive market cycle
every few years. As entertainment
attorney Mark Litwak explains in his
book on Hollywood, Reel Power:

“The cycle begins when distribu-
lors become prosperous and Start
lo produce more films, eventually
glulling the markelplace. In such a
buyer's markel, exhibitors can
obtain better terms, increasing their
share of box office revenues al the
expense of the distribulors.
Production cuthacks follow, crealing

JULY 1997

a seller’s markel, in which
exhibitor clout wanes. Distribulors
can then gel befter terms, eventually
becoming prosperous and begin-
ning the cycle anew.” (p. 256)

The consolidation taking place in
the game industry is already causing
many worthy projects to languish.
This Fourth Quarter syndrome merely
accelerates Ihe trend. Research tells
us that the average CGYY subscriber
buys two games per month (out of the
approximately 20-25 new titles
released each month). Even if the
CGW subscriber, the elite customer,
was o double his purchasing patlern
during the holiday season, that would
mean only four games versus the
more than 100 expected in that time-
frame. In even an oplimistic scenario,
seasonalily alone means a reduction
in the percentage of new game litles
hard-core gamers purchase from
roughly 10 percent o roughly 4 per-
cent in a given month. Such a quick
and dirly calculation shows thal sea-
sonality isn't automatically posilive for
holiday-season releases.

Frankly, I don't think I'm the only
gamer who is frustrated by he peri-
ods where “all the good games come
out al once.” Sure, there is some posi-
live spin. Good games often have a
coaltail effect on the other games
which are on the shelves at the same
time. Yet, | can't help but feel that suc-
cesslul games like Disgo and
InTeRsTATE "76 received a boost from
being the only major releases in their
limeframe. DireLo, of course, barely

missed Christmas, but set sales
records. INTERSTATE '76 might have
been lost in a holiday season. It's a
Spring Break concepl of pure aclion
released during Spring Break and it
received extra online attention
because it was the standout release.

How many worthy products get
buried during the holiday retail
avalanche? Companies would surely
benefit from staggering their release
schedules slightly, but E3 reduces the
odds of this happening. Everyane
wanls lo showcase their "A” lilles at
E3, so buyers can snaich them up for
the holiday season (and, so the press
can provide the games with a big pre-
holiday publicity buzz), which means
the majority of titles are getting
pushed to the end of the year. This
can't possibly help production cycles,
marketing plans, retail sirategies, or
cash flow on either side of the fence,

What can we do? Pray for prod-
uct slippage? That will happen
regardless. Start a new trade
show? It wouldn' be supported.
Boycott praducts at Christmas?
We'd only hurl ourselves. The best
thing we can do to break this
destructive cycle is to support the
good products released at odd
limes and make sure that we reqis-
ter them, recommend them to our
friends, and falk about them online.
In that way, we might be able to
break up the seasonal cycle
enough to guarantee the reqular
flow of good product. &



e Play against human opponents over the hl! 3

seat. Cross platform compatibility - PC to Mac mxd Mac to

* Computer opponent uses Avalon Hill's Over the Reich's™
“excellent AI"(Computer Gaming World)

s Dozens of single Dogfights and Combat Missions, as wel! al

challenging Tours of Duty.
» 5-levels of game difficulty: Work your way llp from
Lieutenant to General. S
» Individual pilots rated for persmml SR
experience and combat skills.
* Video clips of actual war footage

highlight events like takeoffs = =

and engagements.

el

1 of each rard and select its
target, course and timing.

EXTRA!
“Based on the award-

‘ winning Over the
'.""\1 Reich™, rated 4 1/2

- stars by Computer
| Gaming World ...
| called, "one of the
| best W.W.II games we've

"\ seen, period . . ," COMPUTER —

1 Computer Games GAM - Fly out of the sun to hmmcc the

! Stra.‘tegy Plus [RATEG f n ‘ raiders before they drop their bombs
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ol ﬁfﬁﬂ Ml INEl Avalon Hill

Available at your favorite computer game retailer or call us: : i Game Company
"leI'Frée'- 800-999-3222 DIVISION OF MONARCH AVALON, INC,
©1997 A-H Games 4517 Harford Road, Baltimore, MD 21214
Macintosh and Mac are registered trademarks of Apple Computer, Inc. 410-254-9200 = Fax: 410-254-0991
Windows is atrademark of Microsoft Corporation
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Considered by many gamers to be the best
flight simulation of all time, this game did
nearly everything right. Intelligent enemies and
good flight models (for its day) kept the experi-
enced pilots enthralled, and a wide variely of
difficulty levels helped thousands of inexperi:
enced gamers take to the skies and learn the
ropes. To help get you in the mood for the
upcoming Rep Baran II, we've included the
entire original Rep Baron on the CG-ROM this
month.

Air Warrior Il

AR Wagrrior was the first experience many
of us had with multiplayer gaming. Years
before the first wave of Internet gaming

hype hit the
shores, thou-
sands of users
spent hundreds
of dollars a
month on GEnie
playing A

JULY 1837

Take to the Skies With
This Month’s Demo Disc

s part of our special Air Combat issue, we have included demos of some
of the holtest flight sims currently available, as well as a complele,
playable version of one of the best flight sims of all time, ReD BARON.
Whether you are an experienced virlual pilol or you're new to the simu-
lated skies, whether your interests lie in man-lo-man biplane dogfights or comput-
er-assisted high-tech jet battles, you'll find plenty of air-combal aclion here.

Wanrion. Now the program is available in a
new version that includes not only online mis-
slons, but also hundreds of stand-alone solo
missions. The demo version on this month's
CG-ROM will get you started on online play.

A-10 Cuba!

A-10 Cusal puts you in the cockpit of the A-
10 Warthog, the Air Force's deadly ground-
allack plane. This demo version includes a full
mission from the commercial release of the
game. Even after you complete that mission,
you'll still find plenly of entertaining gameplay
just experimenting with the sim’s fantastic

physics model. Break off part of the A-10's
wing and see how it flies, or see if you can
bend the landing gear without breaking the
plane.

F/A-18 Hornet 3.0

Horner may look deceptively simple with its
basic polygon graphics, but that graphic simplici-
ly lets you experience smaoth air combat at reso-
lutions up to 1024x768. And very little about FIA:
18 Horner 3.0 /s simple. It has one of the most
complete avionics sefups around, and you won'l
find a magic radar here. Be sure to check out the
Read.Me file for full information on operating the

[

FIA-18 Hornet Gra

BTN

hics Simiaﬁons

jet's systems. Of course, if you can't wait to take
to the skies you can ignore the instrument panel
and just tour the Pearl Harbor area.

Flying Corps

Empire’s biplane sim puls you in the cock:
pits of the famous Allied and Axis aces'
planes, and lets you fly over authentic
European terrain and battle both air and
ground forces. No radar or fasl-climbing
planes here—combat was pure pilot vs. pilot
in those days. The aircraft are beautiful, but
the game uses a lot of horsepower, and is best
on a Pentium 133 or faster,

Flying Corps Empire Interactive
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ON THE CG-ROM

evenge has never been:more
satisfying— or fun. Activision’s
INTERSTATE '76 takes you across
the border into a parallel uni:
verse where '70s muscle cars come spe-
cially equipped with 50-caliber M6
machine guns and flame throwers. The
game, which uses the stripped-down and
rebuilt Mect 2 engine, will appeal to
action and sim fans alike. The non-rall
. hased 3D environment allows you to
L leave the road for intense vigilante com-
L bat, while the realistic driving physics
* give it that trug'racing feel. For those
searching for an adrenaline rush, a dose
of addictive Multiplayer-action via
modem, LAN, or Internet is highly rec-
ommended. The missions are intense; - =
the action is fast, and the funk'is straight %
from those 8-track days. i

fter many
months
of patch-
es, lhe
infamous
BATTLECRUISER
3000AD is almost
complete (and
debugged). But is
the finished
BC3000AD a fun
game? Check out our exclusive demo—a fully functional, one-solar-system
version of the program with the latest patches incorporated.

JULY 1957
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_ INTERSTATE 76

Outpost 2

Sierra Online has completely regenerated the code for
Qurposr 2, scrapping the original engine and rebuilding the
new game from scralch. A vast improvement over the first
Ourposr, this real-time sirategy game combines the unpre-
dictable forces of nature and karmic consequence for aggres-
sive action wilh fraditional resource management technology
The plot has also been revamped for Oulpost 2. Your attempts at
a new beginning on the previous planet went awry, and your
group has now touched down on a new planet. However, you'll
soon discover thal the world isn't as hospitable as you first
believed. You'll raise new bases and colonies., and you will have
to fend off the attacks of a rival colony somewhere on he plangt,
Equal emphasis is placed on building and production. Prepare to
test your combat and production skills in real-lime in our demo.
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BALL THE STRATEGY.

DOUBLE THE RUSTLE.

Tony La Russa Basehall 4™ is the perfect doubleheader: complete baseball strategy now combined with faster gameplay and
pro-modeled 3D graphics. Snag that screaming line drive. Snare the ultimate pre-season draft pick. And see that diving catch
from 26 different angles. Hundreds of stats help you match wits against the 1996 Manager of the Year—or anather player over
a modem or LAN. From Spring Training fo the Fall Classic, you've got all the bases covered.

= TONY LA RUSSI\ o

ok Al

=t e ( ; ﬂ ©1937 Stormfront Studios, Inc. All rights reserved. Tony La Russa 4 is a lrad k and Slormi Studios is a
| registered trademark of Stormfront Studios, Inc. Maxis is a registered Imdemurk of Maxrs Inc, Officially licensed by the Major
i ﬂ League Baseball Players Association. ©@MLBPA 1997, All other trad k are the properties of their
A oo MRONT raspective owners. To order, contacl your retalier or call 800-33-MAXIS. 'I-'llll Ihe Maxls Web site al htlp://www.maxis.com,
STUDIOS™
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How To Use the Disc

If you have Windows 95, the CD is
Autoplay enabled—just lock-'n"-load.
Otherwise, select Run from (he
Program Manager in Windows 3.x,
and type D:\RUN-ME (where D is the
letter of your CD-ROM drive) to run it
straight from the CD. You may type
D:AINSTALL to create a CGW program
group on your Windows desktop.
Many demos require the disc to be in
the CD-ROM drive in order to run;
therefore, we recommend installing
the demos from our disc.

How To Access
Patch Files

Click on Patches under the CGW
Fealures. The lext window has
instructions on copying the files to
your hard drive. You can also access
the palches from a DOS prompt by
typing D:\PATCHES and copying them
directly to your hard drive, We strong-
ly recommend that you back up any
previously saved games before

45908,
A5 5 f‘ Lan

[

installing a patch, as this may over-
write your existing program.

To Subsctribe

To subscribe to the CD-ROM ver-
sion of the magazine, call (303) 665-
8930. If you already receive the mag-
azine without the CD, you must wait
until your current subscription expires
before requesting the CD-ROM ver-
sion. Please address subscription
complaints to cow@neodala.com.
Neodata is a magazine fulfillment
house which is not owned or operat-
ed by Ziff-Davis.

ON THE CG-ROM |

TITLE PLATFORM  DIRECTORY ~ EXECUTABLE

AirWarrior 2 Online 95 AIRWAR2 AWZ20NLN

BattleCruiser 3000AD D0S/95 D:\BC3K INSTALL.EXE

DirectX 3 85 D:\DIRECTX DXSETUP.EXE

Flying Corps Dos FCORPS INSTALL.BAT

Modem Age Electronic Strat Guides 95 EBOOKS SETUP.EXE

Patches nla PATCHES nla

Ten Pin Alley 95 TENPIN SETUP.EXE

Versailles 1685 DOS/95 DEMO_US INSTALL.BAT

WIN/35 JACK SETUP.EXE

You Don’t Know Jack Movies

AT ctairect. c o

S
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LETTERS

FREAKING OUT

Martin Cirulis” column on Psyeho-Geeks

certainly hit nerves on bath sides of the ques-
tion. Here is a sampling of the ton of mail we

received on the issue.

I just received the May issue of CGW, and
as always, you guys have done a great job. While
initially skimming the issue, | finally neared the
last page and read Martin Cirulis monthly arti- |
cle. | agree with many of Martins points con-
cerning those who make it a goal to rin other’s
online fun. I've quit playing DIABLO mysell
because of the rampant cheating, ar wl | com-
pictch' agree that anyone who sets out to crash
agame is extremely immature.

However, | have lo lake issue with Martin's
opinions of PKs (Player Killers lo you newbies).
To call a PKa"little freak” seems a bit harsh, con-
sicdering the fact that in a game like DiaBLO one
of the most intriguing aspecls is the danger
involved, notonly from rampaging demons, but
from“evil” plavers. In fact (still nsing DiasLo as
an example), if you read Blizzards Web forums,
vou will find that Blizzard has no plan to remove
the ability to PK; as they consider it part of the
game. Remember, this is CGW5 game of the
year we are lalking about. If the designers of said
game felt that PK'ing was detrimental to the

enjoyment and nvstery, they would have

removed the feature long ago. Don'l get e
wrong, cheatit g sticks, as does (‘muhing servers,
but PK'ing is something we are all going to have
to live with in the online gaming world. Not all
who kill other players are “sick little freaks.” Some
of us actually like to play the *bad guy.” Admit it,
you can kil ten thousand Storm Lords in
DuasLo, but your adrenaline pumps like never
before when a 45th level mage lets loose a fireball
in your direetion. So, you fight. Mavbe you live;

maybe vou die. If you live, you have a sense of

price. If you die, you lose an ear and some gold,

fie ER Vaw Go Bockmed: [hobom [iectoy Wndiw Help

COMPUTER e

‘GAMING VOID e s

but now you have an enemy worth hunting. No
offense lo anyone intended here, [ ust want to set
the record straight that not every PKis a 12-year-
old fool. And for those of vou yet o get online,
trust me, playing against humans is worth it.
James I, Parkman
ehonshade@unyl shsu.edu

As avietim of a Psycho Geek, [ fully under-
stand [Martin Cirulis] feelings, My experience
was in DiasLo—before the fix was in place to
prevent players from killing and obbing other
plavers in town, However, the blow was lessened
by the timely intervention of
another plaver, who, upon
hi.';]l'ingul the attack, took the
time to hunt down the PK.
He (or she, I never did find

9 Id:d a fun little Web

_12] Lacation [Wip/fourvedd compuselve comlnmepagesiemgls_winds/
whats New? | WhatsCool? | Destnatins | NetSeach | Pecele | Setwas |

. page for fans of Coni-
- puter Gaming World. If
 youwant tolook at it, the
- URLis: http:/fourworld.
 compuserve.com/home-

: Bob Millard
| CompuServe Subscriber

Since the staff here al

 thereal GGW got several

 chuckles out of your

- Computer Gaming Void
Web site, welll pass the

- URL along to our readers
aswell. Good job!

Jrlsal (Docurert Dane

CGwW

out) retumed with my stuff,
the geeks car, and the geeks
belongings. In addition o in-
game action, I know some
folks on AOL who have
been able to have geeks
banned from the system, All
it took was some pmnl’;u wl
about three minutes under
the scrutiny of a guide.

“I'he point of all this, Mr
Cirulis, is o let you know you
are not alone, and to say:
PSYCHO CEFKS
BEWARIEN Some folks do

= not take kindly to annovance,

CGV ONLINE Bob Millard's amusing Web parody of (G includes a column from
“Scornia,” a rant from “Morton Currish,” and a sneak preview of GORE.
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just like in real life. The net is
not as safe as it appears.
Matt Drew
via the Internet
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LETTERS

Only one thing to say, RIGHT ON!You
have summed up the main reason I don’t play
on the Internet. The ereators of the games had
the right idea in bringing all the fans of their
games together on the Intermet, but it only
takes one “Psycho Geek” o ruin the whole
thing. The biggest problem with them is that
they might end up giving someone who really
wanls o enjoy the game such a bad experi-
ence that they won't ever try again. T wish |
had a solution for the problem, but I don't.

"The solution | created for myself is not practi-
cal for everyone. L am in the process of setting
up a small server for myself and some of my
close friends to enjoy multi-player games with
each other. That way at least | know who is on
the other end, and | don't have to put up with a
problem that will surely just get bigger as
online lllr.'lnhcr,sllips continue lo grow.
Chris Moore
via the Intemet

HARD CHOICES

I have been a faithful reader of your mag-
azine for several years now. Each Issue is
more enjoyable than the last. | get a kick oul
of the letters you publish that people send in
about things that are really insignificant that
happen to show up in your magazine. ‘The
use of a word that is heard everywhere, but
when printed it now becomes laboo. The
advertisements that offend readers, yel
prime-time TV shows more bload, sex, and
even adverlises contraceplives. TV has a
much larger viewing base and much higher
editing standards than a magazine. So, don'l
you pay any mind to those who have trouble
turning a page rather than staring at it till
their blood boils, I it were TV, they would
just turn the channel. So, let them turn the
page inslead,

I think you're doing just fine. Well, all except
for one thing that does bother me. Why is it
when you review hardware you can't come
right out and choose the one yvou think is best?
Surely your opinion would be helpful due to
the fact you have the time to try cach product,
whereas we the readers can't buy one of each
and return the ones we don't like,

I have been wanting to buy a 3D-gaming
card for somelime now and have been waiting
lo see more reviews bul haven't seen any yet,

Surely with the recent release of many new

CeW

cards with updated chips you could check
them oul again and pick an overall winner.
Daniel A Homa
via the Infernel

This month we review hwo new 3D-gam-
ing cards, which you'll find in our Hardware
section. We're planning to do another major
round-up of 3D cards in an upcoming issue.
You may also note that every ronnd-up now
has a CC Choice. This means that this is a
card with a price-to-performanec ratio
which we can recommend. Of course, some
gamers may have different criteria than we
do, so we tiy to print as much information as
possible about all the hardware we test. This
enables you to have the best of both worlds:
data to make your own ehoice and our rec-
ommendations. Believe it or not, we've hac
hardware manufacturers tell us that a half-
star difference in rating hardware means a
significant decline in sales. We just call ‘e
like we test 'em,

NOT-SO HOT ROD SYNDROME

I've just finished reading “The Hot Rod
Syndrome,” Johnny Wilson’s May editorial.
Init, he argues that gamers are caught in an
endless and expensive race to stay on the cut-
ting edge of lechnology: | find this argument
both compelling and well-reasoned. How-
ever, as a long-lime gamer, | have personally
followed a different strategy — [ have opled
to stay on the lagging edge. For the last five
or six years, | have routinely upgraded the
“botlleneck” component in my system to the
best replacement available at a commodity
price (read “cheap”).

I believe this approach offers several ben-
cfits. First, [ can save some serious money.
Rather than spending 2,500 every two or
three years for the latest ByteWhacker 3000,
I spend about $400 a year on whatever buys
the biggest perlormance payofl. Second, |
find relatively few bugs or conflicts in "sea-
soned” hardware and software. When [ do
find a problem, the patches or workarounds
are readily available. Third, 1 am able to use
the horror stories of the “early-adopters™ as
well as CCWS ongoing coverage to weed
out the real lemons. And finally, I am always
within shouting distance of “current” lech-
nology. There are very few games [ cannot
play al a reasonable level of performance, |
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Adventure 5092002
5093604

Strategy Game 5092903

g ~Rama

N 008 496165, amb
Front Page Sports Trophy Bass 2 Sparts
WIN3.1/WC 486/66, Bmb :
Power Chess

WIN'85 Pentium, 12mb
Freddi Fish 2:

The Haunted Schoolhouse  Children's Enter 5093406
WIN3.1/WC 485/33 or MAC 68040, 8mb

King's Quest VII:

The Princeless Bride Adventure 502440

WIN3,1/WC 486 or MAC 68040, Bmb
The Complete Multimedia Bible Bible
WIN3.1IWC 386, 4mb

031703

The Lost Mind Of Dr, Brain  Children's Bd. 5037502
WIN3.1 466 or MAC LCII, 4mb

Berlitz Live Spanish Language Tutor 5043401
WIN3.1 386 or MAC Classic, 4mb

Police Quest: SWAT Adventute 5062500

WINS.1AVC 486733, Bmb or MAC PMAC, 12mb
Corel Gallery Clip-Art Library 5010301
WIN3.1 386 or MAC LCII, 4mb, P

Print Artist 4.0
WIN3AAVC 488733, 8mb, P
Robert E. Lee:

Civil War General
WINIAAWE 48633, Bmb
Lighthouse

DOSWC 486/E6, Gmb
Turbocad Designer
WIN31/WE 486, Emb

Home/Personal 5089305

Stratagy Game 5084009
Adventure 5050204
Home/Personal 5084603

Plus 1 more at great savings!

ce

Toonstruck Adventure 5104708
DO 486756, 16mb

Trivial Pursuit

WIN3A 386725 or MAG LCIN, 4mb
Sg craft: The Great Game
DOSAWC 486/66 or MAG 68040, Bmb
WinDelete

WIN3.A/MWC 386, Bmb

Shivers
WIN3.A/WG 486/33, Bmb
Compton’s Interactive

Strategy Game 5027404
Adventure 5063201
Litilities 5084504

Adventure a03g102

Encyclopedia ‘97 Genzral Ref. 5090501
WIN3.1/WC 486/66. Bmb

First Aid 97 Deluxe Utiities 5098306
WIN'85 486, Bmb A
First Aid 3.1 Utilitlzs 5008405
WIN3.1 386, 4mb

Ultimate Doom Areade Style 5044400
DOSWC 38633, 4mb or MAC 68040, 8mb

Final Doom Arcade Style 5083209
DOSANC 485/33, Amb or MAC 63040, Bmb, J

Doom Arcade Style 5021506

1]
DOS 386/33, 4mb or MAC BE040, Emb, J
Zork Nemaesis Adventure 5065602
DOSWC 48665, Bmb or MAC PMAC, 16mb
Hoyle Casino Strategy Game 5093109
WIN3.1/WC 486733, 4mb

-
HEW “WIN 05 48586 or MAC 65040, 16mb
%oy MBA

MEV iz 1we 486, 8mb

Wl

Adventure 3096900

Home/Personal 5096108

Age Of Rifles: 1846-1905 Strategy Game 5097803

DUS 486/66, 8mb

TimeIaPse Adventure 5093005
WIN3.TAYC 488/66 or MAC 68040, Bmb
0il Change Utilities 5097407
WIN 95 "385, 8mb
\i-NASCAR Racing 2 Driving Sim, 5104609
‘DOSANC 486/66, I?ma

Resume Maker Deluxe €O Home/Personal 5050703
WIN3, 1/WC 38633, Bmb, P

Command And Conquer Strategy Game 5050208
DOSMC 486/66, Bmb or MAC 68040, 16mb
TerraNova: Strike Force Centauri  Arcade Style 5066600
DOS Pentium, mb

Beavis And Butt-Head

In Virtual Stupidity

WIN 95 485733, 8mb

Star Trek Deep Space Nine:
Harbiargqer
DOS 48660 or MAG 68040, Bmb

Adventure 075007

Advanture 072608

Strategy Game 5068606

.Iumfstarl Pre-K Children'’s Ed. 5087400
WINZ./WC 486/33 or MAC 68040, 8mb

Jumpstart Kindergarten Children's Ed. 5027701
WINIAAVG 486, 1 mb ar MAC 68040, 4mb

Jumpstart First Grade Children’s Ed. 5045901
WIN3./WC 486, 4mb or MAC 68040, 8mb

Home/Personal 5090006

5065909

Caesar Il
DOS 486 or MAC 68040, Bmb

Home Phone

DOS/AWE 386 or MAC 68030, 4mb
Compton's lete Street Guide Travel
WINS.1/WE 386725, 4mb

Arcade Style 5097902

Quake
DOS/WC Pentium, Bmb

The 7th Guest Interact, Gamz 5004700
DOS/WE 386 or MAC LCIII, 4mb

Phantasmagoria

DOSWING.1 465/65 or MAC 63040, Bmb
Nickelodeon: Director’s Lab  Children's Enter. 5081005
WIN3,1 486, Bmb

Interact. Game 5004502

Command And Conquer:
Red Alert

...... WG

. . Stratzgy Gama 5105101
entum, Bmb

__/]

N O Y P T P T o S e i TR e
How To Select CD-ROMs For Your System.

Each selection includes the lollowing important

information: minimum system required, minimum CPU

required, minimum amount of RAM required, and

required peripherals in addition to.a mouse and

keyboard (J=joystick, P=printar).

Mission Critical Advenlure 5062807
DOS/WE 486/33, 4mb

Gabriel Knight:

The Beast Within Adventure 5060405
WIN3 /WG 486733 or MAC 68040, Bmb

Mechwarrior 2 Mercenaries Arcadz Style 5091905
DOSMWCE 486/66, Bmb, J

Hexen Arcade Style 5056403
005 486733, 6mb or MAC 68040, 12mb, J

Mechwarrior 2 Arcade Style 5043609

005 486/66, Bmb or MAC PMAC, 16mb, J
The 11th Hour Interact, Game 5054309
DOSMWC 4B5/66, Bmb
Aces Collector’s Edition 5037908
DOS 486, 4mb, J
Silent Thunder:
A-10 Tank Killer 2
WIN 95 488/66, 8mb, J
Flight Unlimited
WIN '95 486/65, 8mb, J
Duke Nukem 3D:
Ato Edition
D05 4 )

Fight Sim.

Flight Sim 5080908

Flight Sim 9076203

5105804

Arcade Style

For all fities, the minimum sysiem requirements recommendod
(unless otherwise ingicated) are: Hardware: SVGA momtnr
(256 colors), sound card, 40mb hard drive, double speed
CD-ROM v, Opeialm% em: DOS 5.0, Windows 3.1,
Macintosh System 7.0, (WC=WIN ngo;rfuue.}

WIN’95 =designed for Windows 85 00ty

A whole new way to get the most exciting CD-ROMs -
games, reference, edutainment and more - all at great prices! Just write in the
selection numbers of the 2 CD-ROMs you want for $4.95 each, plus shipping and
handling. [n exchange, you agree 10 buy 4 more CD-ROMs in the next 2 years, at
our regular prices (currently as low as $29.95, plus shipping and handling) — and
you may cancel membership at any lime after doing so. What's more, you can get
oné more CD-ROM right now for the low price of $19.95 and have less to buy

later (see complete details in coupon).
Free CD-ROM magazine senl approximalely eve

times a year) reviewing our Featured Selection — plus scores of altemale choices,

y

Fc

Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just
4 more CO-ROMs at your regular prices within the next 2 years,

Send my CD-ROM selections for: (check one only) [IPC (1) [ IMacintosh (3)
Write in the selection #'s below

Send me these 2 CD-ROMs for just $4.95 each
ry 4-8 weeks (up 1o 13

youl

olumbia House CD-ROM Direct Bimngion I 4746434

plus $1.76 each shippingfhandling (total $13.40)

5088208
5071204

3D Ultra Pinball: Creep ngh
WIN3. NG 486133, Bmb or MAC 63040,
Precision Mapping 2.0
WIN3,1/WC 386, 4mb

2 Strategy Game 5089404

DOS 468/66, 8mb
~5teel Panthers Il
“Strateqy Game

DOS 486/66, 8mb

Arcade Styla
12mb
Travel

F7

5007704 e

LD-ROM DIRECT

N . - -
3109 CanterburgBCoun.

[# | [# |

Buy your first selection now and have less lo buy later!

including many lower priced CD-ROMs. And you may also receive Special Selection
mailings up to four times a year. (That's up lo 17 buying opportunities a year!)

Buy only what you want! If you want the Featured Selection, do nothing
— it will be Sent automatically, If youd prefer an alternative selection, or none at all,
just mail the respanse card always provided by the date specified. You'll always have
14 days to decide; if not, you may return the selection at our expense.
Money-Saving Bonus Plan. If you continue your membership after
fulfiling your cbiigation, you'll be eligibtle for our generous bonus plan. It enables you
to enjoy great savings on the CD-ROMs you want - for as long as you decide to
remain a member!

Aiso send my first selection for $19.95 plus $1.75 shipping/handiing which I'm adding to my $13.40

payment (total $35.10). | then need buy only 3 mare (instead of 4) in 2 years Ii]
(BYX/BY1)
(BYY/BY2)

Please check how paying: ] My check is enclosed.
] charge my introductory CD-ROMs and future CD-ROM Direct purchases to:
[] Mastercard [ oiners cub [ amex Tl visa [ piscover

Aroount thamber Exp Datp Signature
My main CD-ROM inlerest is: (check one) (Mot You are always foe to chosse fiom any cateqary)

] Productivity

10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM ] Entenainment Education ) Edutainment

Direct works along with your introductory package. If you're not satisfied, return linciucies children's ties)

evarything within 10 days at our expanse for a full refund and no further obligation. — Phorie | y

Act now, membership in CD-ROM Direct may be limited. " —

For faster service, use your credit card and call us toll free 24 hours a day. Adiess. ApL
City, State Zip,

1-800-792-1000

Check us out online! For more titles...to order...or for more information.

http://www.columbiahouse.com/cdrom

Important! Did you remember lo choose PC or Mac? Will your selections run on your system?
Note: Columbia House resarves the right 1o request additional information, to fimit sership or roject any

sphication, of 1o cancel any membership. Offer lmited lo residents o uted States. Residents of
nska, Hawali, Puerto Aico, LS. teritones, APO and FPO addresses
Applicabli: sales tax added to all orders SO7EGM

ite ofler
smbin House Comgany.



heartily recommend this approach to
your readers.
H Mushinsky
Austin, 'IX

We knew COW's hardware cover-
age provided results for “early
adopters.” We hadn 't realized how use-
ful we were to the “lagging edge.”
Thanks for sharing vour stralegy for
building less Austin-Latious gaming

machines.

AWARDS: RIGHT OR WRONG?

Your choice of DIABLO over QUAKE
for Game of the Year is totally wrong
You would choose a game where you
look down upon the action instead of
the intense, truly 3D world of QUAKE?
QuAKE undoubledly advanced com-
puler gaming tremendously. What
other game can you play with up lo 32
peaple al one lime for FRISE! You all
should wake up and wipe yourself off.
If vou wounld elear the brown film off
your eyes you would see the error in
your ways!

QUAKE RULES!

Aaron “BUC” Strouhal

viar the Internet

Hrm, guess we know where von
read COW. Doesn't the ik simear?
Well. just so those of vou who didnt
approve of IiasLo as Game of the Year
kanowy that the opposition isn't unani-
mous, hiere’s another point of view:

Received the April issuc in the muail

vesterday (mail to Guam is sometimes

cow

slow), saw that you were going lo be
voling for the CGW Premier Awards
and thought I would jump online to
give you my bwo cents worth., Tiurns
out you've already voted and what a
grcat choice, I was going to make a
pitch for Dianro, but as it turns out,
vou have excellent tasle. 1, too, believe
itis a stellar game — destined for the
Hall of Fame.

Blizzard ontdid themselves this
time. The multiplayer options are
areat and batlle.net is the best. | can't
say enough good things aboul the
game. By the way, | have played sever-
al of the other games on your list so |
ain comparison cvalualing here. Keep
up the great work. 1 subscribe to sever-
al magazines but vours is the only one
I read cover-to-cover (usually the
moment it arrives), Thank you for
your time.

Mike Smith
Ciuam

 Weprefer that you email us at
. oneofthese addresses:
CompuServe: 76703,622
Intemnet: 76703.622@ com-
pusenve.com
or write to:
CGW, Letter To The Editor
135 Main Street, 14th Floor
Sun Francisco, CA 94105
We reserve the right to edit all
letters for space or clrily.

JULY 1837
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" Have YOu
gOT YOUrs YET?

If you know Tomb Raider, Action Game of the Year

you know why Lara Croft Best Graphics of the Year
95% Rating
-PC Gamer

is the #1 cover girl in gaming.

No other game has won more A

awards, delivered more action- g’?gg of the 'i?ars

packed realism, or kicked more &me‘z g:I::uOSnggyt;Ir:s ;

ass. Hardcore gamcrs have e % { &
" made Tomb Raider the  Game of the Year
' ~ Rated 10 out of 10
und:sputcd megalut of the year.

\._,,I-Co_mputer and Net Player
Have your got yours yct? s

el DOS i
CONQUEST

TN o EaRTH &
wWW aldnsmteractwe cum 5 ww. "U“‘l““‘““h com |
_ www tombraldercom %1

-y

Tomb Raider, mmwhmm and Bdosmmmnmmmmmm
10 1897 Eidos.Ci k of Data Design and Eides Interactive.




Origin Gets Back
To Basics

I's fashionable these days lo dismiss games

published before the days of SVGA graphics,

full-motion video, and Internet play. But if we
did, even hall-of-fame games such as WinG
Commanper would be liltle more than museum
pieces. Obviously, the staff al Origin doesn't
subscribe o such a revisionisl view, because
the latest in the series, WinG CoMANDER;
Propsiecy, resembles nothing so much as
the first Wing CommanDER.

Don't panic; this doesn't mean that Qrigin has returned to
MCGA graphics or a prediclable enemy pilot Al. Just ake a look at
these CGW-exclusive screen shots, and you'll see that Origin is
pushing the technological envelope as usual. The game will be
Windows 95 native, bul don't expect a performance decline from
previous Wing Covmanpers. Origin's proprietary software rendering
technology is most impressive: | saw ships moving around at aboul
15fps faster than under Direct 3D; Origin will prabably support the
Microsoft standard as well, using a series of hardware tests similar
to Wing IV to determine which is better-suited to your system. Jeff
Grilles, the programming wizard who developed the robust 3D-
engine for a planned adventure/RPG game now on hiatus, added
platform-independent
code that will allow you
lo utilize 3D cards

whether or not you use MDK {
Origin's software ren- Play MDK for a for
dering (theoretically, this a few hours and you'll

would work on the Mac
as well, if it ever gets
true 3D card supporl).

But for all of the
technical sophistica-
tion of the engine and
graphics, the real star
ol PropHECy should be
the gameplay. The
design team spent
months on the script,
which sounds typical
for a recent Wing

THIS JUST IN
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suddenly see what all the hype is about,
Sure, It's a third-person shooter, but
gameplay is different and refreshing.
Emphasis is on cautious movement:
You can't run fulltilt through the lsvels,
because at critical junctures you'll have
1o slop, put on your sniping helmet and
take down far-off enemies. The enemy
Al'is also good; they'll taunt you, run away, and
even cry if you hurt them badly. And, if gameplay
isn't enough to entice you to play, maybe you'll
do it to just save the Earth from the menacing

The mysterious alien Manta.

Commaniner product. But instead of building the game around the
full-motion-video sequences and then adding the space combalt,
they designed the missions first. So, the end result will be less of
an interactive movie and mare of a true gaming experience.
Senior Producer Billy Cain explains thal, “Our goal was to
return to the essence of Wing Commanper | and Il, where the
gameplay and the cinematic style were integrated into a really
addictive experience, even though those games used animation

instead of FMV." Not thal the design team were scoffing at the
MxContinued on pg 30

--Shﬁﬂi_.ta_kés on games and hardware released just prior to press time.

alien invasion.—E£lliott Chin
Playmales Inferactive, (714) 562-1743
PC CD-ROM
Reader Service #: 301



QUOTE OF THE NMIONTH

“ No polygonal animals were harmed ’ ,
during the making of this product.

—INTERSTATE '76 disclaimer, as Stated in the
1976 Auto Vigilante Compendium.

READ.ME

5 News Flash |
.

P¥>Panasonic recently announced a new line of desktop
CD-ROM drives with a 24X transfer rate, theoretically the

fastest spin rate to date. The line includes two new internal
models, both of which should be in stores now. The LK

A Aarody Far, Fax W\

LEIA L JgR )

fter polluting the
Apeaneful island of
MysT in their parody

Pyst, the people at Palladium
are ready to despoil another
entertainment institution: Star
Wars. Barring legal entangle-
ments, Palladium hopes to
release Sar WarpeD at the
end of May, Unlike Pysr, SiAr
Wharpen will be a -
collection of
mini-games,
rather than a
slide-show.
Among them are
a fighting game
between Luke

I

and Leia, a trivia An Ewok ripe. for lhe_k-i_llmi
Let's just hope the lawyers don't get to this
parody before we do.—Elioll Chin

game called U Don't No Jedi, an Ewok-
bashing shooter called Whack The Ewok,

ABIT IT5H ¢
MOTHERBOARD '%
I tinker with motherboards the ‘

way some people adjust valve tim-

Ings on their British sports cars. Motherboards are

T ; =T

| take this good-natured ribbing in

4 cooL HADEESS LUKE

and an AsTeroiDs knock-off where
you shoot all incoming space

debris, from space ships o floaling
Ewoks, We don't know if Lucas will

stride, but we sure think it's funny.

allmuch the same, but now and then, a:new twist on
an old theme arrives, in this case, the Intel 430HX.
chiipset-based ABIT IT5H. The really unique thing
about this board s the complete absence of
jumpers. If you've ever wondered how: parameters
like CPU'speed and bus clock are set, it's incredibly
simple—you set all your GPU timings in the BIOS. In
fact, you can set all kinds of interesting timings,
including boosting the busclock to 75:MHz (the 2.0
rev will take 83 MHz limings), suitable for Gyrix
P200-+ processors. It even comes with a PS/2
mouse connector. In other ways, it's a pretty typical
AT board; 4 ISA slots, 4 PC slots (one pair shared)
and the usual collection of serial and parallel ports.
Performance is pretly good, generating a
CPUMark16 of 431 and CPUMark32 of 424 with a
P55G MMX Pentium (all bus timings at 66 MHz).

JULY 1007

MC 6B6BP ATAPI drive has an estimated street price of
$199, while the LK-MCB06BP SCSI drive will set you back
$209. CGW will tesl the 24X CD-ROM drives and report
the resulls in an upcoming issue,

Pprin & move that would make NFL drait day experts envi-
ous, Jim Degoey recently snalched two high-profile free
agents for Arsenal Publishing. Frank Chadwick, former
head of Game Designers’ Workshop and award-winning
designer of over/100 board.wargames, signed to do a com-
puter version of his Command Decision miniatures rules.
Major Gary “Mo™ Morgan (7ae Air, Flight Leader), will evi-
denlly be doing a modefn:era wargane.

»b>Microsoft recénlly announced that it has signed an
agreement lo acguire Web TV Networks for approxi-
mately $425,000,000 in stock and cash. The acquisition
would allow Web TV to take full advantage of Microsoft’s
Windows CE and Internet Explorer technologies. Johnny
Wilson ponders what the acquisition will mean for both par-
ties and what effect it will have on the industry in general at
www.computergaming.com.

The manual Is probably the best I've seen, although
it's'still not for the technically-challenged. If you're
yearning to install'a new motherboard, and aren't
afraid to tweak the low-level inner-workings, check
this one out.—Loyd Case

Abit Computer Corp

www.ahit.com.tw

PC Motherboard

Reader Service #: 302

THUNDERPAD o3
DIGITAL ‘_ =

Every gamepad these days
comes with a ton of preset programming for vari-
ous games, and this gamepad from Logitech
doesn't disappoint. The response is better in dig:
ital mode than analog, and like most pads these

CoW




WING CO
PROPH

mContinued from pg 28

success, both critical and in terms of sales, of

Wing Conmanpers Il or 1V. From talking to them,

however, it's obvious that, as much as they

respect Chris Roberts, they fell the laler games in

the series crossed a little on the uncomfortable
side of that fine line between game and movie.

An early sketch and a rendered model
of the Confederation Vampire. Notice
the pivoting engines.

Kilrathi and Canfederation were pretty evenly-
matched, the exotic technology of the aliens
means that you must come up with new tac-
tics—a big plus for what has always been one of
the most innovative space combal games.

It's a given that Wing CoMMANDER: PROPHECY
will be one of the major gaming events of the
year. And while details are largely classified now,
our agents are already on the case, because
loyal Confederation citizens (and CGW readers)
have a need to know. So stay tuned for further
developments.—Terry Coleman

As for the plot? We promised that we wouldn't
give away any big secrets here, but some of the
rumors you've heard are true. Even though the
emphasis on video has been cul back, many of
your favorite characters are scheduled to return,
with some contract negotiations slill going on as
of press time. In any case, the biggest change
from earlier Wing Commanpers is Lhat you no
longer play Blair, but a young, cocky space pilot
right out of training.

The Kilrathi do return, after a fashion, but
there won't be any big killies serving aboard a
Confederation carrier: According to team mem-
bers, “after what happened with Hobbes, anoth-
er Kilrathi defector just wouldn't have any
credibility.” The sons of Kilrah
aren't exactly the Big Bad
Guys this time either.
That honor goes to a
myslerious alien
race, who have
come lo view
the Terrans
and Kilrathi
as danger-
ous, and as
a result,
decide to
take both
races out.

THIS JUST IN

days, it
works bet-
erin Win
95 than
DOS. The
THUNCERPAD DT =
. d sleek, as
advertised, and fairly ergonomic, but it alsu
feels a bit small. More importantly; it facks the
excellent daisy-chain link:up ability of the
Microsoft gamepad. A qood pad, especially
for action-orignted sports games, but not up
to the slandard set by the Gravis GriP line:

Whereas the

-~ film:of the same name, THE Ciry

THE CITY OF LOST

_ CHILDREN r

-~ Based on the surreal French

OF Lost CHiLbREN is standard adventure fare

 wrapped up in a beautiful package. Sadly
though, the package is empty, bereft both of

story and gameplay. The brealhtaking graphics

arg wasted, and the game falls {o fully. utilize its

~Tery Coleman A8

Logitech, Inc., (800) 2137717
PC Gamepad
Reader Service #: 303

CCwW
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A formation of Panthers.

characters, which include evil' Siamese twins
and a madman who steals the dreams of
orphaned children. A cumbersome interface
and short playing time:only add to the disap-
pointment, THE Ciry oF LosT GHILDREN could
have, should have, been so much more,
—Robert Coffey

Psygnosis, (800) 438-7794

DOS CD-ROM

Reader Service #: 304

THEME HOSPITAL -
In this pseudo-sequel to ‘

Bullfrog’s THEME PaRk, you design,

build; and run your own twisted hospital. As

the administrator, you'must cure various

goofy ailments, maintain a healthy profit and



&
> Allisabout/to
launch some real
“Kick ass” boards.
Brace yourself for new
ATI RAGE PRO™ technology
S -soonyou'llbean
"8 XPERT@PLAY" experiencing
' killer 3D action at 12 million
triangles per second, awesome
2D performance and flicker-free
video playback. Il blow you away.

Summer ‘97.
~ATI changes everything.

Nowlow Seel. I

CIRCLE READER SERVICE #108



hatever you think of Sega and ils less-than-stellar console sys-
tem, Saturn (believe me, the thoughts aren't pretty around here),
you cannot deny its incredible arcade prowess. Sega dominales
the arcades with top-rated games in the fighting, racing, and

shooting genres. Sensing that the gaming landscape now makes single-system
loyalty untenable, Sega has chosen to port many of ils arcade fitles to the PC.
So far, we've only seen the older generation, such as VirTua FighTer 1 and
Viarua Cor 1, This year, we're still nol getling the latest from Sega, such as rac-

THIS JUST IN

Akira
from the
VirRTuUA
FIGHTER
series

reputation, and manage a staff with bizarre
hobbies. There’s little time to.review bank

ing game Surer GT or ViRTUA
FiahTer 3, but we are being
brought more up lo speed. Here
are some of the titles being port-
ed to the PC:

Vintua Fighter 2: This was
Sega's premier fighling game,

until the stunning VF 3 last sea-

son, and it will hit PCs in
August. The game features wo
new fighters, more moves, and
better graphics, along with
LAN, modem, and Internet play.
Virtuat On: This is a robot
fighting game with unrestricted
movement in full 3D arenas. You
can choose from eight rabots,
and duke il out against friends in
split-screen, modem, LAN, or
Internet play. In the arcades, the
game used a dual joystick for

PC CD-ROM

SOULS

chance to prove it.—Dawn Jepsen
Bullfrog/Eleclronic Arts, (800) 245-4525

Reader Service #: 305

SHIVERS TWO—
HARVEST OF ,

The second of Sierra's

" off the Arcade

Sega Brings Strong Arcade Lineup to the PC

control, which Sega will soon bring to the PC. This MMX-only game should be
available, direct from Sega, by the time you read this article.

Virrua Squap 2: Known as Cor 2 in the arcades, gameplay is a little bet-
ter, this time with different tracks to choose from, more enemies, and better
graphics. Sega will support PC light guns for this September release.

Davrona Dewuxe: Dayrona USA on the PC was a disaster, with terrible

graphics, no multiplayer capa-
bilities, and a ton of console
conventions still left in the
code. This time, Sega will try a
more sincere port, with
improved graphics and multi-
player support, as well as

additional new tracks and cars. [

Dewxe will ship in September.
Manx TT: Based on
England's Isle of Mann Race,

VinTua FIGHTER 2

Manx TT, Sega's motorcycle racing game, should hit desktops in July. In the
arcades, you actually ride on a motorcycle prop and lean left and right to
maneuver. On the PC, you won't have that immersive control, but Sega is
hoping to convert as much of the fun as possible. Like every other Sega itle
this year, there will be multiplayer support. You'll have eight bikes fo choose
from, but only three tracks to race.

Last Bronx: Another fighting game, this one is set in the rough-and-
tumble inner cities where police and thugs duke it out with billy-clubs and
fists. It should arrive by year's end.

Touring Can: This is another racing game, with even less forgiving and
more realistic handling and physics than Daytona. It's also due out by the

end of December.—Efliotf Chin

accounts and pie charts' when your hospital
is hit with vomit waves and you re still work-
ing on & cure for bloaty head. THEME HospiTAL
gives those Hillary-wannabes who've been
saying they could do health care better the

cewW

puzzle adventure series aimed at older teens
takes place in'a desolate Southwestern back-
water with more secrets and oddities than
Twin Peaks. You've come to town {o/investi:
gale the disappearance of your friends in
nearby Devil's Mouth Canyon, a place of leg:
endary evil. Along wilh the standard sliding-
tile fare, HARVEST OF SouLs allows players to

JULY 1997

redesign puzzles and emall them to friends.
And, if you have PPP Internet access, you
can chat with other players while you play.
—Kate Hedstrom
Sierra On-Line, (800) 757-7707
Windows CD-ROM
Reader Service #: 306
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Duckman, private dick and {arnﬂ\j man, is once again
down on his luek, having lost both his show and his
f:rmi]g. Help guide our faverite duck-detective
ﬂ'\roush this off-beat, zany atventure
in order to get his life back!
* Interact with characters from
the pb]\u].ar syndicated television
shew like Cernfed, Bernice, Ajax,
Charles and Mambo, and Kihg Chicken.
Ly Featu'rihg the veices of Tim Cumj, Nahcg
Travis, Dweezil Zappa, and Gregq Berger.
* More than 10,000 frarr.es uf awesome
hand dravn animatien.
* Solve puzzles, aveid traps, and explore over

40 locations and 80 different scenes.

'nﬁ‘p:/ / m-rw.pfag matestoys.com

RATING PENDING

T
-

.‘N Duckmon™ ond © 1997 Paremount Pictures, All rights reserved Hs:hwm

5 N created by lllusions Gaming Company. Art and design © 1997 Playmates

WA P C CD-ROM B oy febipesbet
Interoctive Entortainmant Ine. All rights reserved.

CIRCLE READER SERVICE #137
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PLAYING LATELY

T h 0 CGW Suwey* Last Months on
e n x Month Chart

1. Diablo (Blizzard) : 1 3

2. Civilization II (MicroProse) 4 14

3. Red Alert (Westwood/Virgin) 2 4

lue Planet Software is a startup gaming company lhal 4. Duke Nukem 3D (3D Realms) 3 15

you've never heard of, but they have an adventure game 5. Heroes II (New World Compuling) 5 4

in the works that is promising enough lo keep an eye on. >

e 4 7

Called the Buack Onyy, the game tells the familiar lale of & OL{ake (id Soﬁwz‘]r?} 6 :

a lone adventurer on a heroic quest to save the 7. Privateer 2 (Origin) : !

world. What promises to set this game apart from 8. WarCraft II (Blizzard) 7 17

the rest of the pack is that the game’s world is 9. Tomb Raider (Fidos) 8 2

being designed by none other than Roger Dean, 10, Daggerfall (Bethesda) 9 5

THIS JUST IN <

the world-famous artisl whose psychedelic

album covers for the bands Yes and Asia are ’ RIO8 Y N ) SR 0

e resulls of %fmmmme Wil games reanecs are lowing lhe most

some of the best ever created. Look for more Wﬂ 5 00p0sed (0.8 fesiaer S overall “qually ranking “in the Top 100

2 0f THe Buack Onvx in an upcoming

| PC Data Best-Sellers™

. Diablo (Blizzard)

. Microsoft Flight Simulator (Microsoft)
. Red Alert (Westwood!Virgin)

. Myst (Broderbund)

. Barbie Fashion Designer (Maltef)

. NASCAR II (Sierra On-Line) 5
. Magic: The Gathering (MicroProse)

5l ool ol —

. Monopoly Multimedia (Hasbro)
. Quake (id software / GT Interactive) 6
10. Tomb Raider (Eidos) 7

“* TS s indicales it (e fon-seling £C garmes wers, s calculated by PC Dug, dlir-
11 Marely 1997

O 00~ v W e

added a Vietnam campaign, all that's new here  against the Al and other human drivers) is real-
is the Internet multiplayer feature (which is, to Iy exhilarating, and the 16 different tracks all
@ be fair, a blast). If you already own ATF and provide a level of vehicular madness sorely

: NATO and play over the Net using Kali, there's  lacking in many recent racing games. The cars
little reason to shell out for the update. But if can be fully customized, and the game has two
you missed hese the first lime around, what  ms

they lack In technology, they make up for in
fun.—Denny Alkin

Jane's Combal Simulations, (800) 245-4525 /——

Win 95 CD-ROM

ATF GOLD Reader Service #: 307

ATF Goup is yet another "
rehash of the creaky US ‘ POD ¢
Navy FIGHTERS Sim engine. This futuristic, araphics- ‘ L
This time we're treated to a Windows 95 ver- intensive racing game [s one damage options that keep you from just crash-
sion of ADVANGED TACTICAL FiGHTERS and its NATO  of the best racing games 've played in a while.  ing your way around the courses. This one's
FicHTens add-on. But unlike USNF 97, which The high-speed, head-lo-head action (both definitely worth your time.—Joe Vaflina

CGW JULY 1997



Fast action and stunning realism—
that's the promise of new 3D games
and edutainment software. But if your
Super Star Fighter jerks along instead
of zooming and your “terrifying”
monsters are glaringly pixelated —
face it. You're not having much fun.

Don't just play it... Live it!

With an Intergraph Intense 3D 100
graphics accelerator on your PC, expect
a fabulous new interadtive experience!

Free with purchase of
Intense 3D100!

Full version of Rendition Ready™
IndyCar I1*, CD-ROM shareware
version of Rendition Ready Quake”,
and trial versions of Monster
Truck Madness” and
Hellbender™”

R

rendition
Pee-a-d-y

~

IndyCar Il with SVGA Graphics

Notice the jogged lines and edges and the flat, dull colors.
Wheres the crowd? What are those blocky things in the
background? Are you really into this race?

IndyCar 1l with Intense 3D 100 Graphics
Now you're racing! See the detail on the next car. Watch those
rearview mirrors — that's real 3D! Nofice the crowd in the
stands and the mountains in the background. And how about
that sky!

Want to know more? Call 1-800-763-0242
or to order: www.intergraph.com/express.

Intergraph ami the Inergraph fago are registored trademarks and Imense 50 b s dradomark of
Intergraph Copearation. Monster Trock Madiwss arad Felfander ate tradaearks of Micruoll Girporatin
Feidizion Heady is 8 tradersark of Krodision, v, IndyCar 1 b 8 reppfereed tradcanark of apyren. (uake
s 3 tracderark of i Software: Other brands aoed product e Jermahy of v
Copyright 177 Interpraph Chrpraation, Nustsale, AL $9%01- 0ol MC903H

f e

CIRCLE READER SERVICE #073
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Migllt and M%ic

SECRET OF THE INNER SANCTUM

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1986

Might . Magic [ 1

GATES TO ANOTHER WORLD

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1988

Muight wa Magic 111

ISLES OF TERRA

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1991

Might wa Magic [V

CLOUDS OF XEEN

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1992

Might and ngicv
DARKSIDE OF XEEN

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1993



- "~ New World Computing, the New Warld Computing logo, and Might and Magic are trademarks andior registered
T fes of The 300 Gompany. ©1397 The 300 Com Al rights. All olher are property of their respective holdors,
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3D Tron in the Works:

NEW-GENERATION 3D CHIPS BATTLE FOR THE CROWN

his edition of The Works has some very interesting things in the

forge indeed, with Rendition, NVIDIA, and 3Dfx (among others) all

preparing new chips that will be on boards later this year. And

while the term “3Dfx-killer" has become the moniker du jour, it

remains fo be seen who's lruly up lo the task. That being said, let's
see who's doing what.

NVIDIA has been showing an early version of
its new RIVA 128, a 128-hit 2D/3D accelerator
which is a complete deparlure from the first-gen-
eration NV1, an early arrival on the 3D-hardware
scene that proved to be something of a disap-
pointment. NVIDIA is intently focused now on 20-
and 3D performance, having punted audio func-
tionality from the design, but RIVA 128 will also
handle DVD video playback, and is both PCI and
AGP ready. STB has announced plans to do a
board based on RIVA 128. Early reports about this
chip's performance have been very encouraging.
We'll have a reference board in-house soon, 50 we
can give you the early low-down.

Both §3 and ATI have announced AGP parts
as well, releasing details on the GX2 and 30 Rage Pro, respectively. Of the
two, ATl appears to have a more complete package, offering a 3D-rasteriza-
tion setup engine and a faster RAMDAC, that comes in at 230MHz, versus
GX2's 170MHz. AT will ship 3D Rage Pro boards later this year, and
Diamond Number Nine and STB have announced plans to ship GX2-
based boards later this year.

Ubi Soft, (415) 547-4028
PC CO-ROM
Reader Service i: 308

NBA JAM EXTREME

I an era when even the real-life NBA slam-
dunk contests are predictable , e
and boring, it comes as little =
surprise that this isn't exactly ‘ =

THIS JUST IN

Block diagram of NVIDIA’s RIVA 128-bit 3D accelerator.

Tritech Microelectronics, a relalive new-comer on the 3D scene, is
working on their Pyramid3D, a full-featured 3D-only chip that will also
offer radiosity and specular lighting support, as well as a new kind of tex-
ture map effect called bump-mapping. The early demo | saw was very
impressive, and this could be one to watch.

Rendition has their second-generation Veérité V2000 family of chips
up and running. One notable short:
coming of the first-generation V1000
chip was a bandwidth problem when
Z-bulfering was enabled. Rendition has
solved this problem in their new
V2200, and is expecting a 2X perfor-
mance increase in both 2D- and 3D
performance over the V1000.

i Additionally, the V2200 works on either
the PCI bus or on AGP, and the chip's
clock speed has been increased to
100MHz (from the V1000's 60MHz).
Microsoft's next version of Direct3D
in DirectX 5 (currently in beta) will sup-
port DMA, which will benefit the
V2200's DMA-intensive rendering engine.

3Dfx has Iwo chipsels in the works, though details were sketchy at press
time. One of them, named Banshee, will likely show up both in PC boards and
in Sega’s next generation console box, code-named Black Belt.

Look out for the official 3D Iron Works logo in READ.ME every month to find
oul the very latest on all the new 3D cards and chipsets.—Dave Salvator

where are you when
we need you?—Tery

lounge-music). Turns are executed by clicking on
the bowling meter to decide the power, spin, and’

arevelation in PC hoops entertainment: Takin' the
rock to the hole would be much more fun if NBA
Jaw Exrene didn’t require a P133 fo look about
the same as NBA Live 95 on a 486-33—especial-
Iy considering that there are only four players on
the floor instead of ten. The sluggish controls
might be OK if you were simulating 1940s-era
contests; hut for today’s fast-paced game? Dr. J,

CGWwW

TEN PIM ALLEY -

Attempting to recreale the whole
bowling alley experience, Ten Py
Aey allows players o control the bowler's attrib-
utes, ball weight, and material, and even lets them
create a desirable ambiance for the game..
Choose between modern rock-'n'roll alleys or
cheesy relics from the 60s (with accomparnying
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Coleman release of the ball. Although the system works, it
Acclaim s00n :
Entertainment, becomes [N vl
(516) 759-7800 repelitive, 7R
PC CD-ROM andisno 7"
Reader Sewvice #:309°  mateh for e
the preci: |
sion of the ® ¥ Lok
comput- | Br Egresfand
er's Al

Almost all of bowling’s nuances seem lostin the
mouse. —Malthew Schaefer

ASC Games, (203) 6550032

Win 85 CD-ROM

Reader Service #: 310



S el l Bl i

o AN

At war with your PC? Take command, with the new
Sound Blaster* AWE64 Gold", the only advanced audio card
designed to upgrade your Pentium PC. Awesome audio—with up
to 64 unique sounds all playing simultaneously. It’s the best
sounding Sound Blaster ever, thanks to our unique WaveGuide

and WaveSynth" technology. It also offers full duplex support and

CD quality recording and playback, an explosive 4MB of memory for SoundFonts, true 3D Positional

Audio” and even a selection of the hottest Internet software. To learn /
more about the Sound Blaster AWEG64 Gold contact us at: C Tl I V el

www.SoundBlaster.com/sound/AWE64Gold. AR A A R L BTk
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1. Kaboom!

2. Grenades.

3. Deafening Silence.

4.64mm Shells.

5. The Crackle Of Uzi Fire

6. "Incoming!”

7."That Was A Close One.”

8. Random Gunfire.

9. “Private Curtis Jones, 51st

Airborne”

10. Anti-Tank Guns.

11. The Clink Of An Aluminum
Mess Kit.

12. Dangling Dog Tags.

13. Ricocheting Bullets.

14. Sigh Of Relief,

15. A Harmonica Playing
Yankee Doodle.

16. Give peace a chance.

17. Flight of the Valkyrie.

18. Shovels Diggin Trenches.

19. Prayer.

20. Dirty Jokes.

21."Sniffle.”

22, Nervous Laughter.

23. Letters From Children,

24, Bombs bursting in air.

25, Battle Plans.

26. “Over The Top, Boys!"

27. The Battle Hymn Of The
Republic.

28. Bullets Whizzing Past Your
Helmet,

29. Random Snipers.

30. Surface To Air Missiles.

31. Anti-Aircraft Fire.

32. The Doors Playing “The
End”

33. The Whistle Of Tracers

34. “Medic! Medic!”

35. The Star Spangled
Banner.

36. The Thunder Of An Air
Strike.

37. “Hit The Dirt.”

38. A Rain Of Debris Landing
All Around You.

39, Taps.

40. “Uurrrrpp!"

41. Low Flying Sidewinders.

42, Strafing From The Air,

43. Ak-47 Assaull Rifles.

44. Slandard Issue M-16's,

45, The Sharpening Of
Bayonets.

48, The Hiss Of Muslard Gas.

47. A Declaration Of Peace.

48. Rain.

49, Howitzers.

50. The Cheer Of Victory.

51. Quiet.

52. The Low Rumble Of
Bombs In The Distance.

53. The Squawk Of A Radio
Call For Help.

54, Com chatter.

55. "Surrender Now!"

56. Troops Marching.

57. Jungle Animals.

58, “The Biscuits In The Army,
They Say Are Mighty
Fine."

59, The Angry Croak Of Your
Commander.

60. A Tropical Storm.

61. A Blazing Oil Well Fire.

62. Unrolling Adhesive
Bandages.

63. “Ugh!"

64. “l Wanna Go Home."
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Fidos 15 Hopeful About s Real-time Contender

is peddling is supposed to be a sure-fire hit.

That's a lot of hyperbole, but their real-time litle,
Conauest Eanmy, has some interesting features
that could at least elevate it above the rabble.

Like many other games in this genre, Conauest
Eaari features aliens as the villains. You can play
gither the humans or the inhabitants of Mars. The
two sides will not only have different units and

I  seems that after Toms Raioer, everything Eidos

buildings, they'll also have completely
different interfaces. The humans will
have a very hi-tech interface, while the
aliens’ interface will be organic.

When their monitors open, you'll

see membranes pull apart to reveal a
screen; when the monitor shuts off, the mem-
branes will close like eyelids.

Conquest EArtH will also feature some technical
advancements, such as being able to show FMV
within gameplay windows. When a barracks is
destroyed, a live-feed will pipe through one of your
monitors, and you'll watch full-motion video of the
barracks being destroyed. You could even have
multiple FMV sequences playing in several moni-
tors on the side of the interface while the action is
still raging on the game screen.

Whereas other games are trying lo downplay

Concept art of one of the aliens in
ConquesT EARTH.

the action aspect of real-time games, CoNQUEST
EartH is embracing il. You'll actually be able to
seize control of individual units and control
them, as in action shooters. This action will still
take place from the top-down perspective, but il
allows the Lwitchy gamers to take an even more
active role in the combat.

Conauest EagTH is slated for release this sum-
mer. A mission editor will come with the game,
and Eidos promises many grotesque cut-scenes
to, er, flesh out the alien invasion storyline.

—Elfiott Chin

Other Eidos Titles to Look for in the Coming Months:

For those of you having Lara withdrawal symptoms, do not fear: The lovely
[assie will return at the end of the year in Toms Rainer 2. Miss Croft will be
showing off her latest weapons and exercising some new abilities as she bal-
tles it out with more bad guys. If that seems a long lime away, check out the
Tome Rainer: UnrinisHeD Busingss expansion pack, available now:

Forsaxen, Eidos’ new single-player
adventure/RPG has you battling with mon- \
sters, dragons, and wraiths in your efforts 10 \ %
avercome evil. Banished to a lonely island,
you must persuade the other exiles to join in
your efforts to vanquish the wicked Warlord.
Available early 1998.

DeatHTRAP Dungeon, Eidos' 3D action/combat
game (based upon lan Livingstone's fighting fan-
lasy game-book series), offers ten levels of hack-
'n'-slash conflict, set within the confines of a dark
and ghostly dungeon. The game has mulliplayer
capabilities (up to four players via network or
Internsat) and should be available in October.

CGwW JULY 1997

Eidos’ FormuLA ONE
racing game, based on
the 1995 season using
the official Fuji license,
features 13 teams, 17 cir-
cuits and a new network-  HEZR
ing system that allows up Death Trap Dungeon
1o 26 people to player against each other.

Daikatana, the first game from John Romera’s new development com:
pany, lon Storm, is a first-person 3D action/RPG thal uses the QuAKE
engine. The player travels through time in search of the mythical
Daikatana, an ancient Japanese sword. Frag-fans do not fear, the game
also holds lots of opportunity for multiplayer deathmatch action.
Daikaiana is slated for a November release.

Eidos' Flight sim line-up includes Frving NIGHTMARES 2, CONFIRMED KILL,
Joinr STRIKE FIGHTER, and Team Apache, all of which will be covered next
month in our Flight Sim Roundup. Eidos® Plus, FLGHT UNLMITED Il is fea:
tured in this month’s Flight Sim feature.—Charlolle Panther

Locke, one of the characters in FORSAKEN.



Put the pedal to the metal with the new Sound Blaster”
AWEG64 Gold™, the only sound card created to upgrade your
Pentium® PC’s multimedia audio system. With 64 available voices
playing simultaneously and the new WaveGuide technology,
music playback will never be the same. And don’t worry about
=ee=all  compatibility issues, because it’s a genuine Sound Blaster. Also,

DirectSound™ and DirectSound3D™ hardware acceleration is included. For more details and a

demonstration of the Sound Blaster AWE64 Gold conlact us at: C R — —
www.SoundBlaster.com/sound/AWEG4Gold. I_'—T I V =

WWW.SOUNDBLASTER.COM

v Gold, Creative WG u 30 Positional Audio
are suhject to chan| i All rights reserved.
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12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.

23.
24,
25.
26.
27.
28.
. "Last Lap!"

. Slarting Gun Firing.

. Hubcaps Flying Across

53.
54.

55.
58.

57.
58.
59,
60.
61.

62.

63.
. Wizzing Past.

Cars Taking Off.
Breaks Screeching.
Hubcaps Scraping.
Crowd Cheering.
“Place Your Bets!"
Engine Seizing.
Hearts Pounding.
Refueling.

Wheels Peeling.
Breaths Of Anticipation.
“That Was A Close
Shave.”

Cars Colliding.
Backfires.

Engines Revving.

The Roar Of A Crowd.
Fiery Explosions.
Skidding Into The Pit.
Engine Problems.
Shrieks Of Excitement.
Vrrrrroooooom.

“Low Fuel”

Jamming On The
Brakes.

Gears Shifting.
Ambulance Siren.
Sighs Of Reliel.
Engines Restarting.
Traction Of Bald Tires.
Crowd Going Wild.

The Track.

. Tires Blowing.

. “Hurry! Fill 'Er Up!"

. Engines Choking.

. Tires Being Changed.
. Nuts And Bolts Flying.
. Grandstand Cheering.
. Gears Grinding.

. Slamming On The

Breaks.

. Turning Swiftly.
. Pile-Ups.

42
43.
44,
45.
48.
47.
48.
49,
50.
51.
52.

Tires Rolling Off.
Skidding Uncontrollably.
Loud Screams.

Crowds Falling Silent,
Collision.

Thunderous Booms.
Deafening Cries.

Quick Turns.

Sudden Stops.

Reflex Braking.
“Gentlemen, Start Your
Engines!”

Engines Sputtering.
Drop Of The Checkered
Flag.

Head Gasket Exploding.
Hilting The Wall On
Turn 3.

Chanting A Winner's
Name.

Creaking Of The
Chassis.

Radio Static.

Loosing Your Hood.
Accelerating Past The
Finish Line.
Champagne Cork
Popping.
Congratulatory Slaps.
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SegaSoft Prepares o
Join the Online
Gaming Ranks

ith scores of )
companies
jump- A

ing aboard the
online gaming
bandwagon, the neces-
sity for original and eye-catching
content is greater than ever.
SegaSoft is the latest contender to
strut its stuff in cyber space with ils new Internet
gaming network, HEAT.net.

HEAT will offer a free area where players can
access most of the games and chat rooms, and a
premium area with exclusive games, tournaments,

| for a minimal fee
(SegaSoft antici-
| pates the ser-
vice will cost
between $40-50

per year). HEAT
will also be supported by advertising, and the com-
pany plans to make viewing an ad worth yaur while.
Clicking on an ad buys you frequent player poinls,
which can be exchanged for goodies at online
stores, or used to buy power-ups in games.

HEAT uses Mpath's low latency technology
and also supports IPX-technology allowing
gamers 1o play third-party games like Quake over
HEAT. SegaSofl is developing a selection of
exclusive titles for HEAT, the most interesting of
which could be NetFigher, the first fighting
game created specifically for Internet play.
SegaSoft hopes that the animaled action
sequence as each character moves will help con-
quer the lalency issue. What we've seen so far—
well-rendered characters each with their own dis-
tinct fighting style—is impressive, but only

CeW

Who’s That Girl? Vieiance’s Nikki could
give Lara Croft a run for her money.

hands-on gameplay will tell if the latency problem
has fruly been resolved. We'll keep you posted.

Other games include Scup, a fast action, multi
player shooling game filled with a host of power-ups
and special weapons; AUE RaCE, an action/sirategy
game which allows three teams of ten people to
compete against each other in an attempl to protect
their own alien territory; and HearWarz, an eight-
player search-and-deslroy slralegy game.

SegaSoft will also release VIGILANCE, an
aclion/adventure game with a Mission Impossible-
type story, in which you play.one.of eight members
of an anti-terrorist group. Using the photo realistic
AnyWorld Dynamic 3D engine, the game boasls
stunning lighting and real-time transparency effects.
It will support LAN and Internet (over HEAT) play.

SegaSoft's fast-paced 3D adventure game,
SKIES, is set in persistent universes where each
mythical character will visibly age as they gain
experience. Playable over HEAT, this floaling
world will accommodate thousands of inhabi-
tants including Angels—both good and dark—
Demons, Dragons, and Griffins.

And, for those who still feel intimidated by
Internet play, SegaSoft has something else to
offer. Later this year, it will release Lose Yous
MagsLEs, an addictive and well-thought out TeTris
clone. Available as a retail-only product, Lost Your
IVIARBLES can be played against the computer or
against a real-life opponent (either on the same
keyboard or via LAN).—Charlotte Fanther
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PIPELINE

Achtung: Spitfire! Avalon Hill 797
Agents of Justice MicroProse Fall 97

Battle Spire Belhesda 9197
Black Dahlia Take 2 Fall 97

Buccaneer SS 9197

Z3 B Hip
armageddon Interpla Summer 97
College Foothall 87 Microleague 9107
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Creatures Mindscape 797
Demon Isle Sierra 10197
Decisive Battles of WWII SSI/SSG 7197

Daikatana'lon Storm 12/97
Die by the Sword Interplay Summer 97
Earthsiege 3 Siera |ate 87

Epic Warhammer 40K: Redemption SS| early 98
European Air War MicroRrose late 97
Evolution Discovery Channel Summer 97
Falcon 4.0 MicroProse fate 97
Fallout Interpla Summer 97
FPS Foothall 88 Sierra 11197

I

Front Page Sports Skiing Sierra 10/a7
Golgotha crack.com Fall 97
Heavy Gear Activision Summer 97

Imperialism SSI 9197
Island!of Dr. Moreau Psygnosis BI97
King's Quest: Mask of Eternity Sierra 12197
Man of War Siralegy First Summer 97
Mig Alley Empire Fall 87
Myst 2: Riven Broderbund Fall 97
NFL Legends Accolade 907

i

NHL Powerplay 98 9/97
Quarterback Club 98 Acclaim Fall 97
Pacific Tide Slar Fall 97
Panzer General 11:SS| 197
Pentium 1l intel Summer 97
Prey Apogeel3D Realms Spring 98
Quake I1'id 12097
Rebellion LucasArts Summer 97
Red Baron Il Siena 9/97
Redguard Belhesda 10197

|

Return to Krondor 7th Level Summer 97
Sabre Ace Virgin 9197
Screamin’ Demons Activision Fall 97

|

Secret of Vulcan Fury Inlerpla Xmas 97
Sin Activision 3/98
SODA 0ff-Road Racing Papyius Fall 97
StarCraft Blizzard 8197
TFX 3 DID lale 97
Trespasser: Jurassic Park DreamWorks  12/97
Turok: Dinosaur Hunter Sculptured: 8

Ultima On-Line Origin

WarBreeds Broderbund Fall 97
X-Fighter Sierra late 97
Zork: Grand Inguisitor Acivision 10187



* Incredibly smooth, expressive and realistic audio with 64 voices of advanced WavEffects™
and WaveGuide Synthesis.

+ Professional sound editing and sequencing software included.
20-bit S/PDIF digital output.
* 120dB dynamic range.
4MB onboard RAM for high quality SoundFonts™ and 3D Positional Audio.
Ultra high-performance, low-noise, CD-quality record and playback.
Definitive upgrade for your PC's multimedia audio system.
CREATIVE

WWW.EOUNDBLASTER.COM

ird the Creative logo are registered trademarks and AWESY Gold, Creative WaveSymihWG and E-mu 30
Lid. Al giher names are properly of their rospoctive awners. Al specifications are subject to change without prior
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64 simultaneous voices.
Advanced WavEffects
Synthesis.

Pure gold plating to inspire the
envy of your friends.
Hands-free microphone
included.

20-bit SPDIF output.

Full duplex suppaort.

The perfect audio upgrade for
any Pentium PC.

The thunk of your old sound
card hitting the trash.

80dB signal-noise ralio
[ELELT)R

. Not your grandmother's

sound card.

. 120dB signal-noise ratio

(digital).

. SoundFonl technology.
. Yelling, shoving as over 30

million Sound Blaster users all
upgrade at once.

. E-mu@® 3D Positional Audio.
. AMB of RAM, upgradable to

28MB.

. Multipoint interpolation.
. New WaveGuide Technology.
. The best sounding Sound

Blasler ever.

. Creative WebPhone™ software.
. Supported by 99% applications.
. Easy plug-and-play installation.
. CD-quality, 16-bit audio fidelity.
. Genuine Sound Blaster.

. Integrated MIDI/Joystick port.

. 8/16 bit stereo sampling from

5kHz to 44.1kHz.

. MIDI cable.
. Recording from microphone,

CD or line-in.

. Liquid, psychedelic guitar solos.
. Advanced 16-bit real-time

audio compression.

. Crystal clear recordings.

. Gold RCA connectors.

. Completely user customizable,
. Automatic dynamic filtering.

. Instant bass, treble, master

volume control.

. 2, 3.5 and 4MB SoundFont

banks.

. Two CD audio-in connectors.
. Awesome audio.

. Powerlul percussions.

. Superlor strings.

. Microsofl® Internet Explorer

software.

. Microsoft® NetMeeting

soltware,

. Rockin' guitar riffs.

. RealAudio™ Player software.
. Magic Carpet™ 2 software.

. Screams from Eradicator™

software.

. 128 general MIDI instruments.
. New Creative WaveSynth/WG™

software.

. Creative 3D Caopter software,

. Total harmonic distortion (0.01).
. Creative TextAssist™ software.

. Lilting Irish tenor.

. Creative VoiceAssist™ software.
. Creative Mullimedia Deck™

software.

. Creative WaveStudio® software.
. Cool samples included.

. Creative Soundo'le® software.

. Direct sound hardware

acceleration.

. Vienna SoundFont Studio™

soflware.

. Direct sound 3D hardware

acceleration.

. 32-level control for mixing

recordings.

. Talk over the Internet in

real time.

. 32-level control for mixing

output.

. MIDI Orchestrator Plus™

saftware.




wHEN YO

DRIVE A TRUclk THls"'
FRIGGIN' BIG,

A gear-grinding Joyride
from the makers of
Destruction Derby 1 & 2.

Strap yourself in pal, because Thunder Truck Rally is putting you in the
driver's seat of destruction. When you get behind the wheel of a two-ton,
[ " | nitro-bumning, sedan-eating, four-story 4x4 steel
beast, the result is high-octane excitement. Pound
asphalt, dirt and the competition into submission in
several monster vehicles. And with life-like 4WD
. | suspension, 360° range of mation and killer 3D
PSYGNOSIS landscapes, kicking-ass will look kick-ass. Ravage
roads. Trample trouble. Send family wagons to meet their maker.
Get Thunder Truck Rally, and get ready to shred.

“Tha ratings icon Is a irademark of the Inferacifvo Digital Saftware Assodiation. Psygnosis, Ihe Psygnosis loga
and Thunder Truck Rally are Irademarks of Psygnosts Ltd. € 1996 Psygnosis Ltd. Always wear a seatbell.
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Live From

GGDG...

...With second and third generation
3D chips at CGDC all showing marked
improvements over the first generation
chips, it looks like by early 1998, we'll
see the quality of even the average 3D
chipsets shooting up. For the full story,
check out 3D Iron Works.

...It you're looking for fun toys,
Microsoft and Logitech will both be
introducing Force Feedback joysticks. we
were impressed with the initial feel, but
we'll reserve judgment until we see how
they alfect actual gameplay.

...For those who require total immer-
sion, Interactive 1/0 is developing a
virtual reality cockpit simulator. Gamers
will be able to play their favorite PC flight
sims from inside a realistic cockpit. This
peripheral interfaces to the PC through
the standard joystick part. For racing
fans, Interactive 1/0’s model JD Virtual
Vehicle is already available.

...Despile the sudden flourish of real-
lime strategy games, six out of the seven
developers we spoke with said that they
are working on turn-based projects.
Why? They'd ralher be one amongst a
dozen lurn-based games than be one of
the hundred real-time C&C clones being
produced this year

...CGDC's annual Spotlight Awards

Ceremony produced some interesting win-

ners: Duke Nukem won Best Aclion Game,
beating out Mario 64 and, more surpris-
ingly, Quaxe, while Magio 64 achieved lhe
coveted title of Best Game of 1996, win-
ning over Quake, Toms Raier, and Civ II.

...aD Realms announced that the next
Duxe project, Duxe Forever, will use the
Quake engine. And, in related news, a new
level for Duke Nukem 3D was recently
announced. In PenTHouse Parapise, Duke
comes to the rescue again. This time he'll
be saving Penthouse Pets from aliens, And
no doubt getting a little lovin" in-return.

COMPUT=R
GAME -
DEVEL@PERS "
CON FEREN("”’

GComputer Gaming World
to Report Live From E3

ant to know about the latest game news  Electronic Gaming Monthly, EGM2 and PS.X.—
Was it happens? On June 13, 1997, our will combine forces lo create an up-to-the
E3 News site will come lo life as a pre-

minute real-time news service.
view for what will be the most exhaustive daily QOur team will produce hundreds of stories over
coverage of the gaming event of the the three days of E3, including previews
year—Lhe Electronic of games, breaking coverage
Entertainment Expo of announcements, and
(June 19-21). We'll exclusives such as
be going live at the full story of the
12:01 a.m., on

much-anlicipated
June 19, with

new title from
breaking news, game legend
interviews, fea- Sid Meier, the
tures, and analy- crealor of
sis—all constantly CiviLizamion,
updated and posted Get ready lo book-
directly from our private mark our Web site at
press room located on the show www.e3news.com.
floor in Atlanta,

More than 50 edilors and reporters—the

staffs of Computer Gaming World, GameSpot
News, PC GameSpot, VideoGameSpot,

CGW Helps Launch
First 3D Benchmark

iff-Davis Benchmark Operations (ZDBQp) and

CGW unveiled the much-awaited 3D

WinBench at the recent Computer

Games Developers Conference.

3D WinBench Is the
most complete Direct3D bench-
mark available, and will be a staple
in CGW's testing arsenal to evaluate
all new 3D graphics hardware. Written
using Direct3D's Immediate Made (the
same mode Direct3D games use), 3D

In addition to WinBench 3D, we're also introduc-
ing LivePlay, a new games-based testing method
thal uses fixed controller input to Directinput. What

this means for you is
that we'll be able to give

you the low-down on
real game-play
performance with all the
gaming ingredients live:
physics, audio, Al, and controller input.

We'll also be tesiing with the hottest new titles as
they ship, so you'll know how the latest 3D hard-
ware accelerates the latest titles. We'll be making
this tool available on the Web at www.

computergaming.com, so waich for it in the
coming weeks.—Dave Salvator

WinBench provides not only a single 3D WinMark
score, but also breaks down performance, showing
where specific tasks were execuled (by the 3D accelera-
tor or by the CPU). To download your copy of 3D
WinBench, check out www.zdbop.com.
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EMINENT DOMAIN
- The largest, mast sophisticated game universe ever created is at your cpntrnl.

~ ARRIVING SUMMER 1387

"

-

- Select one of ]E'pruvdu'signad Span‘ins or create your own acE.
'Explurn up fo 800 unique worlds. . .

" Negotiate alliances and treaties with fureign pawers.

. Manage sophisticated intélligence operations. a1 B T e
E S il ! Y ‘ ) Py -;"'-a:’\ e
Exploit hundreds of research and development technologies. . - ?gf}” -'-*'.{f‘;!d' )

. ) ~ . : g i \‘.‘

Engage in real time tactical combat.

" Bo head-to-head against.-up ta 16 LAN or internet players.

SO DA DA =2 DX Y R o e =L T
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he death of the Amiga is often lamented
T by hundreds of thousands of former users

(and a number of CGW editors) who fond-
ly remember the machine smoothly doing things
in 512K of RAM back in 1985 that are still clunky
on & 32MB Pentium Pro today.

Well, to paraphrase Twain, the reports of the
Amiga’s demise may be exaggerated. Although
Escom, the German company who purchased
the rights to the Amiga, followed Commodore
into bankruptey, the machine has been rescued
again, this time by Gateway 2000. The compa-
ny was slated to announce the machine’s future
at a press conference at the World of Amiga
show in London in mid-May.

D::n*hdorr;;
this is good
NeWSs o

Cartoon: Eric. W. Schwartz

And Amiga pundits may yet get their wish
the Amiga could still become the world's most
popular computer. A Chinese company has
purchased the rights lo build an updated ver-
sion of the Amiga CD32+ console (68030
processor, CD-ROM drive, and a modem) for
the Chinese market. Although fargeted mainly
to play CD movies (which sell for $1 each in
China due to the lack of copyright protection), if
you plug in a PC-compatible keyboard, you
have a full-blown computer at a fifth of the
price that an IBM-compatible sells for in that
country. With China's huge population, the
Amiga platform may yet gain the success it
missed the first time around.—Denny Atkin

WHERE DO YOU WANT TO'QUAKE TODAY?

e Yo

will take place July 16 through July 23 (as of press time, a specific location had not been con-

D ie-hard Quae fans, pack your bags and prepare to hit Dallas: The second annual Quake Convention

firmed). Organizers expect the five day frag-fest to attract players from as far afield as Australia. At
last year's convention, industry veterans, including members of id and Hipnotic, showed up lo Dealhmatch
alongside fans. This year's sponsors will include John Romero and the ION Storm gang. For up to the
minule information about this year's event, check out www.quakecon.org, —Charlotte Panther
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PLUG IN.

THINK FAST.
PLAY FOR

REAL

INTRODUCING
Discovery Channel Games.
Prepare your imagination

for the real world.

Coming this fall from

Distovery

L § "x CHANNEL
|

MULTIMEDIA

CIRCLE READER SERVICE #062




These are dEfinitell_.] not the usual suspects.

T

(% WWW.THESPACEBAR.COM

Mac OS

ol LS . Taww
51997 SegaSolt Inc. Portions of The Space Bar £1996 Rockel Science Games. Ing, Portans of The Space Bar 1995 Balla Gamas. Inc. All right tasanved SegaSoh and 1he SegaSali lopo are wademarks of SegaSeft inc. Rockat Science and the Rocket Science logo are

trademarks of Rosket Science Games, Inc. Botfo, the Balta logo and The Space Bar are trademarks of Bolfo Games, Inc. Windows = Is a rademark of Microsoft Corparation. Tha ratings ican i a

of the ive Digial Sofware
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READ.ME

Activision Reveals Gear and
Weapon Specifics for Heavy Gea

l 1 an exclusive to Computer Gaming World,

' The Grizzly is the
backbone of the
Northern Guard’s
gears. It has sophis-
ticated armament

[ il and 70mm armor.

, Gamers who prefer
' joining the Southern

'\, MILICIA may end up

¢ piloting this medium
tank from the

i .4 Southern arsenal.

RAPID-FIRE BAZOOKA

/ Activision has revealed two of the gears (giant
I robotic fighting machines), and two of the heavy
weapons to be featured in their upcoming HEAVY GEAR
combal simulation.

As expected, the Northern Guard will be represented
by the Grizzly model gear. The Grizzly is equipped with
70mm armor, as well as the following weapons: M225
Heavy Autocannon, GH-8 Rockel Pods, GU-10 Gatling
Gun, M25 Pack Gun, TD-76 Mortar Unil, and the HW-
VB-1 Vibroknife. It has a running speed of up to 40 kph
and a rolling speed of up to 65 kph.

The Southern MILICIA will feature the versatile
medium-class gear known as the Mamba. The Mamba
is equipped with 56mm armor, as well as a PR-55
Autocannon, Vogel-8 Rocket Pod, two GL-01 Grenade
Launchers, VU-11 Vibromachete, and HG-C4 Hand
Grenade. It runs at up to 55.4 kph, and glides at a top
rolling speed of 84 kph. It is also rumored that the
Southern MILICIA will rely more upon the King
Cobra gears than the basic Spilting Cobra gears
as their heavy units,

Both sides will have a variety of weapon modules
with which lo equip their gears. As of press time,
CGW had secured images for two basic weapons: the
Light Particle Accelerator and the Rapid-Fire Bazooka.
As in the original sourcebook, the Light Particle
Accelerator will have an effective range of 400 meters,
and can penelrate up to 100mm of armor. I's a good
thing that it takes a heavy unit like the grizzly to han-
dle one of these weapons, since the weapon is not
only capable of penelrating the heaviest gear's armor,
but doing electrical damage lo said armor once it pen-
etrates. We haven't seen an image for a Heavy Particle
Accelerator yet, but this heavy weapon is expected to
be used only with Strider vehicles—huge support
artillery. The Heavy Gea design team has not con-
firmed this, however.

Technically known as the Paxton RFL-2 Soothsayer,
the Rapid-Fire Bazooka may be the most versatile
weapon in the arsenal. It has Ihe same 400-meter range
as the Light Particle Acceleralor, but a higher Ievel of
penelration (200mm of armor). Think of it as a burst fir-
ing rocket launcher that can be used by any size gear,

These are the first definitive specifications and
images received on the gears and weapons them-
selves, though we saw Hunlers, Grizzlies, and
Mambas when we played the prototype for our recent
cover story (April, 1997). Mare will be posted on our
Web site (www.computergaming.com) as we get
closer to fall. —Johnny Wilson

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

“...Apocalypse 3D is
the most powerful,
affordahle and down-
right desirahle 3D
games technology...”
~CGW, Jan ‘97wn

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

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

—PC Advisor, Feb ‘97

“An awesome card.”
—PC Home, Jan ‘97

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

B . & &

—Computer Life,
Mar “97wn

So you have an awesome gaming PC; but you're still
looking at pathetic 2D or ‘iree’ D? Supercharge your
games with Apocalypse 3D. The hottest FCI 7D graphics
accelerator, period.

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

with full z=buifered 32-bit on chip hidden suriace
removal, real time shadows, light volume rendering,
transparency and fogging eifects.

Avesome 4 MB of dedicated 3D Texture liemory totally
rocks all Direct 3D and PoierVR games!

Get MechWarrior® 2 and Ultim@te Race™
FREE WITH YOURPURCHASE!

Videologic Tiger Direct
o (800) 578-5644 = (800) 292-7218
Mtch' arrln@Zhynctwlsmn W W W . V | D E 0 L 0 G | C i C o M
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READ.ME

WE SWEAT THE DETAILS Technical Editor Dave Salvator, a former lahs-man from ZD Lahs,
and Contributing Technical Editor Loyd Case prepare to evaluate some poultryware.

CG LABS GOES LIVE

5 he editors of CGW are proud to
announce the opening of CG Labs,
the most reliable source for comput-
er game hardware testing. Our new
hardware lab is designed fo evaluale
all manner of gaming gizmos, from
CPUs o modems to joysticks. We've
got a varigly of systems, ranging

from a garden-variety P133 all the way up

through 200 MHz MMX Penlium boxes to see
how components (and games) perform on a
variety of CPUs. These systems lalk to each
other over a LAN, where we can test games'
playability over IPX (LAN protocol) and TCP/IP.
the Internetl’s protocol. In putting together our
top-notch networking hardware,

we partnered with ZD Labs, Ziff-Davis' big
kahuna testing facility.

We’'ll be using our usual arsenal of testing
tools, which include WinBench 97 and the new
3D WinBench (the first definitive 3D bench-
mark). We'll also test performance with aclual
DOS and Win 95 games to see how the latest,
and supposedly greatest, fare. In Windows 95
games tesling, we'll be using our new LivePlay
testing, where we'll use pre-recorded input
scripts to navigate real gaming environments,
and get repealable, apples-to-apples compar-
isons of how different hardware stacks up.
These test resulls will reflect games-based per-
formance with all cylinders firing: audio, Al, joy-
slick input, physics, even mulliplayer process-

ing. Soon, you'll be able to download our actu-
al CG Lab test scripts from our Web site, so
you can put your own system to the test and
see how it does. We'll have downloadable
test scripts for graphics boards (2D & 3D),
sound cards, CD-ROM drives, hard-drives,
game controllers, and entire systems. They
should be available late this summer, so
stay tuned.
Loak for the CGW CG Labs-Approved
seal for our top picks in hardware prod-
ucts throughout the magazine. &

CCW

Evolution

THE GAME OF INTELLIGENT LIFl

game where you
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either get smart...

or go extinct.

Coming this fall from

DIScouery
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by Jeff Green

n May 25, 1977, Star Wars was
released to the world, and a uni-
verse was born. Eight days later,
so the legend goes, a group of
MIT programmers, including
Dave Lebling, Marc Blank, and
Tim Anderson, created a uni-
verse of their own, The result was DunGeon, a
text-based fantasy adventure game thal ran on
mainframe compulers. This game eventually
evolved into one of the first text adventures—and
one of the best games, period—ever to appear on
a personal compuler: ZoRk.

As with Star Wars, the first Zork game was
only the beginning. For the next 20 years, over
the course of ten games, the story expanded,
encompassing roughly 750 years in the history
of the Great Underground Empire, a land inhab-
ited by evil sorcerers, dimwitted kings, man-gat-

A Whole
Grue World

The Great Underground Empire Rises Again in a Brand New Zork-Trjlogy

ZORK GRAND INQUISITOR

Target Release Date: October, 1997
Developer: Activision
Publisher: Activision

ing grues, and you—
the quick-thinking
adventurer. Along the
way, the Zork series
sel a slandard for
humorous, yet brain-
busling, gameplay that §
few other adventure
games have even
come close to
matching.

> HONEY, | SHRUNK THE GAMER The Grand Inquisitor’s totemizer, where those
‘ who practice magic are cul down to size.

THE NEW ZORK
Now, exactly 20 years after DunGEON was con-

ceived, Activision is embarking on the most
ambitious Zork project to dale. Zork GRanp
Inauisiior, due this Octaber, is the first in a trilogy
of games that will fill in another huge chunk in
the Zork timeline, and will take gamers back to

visit some of the series' most legendary:char-
j acters and locations.

technology and, to ensure his domination, has
dubbed himself the “Grand Inquisitor” and forev-
er banished the practice of magic.

As the game opens, you, the anonymous
adventurer, have arrived in Port Foozle, where
you discover a lantern containing the trapped,
disembodied spirit of the Dungeon Master, who,
in the game’s apening cut-scene, had been oblit
erated by Yannick. You grab the lantern, descend

ZoRK GRAND into the Great Underground Empire via a secret
[nouisiToR begins . entrance, and embark on an epic adventure (o
in the year 1067. ~ save your friend, restore magic to the world, and
The Great Underground” defeat the Grand Inquisitor once and for all. To

’fi;;'i 7 Empire has fallen on hard accomplish your lasks, you'll need lo lravel back
/ in time to recover three legendary lreasures: the
Coconut of Quendor (from Bevonp Zork), a Cube
of Foundation (from SpeLLereaker), and the skull
of Yoruk (a character in Zork Nemesis). Along the
way, you'll visit some of the mosl famous spols

in the Zork universe, such as G.U.E. Tech and

= Age of Magic in 966 (as

' recounted in Bevono Zork and
SPELLBREAKER). Since then, the evil
Mir Yannick has seized control of

' You'll need to figure out a way to get past this bad boy.

JULY 1597




the legendary white house, and meet with
some of its most famous characters, including
everyone's favorile sorcerer, Belboz,

ZORKIER THAN THE REST

Since transforming from text into graphic
adventures in 1993, the Zork series has been
a mixed bag. The first effort, ReTurn To Zonk,
was a bit cheesy, and suffered from an incom-
prehensible interface. The second, last year's
Zork NEmESIs, was a very popular game, but
was a departure for the series in many ways.
Activision Myst-ified the Zorx universe with
undeniably beauliful graphics and a dark, por-
tentous storyline, but came up short on the
humor that had always been a hallmark of the
series. Of all the games In the series, Nemesis
was the least Zorky Zork.

With Zork Granp InauisiTor, Activision is
wholeheartedly embracing the Zosk legacy
while-retaining the sophisticated look of
Newmesis. ZGl employs the same “Z-Vision”
engine crealed for Nemesis, which allows 360-
degree panoramic scrolling within each
scene, but the graphics themselves have
taken on a lighter, less auslere tone to match
the game's more comic approach. Activision
is also promising more interactivily with the
environment (rather than just one or two
hotspots per pretly picture), as well as a more
populated world—consisting of both live-
action and computer-generated characters—
to help give the game the kind of vibrancy that
made the old text adventures so great. Other
refinements include a new inventory system,
which will let you store, examine, and com-
bine abjects, as well as a dynamic map,
which fills in as you explore the world and
allows you to quickly move between places
you've previously visited.

883

From The Beginning

Wizard of Frobozz.

The biggest (and
most welcome) change,
however, is the incorpo-
ration of a spellbook,
given fo you at the
beginning of the game
by the enchantress
Y'Gael (from Bevonn
Z0RK). As you
progress through the
game, you'll learn a
total of 18 spells,
which are. divided into
lhree classes: High
Magic (the power to
create or destray),
Middle Magic (knowl-
edge-based; allowing
you to see and compre-
hend concepts), and
Deep Magic (the power
to transform and use
alchemy). Some of the
spells, like rezrov, will
be familiar to fans of
the EncHANTER trilogy, while others were
newly created for this game. Many of the
puzzles in ZGI directly involve the use of
spellcasting, which lies in lo the game's
main storyline of resloring magic to the
world of Zork.

TOOLS OF THE TRADE Behind the glass lies your map and your
| sword. Take them first, and then break the glass.

KNOCKIN® ON GUE TECH'S DOOR The entrance to the most famous

! magic school in all of computer gaming.

Christmas, 1998, will place you in the role of
the Dungeon Master, who must protect the
Great Underground Empire and stave off a
rebellion led by the Grand Inquisitor's ghost.
The third game, projected for Christmas, 1999,

. Will conclude the story with a battle between
the forces of the Eastlands, including the
Dungeon Master (you again) and the evil
forces of the Westlands.

If Activision stays with this program, Zork
fans have a lot to look forward to, which is
good news indeed. Just remember to keep
your elvish sword armed and that lantern
burning bright—it looks like we'll be on the
lookout for grues for years o come. &

THE REST OF THE STORY
Finally, you should know that Zork Granp
INauisiToR is just the beginning of the story.
Activision recently revealed to us that ZGl is
the first act in a planned trilogy of games,
which will tell the enlire'tale of the 11th-century
slruggle between the forces of magic and
technology. The second game, scheduled for

1647
0 0 848 952 BEYOND ZORK (1987),  RETURN TO ZORK
Entharion ~ Lord Dimwit ZORK 11l (1981:83) ENCHANTER (1984) O CLLBREAKER (1965) ~ (1993)
; Rebuilding of universe  Disappearance of

founds Flathead founds ~ Anonymous adventurer replaces  Defeat of warlock Krill by y

; e, and end of Age of Magic. East Shanbar. Defeat
Kingdom of  Great Underground original Dungeon Master after find- amateur Enchanter, who :
Oiendar : ; : B oot Frl ot Coconut of Quendor of Morphius by

UENao! Empire. ing 20 treasures and defeating p vecovered.from the advantien

Sorcerer.

Implementers.

957

Duncanthrax dis- ZORK ZERO (1987) ZORK NEMESIS (1996) SORCERER (1984) ZORK GRAND INQUISITOR (1997)
covers under- Collapse of Great Actions of four rogue alchemists Defeat of daemon Jeearr by Grand Inguisitor outlaws the practice
ground tunnels.  Underground spawns the Nemesis, who Sorcerar. He replaces Belboz as  of magic and totemizes anyone who
Empire. haunts the Forbidden Lands. head of Circle of Enchanters. disobeys his wishes.
JULY 1997 CCW
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ULTIMA ONLINE

Developer: Origin
Publisher: Electronic Arts

Check out our in-depth
interviews with Lord
British and Utmima ONLINE
Producer Starr Long at
www.computergaming.com. Immortality was

Lord British's Dream World Becomes a Virtual Reality

by Terry Coleman

Itima OnLInE is no mere dun-
geon romp Lo be blitzed
through in an afternoon.
Like Diagto, it manages (o
capture the flavor of the live
Dungeons & Dragons
games we enjoyed in high
school. But unlike Diagto, this game has the
depth of a traditional RPG. Aiter a hands-on
look, I'm convinced that Utrima OnLINg is the
most ambitious role-playing game ever
attermpted on paper or silicon.

Mondain, the great Foozle in Uttiva lore
(prior lo the Guardian), had his soul corrupted
by powerful magic,
causing him to twist the
Gem of Immortality to
his evil will. When lhe
hera (this is before
Avatarhood, folks) finally
avercame Mondain, the
immediale evil was
ended. But the Gem of

shattered into thousands of pieces, each con-
taining a mirror-image of Sosaria.

This back story allows for multiple worlds,
which is a good thing, because il's doubtiul
that if 20,000 people want to play Uttiva OnLINE
on the same weekend, they're all going to fitin
a single game world. When you want lo switch
from one Utrima Onuine world to another, you
can'l take your worldly possessions, such as a
building thal you own, with you. This has
engendered consternation in some Uttima fans.
I'm all for having control of your gaming envi-
ronment, but if you move from Boston to
Milwaukee, you can'l take your house with you,
so what's the problem? In any case, you should
be able to keep your character stals intacl, so
most players shouldn't have a problem explor-
ing strange new worlds as they open up for
business in the Utrima OnUNE universe.

BUT HOW DOES IT PLAY?

The environment is intense, and leems with
depth (and despite what you may have read
elsewhere, the engine is nol based on that of

Utrima VIIT). Those who really aren’t into quests
and want a sort of extended chat area can live a
perfectly fine virtual life as a baker. Of course, if
your pastries become renowned throughout the
land, you could lead an ancillary existence as a
purveyor of information lo travelers seeking
adventure. Likewise, a blacksmith known for
crafting swords with a well-honed edge will be
highly sought after as well.

While being a craftsman really is role-playing
in a general sense, most of us crave a bit mare
action and suspense in our daily RPG lives. |
don’t want o give away any major plot twists, but
be assured that there are plenty of things going
onin the Utmma Onune world. Some are obvious,
such as Lord British's struggle lo impose order
and virtues upon the world, and the attempts by
the forces of chaos (supposedly led by Lord
Blackthorn) to stop him. Others are more subtle,
involving the manipulation of magical forces, the
finding of hidden teleportation areas, the binding
of strange crealures, and lhe like.

Then there are the guilds. There are straight-
forward guilds of craftsmen, and even assassins’

DO YOU HAVE AN APPOINTMENT? Players who decide to do outra-
geous things, such as drop in on Lord Blackthorn unannounced, are
likely to find that the game engine does not suffer fools lightly.

WALKING FAST FOOD While much of Utmma ONUINE takes place outdoors, there
are plenty of quick dungeon romps available, where the assortment of Ultima
denizens look to be more intelligent than the usual Al monsters.

CGW
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The next generation of War Gaming!

GAMPAIGN SERIES
Fast paced WWII platoon-level combat on the steppes of Russia 1941-1945!

‘Leada Ilghtmng Blll:zkrleg through the Red Army, or defend Mother Russia from the Hun invaders! Set
in a new, unique campaign rmat, FRONT put n'charge;as company commander, in either
the Wehrmacht or the R  mud, ‘endless river crossings and all 3 _

' ' - ay! EAST FRONT features a totally ;
set scenaﬂos, sur:h as Kursk and Stalmgrad! m“l" nH@

We Make

new engine, a full-blown seena""' /m _
Available Fall '97 at Software R
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quilds (I can't wait to see
what Senator Leiberman
has to say about this
game). When
Utrmaa Onuine first
went into internal
testing, one
group immedi-
ately an-
nounced its
intention to slay
Lord British (you
have to wancer
about their job
security), and
immediately
thereafter, anoth-
er group formed
to stop them.

In addition to the obvious mayhem that will ensue sim-
ply from guilds with diametrically opposed philosophies,
there will be those who will frequent the world simply to
prey on other characters. To keep such gamers from hav-
ing a collection of Uwmma scalps {o line their virtual trophy
case (nexl to their ears from DiagLo), the designers have
mulliple lines of defense.

The game engine remembers when a character has
committed a misdeed, and will actively pursue and arrest
you in towns, and may even offer an armed escort to mer-
chants or travelers to protect from highway robbers. If this
fails, keep in mind that the Origin staff will be playing the
game on a regular basis, with the capability of removing
malcontents. This doesn't mean that they will adopt a Big
Brolher attitude, just that they aren't going to stand by and
watch a handiul of players disrupt the structure of the
game world. If you wanted, for example, o create a Robin
Hood-like character, and your band of merry mayhem mak-
ers did more than just kill everyone who came lhrough,
chances are you'd be left alone, because you would con-
Iribute to the game’s ever-evolving mythos.

CONVERGENCE RPG Universes blend
in UtmiMa ONLINE much as they do in
the paper RPG world. This is the
symbol of the Abattoir of Cthulhu, a
player-generated guild.

GHOSTLY PLEAS

Anather problem with cheaters is that they tend to con-
veniently “lose connection” whenever they aren't winning.
In Utrinaa OnLivg, if you break off connection, other than in
a safe house or a pitched campsite, your character
remains in the game for five minutes—an eternity if you
are locked in mortal combal.

Should you die in the game, you don't simply pop
back up, Quake-style. First, you wander the world as a
ghostly apparition, and your skills begin to diminish (all
skills improve when used successfully, and diminish with
lack of use). You can try to communicate with mortal

ULTIMIA ONLINE

characters, but unless they possess the Scry skill, your

typed messages to them appear as only “0oo000." By
the time you manage to find the appropriate shrine and

“ULTIMA
ONLINE is the

gain resurrection for your character, your former body will

have been reduced to a mere shell, deprived of its flesh,
clothing, gold, and armaments.

QUEST DU JOUR
In addition to the overall storyline, the designers wanted
players to experience manageable chunks of the ULTima

most innova-
tive product
in computer
role-playing

Onwine flavor, There are countless mini-quests, similar to since the
those you would find in a fraditional CRPG, but with a e

iginal
Iwist: both the game Al and other players will often oppose ong "
you in your quest in order to achieve their own goals, ULTIMA.

If all this sounds incredibly ambilious, it is. Whether
Origin can make this a profitable venture remains to be
seen. For now, they plan lo charge a nominal fee, and evi-
dently,
able boxed at retail), you will receive a number of free
hours online. It won't be as inexpensive as Diagto, but
there will certainly be more long-term replay value.

The ability to go on quests and interact with human
players, supported by a rich network of non-player
characters, makes Utrina Onuie the closest that
computer gaming has come to the rich level of inter-
activity and camaraderie we've always enjoyed with
paper RPGs. When you add in the rich back-
ground of the Utmna world, and he incredi-
ble amount of activity generated by
gamers themselves, Utina OHLINE
will almost certainly be greater
than the sum of ils parts. It's
hard to ask more of a role-
playing world
than that. &

UtTirs OnLine
(8long with the
upcoming Utmma
IX) marks the-high-
est level of involve-
ment for.Richard ~
Garriott (Lord British) in
game design and develop-
ment in several years. It
has"a bit of all his games:
the-sustained virtues of Umima
|V the moral-ambiguity of Utita
Vi:and the mystery of Utrma VI, all
wrapped up in 3 shiny technological
package that the younig, idylic designer of
AvakaseTH could scarcely have imagined.
Contrary: to persistent-rumors; he isnot, like
compatriot.Chris Roberts, considéring leaving to
form his own company: “I've dorie that. And while:1 remem-
ber the excitement of a startup ccm"pany_ﬁ I-also.remember the
pain,” says Garriott. . :
Ata time when he could kick. back;: retire to his medieval-style
mansion-and enjoy’ his:millions, Garriott is.visibly excited-about the
future of Uttima: While he wouldn't discuss specifics past Utiian IX,
he squashed another rumor by saying that the-ending of this trilogy
and the publishing of Uriva ' :
Onue will not. be: the: grand
finale of the series. While cyn- |,
ics might:paint to-the amount
of money EA and Origin
would make from add-
tional sequels; it was obyi--
ous to.me_from the-twinkle in
Lord British’s eye that he views his
brainchild as much more than-a cash

when you purchase the game (which is only avail

* cow—that's good news for all RPG

JULY 1997

fans, and Uiima fans in- particular.
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X-COM: APOCALYPSE

Publisher MicroProse

by Martin E. Cirulis

ight gameplay, challenging Al
enemies, and the best
premise/storyline seen in a
wargame yet earned X-COM—a
true underdog classic—CGW's
1994 Game of the Year Award.
Then, a year later, X-COM

2:TerrOR FROM THE DEeP arrived, and, while it

was still a good game, there was no doubt

he CGW offices that

sroprose had rushed out

lassic MOTS (More Of

» Same) sequel to capi-

28 0n [he surprising

Jularity of the original.

the most part, this plan

Play X-com:  worked, but left the majority of

A"Oh“ﬁ"‘”"SEt ;’,” X-COM fans a little dissatisfied.
this month's

oot After all, we had gone through

all that efforl to blast those big-
eyed pests from Mars, just to be told “Oh
yeah—there was a whole load of 'em

X-COM 3

MicroProse Plays It Safe With X-COM
ApocaLypse, but Gamers May Be Sorry

Well, soon we'll see
if that's true. We recent-
ly acquired a late beta of X-
COM: Apocauvpse Lo gel a feel for the third
member of this alien brood. Has Microprose
listened to the desires of fans who wanted
something more this time around? The answer
is an unequivocal...kind of.

g 1

* Developer Mythos Ltd,

like something from the Ways fo Buicher
Conlinuity Handbook. I'm not sure it’s a good
idea from the fans' point of view lo set up a
game where previous victories are made
utterly pointless. “Gosh, | sure am proud |
helped stop the alien hordes so that the
world was free to be destroyed by
human beings instead.” | mean, how
much worse could it have been if the
aliens had won?

Despite this little environmental screw-
up on our parl, it seems more aliens are
hot for our goodies. But this time they
are coming from another dimension, and
infiltrating the last bastion of civilization
left on Earth. Of course, since there just
isn't that much left to conquer, the litlle
mutanls have had to scale down their
invasion accordingly, and are now subtly

% DRESSED FOR SUCCESS X-COM fans will!
many of the gameplay elements in ApocAL
than expand on design, MicroProse |
the game's scope,

infiltrating various companies across
town and trying to take over from within.
Luckily for us, the old X-COM manu-
als are found lying around, and a covert
ops organization is quickly assembled to
identify and neutralize the menace, even if it

under the ocean that we forgot lo tell you
about"! At the time, | can remember placat-
ing myself with the assurance that this

game was just a quick thrill to keep us

busy while Microprose worked on something
really stupefying for X-COM 3.

THE FUTURE'S 50 DARK...

Despite your stunning victories over (he
aliens in the previous X-COMs, APoCALYPSE
begins with things worse off than ever for
humanity. This lime there is nobody fo blame
but ourselves, since we've managed to steer
the Earth so far into environmental upheavel
that the only livable place left on Earth is one
domed Mega-City. Holy Judge Dredd!

Here was my first hint that perhaps the
vision of ApocALypsE, despite the fact that the
game returned to the hands of the original
designers, was a little murky. This premise is

P SWAMP THING
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means ultimately cracking open Lhe Align
Dimension and kicking gray butt permanently
(or at Ieast until X-COM 4),

...YOU GOTTA WEAR HALOGENS

At this point, you're probably wondering how
deep you have lo look lo see if this is another
MOTS sequel. Unfortunately, you better be pre-
pared lo peer into the details, because this
song seems prelly familiar. Whal we are really
dealing with in this sequel is a change of scale,
rather than great leaps in design.

Instead of a planet, you're protecting a city.
Instead of the aliens infillrating countries that
then stop funding you, the aliens are infiltrating
companies. Instead of fighting in cities, you are
fighting in individual buildings. Instead of cruis-
ing about in assault ships, you are driving
around in APCs. Instead of finding a way lo
Mars to destroy the alien stronghold, you have
to find a way into another dimension lo destroy
the alien stronghold. Beginning to get the idea?

To be fair, the beta | played had some border-

line RPG elements, and sometimes this was
enough to make me forget that all this seemed
a little loo familiar. Having lo scan through the

city, looking for signs of alien infiltration and try-

ing to decide which corporale leader has been
subverted has a nice edge to it, and if the final
version is a little less cut-and-dried about
things, it could make for very interesling

i BIG GUNS You!ll need weapons like this to destroy the
_aliens, but you'll also need to use your wits to femet out"

those corporale CEOs who have been subverted by the:
subtle alien invasion.

X-COM: APOCALYPSE

bviously hoping to please both
05‘|des in the hottest debale lo hit

wargaming since the Invention of
the hexagon, ArocaLypse offers the
option of playing either the traditional
and elegant turn-based tactical combat
engine from X-COM 1, or indulging the
part of your mind that likes to think on
the move with real-time combat.

Unfortunately, unless the beta |

played changes radically, it will only
fuel the fires of pedantic players every-
where and confirm their bias that real-
time combat is merely a gimmick.
While RT could have gone a long way
to make AracatypsE refreshing, the cur-

| rent implementation lacks the Al required for realistic combat. If this game is going fo offer a
| real alternative to turn-based tactical play, there has to be a lot less milling around on the part
| of the allens and more useful reactions from your troops.

Poirits have been made in the past that real-time is used to cover up poor Al, but there is a sub-

| tler pointto be made as:well: Conversion to real-time exposes just how weak wargame Als have

| always been. | suspect the antics | observed in ApocaLypse were simply the same algorithms that

| were so challenging in X-COM 1 and 2; they just can't hack it in a more realistic environment. For
| real-time to work at the tactical level in this (and any other) game, programmers have o adopt the
| dynamic routines of flight sim Als instead of just taking the pause out of turn-based algorithms.

gameplay. Severe penalties for busting up a
legitimate board-meeting could help to put
some real thinking and detective work into this
title, something thal would be a giant leap in
distinguishing it from its predecessors.

ALL THIS AND A FACIAL
Of course, it wouldn't be a late '90s sequel

without the full SVGA-graphics faceli.

The cily looks great, like a spiffed up
SmCiry 2000 city with lots of little
moving vehicles and the occasional
alien dimensional rift lo keep your
eyes glued to the screen. Oddly
enough, the only place where the
sight-'n"-sound upgrade isn'l gratify-
ing is in the combat engine, where
instead of increasing Lhe already
delightful detail of the previous
games, SVGA graphics have made
everything, especially the agents and
aliens, very small and generic. | hope
this will change before the final ver-
sion is burned onlo a CD,

just isn't very daring or innovative. The
designers seem so unsure what made the
ariginal great that they don't want to risk
drifting far from the formula, and this is
bound to disappoint most of us who were
hoping thal the long wait between X-COM 2
and 3 would evolve the game.

It may be debalable whether this game
needed an increase in scope more than it
needed a narrowing, but even with this single-
city storyline, a little more efforl could make it
seem less contrived.

At this point it's easy enough lo say that if
X-COM 1 and 2 left you wanting more of the
same, then Apocatvese should satisfy. The
franchise has been brought up to modern
standards in everything except multiplay, but
aside from that, the designers have played it
safe and chosen not to take this franchise to a
new level. We'll just have to wait until July,
when the final version arrives, to see whether
this underwhelming sequel can become the
instant classic the ariginal was. &
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DECISIVE BATTLES OF WWII: THE ARDENNES OFFENSIVE

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

Lean, Viean
Wargaming Vi

There’s No Fat in This Bulge From SSG and SSI

by Tim Carter

he German surprise allack
through the Ardennes Forest
in the winter of 1944 was a
closely guarded secret. Prior
to the attack, no one al the
Allied High Command
believed the Germans would
even launch an offensive operation, which
suggests that the secret was indeed well kept.
Appropriately enough, SSG's new Bulge
wargame is being readied under similar condi-
tions of secrecy. The project is so hush-hush, in
fact, that it almost didn't have a name.
Originally begun as THe Last Burzries, SSG's
latest recreation of the Battle of the Bulge
couldn't be called that, or many other more
recognizable Bulge-lype names, for a consider-
ably more prosaic reason: The battle has been

SCENARIOS

& HANDOM WEATHER
& ANDUM RE

I HATE HEXGRIDS There are plenty.of variable Setup options,

including variable weather.

OPTIONS

MAP DL

dong so many limes in
both cardboard and digilal
format that the publishers
had a real problem finding
a decent name that had
not already been copyright-
ed. Thus, it is now the
long-winded, il somewhal
descriptive, Decisive
BariLes oF WWIL THe
Anpennes Orrensive. When
it arrives on your hard
drive, however, your sur-
prise should be consider-
ably more pleasant than
the infantrymen fresh off
the boat—literally—who woke up Dec. 161h,
1944, to find a couple of SS Panzer Divisions in
their Corn Flakes.

SOMETHING OLD,
SOMETHING NEW

The Bulge has been re-
fought so many times on
computers and boardgame
balllefields that one has to
ask: "Do we need another
Bulge game™? Based on
the beta, I'd have lo say
that we aren'l getting much
thal's earth-shalleringly
new here. Gaming veterans
will quickly recognize the
lerrain, as well as the
sirategic challenges, dilem-

URIT DISPLAY

OFFENSIVE doesn’t sacrifice atthenticity

lity.

mas, and trade-offs. Is this a bad thing?
Absolutely not.

What the folks at SSG seem to be aiming for
is not so much an entirely new look at the
Battle of the Bulge as it is a definitive, clean,
and highly playable look. It's a design thal gives
players all of the options and the choices thal
characterized the battle, with few of the cumber-
some problems that nagged the boardgames or
the clumsy interfaces that got in the way of
computer-based enjoyment.

Decisive BatTLes has it all: rough terrain,
roadway congeslion, supply difficulties, blown
bridges, limited intelligence—all the compo-
nents that make the Battle of the Bulge so
interesting to strategy/wargamers. Also, it's
one of the few Western front WWII battles that
gives both sides a chance 1o attack within a
decent time frame.

JULY 1997
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Like most Bulge games, DECIsive
BartLes breaks the majority of divisions
down into three separate regimental units.
A few independent battalion or regimental
unils also come into play, as do engineers
and independent artillery.

Each unit may have up to three sleps
which can be desiroyed in combal and
replaced through, well, replacements. As
one might expect, as units become
depleted their combat strength diminish:
es, so that your forces can be gradually
eroded away. Thus, management of
replacements is a key issue both for sus-
taining a defensive line and keeping the
momenlum when atlacking.

The ferrain is generally a pain lo lra-
verse, particularly along the main German
axis of attack: It includes twisting roads;
many bridges (that likely will be blown up
by the time you get to them); woods on all
sides. Lateral movement—crucial to break-
ing out both from the starting point and
later Allied defense lines—can require
considerable finesse and planning.

Speaking of combat, the designers have
included virtually every factor one could
expect into the combat tables, so that
careful planners and good tacticians will
be rewarded with considerably better
odds. (See the sidebar for a more
defailed explanation.)

Following in the foolsteps of many
computer wargames of late, Decisive
BaTTLES looks like a board wargame, with
a hexagonally based map and cardboard-
counter-like unils. As an additional
homage to the Avalon Hill classics of
old—including multiple editions of a
Ballle of the Bulge game—the stacking
rules allow only three units per space.

From the beta it looks at though
Decisive Barties will be playable head-to-
head, live via modem or LAN, or by
email. As some German turns took me
well over half an hour, | suspect that the
email option will be the most frequenlly
used. As the larger campaign games are
only 32 or 64 turns long, this seems
quite functional, and the interface and
familiar turn-based system are well-suited
to an email format.

One small quibble | have with the ver-
sion | received was the lack of any kind

| DECISIVE BATTLES OF WWII: THE ARDENNES OFFENSIVE

of historical variants. All of the scenario
oplions appear lo be based on a purely
historical rendering of the batlle.
As with many other wargames,
this means that gamers get a sin-
gle campaign game covering the
entire ballle and then a multitude
of scenarios that each cover one
small element of the campaign. A
liltle variability in the arrival of
reinforcement, or perhaps some
political tinkering, could give the
game added playability at little cos (o
the historical version.
Sure, purists would be appalled, bul
they can stick to playing the historical
game and sending hysterical messages
over Usenet. As for me, | like fo have as
many opportunities for new and different
challenges as possible.

The true test of a wargame is how it deals with
combat. Decisive BarTLES does a masterful job of
organizing attacks in such a way that most of
the factors one would like to see in a wargame
come into play. The results are fair, and for the
most part, reasonable. They are also random
enough that you can't predict every outcome,
and less sanguine gamers may find themselves
fingernail-free by the end of the game. Here,
Panzer Lehr, 560 Infantry, and elements of the
116th Panzer Division close in on Allied infantry
units in the town of Marche.

." | s o 3 i|
adjacent to the town. It's very B 2
easy to select and deselect AR o
eligible units while keeping an S\
eye on the final odds, thus
allowing you to tinker with

the attack until you have just
the right mix.

KILLER Al
As one would expect from the folks al
SSG (and SSI, for that matter), the artifi-
cial intelligence looks pretty strong,
though the scenarios were still far from
being balanced at press time.
All'in all, | suspect that DeciSIve BATTLES
will be a big hit with the wargaming crowd.
The beta looks good, plays quickly and
easily, and rewards those who are
willing to plan carefully, count
hexes, and fiddle with the odds.
There are a few missing pieces.
For instance, the traffic congestion
markers on my version didn't dis-
play a number indicating the num-
ber of movement poinls added—
which the documentation says will
be in the final version. Also, the compuler
never blew bridges when on defense, a
crucial flaw thal makes the Americans
somewhat easy to overrun at present.
But these are minor quibbles, espe-
cially since this beta was more
fun to play than many finished
products I've seen. Against a
human opponent, DEcISive
BATTLES should be a tense and
enjoyable game, probably the
best ever on the Baltle of the
Bulge. Now, when are they
going lo apply this system lo
the Western Deserl? &

The German player then com-
mits some or all of the units

The computer totals the basic
attack and defense factors as
well as bonuses (or penalties) for
divisional integrity, supply, or
entrenchments. It then com-
putes odds, which in tum are
| modified. The defenders get a
| four-column odds shift simply
. for being on defense, plus
additional column shifts for
artillery support within range. The attackers get
shifts for attacking from multiple directions, for
artillery, for leaders, and for air support.

Having all the combat info you need on one screen

makes force management easy, and the computer

conveniently shades off units that have moved
already, as well as
those that have
attacked. With Panzer
divisions stacking up
one behind the other
on the narmow
Ardennes roads, this
system of bookkeeping
keeps the game fresh
and quickly paced.

CGW
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by Johnny L. Wilson

1 has been said that captains fight
ships, but admirals win battles.
Strateqy First's Man o War is
designed for those who long to be
the fatter. Those who want to fight
their ships independently like he
young Horatio Nelson will want to
avoid this game like the plague. However, anyone
who wanls lo plan ballles by pouring over charls,
issuing doclrinal orders, commanding via sema-
phore, and viewing the results of their commands
from a 3D deck will lave Man oF Wag.

THE ADMIRAL'S GLASS

Important decisions are made in Man oF WaR
before you ever alight upon the poop deck. You
must determine the tactical doctrine under
which your fleet will fight before the game ilself
aclually begins. At what range will your ships
begin firing? How closely will they engage the
enemy? Is it your goal to board enemy ships?
Will the ships maintain a certain range? These

=
ol —
o=
-

player { turn

‘:.I;f}r.;-r.;”rﬂni.'u.al l‘p ]
Lmake l11s aail.

.} |

lated four minute intervals.

FORM LINE OF BATTLE Orders are executed from this view at simu-

IVIAN OF WAR

Admiral On D

Fighting Sail with a Command Perspective

Target Release Date: Summer, 1997
Developer: Strategy First

Publisher: Strateqy First

K

questions must be
answered prior lo
the game's start,
and will ultimately
set the pace of the
whole game.

In a “captain’s”
game, you decide
the individual
course of your
ship, the type of
shot with which
you'll load your
cannons, whelher

and most impor-
tantly, when to fire.
In Man oF Wag, an “admiral’s” or “commodore’s”
game, you determine whether the entire fleet or
one particular division will form ling of battle or
follow the flagship. You decide when individual
ships, & division, or the whole fleet must make
more or less sail. You
may order a damaged

1o fire low or high, I FIRE ON THE UPROLL Man of Was does have some graphic flair, including can-

mation or signal other
ships to more closely
engage. If things are
going exceedingly
well, you can order
the fleet to engage in
a general pursuit of
the enemy.

SIGNAL, CLOSE
ACTION

As it did in the
mostly text-based
Simulations Canada
game of the same

nonball splashes and smoke.

ship to drop out of for-

name, the action takes place in simulated four-
minute turns. At the end of the simulated four
minutes, you gel a chart view from which you can
signal individual ships, divisions, or the entire fleet
with new instructions. If you are a “control freak”
in your wargaming tastes, or like real-ime strategy
with lots of clicking, Man oF War simply doesn'l
offer enough fo do. It is, however, an ideal game if
you want a real taste of command where you get
{o pace a 3D deck while seeing the conse-
quences of your orders occurring on a 3D canvas,
complete with cannonball splashes in the water,
smoke drifting from enemy ships, and tattered
sails indicating the damage laken (and inflicted).
Even s, it's sometimes nerve-wracking to await
the end of that simulated four minutes and inter-
vene with your superior tactical wisdom. But thal's
where it gets interesting for me.

The command perspective isn'l for everyone,
but for those so inclined, Man oF War could be
the Horatio Nelson of fighting sail games. As a
command simulation, it's the kind of game that
would make Lady Hamilton proud. %

CGW
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“MDK promises 3-D
technology so cool and
action so...realistic that
it will send everything

else running for cover.”
- PC GAMER

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

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

—-ELECTRONIC
GAMING MONTHLY

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

-PC GAMER

Created by Shiny Enlertainment, Inc. @ 1897 Shiny Enleriainmen, Inc. MDK is a
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—Received Boot Magazine's Kick Ass Awa
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rd and a 10 rating.

IMPRESSIVE SINGLE-PLAYER PC GAME EVER.

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

* Over 60 arenas spread out over 6 cities.

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

* The most sophisticated
enemy artificial intelligence
ever created. Fully reactive

- "smart enemies’ think,
listen, and communicate
in a calculated assault
on your life.

* An arsenal of totally
innovative weapons

and eq
- A he

gets

r—

-PC GAMES

uipment including:

Imet-mounted sniper rifle that tar-

enemies from over two miles away.

A living polymer suit that protects

from piercing projectiles.
- A high-tech reusable
parachute.
- Bombs...
decoys...
homing sniper
grenades...
and many more.

« Two styles of adrenaline-
pumping game dynamics
featuring first and third
person point of view.
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Part One of Our
Exhaustive Look

Elight Simulation

trap in and get ready for an afterburner takeoff,
The next year, with nearly 25 new simulations
and sequels in development, is going to be an
exciting one for flight simulator pilots. In our two-
part series, we'll give you the scoop on what
flight sim fans can expect, and when the compa-
nies hope {o deliver. This month we take in-depth
looks at five of the most anticipated sims due in
the coming months, including the first-ever look at Jang's F-15 and

Il bring you the inside story on the
VIpeR, X-FioHTeRs, Su-27 FLanker 2.0,

........




n an unassuming office park on the
outskirts of Baltimore, a team of
designers is meticulously working to
duplicate one of the U.S. military's
highest-tech weapons systems. By
poring over documents obtained from
the Air Force and NASA, examining
satellite data, consulting with ex- and
active-duty military pilots, and gathering data
from one of the most respected autharities
on military operations in the world, they've
managed to replicate the most minute details
of this system. The project is covered by a
shroud of utmost secrecy. When questioned
as to what they're up fo, team members only
own up to the project’s ambiguous code
name: “Big Bird."

In late April, | traveled to Maryland and infil-
frated this secret office. The East Coast branch
of Qrigin Skunkworks, to be exact, where for
the last year a team with credits that include
such acclaimed sims as F-19 SteauH FIGHTER,
F-14 Fueer Derener, and F-15 STRIKe EAGLE Il
has been working on the next product for
Jane's Combat Simulations. As the first

ane’s F-15

Taking the Lid Off Origin Skunkworks™ Project “Big Bird”

journalist to ever enter the offices, | felt like |

was aboul to be lel in on a great military secret.
Some of the feam members seemed anxious lo

spill the beans, while others appeared lo feel
awkward to be revealing what's been kept
secrel for S0 long. They cued up a video, and
Desert Storm footage flashed by the screen.
Then the product name appeared: Jane's F-15.
Yes, the Eagle flies again.

Striking Eagle

The project is being headed by Andy Hollis,
who's mosl recent product was the 1996
Premier Award winner for simulations, Jane's
AH-64D Longsow (Longsow was crealed by the
ofher division of Origin Skunkworks, based in

3) ALBINO EAGLE The F-15 pictured here is the “albino™ F-15C pure-fighter variant; the F-15E models will

he even more detalled.

Austin, Texas). His previous hit was Micro-
Prose’s F-15 Strike EacLE Il so he brings a
proven track record to the F-15 simulation. The
members of his team bring equally impressive
experience, with products on their resumés
that read like a list of the best simulations of
the '80s and early '90s.

Jane's has, so far, focused on two lypes of
simulations: survey sims, such as U.S. Navy
FigHTeRs, where you can fly an entire range of
related aircraft; and specialized sims such as
AH-64D Loneaow, where a single aircraft is
simulated in exacting detail. Jang's F-15 is one
of the latter, focusing on the F-15E Strike
Eagle, the dual-role strike fighter version of the
IMcDonnell Douglas jet.

Model Excellence

By focusing on a single aircraft, the team is
able to simulate its performance and systems in
exact detail. The most groundbreaking aspect of

JANE'S F-15 is the flight model. In previous sims,

tlevelopers have gathered data on aircraft perfor-
mance and altempted to create routines that will
2t their modeled planes approximate that perfor-
mance data in common circumstances. The
Skunkworks team took a different approach: They
oblained the math that the Air Force itsell uses to
model aircraft characteristics—DATCOM, a series
of huge books that incorporate pretty much
everything the Air Force has learned about
flight—and they've incorporated those equations |
directly into the program. The DATCOM research |
was publicly funded, so il was available lo the
team—although not easy to obtain.

But that was only part of the puzzle: The
DATCOM formulas model aircrait stability and
control, but in a general respect. To use them,
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> INSTRUMENTAL FEATURES The F-15E’s systems are modeled in such detail that you'll actually be able

to use the mouse to interact with the up-front control panel and MFDs.

you need stability derivatives for the specific air-
craft you're modeling. Luckily, the team was
able to enlist the help of a group of Air Force

engineers who shared the unclassified F-15 per-

formance coefficients. Once the data was
plugged in, the Air Force engineers ran the
same lesls as he Jane's F-15 leam so they

could compare and check the data. NASA docu-

ments were used to fill in the gaps for modeling
different speeds and angles of atfack.

By using the actual flight equations, all the
plane’s performance characteristics “come for
free," says Greg Kreafle, one of the sim’s design-
ers. "Instead of making the sim's physics fil a
performance curve, by madeling the actual char-
acteristics, the performance falls oul,” Krealle
says. “So all the sublle effects we get, because
we're doing il for real. You don't have to deal
with the welird transitional stuff—it's there,” he
adds. With earlier sims, things like stalls, flat
spins, and speed bleed had lo be specifically
modeled as “special case” items.

For the DATCOM farmulas to work,
you also need a very realislic almos-
phere model. With this, you get many of
the details that other sims leave out—
control surfaces that have less effect at
higher altiludes, and Mach numbers that
change depending on altitude. Jane's F-15 is
likely to be the first sim thal approximates

what it really feels like lo pass through the
sound barrier—{ransonic effects on aircraft
handling are also parl of the flight model.

All Systems Go

Once the initial dala was plugged in, the
team was ready to test the flight model. And
when they first took their virtual Eagle into the
skies, they realized something was terribly
wrong—the plane was a bear fo control, and
didn't feel right at all.

There was nothing wrong with their math. It
turned out they were indeed properly modeling
an F-15—an F15 withoul the Compuler Aided
Stability (CAS) system, that is. Although the F-15
isn't a fly-by-wire aircraft, it does have (and
requires) a set of computers to counteract the
basic instability that makes it so maneuverable.

Rather than trying to find a workaround, the
team set out to recreate the functionality of the

hold, bank angle hold—the program doesn't
just move the plane into the right position, it
actually imparts the correct inputs to the con-
trol surfaces to stabilize the plane.

External stores—weapons and fuel tanks—are
all modeled with the proper weights and aerody-
namic drag. You'll see significantly different han-
dling between a “clean” F-15E and one armed lo
the teeth. “It's gonna be a pig when it's all
loaded up," says Kreafle. When you release
weapons, the plane’s balance and aerodynamics
will be affected accordingly.

Because the F-15 isn't a fully fly-by-wire
plane like the F-16, the flight computers don't
pul limits on whal the pilot can do, and thal
may cause problems for gamers used to being
able lo jerk Lhe stick all the way back. “If you
yank back on the stick in one of these air-
planes, you'll kill yoursell,” says Kreafle. “The F-

» BACK SEAT DRIVER Jane's F-15 also lets you
operate all the back-seat weapons systems
officer functions.

15 will let you do what you want. This thing will
pull a 15 G maneuver and break itself up into a
lhousand pieces.” Varying G limitations in dif-
ferent flight regimes are part of the flight model,
and you'll find there are some flight modes
where pulling 9 Gs is a fatal no-no.

Cockpit systems are also modeled with exact:
ing detail. The standard combat view will be of the

F15's aulopilot systems. When you engage var- il

ious autopilot modes— aililuqe hold, attitude =
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heads-up display (HUD) with the very top of the
instrument panel showing. Look down into the
cockpit, though, and you'll see an exact replica of
areal F-15E's instrument panel; the same applies
for the WSO (weapans systems operator, pro-
nounced "whizzo") position in the rear seat.

Views outside the cockpil are of the type
used in A WarRioR 2 and WareirDs, with eight
primary directional views, as well as up and
down modifiers for each view. It is hoped that
the adoption of this viewing system by the
Jane's F-15 team will help promote it as an
industry standard.

The up-front control panel and the multifunc-
tion displays (MFDs) all have functioning buttons,
and you can work your way through recreations of
the F-15's aclual system menus. This is provided
not only for realism fans, but also for those virtual
pilots who'd rather not have to learn dozens of
keypresses to operate the jet's various systems.

The complete suite of systems is modeled,
with a few exceptions. Although radar control is
realistically modeled, for example, there are
some esoleric modes that are almost never used
by actual F-15 pilots. Jang's F-15 will faithfully
replicate all the air-to-air and air-fo-ground
modes that pilots do use.

“We want to provide realism, but in a way
where it's for the benefit of the user," says

COVER STORY

‘McDonnell-Douglas F-15E Strike Eagle

P TAKE OFF, EH With the sim’s realistic flight madel, yolu'll find takeoffs and landings have a different feel.
Raise the nose, and when the plane gains enough sp%ed' lift will cause the plane to leave the runway:

Hollis. “We're not out to out-knob and out:
switch everybody. What we want to do is provide
all the options that are appropriate and provide
access to them in an intuitive way."

That doesn’t mean you'll need F-15 training to
lake lo the skies, though. Simplified modes will
also be available, and realism levels can be
adjusled for individual systems and aircrafl char-
aclerislics. "Where things are intuitive,” Hollis
says, “we provide it the real way, but also in a way
where beginners can figure out how to do iL.”
And there's no penalty for playing with everything

Tyne: Two-seat, dual-role fighter/attack plane.
Power plant: Two Pratt & Whitney F100-PW-220 turbofans, each rated at

23,450 Ib. thrust,

Armament: 20mm M61 Vulcan cannon, up to 24,500 Ib of external weapons
including AMRAAM and AIM-9 missiles as well as various bombs and

air-to-ground missiles.
Maximum speed: Mach 2.5.

First flight: July 27, 1972 (F-15A); December 11, 1986 (F-15E),

The F-15E went into active service just in time for the Gulf War, where pilots—many UJ 4

whom had only recently-finished checking out mhe new fighter—built an exemplar{
record. The F-15E is<a formidable strike aircraft, capahle:of carrying over 24,000-pounds

of ordnance. But it refains all the air-to-air capabilities ofts “albino” (so-named because
of their lighter paint schemes) predecessors, making it a formidabie fighter threat that

can act as its own escort:
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set to simplified mode. “Far be it for us to tell you
how o have your fun,” he adds.

Sightseeing
At this early stage, F-15 is up and running with
only 2D graphics cards, in 256-color mode. Don't
think that dooms you fo slow, blocky graphics,
though. The reality-based flight model the system
uses actually depends on a fast frame rate for
accuracy, as the flight calculations can't have
much of a real-time gap between updates. Hence,
the team has worked to insure smooth frame rate
aven on mid-range Pentiums without 3D cards.

If you examine the screens that accompany
this article, you'll notice there's no blockiness in
the terrain textures. The team is doing a sort of
software simulation of bilinear filtering that scal-
ters pixels at color borders. It doesn't match
hardware filtering, but it's a dramatic improve-
ment over Iraditional 2D filters.

Real-time light sourcing is present. Many of
the F-15E missions were flown near dawn and

CoW



COVER STORY

dusk, so be prepared for some dramatic shad-
owing effects as morning breaks, Aircrait are
also realistically lighted—as in real life, a glint
off a canopy may be your first visual indication
of an enemy aircrafl.

Into the Action

The sim will feature three modes of play:
quick action, single missions, and the mission
builder. Quick action lets you sel up a doglight
against a single aircraft type, or a strike against
a ground target that can be optionally defend
ed by air assets.

Single missions focus around the game’s
elaborate mission builder. Not only will you be
able lo set the typical mission characteristics—
largel, waypoints, altitudes, defenses, and so
on—but the mission builder also incorporates
events. You can trigger actions in the scenario
based on a goal being completed, or on air-
crafl entering a certain area, for example.
Instead of designaling specific targets, you can
create an area goal, where you're tasked with
laking out as many largets as possible in a
predefined kill box.

Not only can you edit briefing text, bul you
can also associale your own lext and voice mes:
sages with events. Debriefs aren't fixed for
win/loss, but can be based on a goal matrix
where the text will vary depending on which of a
number of goals were reached.

The campaign is planned to mix the best ele-
ments of dynamic and scripted campaigns.

eorge Wargo, a former F-15 pilot, is
an advisor for Jane's F-15 (he also

served this role for F-15 STRIKE EAGLE
Ill). Along with his experienced advice

on mission structures and flight modeling,

Wargo also provided a connection that allowed
the Big Bird team an unprecedented opportuni-

1y to test their routines: he was able fo get
them onlo a real F-15E base.
The team was able to fly for-hours in F-15E

simulators, checking performance characteris-

tics, filming HUDIFLIR tapes, and recording

warning sounds and the Bitchin' Betty voice.
They were:also able'to work.in switchology
sims that allowed them to more exactly repli:
cate the functions of the various switches and
MEDs. In addition, they taped interviews with

Although the campaigns aren’t randomly gener-

aled, your actions do affect future missions.
Desltroy a bridge in one mission, and it will still
be demolished if you fly over it in the next mis-
sion. On a following mission, you may see a
pontoon bridge, and a few missions later a par-
tially built replacement. In addition, if you fail to
take out a larget, you may be lasked later wilh
taking it out again.

While individual missions may be prescripl-
ed, some elements are randomized, S0 you

DOWN LOW Real-time shadowing and software pixel filtering work together to give the desert

terrain an authentic look.
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F-15E pilots and WSOs, some of whom were
Desert Storm veterans.

If you want to get a jump start in preparing
for the sim, locate a copy of Slrike Eagle: Flying
the F-15E in the Gulf War, by William L.
Smallwood. Published by Brassey's, this excit-
ing retrospective served as an unofficial “bible”
for Big Bird's development.

can'l always count on the same interceptors
coming from the same area. Aircrait- and {arget
locations can change.

Al any rale, you won't be reflying missions in
a campaign in an effort to better your score.
Campaigns are handled al a squadron level,
and if your pilot is killed on a mission, you'll
need to choose a new Pilot and WSO lo fly as
in the next one. Taking away the ability to refly a
failed mission adds another level of realism,
and makes bringing your plane back intact
even more important.

Both campaigns in the sim are based
around Iraq. The first is a historical campaign
based on Operation Desert Storm; the second
is a hypothetical campaign that assumes
Saddam hadn't stopped at Kuwait, but had
pushed into Saudi Arabia.

More to Come

There are dozens of other features that |
don't have room to go into, such as saveable
custom weapons loads and optianal resource
managemenl. Al this stage of development,
there's slill plenty left for the team lo add to
the simulation. The whats and whens of 3D
card support and multiplayer play are still to be
decided, and the missions are still under
development. Look for a detailed, hands-on
preview in these pages as Jane's F-15 grows
closer to release.
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“Impact Car of
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e've been waiting for it

50 long, its code:
name around the
CGW offices is Godot.
Bul on a recent visit
lo the Spectrum
Holobyte offices in
Alameda, | saw evi-
dence that Fatcon 4.0 was indeed coming togeth-
er and meeting ils development milestones. The
current plan is to ship the program before the hol-
iclays. That goal certainly looks achigvable, but
considering that we firsl saw the program in late
1994, we're remaining cautiously optimistic.
Fawcon 4.0 s philosophically similar to its
predecessor—a detailed, reality-oriented F-16
Fighting Falcon simulator designed to appeal to
the hard-core expert sim pilot, but with simpli-
fied options to make the sim accessible to
beginning pilots as well.

New Dimensions

Although the Facon series is cenlered much
more on realism and gameplay than on eye
candy, you can't help being blown away by the
sim's graphics. FaLcon 4.0 runs in 16-bit
(64,536) colors, even without the help of a 3D
card. On a 20 graphics card, lerrain and aircral
look wonderful. Running on a 3Dfx Voodoo-
based 30 card, the sim's display was so realis-

tic that | was actually in danger of becoming air-

sick while walching someone else fly.
As you'd expect, all the game's objects, in

the air and on the ground, look dramatically bet-

ter than those in Fawcon 3.0. Everything is fully
texture-mapped. The rolling terrain is smooth,

—— -
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8 HERCULEAN EFFORT Escort missions: will be:amaong the many mission types created by Falcon 4.0's

dynamic campaign.
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without perceptible pop-
up effects. You'll also be
able to replace the
ground textures with
Gouraud shading to
boosl frame rate on slower machines. Of
course, all this graphics detail takes plenty of
horsepower. Final requirements aren't available
yel, but it appears that the sim will require a
Pentium 90 if you have a good 3D card, or a
Pentium 166 if you have only a 2D card.

Options abound in the cockpit. In addition
to a fixed instrument panel, you'll find a scrol-
lable virtual cockpit, as well as full-screen view
with pop-up MFDs.

For situational awareness, three padlock
views are available o lrack enemy aircraft.
There's a tweaked version of the original FaLcon
3.0 padlock system, a view (hat uses the virtual
cockpit to track the enemy, and a Back 10
Bachpap-style setup with small windows that
appear around your HUD showing the direction
and orientation of enemy planes.

Expect understandable radio lraffic to
enhance the cockpit environment, with wing-
man transmissions such as “SAM has lock, eva-
sivel” to further enhance your situational aware-
ness. Radio calls are handled realislically, with
locations referenced relative to a pre-chosen
point (“Target 55 miles north of bullseye!”)
rather than absolutely.

$ SAM STRIKE In a temitory this packed with
surface-to-air missiles, you might want to con-
sider hugging the rolling terrain.




| Multiplayer All Alone

' ALcoN 4.0 was designed from the ground

\up as a multiplayer game. To that effect,

-except for Instant Action, you're always
running in multiplayer mode. Mission sefup
gq';i.l'lie:cq_rn_bal environment doesn’t change
whether you're the only one in the skies or
you're playing with six friends. In fact, you
could even start a mission as the only human
player and have a friend call and join as your
wingman while you're en route to the target.

The sim supports the TCP/IP. protocol for

LAN, modem, and direct-connect play.
Bandwidth is the only limitation on number of
players—there’s no hard-coded ceiling. Ten
has an exclusive deal for online multiplayer
play, so don't expect to see easy support for
direct Internet connections. If that's the case,
hmvever it's almost cerfain that Kali or a simi-
lar product will find a way to kludge free
Internet play for Fatcon 4.0.

That's not to say that you shouldn't consid-

er the Ten option, however. Not only will the
service provide a low-latency connection and
‘matehmaking, but it also has the potential to
provide an AR WarRIOR Il/WARBIRDS-Style per-
Sistent arena. The development team hopes
{0 work with Ten lo crealg a server that will
-allow you to fly missions, log off, and come
‘back the next day to find that 24 hours have
'passeql in the game world, the war has con-
tinued, and Ihe bridge you blew up yesterday
is still gone. The hooks are already in the
game for such a connection,

F-16C Fighting Falcon
Type: Single-seat multi-role fighter.

CLEAR VIEW Pop-up MFDs let you remain:in:full-screen HUD view; a full Instrument panel

is also available.

Mission Orders

Farcon 4.0 will have four mades of play.
Instant Action is designed to get you up in the
air for quick combal. You can fly immediately, or
configure air-to-air or air-lo-ground combal, your
starting position, and enemy skill level. Scoring
is based on a point system where each plane
has a base score (roughly the cost of the air-
craft), and there's a madifier that depends on
how many planes are shooling at you. You pay
points for each weapon you fire, so you won'l
want to indiscriminately lob Sidewinders around,

Dogfight Mode is basically Instant Action fai-
lored for multiplayer. Configure up lo four flights

Power plant: General Electric F110-GE-1000 turbofan, rated at 27,600 Ib. thrust.
Armament: M61A1 20mm cannon, up to 12,000 lb. oLext rnal weapons including

AMRAAM and AIM-9 missiles as wel
Maximum speed: Above Mach 2.0
First flight: February 2, 1974.

of four aircrait, which can have a mix of human
and Al pilots. Range, separation, start altitude,
and weapons (all-aspect vs. rear-only IR missiles)
are all selectable. Dogfights can be dynamic,
where players can enter and leave at will, or you
can start only when everyone's ready.

Tactical Engagement is where you'll find the
mission builder. A series of missions will be
included, and you can design your own or down-
load them from the Net. You can configure virtu-
ally every aspect of a mission here, placing
ground troops, air targets, waypoints—the works.

The meat of (he game is the campaign
mode. This is a real-time, truly dynamic cam-
paign engine. In fact, it's so real-time that, as
you're working with the campaign interface
planning your next mission, your airbase can
aclually come under altack, forcing you to
scramble in ils defense.

The campaign engine will provide you with a
list of missions appropriate to the current batle
situation. Once you choose a mission, you can

use the flight planner to modify its
parameters. In addition to
adjusting waypoints, you can alter alli-
fude parameters and climb rates (best speed to
altitude or a fuel-conserving climb), and set up
pop-up attacks. Routes can be based on time-on-
target, or simply on speed.

One of the pieces of information you'll get in

the mission briefing is the contrall level. You'll

CCwW
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Actual screen shot from Laoking Glass' Flight Unlimited I

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

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

Throw everything you know about flight sims right out the window.
Because Flight Unlimited 11 takes the realism and thrill of simulated
flying to a higher plane. Over 11,000 square miles of
incredible Bay Area terrain accurately modeled for the
most precise detail ever in a flight sim. The most
advanced weather effects—rain, lightning, cross wind and more. Visual
and instrument navigation. Six of the coolest civilian aircraft, including the
legendary P-51D Mustang. Whether you're
a high-flyin' veteran or just getting off the “The richest, most
ground, check out the sim that sets the detailed environment yet
B ek seen in a PC flight sim.
standard once again. Flight Unlimited II Compiiter Gamitig World
from Looking Glass...coming this summer.

“The Real Deal”

C/Net's GameCenter

Now You're Really Flying

Take the "Unlimited Challenge" and win really cool prizes. www.lglass.com

LO@ G GIAS CIRCLE READER SERVICE #069

TECHMNPLOGIES. 01997 Looking Glass Technologies, Inc.. Cambridge. MA. Flight Unlimited I and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved.




¥ FULL BURNER Transparent afterbumers and missile trails look fantastic, but

require lots of performance on systems without 3D cards.

COVER STORY

wanl to make sure you don't cruise at this level, or your aircraft will
leave visual advertisements of your position.

You can also view other active flights. At a given moment, you might
find two B-52 flights and two F-16 flights. After selecting the F-16 flight,
you could hop into the cockpit en route and join the mission, as long
as they're not already directly over the target.

Three slarting conditions are possible. The neulral scenario starts the
baltle at the current demilitarized zone. The disadvantaged scenario puls
South Korean forces at the southern tip of the country, with U.S. reinforce- |
menls just arriving. The advantaged scenario has South Korea pushing
North Korean forces back into China—and China entering the conflict.

Bells & Whistles

There's plenty more innovation planned for the program. Like FicHTer
Duet 2, Faccon 4.0 supports multiple-processor Windows NT PCs, so
perfarmance maniacs can lake advantage of dual Pentium Pro
machines. The avionics look to be amazingly complete, with all the req:
uisite radar modes (as well as simplified configurations for beginners).
A wide variety of weapons are available, including rear- and all-aspect
Sidewinders, as well as both TV- and IR Maverick missiles.

The preliminary version of Facon 4.0 | saw left little doubt in my mind
lhat it's going to be a worthy successor to the classic Fatcan 3.0. At this
point, the biggest question left in my mind is when can | get my hands
onit. It's hoped that Microprose will meet the release date. If they do, sim
pilots will have plenty to occupy themsglves on those cold winter days.
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NASCAR ok recoil of your Chain Gun,
ThunderSeat lets you blast off to a neW’

level of realism. . ™

“A DOUBLE MUST-HAVE.
Anyone who plays computer games
will want this AMAZING CHAIR!"

Marc Spiwak
POPULAR ELEGTRONICS

"I could actually FEEL the punch of
| the afterburner!"
Ed Dille, ELECTRONIC GAMES

chair. Thus: you not. oniy hear but FEEL ya

simulation. Palred with your amplifier the
ThunderSeat makes your favorite flight sim as
realistic as it can be without @ motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position, Add a keyboard holder
and you have the perfect setup for both flight
simulation and office work.

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1+« 800+« 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle * Suite C
Irvine, CA 92614-6106

714+ 851-1230 Fax: 714 - 851-1185
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3D Air Combat Qver the Skies of Korea

or aviation buffs, the Korean Air War is perhaps the most fasci- Missions are prescripted, rather than dynamically generated, and the detail
nating aerial battle in history. It featured the ultimate in prop: is very impressive. Voice communications run throughout, giving your flight
driven aircraft batlling the first jets, in an age before missiles. Yel,  leader and wingmen personalities. In addition, you often encounter other allied
other than a nod in CHuck Yrager's Ar Comear a few years back,  aircraft performing strikes in the same area. Your F-51 flight might be lasked
and the deserted Korean arena in A Warrior, the conflict has with taking out a series of bridges while B-26 Invaders bomb a nearby airfield.
been ignored by sim producers since the days of the Atari 800. In addition, some of the missions on different sides of the war are lied
The Korean Air War is finally getting its deserved spotlight, with Virgin's ~ together. In one American F-80 mission, you're tasked with escorting General
Sagre Ace and Empire's MiG ALLEY bolh slated to ship before year's end. MacArthur's C-54 transport from Japan lo Suwon. In a Yak-9 mission, you'll
CGW recently received a late alpha version of Sasre Ace, and it looks like try to shoot down MacArthur's plane before it can land at Suwon.
the wishes of Korean War sim fans will finally be fulfilled. The 45 missions are divided between flying escort of bombers, trans-
EE | — e ports, and photo recon aircraft; flying ground support; and flying combat

s

Flight Line

Sasre Ace allows you to fly on both sides of the conilict. On the
American side, you'll starl wilh a series of missions in F-51D Mustangs.
You'll then progress to the straight-winged F-80 Shooting Star jet, and final-
ly to the swept-wing F-86F Sabre. On the Russian side, you'll start in the
prop-driven Yak-9 and move up lo the MiG-15 jel.

In addition, there’s a series of training missions lo bring new players
through the basics of takeoff and landing, navigalion, ground attack,
and air combat. An instructor talks you through each task in a manner

similar fo the original Fuent Unumairen. You'll starl in either the T-6 B SMOOTH FLYING You won't see any blockiness on the ground if you have

Texan or the Yak-18, depending on whether you're flying for the 3D card, as Saare Ace supports bilinear filtering and other 3D tricks.
American side or for the Russian side.

Virtual Air Force Sagre Act features a wide variety of Korean War-era aircraft.
Player-flyable Aircraft

il 2 -
F-51D Mustang F-80 Shooting Siar F-86 Sahre Yakelov Yak-8 MiG-15 Fagot

Computer-flown Aircraft Additional Computer-flown Planes

AD-1 Shyralder Attack  F-84 Thunderjet  Fighter/Attack

B-26 Invader Light Bomber F-84 Starlire Hight Fighter

- 2 C-119 Flying Boxcar ~ Transport  FOF Panther Carrfer-based Fighter

GQ‘ PO nougles 054 Transpot  PBIS Mariner Seaplane

1‘ F2H-2P Banshee Pholo Recon RB-45C Tomado Photo Recon

- — B F30-2 Skynight Night Fighter Lavochkin La-7 Flghter

F7F3 Tigercat Fighter Poliparkov Po-2 Scout, Night Ralder

B-29 SHBEI‘[DI’II‘ESS FLU-5N Corsair IL-10 Stormovik F-82 Twin Mustany  Night Fighter  Tupelov Tu-2 Bomber
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B SABRE VS, MiG When high'Speed jets face off sans missiles, pilots will need quick reflexes to attain victory.

patrols. None of these are milk runs, so don't
expect to work your way through them over a
weekend. Armament includes guns, unguided
rackets, bombs, and napalm.

In addition to the scripted missions, there's
also a custom flight section where you can set
up battles with up to four aircraft on each side.
You're limited to the planes that are flyable in the
campaign mode, but your wingmen and oppo-
nents can fly any of the aircraft in the sim. If you
just want some basic gunnery practice, set up all
your opponents as unarmed C-119 Flying
Boxcars. You can adjust lime of day, enemy skill
levels, starting altitude, and cloud cover.

Although it wasn't yel implemented in the ver-
sion | tested, developer Eagle Interactive also
promises multiplayer support in the final prod-
uct. This will be head-to-head air combat, with a
setup similar to the Custom Flight section.

Stick and Rudder

The flight model tuning wasn't complete as of
this writing, but initial indications are posilive.
For instance, the MiG-15 is suitably touchy at
low speed, and you'll need to be careful not to
depart from controlled flight when landing. The
version | flew had a G-limiter that prevented you

Type: Single-seat fighter.

from pushing into accelerated stalls, which
makes the plane's vertical maneuvering a bil
sluggish. The flight model is still a work in
progress, though, and it's hoped thal the
maneuvering problem will be eliminated, or at
least be toggleable, by the time the game ships.

A unique feature is Formation Augmentation,
a special autopilot mode thal makes il easier to
maintain your position in formation. This is espe-
cially important in early missions where you
won't be flying in the formation. If you want to fly
manual formation, you'll appreciate the padlock
feature, which swaps between the various cock-
pit views 1o keep the enemy in sight.

Sagre Ace is one of the first flight sims to use
Direct3D. On a Rendition-based Screamin’ 3D
card, the game had one of the smoothest frame
rates |'ve seen on a texture-mapped flight sim.
Performance on 20-only cards was acceptable as
well, but final judgment will have to await the
release version. Explosions, aerial flak, and other
effects (such as real-ime light-source shading on
aircraft) further enhance the sim's visual appeal.

With a wide variely of never-before-simulated
aircraft, immersive missions, and good 3D card
support, Sasre Ace looks ready lo launch the
Korean War sim genre with style.

Power plant: General Electric J-47 turbojet wnh 5 %

Armament: Six 50-caliber machine guns.
Maximum speed: 670 mph.

_First flight: October 1, 1947,

JULY 1897

COVER STORY

its next simulation, PranTom Age. Set in

Vietnam, this simulation will put you in
the cockpits of Air Force, Navy, and North
\lieinamese aireraft. You'll be able to load
your saved Sagre ACE pilol, simulating a
Korean veteran flying in the next conflict.

E agle Interactive is also hard at work on

NICE PANELING Pranmom Ace will feature
authentic instrument panels; even the F-48
and F-4E panels are modeled separately,

Flyable aircrait include the F-8 Crusader,
F-4B Phantom, and A4 Skyhawk for the
Navy; F-100 Super Sabre, F-105 Thud, and
F-4E Phantom for the Air Force; and the
MiG-17 and MiG-21 for the North Viet:
namese Alr Force (where you'll fly as a
Russian pllol) In the Eagle Imerac'u'.*e lr'a'di~.
mher penod aircraft present, mcluding the
F-104, B-57, A-6, RA-5C, B-52, KA3, F11,
and F-5 Skoshi Tiger. _

Carrier operations and aerial refueling will
add new challenges for pilots. As in SABRE

A, there will be a training syllabus. This time

you'll be able to fly the T2 Buckeye, TA-4
Scyhawk, T-37 Tweel, and T-38 Talon.

PranTom Ace will model the technical
allvances that occurred as the war progressed.
Forinstance, early in the war, ECM jamming
arid radar warning receivers weren't common,
S0 you may not have thelr benefits on early mis-
sions. F-104 Starfighters will only be in the the-
aler early in the war, F-111s only near the end.

Eagle Interactive's Gary Kinney says you
wan't see any flat terrain in this game, as the
game will simulate the actual topography of
Vietnam. So be ready to follow Thud Ridge to

= ,__ﬁ_ your target some-
lime in 1998

CGW
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Duel 2

Your Chance to Enroll in Advanced F/ghter Piloting 401

he objective of FIGHTER DUEL 2
is to make a fighter pilot out of
you. So says SPGS (formerly
Jaeger Software), the small but
dedicated Maryland-based devel-
oper who's been at the forefront
of realistic World War Ii air com-
bat since the release of the origi-
nal FicHTER DUEL on the Amiga back in 1991.

The first PC version of FIGHTER DUEL was
released in 1995. It was lauded for ils superb
flight models, great frame rate, atfractive aircraft
graphics, and its exhilarating head-to-head
combat. But while FigHTER DUEL has remained
popular as a multiplayer game (especially after
last year's release of the free Net Duel add-on
with support for up to nine players), it never
fully succeeded as a stand-alone experience.
While enemy Al could be quite challenging,
especially on faster machines, there wasn'l
much variety in how and where you'd meet
gnemy planes. With the lack of a distinct mis-
sion structure and only a single terrain area
(which was mostly water), single-player FIGHTER
DuEL just didn't have the gameplay longevity of
the multiplayer experience.

Flghler Duel 2

ul Estimatod Release Date: Winter 1987
‘Developsr; SPES
E,_ Publisher: Infogames

That should change lale this year when FIGHTER
DutL 2 is released, however. Along with building
on the strengths of the original, this version plans
to alfack its predecessor's deficiencies head-on.

The Lineup

Like all its previous incarna-
tions, FiGHTER DUEL 2 focuses
on the fighter pilot experience.
Bul instead of simply tossing
you Into various aerial melees,
the sim will include both indi-
vidual missions and a config-
urable campaign made.

A whopping 25 aircraft are
planned at this point (with the
possibility of even mare), all of
which are flyable. All the planes
in the original FIGHTER DUEL
are there, such as the F4U

Corsair, P-51 Mustang,
ABM Zero, FW-190, and
Me-109. New aircraft will
include some familiar to
players of the later Amiga
versions of the game,
including the J7W1 Shinden, P-3BL Lightning,
Me-163 Komet rocketplane, Me-262, Termpest V,
and P-47 Thunderbolt. Some of these will be
represented in multiple versions, such as the P-
51B and P-510,

" WASH ME Aircraft detail goes down to exhaust
stains on the side of the fuselage; the prop on
this Hellcat has about as many polygons as the
entire Zero In the Amiga' FiGHTER DUEL.

I SPITFIRE'S LAST RITES An Me-262 closes for the kill; note that the terrain in'these shots is preliminary

and the final ground graphics should look even better.
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as well as the
P-47B and
P-47D.

For the first
time, bombers
will be included
as well. In keep-
ing with the
FigHTer DUEL
tradition,
though, these
won't be big,
lumbering,
four-engined
largets, but
rather twin-engined bombers with forward-firing
guns that can hold their own in a baltle. Look for
the AR-234C Blitz, the B-25H Mitchell, Ihe
Mitsubishi Betty, and the DeHavilland Mosqito.

Four instrument panels are included, one for
each nationality. The decision to do generic pan-
els for each country was twofold. First, because
real instrument panels don't fit the aspect ratio
of a video screen well, you'd have lo make il
pretty small to see the whole thing; a generic
panel can be tailored toward the best compro-
mise belween a realistic look and readability.
Second, creating common panels gives SPGS
more lime lo creale new aircraft or aircraft vari-
ants, which add more to gameplay than histori-
cal instrument panels. Although the panels were
slill being rendered when this was wrilten,
Fiatter DueL's panel still stands up as the most
impressive ever seen in a sim, s0 FIGHTER DUEL
2's should look even better.



Want to fly the smulqtor at t‘he

US.Naval Air Warfare Center?”

After experiencing the real-world terrain, seamless navigation and intense
combat environment, contractors for the U.S. Naval Air Warfare Center chose
JetFighter [l to prototype advanced avionic systems for the next generation. §
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S
nfriendly Skies
The FigHTER DUEL series has always been
known for realistic flight models (witness the ini-
fial negative review of the 1991 Amiga version in

these pages, when prop torque prevented the
reviewer from successfully laking off from the
aircraft carrier). FIGHTER DUEL 2 aims to improve
on this, modeling many more of the individual
quirks and characteristics of each aircraft. You'll
find ground effecl, engine torque and yaw,
weapon recoil, and weight loading all realistically
modeled. For added realism, force-feedback joy-
sticks are fully supported.

Enemy pilols don't have any cheating
advantage in FigHTER DueL 2—their aircraft have

Granhm Exnellenne

ihe sqreens accompamng mlsamcle are. 25Ercotnr
- grabs fr m:‘rhe basur [Lcard \mrsi{m of Fiimen

.:'nas'ed on 3Di, Pyramid 3, and Malrox Mystigue archi-
ires, as well as MMIX. In addition, SurRender can inter-
fic _ft’s Direct 'U-tu support other 3D cards;

color, when 3D cards that dlsplay 24bit color (msteacl of
16:bif) become avallable, lhatsuppurt can be retrofitied
Ficrrer DueL 2 will require @ Pentium processor, and
will support multiple processors under Windows NT. The
desigrer's target threshold s lo achieve 30 frames per sec-
ond for smooth. pla;.t Owners of 3D cardswlli ha.re no frou-
ble achieving this—lhe early develupment version gener-
ales over 200 frames every second on a Pentium Pro
-equipped with a 3Dfx card. That's faster than the card can
nutput o the monitor. On slower Pentium systems, the sim
will aulumahcally reﬂuce the. Ievel of detail and polygon
complexity to match a user-definable frame rate.

8 PAINT SHOP FigaTer Duel 2 will include the ability
to customize the markings of your aircraft. (But this

J7W Shinden will come with a default paintjob.)

104 cewW

15

F4U-1D Corsair
Tupe: Single-seat carrier-based fighter.

Power plant: Pratt & Whitney B2800-8 radial enbme providing 2,000
horsepower at takeoff.

Maximum speed: 417 mph at 15,900 fs_,:_ef."
First flight: May 29, 1940.

the same flight model restric-
tions as yours. Al pilots were
pretty good at evading your fire N
and gelting into allack position in earli-

er versions, but look for a greater chal-
lenge and more historically accurate com-
bat here. Be prepared lo face Immelmans,
wing-overs, barrel rolls, splil-s maneuvers,
and hammerhead stalls.

If thal isn't enough lo make enemy
aircraft harder to hit, look out for the
more realistic ballistics model. When
you do score a hit, the damage model
determines the exact part of the plane
that was hil. Chunks will fly off the
plane, and even these have realistic
aerodynamic models—walch one long
enough and you'll see it flutter down to

the water and make a splash. When var-

ious parts of a plane are weakened,
structural failure becomes a possibility.
Your wing may stay attached when it's
initially shot up, but pull to many Gs
and it will separate from your plane.

The new particle system looks
breathtaking on a 3D card. Look for
flames realistically licking out of dam-
aged engines, with the fire lighting up
the areas around it in real time. Aircraft
and terrain feature real-time light-source
shading as well.

Speaking of terrain, there will be plenty
of variety this time. In addition to varied,
realistic terrain based on digital elevation
maps, there will also be areas specially
constructed to enhance the doglighting
experience. The Amiga versions of the sim
had a huge arch on one island, which was
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Armament: Six 50-caliber machine guns, 1,000 tb of bomhs or
gight five-inch rockets.

totally unrealistic,
but added some
interesting elements to multiplayer dogfights.
Look for it—or something similarly bizarre—lo
return in the new version.

Mission Critical

As mentioned before, the biggest weakness in
previous versions of the game has been the lack
of meaty missions. This should be addressed in
a big way with FighTer DucL 2. Although the
mission system wasn't yet up and running when
this preview was being written, developer Matt
Shaw promises “scores of tailorable missions lo
fly, including escort, CAP, day and night intercep-
tion, ground and sea attack, and bombing mis-:
sions.” In addition, a configurable campaign
mode will let you customize a campaign’s diffi-
culty and allow you to choose which planes you
can fly and fly against. Missions will be dynamic
in nalure, so you won't experience that “okay,
now | need to watch for the Hellcats that will pop
up from behind that ridge” feeling of deja vu.

As part of the effort to make a fighter pilot
out of you, a training area will let you practice
flight, gunnery, and bombing basics before tak-
ing on combal missions.

Fighter DUEL 2 has TCP/P network support
for LAN and Internel play built in, and missions
can be flown either solo or with (and against)
human players. Special care has been taken to
balance game speed so thal players on fasler
machines won't have an advantage in multiplayer
mode. Your machine may be three times faster
than your buddy's, but you won't get from point
A to point B any quicker than he will.

FicHTER DUEL 2 looks like a potential oasis
in a desert that's been starved of World War Il
sims for far too long.
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U.S. AIR FORCE OFFICIAL PARTNER

OF THE U.S. AIR FORCE'S
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Special thanks to the Air Force personnel - N
who contributed their time and talents to the LOBIC
development of this simulation.
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ACTIVISION.
- WAR WILL SHATTER YoUR Egy.

FEEL THE EFFECTS OF WAR.

In WWII air combat. anything could happen. In Fighter
Squadron it actually does. Revolutionary flight advancements
and “live environments™ with individual object Al make every-
thing you do — and don’t do — affect your flight experience.
So shattered windshields have a real effect on your aircraft...
and on your pride. Fighter Squadron: The Screamin’ Demons
Over Europe — the latest elevation in flight realism from
Eric "Hellcats™ Parker.

Live environments feature concussion
effects, terrain deformation, and
integrated road and rail systems
which offer unparalleled interactions
like tunnel fly-throughs.

Nine WWII aircraft duplicate plane
physics for true-to-life dogfighting
maneuvers such as snap rolls, tail
slides, Immelmanns. barrel ralls
and spin outs.

Customizable planes, an ohjective-
based mission editor, multiplayer
combat and native 3-D card support
with up to 30 frames per second.

ACTUAL [-GAME SCREENSHOTS

FIGHTER
SQUADRON

THB SCREANIN DENONS OTER EUROPE I
CONFRONT YOUR DEMONS THIS FALL.

UPLCOAZIS BETTAANY

CIRCLE READER SERVICE #109
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ay what you will about ils lack of
combal, Looking Glass's FLIGHT
Unuarep set @ number of new
standards for flight simulation.
Its graphics were nothing shorl
of breathtaking, and its aerobal-
ic flight model was unprecedent:
ed. But after learning the sim's
aerobatic maneuvers, there just wasn'l much left
to do. Because the terrain repeated, even simple
cross-country flights were out of the question.

Flight Unlimited Il
Estimaled Release: MidiLate |

The terrain model was created using a combi-
nation of salellite imagery and digital elevation
maps. The sateflite shols that Looking Glass used
were laken in the early morning, so buildings and
other fealures cast large shadows, giving even flat
imagery a 3D look from allitude. In addilion, all
buildings 10 stories and higher

SHOWER TIME An eerily realistic rain effect heightens the real-
ism'of the sim’s weather; rain droplets smoothly stream

across the windscreen,

Enter FLgHT Unumamen 1I: Unlimited Adventures.
This general aviation simulator once again sels
new standards, upping the graphics ante lo a high:
er level and creating the most detailed environ-
ment yet seen in a PC flight sim. When it's
released this summer, it promises to make as big
a splash as its esteemed predecessor.

Bay Area

FuigHT Unuimiep |1 offers unprecedented
detail in terrain, navigation resources, and air-
space management. To accomplish this, the
designers focused on modeling  single terrain
area—11,000 square miles surrounding San
Francisco, California. That's a far cry from the
original FLgHT UnUnMITED, where each geograph-
ical area featured a repeating four-square-mile
terrain map. The Bay Area is modeled at a reso-
lution of four meters per pixel.

CCW

are represented by 3D models, as
are major landmarks such as
Alcatraz, 3Com Candestick Park,
and NASA Ames.

In a major improvement over
the original engine, terrain poly-
gons no longer pap up and
down as you pass them, but
rather remain solid at all alti-
ludes. Also, you'll never see
buildings or hills suddenly pop
into existence from nothingness.
The FuigHT UnLiarep Il engine
always renders everything in
visual range, adding detail to

objects as you approach
them. The only time you
see haze in the game is
when the air really is
hazy—it's not used as a
crutch to limil the amount of terrain that must be
rendered. Despite this detail, the early version of
the sim had a good frame rate on a P133; the
team is hoping to add Direct3D support to give
3D-card owners an extra speed burst.

Plane Facts

FuigHT Uniniren Il includes six flyable air-
craft: the Cessna 172 (both land and seaplane
variants), the Piper Arrow, the twin-engined
Beech Baron, the DeHavilland Beaver seaplane,
a Grob sailplane, and the North American P-51D
Mustang. The latter aircraft was the most
requested by FLGHT UNLIMITED users. They were
probably requesting a combat version, but for
this release you'll have to be satisfied with flying
it as an unarmed warbird. (The Looking Glass
team is definilely hot to do a FugHT: Comear
game, and hopefully that will be next on their
plate after they ship FuGHT UnLiaiteo 11.)

The sim doesn't use the original FLIGHT
Unuinirep flight model, which was geared

NEAR HIT You can't shoot down aircraft:with this sim's P-51, but you can scare'the hell out of them.

JULY 1997
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LoADED WiTH 14 HYPER
PROGRAMMABLE BUTTONS,

FULL CONTROL OVER YOUR

CH&R&&TER'S VIEW

THE POWERRAMP ARCADE STICK
BRINGS THE ARCADE EXPERIENCE TO
YOUR PC, ACT Lass’ HYPER
PROGRAMMABLE TECHNOLOGY FUSES
UP TO 10 KEYBOARD COMMANDS INTO
A SINGLE POWERFUL BUTTON.
PROGRAM POWERRAMP WHILE YOU
ARE IN YOUR GAME AND SAVE YOUR
BUTTON SETTINGS INTO FOUR

‘SEPARATE GAME MACROS.

Macro 1: QUAKE™~ i .
Macro 2; MDK" . "‘L -
ACRO 2:
: Macro 3: VirTua FiGHTER" PC k2
-
- MACRO 4: CYBERGLADIATORS” &y ™

I L LMy

MAX THE EXPERIENCE

7 ACT Laboratory LId, All rights rosarv http://www.actlab.com
‘and ACT Labs are trademarks of ACT Laboratory Ltd.

“lrademarks are the property of their respeclive owners, 1-800-980-9997
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9 LEAVE IT TO BEAVER The DeHavilland Beaver introduces a new
element to sims—water landings.

towards aerobatic aircraft, but this one seems
equally impressive. The C172 seems lo handle
just like the real thing, both in normal flight and
in the stall regime. Looking Glass took actual air-
craft up to measure dala such as roll rates and
stall reactions to ensure the sim’s accuracy.
Force-feedback conlrollers are supported if
you're looking for that extra ounce of realism.

As you'd expect, the planes look great inside
and out. Instrument panels are fully interactive—
to adjust a radio dial, just click on it and lype in
the new frequency. There's a virtual cockpil
mode, bul because instruments are so hard to
read in virtual cockpils, the team opted to dis-
play pertinent flight data in this mode using a
text overlay. One military sim innovalion has
crossed over into the civilian realm—the padlock
view, which can be used to make the view auto-
malically track nearby traffic.

Speaking of raffic, you'll never be alone in the
FuaHt Ununaren 1l skies. In addition to your own
aircraft, there are 25 additional aircraft modeled.
These include airliners such as the 737, 747, 757,

TUIIE. Four-seat general aviation monoplane

777, MD-88, and DG-10; civilian
aircraft such as the Cessna
Citation, LearJet, and Beech
Starship; and military planes

71 Blackbird, C-5, C-130, and the
Chinook helicopter. You might
even encounter the occasional

There can be up to 450 aircraft in
Ihe air or at airports at any time.

The aclions of these planes
aren't scripted, either. They'll taxi
realislically around SFO and olher airporls, enter
landing patterns, and do all the other things you'd
normally see in the skies. And if you get in their
way, they'll react lo you with evasive maneuvers
and annoyed radio calls.

Runways All Around

FugHT Unumireo Il models all 48 airporls in
the Bay Area, ranging from big international ir-
ports in San Francisco and Oakland down to all
the little uncontrolled private airports and grass
strips on farms throughout the area. Also, the
floatplanes can land on various bodies of water.

With its detailed scenery, FLiGHT Unuimien |l
is designed primarily as a visual flight rules
(VFR) sim. Full-blown instrument flight rules
(IFR) capabilities are there as well, with full sup-
porl for VOR navigation and ILS approaches.

If some of the terms used here are new fo
you, you'll appreciale FUGHT UnLimiTeD II's
lessons. Like the tutorials in the original, an
instructor pilot first lakes you through each
lesson, then you're given a shot at the con-

Power plant: Lycoming 0-320-E2D four-cylinder piston engine rated at 150 hp.
Armament: Whatever can be thrown out the windows.

Maximum speed: 151 knots.

First flight: September, 1957 (2-seat Cessna 150, on v,,r‘hich the 172 is ba

.

including the A-10, F-16, F-18, SR-

Goadyear Blimp or hot air balloon.

Ground Control
Iu Maiur Tum ‘

get takeurf c!earansa, and su un

trols. The focus is on what you need lo know
to play the game—wannabe pilots looking for
all the gory details may want Lo pick up a copy
of Sierra's Pro PiLot as well. You might even
Iry adding some wealher effects. FLIGHT
UnLinitep 2 will support two cloud decks, as
well as realistic rain,

To get in the air, there’s a quick flight setting
that lets you choose basic condition and your
location (in the air at a specific spot, at an air-
port, or on a 3-mile approach to any runway in
the game). There’s also a more sophisticated
flight planning lool which lets you interactively
set up routes on a detailed sectional chart.

Your flights can take place during various

times of day, but there's no real-time transi-
tion. It was too difficult to implement con-
vincingly with photorealistic terrain.

FLIGHT UnLivieo |1 should please any-
one with an interest in real flying. While
some may find the single geographic area
limiting (add-on discs covering other regions

iy are planned), the fantastic detail more than
=, makes up for it, and the San Francisco Bay

area has plenty of variety. &
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FIRST LOOK,

FIRST SHOT,

FIRST KILL
Game includes

Operational Navigation Chart of

\& e <= < L Fly the most lethal combat aircraft ever designed,
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"REALISM
: H1Y| : e Bl Bosnia used by actual pilots)
Chart your course, plot your way
ints, and i the real-

ism of flying the /F-22 Raptor.

recreated with unprecedented realism. Fly the

from Interactive

|iF-22 RAPTOR|

Magic. Experience the ' power of the F-22's

First Look, First Shot, First Kill capabil-

next-generation avionics.

-d)- Unrelenting action and stun-

ning realism.

1 Truly dynamic campaign system—

. never the same missions twice.

'$' Point-and-click

active cockpit.

4 Modem and

network support.

'@' Real terrain rendered from real-world elevation

data and digital satellite photography—so true

to the real thing that we’ll give you a

navigation chart for planning your attacks!

iF-22 Raptor is a trademark of Interactive Magic, Inc. All other trademarks
are property of their respective owners, @Copyright 1897 Interactive
Magic, Inc. All rights reserved,

©1997 Interactive Magic 4 -
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Developed by
VIAGIC

How the Future is Played™ www.imagicgames.com

To ohtain a copy, visit your local retailer or order direct at 1-BBB-232-58389.

Interactive Magic, P.O. Box 13491, Research Triangle Park, NC 27709
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USNF 97 Feb 97 185 Jane’s Combat Sims B0
Flashpoint: Korea | Feb97 188 Jane's Combat Sims e d Ak ok
Flight Simulator for Windows 95 Feb 97 192 Microsoft * A A
'A-10 Cuba! Mar 97 164 Activision  kkok
Jetfighter 11l Mar 97 170 Mission Studios * ¥ Kk
Flying Corps May97 152 Empire Interactive He
Air Warrior Il June 97 142 Interactive Magic * ok k)

DS/ TARGETI  MI“28|HAVOC

9 DEADLY EUROFIGHTER 1995 Sim of the Year EF2000 is now available in a
new 2.0 version with 3D-card support,

9 LONGBOW TARGET Jane's AH-64D Lonesow and its FLasHPOINT, KOREA mission
disk are among the few.sims ever to get five-star ratings.

12 cew JULY 1097
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_éo <rrwelcome. to the Pacific, one of World
© War II's most magnificent battlefields.

Built around a significantly modified 5-SaR SERiEs”
game engine, PACIFIC GENERAL features a newly
created naval combat‘model for* high-seas realism.
Campaigns and scenarios playable as Japanese
. . or American forces. True head-to-head play
2 /s via modem or network. And an all-inclusive
. Battle Generator that goes beyond war in the
. Pacific — it comes fully-loaded with maps
and units from PANZER GENERAL"
"~ and ALLIED GENERAL:"

.....Jmagine the possibilities!

| I:I"OIORDER Visit your retailer
T orlc.all 1-800-234: 3088.

Iand Al Sea Combat ot
'That Spans the Glob_gl =

J “Welcome also, to PACIFIC GENERAL;"  &&a, <

Ll

3
WaTH.
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- . >Y0U ARE STANDING

. IN AN.OPEN FIELD WEST y
2 OF A WHITE NOUSE... . o
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LL ALWAYS rememBer Your

rerounn.

Actual 360° views from-the game,




Sy

ACTIViSioN.

Granb OPeninG, FaLL 1997  WINDOWS" 95 CD-ROM

Nerivisiun and Zuek are rogis

il atandeanarks and Zoek Grand Dguisitor i o iestenark of Setivison, Inc G oagn= Aetvaston. Ine, M righas resened

Al estheer tedenmarks mid teade namesre e progenies of et rsgec e swners, wwwaelivision,com
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Cﬂ"fu‘s?’ ners"*u"n“"si:“i-fj ad\?anrure es Qned exclusively for NNK)
One small step for the moon...one giant shock for mankind! The Lunar Free State as declared independence from the Earth. For a hardcore Lunar M[Imaman,.\ i

like you that means strategic combat against the military might of the United Nations on treacherous moonscapes and space stations. G-Force intensity. Voice
recognition. Al-controlled reinforcements. Variable level gravity. Radical multiplayer wchnuluqv Rebel Moon Rising is a revolution in every sense, nf the wurd\\
-

- Cplor-and Resolution unlike " Talk directly to fellow rebels in Inhlhale.»Ai:;assi'nata. Destroy. . Capture-the-flag or be fraggadl
anything on Earth! - multiplayer Squads. - Defend. Rescue. S B

. - T,



64,000 colors .

Voice Recognition Technology

Extreme Resolution
(up to 1280 x 1024)

Variahle Level Gravity
Dynamic Lighting Model

Combat, Squad and
Capture-the-Flag Multiplayer Modes

8-Way Network and Internet Play

Goal-Based Missions

Soundtrack by Kranium

e To join the revolution go to www.gtinteractive.com,
call 1-800-432-3493 or visit your local retdiler.
otuare s rator iﬁu&’?@?‘i«g%'ﬁf :‘?:c:'ml‘g""m:d e JE“%"" S o nciatesvinion
i nd distri racl ware Co an e are
v glinteractive.com Y BM‘h are proper Thelr L VoiceType"™ Technology
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We'll take you
MIROA

Performance’  Tunnel Test” Advanced 3D Rendering Features
66 19 * Gouraud shading for more realistic shading effects

Winbench ‘97 Bilinear 3D

* Z buffering for faster 3D performance

¢ Bi- and Tri-linear filtering for smooth images

* MIP Mapping for better resolution of texture maps

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

Mystigue (not supported)

NITRO 3D $149
NITRO 3D 5149
Stealth 3D 3249

* Video Texture Mapping to place video into images

rebiate, **Software shown inchuded

Available at:

C%;.J:ﬁ,_q [W| -::m.mW' PC Connectlan . ﬁﬁygﬂ ELEKTEK Inc.

H00-500-5555

CIRCLE READER SERVICE #1985

Full version
games fron
Activision”
with your

purchase o
Nitro 3D™*

getting back is up to you

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

» 4MB of Ultra High-Speed (600°MB/s) Video Memory
* 1024 x 768 resolution with 16.7 million colors

* Microsoft Direct3D and Active Movie support

» 170Mhz RAMDAC for refresh rates up to 160Hz

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

- A T
D AN
Y B
STB Systems, Inc.

(806) 234-8750 hitp://www.sth.com ycraft'




Ten Wa
Kill Bugs Dead

LOYD CASE * _ HARDWARE

When on Bug Safari, Know What to Bring

by Loyd Case

long time
4go, in
a...well,
anyway,
quite a few
vears ago, |
did some
backpack-

ing and

light
mountain climbing in the Pacific
Northwest. There was a club in Seattle,
the Mountaineers, that came up with
the idea of the Ten Essentials, This idea
says that if you go traipsing off into the
wilderness, you should —at a mini-
mum — lake along Ten Essentials,
These include obvious items like extra
food and clothes, and not-so-ubvious
(but necessary) items like sunglasses
and sunsereen,

Along those same lines, there are
some tools —software and hardware —
that [ frequently use when hunting
down an elusive system bug. And since
any really good idea is worth stealing,
1'd like to offer up my Ten Essentials

for compulter troubleshooting.

Whether youe still using DOS and
Windows 3.11 or have fully made the
move to Windows 95, Norton Utilities is a
must-have item (just don't use the older
versions on Win 95 problems). Though |
generally don't find much use for items
like the Systern Doctor, tools like Disk
Daclor and Norton Diagnostics (which
only runs in DOS) are invaluable.

One feature that I was initially skepti-
cal about is the System Genie. But once
you get by the overly-cute interface, there
are some very nice gems in there. Want lo
change the way Windows 95 handles long
file names? Consult the Genie. Want to
hide some of those pesky desktop icons?
Consult the Genie. Want to be young,
rich, and thin? Well. . .if you want to hide
some desktop icons, consult the Genic at

www.symantec.com/nw/indexhtml,

"This evolving set of unsupported — but
free — Windows 95 tools from Microsoft
is invaluable. The most useful tool is

"liveakUL, which allows you to change a

number of Win 95 aplions —and not just

the user interface. You can change boot

ys {0

oplions; repair damaged icons; and, yes,
change some user interface options.
Ifyou have a cluttered desklop, but
often can't easily get fo the desktop
because of multiple open windows, click
on the Deskmenu icon, and you'll get a
menu containing all items on your desk-
top. Download Power Toys at the follow-
ing address: www.microsoft.com/
windows/common/contentW95UGB htm.

Atthe same URL as Power Toys, you
can find Kemel Toys. These are ulilities
that make life easier for the DOS gamer.
When you run a DOS game from Win 95,
adefault set of condition cxists, as setin the
“virtual” AUTOEXEC.BAT and CON-
FIG.SYS files. One of the Kemel Toys,
DOSWZCIG, allows you to change
those defaults, But, the user interface is a
little on the arcane side. Another Kemel
Toy called DOSWINKY deactivates the
Windows icon key on the keyboard when
running DOS games. Nuff said.

4. Win 95 Control Panel's
Device Manager
Though Win 955 built-in diagnostics

are, er, incomplete, the Device Manager

P If you're considering adding more
memory o improve your machine's per-
formance, consider carefully how much
you want to add. In some cases, you
can aclually add too much. Every
Windows 95 system will benefit from

Memory Upgrades: A Point

having 32MB of memaory. In mosl cases,
even 64MB can be useful. There's a
temptation to think that more is better,
but "tain’t necessarily so. For example,
systems using the Intel 430VX and
430TX chipsets can't cache memory
above 64MB. Some motherboards using

JULY 1937

to Consider

the 430HX chipset can theorehically
cache up to 512MB, but only actually
cache the first 64MB if the vendor has
skimped and left out the necessary TAG
RAM, which stores cache memaory
addresses. Il enough isn't present, high-

er memory addresses won't be cached.
ﬁ.’.‘. I

‘ ‘ There

are some
tools that I
frequently

use when
hunting down
an elusive
system

bug. ’ ’

b You can reach
Loyd at his new
email address:
[case@pacbell.net



LOYD CASE

hard disk. Microsoft has supplied FDISK
since the carly days of DOS, but the basic

- J Who's In Charge Here?
\{_)J | Advanced Glaphic Seling: TR

i Thesess conliol how Windows uses your giaphics hardware.
Lj They can hek you tioubleshoot cisplaytelated problems.
 Giaphics-

Hardwate acceleration:

user interface is still the same. Partition
Magic cleans up the interface with a
graphical (but non-windows) interface.
While handy for new disks, Partition

wrContinued from pg 119
b If you have an older S3-based
graphics card, such as the
Diamand Stealth 64 or Hercules
Terminator Pro, you may notice
relatively poor performance on
some Windows 95 games. It {
tums out thera's a conflict
between the Win 95 drivers and
the Win 95 accelerator fealure.
To tum off the Win 95 accelera-
tor feature, right click on My

Magics real benefit comes when you

want to reconfigure your existing drive,

I recently installed OSR/2 (OEM
Service Relcase 2) of Win 95 s0 [ could
add the I'A132 file system to my disks.
IAT32 removes the 2GB disk partition
limit and expands it to two terabytes.
Normally, | would have had to back up
all my drives, run I'DISK, reformat my

All accelerator functions: Use this selting if your computer has no
problems. (Recommended)

Concel |

to zero (see graphic). If your
game runs faster, then you've
solved the problem.

Computer, click the Perform-
ance tab, click Graphics, and
turn down the accelerator slider

dialog box can be a very good starting
point. In addition to showing you whats
installed on your box (or what Win 95
thinksis installed), it may reveal an erranl
device responsible for an 1/0 resource
contlict. Bring up the Control Panel, dou-
ble-click on the System icon, and select
the Device Manager tab dialog. You'll see
alisting of devices, and any misbehaving
device will have an icon that's an excla-
mation point ina yellow cirele, This isn'ta
diagnastic tool per se, but it can provide
important chies when hunting down an

clusive system glitch.

‘The Syjet is a L5GB, removable hard
disk from Syyuest, and the extemal ver-
sion is lwo, yes, two drives in one, Its pri-
marily a SCSI drive, but also comes with
a parallel-to-SCSI adapter eable. Jus!
buy the “parallel port” version of the
Syjet and you also get a SCSI drive.

I use the Syjet for backup. It comes
with a limited, but very useful, backup
utility. Its fast, easy, and once you make
the up-front investment of $300, cheap.
Cartridges cost around $125 —less than
ten cents per megabyle. Backing up to
this baby has saved my bacon on several
occasions. And, because its so fast, |
back up more often. For more informa-
tion, check out www.syquest.com.

Huh? A benchmark in my set of trou-
bleshooting tools? You bet. On a number
of oceasions where things scemed o be

CGW
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running slowly, I've used both the
WinBench Graphics WinMark and the
CPUMarks to see il my system was run-
ning up to snufl. A conple of times, T've
uncovered radical slow-downs owing lo
older 16-hit drivers that may have been
installed without my knowledge.
WinBench gives me a haseline perfor-
manee figure. To gel WinBench, chieck
out www.zdbop.com.

Scitech Softwares Display Doctor
starled out life as UniVBE, and allows
non-VBE (VESA BIOS Fxtensions)
graphics cards to run VBE-based SVGA-
graphics resolution games. It also comes
wilh other useful utilities, including
VBIZTest, which checks your graphics
card for VIESA compliance. Since | go
through a lot of graphics cards, Display
Doctor is an invaluable tool at $35.
Download a trialware version from
Scilech at www.scitechsoft.com.

8. Electric Screwdriver & Forceps

These may seem like luxuries, but to me
they'e essentials. The electric serewdriver
can pop apen a case and remove (or
install) expansion cards or peripherals in
no time. And the foreeps are nseful for
installing jumpers in awkward locations,
and getting into hard-to-reach spots.

Every now and then, a utility comes
along that fills a long-unfilled gap. One of

these more arcane activities is preparing a

drives, reinstall Windows, reinstall my
backup program, and finally, restore my
files. Partition Magic 3.0 allowed me to
change all my partitions to FAT32 with-
out losing a byte of data. Download the
3.02 patch from Powerquest before
attempting to merge volumes. Check it
oul al www.powerquest.com.

Arecovery disk is essential, whether
you use the Win 95 Control Panel lo cre-
ate a basic one or Norton Ultlities to cre-
ate a Cadillac version. You need an appro-
priate minimum set of tools— FDISK,
SCANDISK, XCOPY, EDIT, SYS, and
FORMAT —to recover from disk prob-
lems. On occasion, I've lost something
potentially disastrous—such as the boot
sector on my hard disk. With a recovery
disk, I can usually run utilities o repair the
problem. It can save an enormous amount
of blood, sweat, tears, and toil.

KEEP THINGS IN PERSPECTIVE

[fyou find yourself getting frustrated
and reaching for a hammer, walk away.
Remember that a world exists outside of
that beige box sitting on your desk. Get
some sleep, read a good book, or take a
walk. Its amazing how sometimes a solu-
tion will sucdenly pop inte your head
when youTe not intensely focused on the
problem. Computers should only be a
diversion, like the games we play on them,

As | check the clock, 1 see its time to
get going; I'm off for a good days hike. |
guess that new motherboard will have
to wait until next week. &
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e “The fastest, most complate low cost 30 card you can
Pf‘umnut‘na buy. Period.” PC Computing Dec '96.

n
< g Be y EE : Do you crave over 30* fps bone crushing speed for your
g i i § % i i : i. 3D games? Looking for the fastest Windows and video
i 2 % =% 8| performance? Then power up your Pentium with the award
E B § i: E _Eg;_]_. i winning Matrox Mystique graphics accelerator - now

Dicart 30 Tennel of 5400400 @ 18 Bit {reoear in liamm por 1erzad)

WINBENCH §7 Butiness Grephinn Tes 10242748 @ 15 bis

with a new low price and the option to upgrade to 8 MB!
Highest performance for MMX
Mystique's mind altering speed is a combination of fast SGRAM memory, unique scatter gather
PCI bus mastering and a fully optimized 64-bit design. With all these advanced features, you'll
be ready to fly, blast or tunnel your way through exciting 3D game fitles, like Tomb Raider at
over 30* fps. Be sure to check out our web site for the latest speed tested games! What's
more your DOS games will also be faster than ever. And your most demanding Windows and
video applications will scream onto your screen at hallucinogenic speed.

And now, Mystique pushes the limits even further with its new Matrox Rainbow Runner
Studio add-ons (sold separately). Play your favorite PC games on a big screen TV. Edit your
home maovies right on your PC. Grab or send video images over the Net, and much more!

Matrox's over 200 awards and twenty years experience in delivering breakthrough technology
to customers such as Compagq, 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. 5200 valuel™

- n < T Bl R

AcTIViBION l:nw:nlnu
Puvanomm

Free Scorched Planet™

v ouon

00:

mﬂttoﬂ | 1-800-362-9349 http://www.matrox.com/mga | . AWARDE

Eslimmuﬁ streat price. * *Game bundle availsble with retail version only. All perl lests conducted by Matrox Graphics Inc, on a Gateway 200 MHz MMX systom wilh 32 MB of SORAM and 512K cache. Winbench 97
ATI

test conducted at 1024 x 768 @ 16-bit with 75 Hz vortical rofrosh undor A I 5. Matrox M

ion + PCZTV, Diomond Stealth 30 2000XL and Creative 30 Blaster PCI were

configured with 4 MB of memory for the PCI bus using driver releases 3.41, 3,03, 4.03.00.3105, and 2.04 respectively. Microsolt Tunnel test run n ot full screen 640 x 40D @ 16-bit at default manulacturer reliesh rate based on

Gouraud shading, perspective comect textures, point sampled with Z-buffer.
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fomega ZIDE

VARIETY S
THE SPICE
OFLIFE.

Micron Sales Hours: Mon-Fri Bam-10pm; Sal 7am-5pm (MT) « Technical Support Available 24 Hours A Day-7 Days A Week
Tolfree from Mexico: 95-800-708-1755 - Tollfree from Canada: B00-708-1758 - Toflfree from Puerto Rico: 800-708-1756 « Intermational Sales: 208-893-8970 - Intemalional Fax; 208-803-7303
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HERE'S
YOUR SALT
AND PEPPER.
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b i Pt FEBRURRY 1531
Migrasoft OECEMBER 139 ACHDN MiLLENNA
Windows 95 BEST OVERALL COMRANY Wt P

MICRON" HAS YOU COVERED, WHETHER YOU'RE A CASUAL USER, PC ENTHUSIAST OR ANYTHING IN BETWEEN,

Micron offers PCs expressly designed to meet and exceed your computing demands. Beginning with the Micron Millennia™
line. Whether you need workstation-level performance, the most current technology or full-featured affordability, Millennia
delivers. Micron also offers the Home MPC™ series. With award-winning Pentium® processor-based technology, an
outstanding selection of software and competitive pricing, the Home MPC is a welcome addition to any family,

Of course, every Micron PC is supported by award-winning service, 24 hours a day. And comes backed by our industry-
leading warranty. So for a computer that combines quality, versatility and flexibility resulting in the best performance for the
price, you have several models to choose from. But only one name. Micron.

512KB pipeline burst cache, flash BIDS
16X EIDE variable speed CO-ROM drive I
3.5" floppy drive
100MB lomega Zip drive
32 voice wavetable steren sound
with speakers
56Kbps technology modem*
PCI 64-bit 30 video, MPEG,
AMB EDO DRAM
Toal-free minitower or desklop
Microsoft® Intellimouse,
104-key keyboard
Microsoft Windows "™ 95 and MS* Plus! CD
Microsoft Office 97 SBE CDs
Multimedia Xcitement Pak (comprised of MMX technology based software

1959

S-year/ 3-year Micron Power™ limited warranty
Bus. lease $67/mo.

pentium

Intel 200MHz Pentium processor
with MMX™ technology
16MB SDRAM
2.1GB EIDE hard drive
15" Micron 15FGx, .28dp (13.7" display)

Intel 200MHz Pentium pracessor with MMX s
32MB SDRAM y

3168 EIDE hard drive
17" Micron 17FGx, .26dp (15.8" display)

Intel 200MHz Pentium processor with MMX s
H4MB SDRAM

4GB EIDE hard drive
17" Micron 17FGx, .26¢

Bus. leasa 382/mo,

B.Js Ieaseﬁuhrro

512KB pipeline burst cache, flash BIOS
PCI 32-hit Ultra SCSI Fast-20 contraller
12 SCS! CO-ROM drive
3.5" floppy drive
100MB lomega Zip drive
32 voice wavetable stereo sound with speakers
56Kbps technology modem*
PCI 64-bit 3D video, MPEG, 4MB EDO RAM
Tookfree minitower or desktop
Microsoft Intellimouse, 104-key keyboard
Microsoft Windows 95 and M5 Plus! CD
Microsoft Office 97 SBE CDs
Muitimedia Xcitement Pak

(comprised of MMX technology-based software)
2 USB connectors
S-year/3-year Micron Power limited warranty

Intel 200MHz Pentium processor with MMX s
32MB SDRAM 3 1 59

4GB Ultra SC5I hard drive
17" Micron 17FGy, .26tp (15.8" display)

MICRON
POWER"

WARRANTY
5-year Emited wamanty on micr 4357 304 main memary
fied J

Bus. lease $106/mo.

o Micron desktop 20d server systeens
or Wieron deskdep syvtems; 3 optional
included for Mizron server systems

JIH.q ney back policy
24-hour technical suppent

The foeeqoing is sul h <t (0 and quakiied by Micron's standard bmited warmant
and eondtians of tale, Taima and eendtians of sale may vary for spesific confs
Copies of the imited warranties may be obtained on our Web e or by caling Micro

CALL NOW FOR DETAILED
PRICING AND OPTIONS

CIRCLE READER SERVICE #100

.

Supporis dual Inte! 200MHz Pentium Pro
Processors
256KB intemal L2 cache, flash BIOS
16X EIDE variable speed CD-ROM drive
3.5" floppy drive
100MB lomega Zip drive
16-Dit stereo sound and speakers
PCI 64-bit 3D video, MPEG,
4MB EDO RAM
Tool-free minitower or desktop
Microsoft Intellimouse, 104-key keyboard
Microsoft Windows 95 and MS Plus! CD
Microsoft Office 97 SBE CDs
5-year/3-year Micron Power limited warranty

Intel 200MHz Pentium Pro processor
32MB EDO RAM

3.1GB EIDE hard drive

56Kbps technology modem*

15" Micron 15FGx, .28dp (13.7" display)

Intel 200MHz Pentium Pro processor S

64MB EDO RAM 2 79 g
4GB EIDE hard drive 4

17" Micron 17FGx, .26dp (15.8" display) Bus. lease $45/mo.
Intel 200MHz Pentium Pro processor

2,299

Bus. leass $78/mo,

64MB EDO RAM $3 499
4GB SCSI hard drive ]

Bus. lease $119/mo.

12X SCSI CD-ROM drive
PCI 32-it Ultra SCSI Fast-20 cantroller
17" Micron 17FGy, .26dp (15.8" display)

512KB pipefine burst cache, flash BIOS
3.5" flappy drive
100MB lomega Zip drive
32 volce wavetable stereo sound
with speakers
Advent AV2T0 2x25 walt stereo
speakers in P200 only
33.8 fax/modem, speakerphone,
voice mail
Microsolt Phone telephony software
Internet ready: SPRYNET Intemet trial
membership, Microsolt Ir A Explorer™
America Online and CompuServe trial membership
PCI 64-bit 30 video, MPEG, 2MB EDO RAM
Tool-free minitower or desktop
Microsoft Mouse, 104-key keyboard
Microsoft Windows 95 and MS Plus! CD
Microsoft Works CD
SystemSoft SystemWizard application
for automated problem resolution
Quicken Financial Pak, Family Pak, Microsoft Home Pak
12X EIDE CD-ROM drive

S-year/3-year Micron Power limited warranty
1,099
15" Micron 15FGx, .28dp (13.7" display)
Nith Intel 200MHz Pentium processar with MMX add S300
Nith Intel 166MHz Pentium processor with MMX add $100
16X EIDE variable speed CD-ROM drive

2,249
17" Micron 17FGx, .26dp (15.8" display)

With Intel 200MHz Pentium processor with MMX add $100

With Inte! 166MHz Pentium processor with MMX  subtract $100
I ELECTROMNICS
T

888°669+0969

WWW.micronpe.com

Intel 168MHz Pentium processor
16MB EDD RAM
2 1GB EIDE hard drive

Intel 200MHz Pentium processor
32MB EDD RAM
3.1GB EIDE hard drive




by Loyd Case e | [ R [

nly a few years back, there \ | (U
seemed to be sound cards
coming out of the wood- _ i
work. Everyone was doing P k p Y E h
one, and like the 3D graph- r , C U OUf ar S tO lt e
ics chips of today, there i '
were a host of boards from a wide C b S d
westosaboass omavide — (leanest Djgital Audio/ Wavetable Sound Yet
landscape of the sound card mar-
ket have driven off all bul a brave
few—Dbut only long enough for them to regroup. A slew of chip makers have recently announced PCl-based audio chipsets, most of
which will make their debut later this year. These new chipsets will bring a couple of things to the party for gamers, but chief among

them will be positional 3D-audio technology. Here's a look at one such board that's already here, Diamond's MonsterSound, as well
as a look at some of the leading non-PCl-based sound cards on the market.

CCwW JULY 1837



Diamond MonsterSound

o ok k7

Of the most interesting products
out there is Diamond'’s new
MonsterSound. First off, this card
goes into a PCl slot, not an ISA
slot. And given how crowded the
ISA bus has become, a PCl audio
card is a welcome change. The PCI
slot is no gim-

Feed the drivers CD, and the
MonsterSound is good to go.
Once installed, you really need
to run the demos to understand
what the MansterSound is all
about. One depicts a graphically
crude helicopter flying above you,
behind you,

mick, howev-
er—this card
needs PCl's
additional
bandwidth,
because it's a
true positional-
3D-audio accel-
erator card.

The technology behind
MonsterSound was developed by
Aureal Semiconductor, who is some-
thing of a Phoenix, having risen out
of the ashes of the old Media Vision
bankruptcy and then merging with
Crystal River Audio. They're now
focused strictly on developing 3D-
positional audio chips.

The MonsterSound is the first
fruit of Aureal’s 3D audio technolo-
gy to hit computer store shelves.
It's strictly a Windows 95 device,
and makes no pretense of working
in DOS exclusive mode. There is
Sound Blaster emulation software
that lets DOS games running in a
Windows 95 DOS box think there’s
a Sound Blaster present, but
Diamond strongly recommends
keeping your old ISA sound card.

Setting up and installing the
MonsterSound is the audio equiv-
alent of installing the company's
Monster3D graphics card. You
find a free PCI slot, insert the
card and attach a pass-through
cable to your legacy sound card.

1 1 1

and all
around. The
overall effect,
while not
completely
realistic, is
nonetheless
quite star-
tling—it's easily
the best positional 3D audio I've

2

heard, and it only requires a pair of

speakers or a set of headphones.

The MonsterSound also has a
wavetable synthesizer with a 2MB
wavetable set. The patch set isn't
spectacular, but is good enough.
If you have a better MIDI
wavetable on your legacy sound
card, you can disable Monster-
Sound’s in the Win 95 Multimedia
Control Panel applet.

Playing non-enhanced games is
pretty straightforward, as long as
they're Win 95 games. The digital
audio sounds very clean, though
there's just a tiny bit more back-
ground noise than the AWE-64.

Diamond bundles a couple of 3D
audio-enhanced games with the
MonsterSound, including Maxis'
SimCopTer and LucasArts' QuLaws,
Playing the 3D audio-enhanced ver-
sion of Ouraws is truly startling.
You'll hear taunts from your ene-
mies and gunfire from behind you.
The MonsterSound really adds a
whole new level of immersion to

the gaming experience. Even if

.
-
-

saw

Creative Lahs AWE-64 Gold

L €. 0.8 PAY

For some fime now, the Creative

: Labs line of sound cards has been

something of a whipping boy
among the more audio-savvy users.
Complaints have been heard about
noisy digital audio, uninspiring

: Wavetable patch sets, and the lack

.

: of leading edge features. But they've

fired back with the AWE-64 Gold.
Installation is typical of the

1 AWE series. You plug the card

* into a free ISA slot, connect the

cables, and shove the CD into

< your CD-ROM drive. If you're sys-

: tem has AutoPlay enabled, a

* menu pops up on the screen. A

.
.
.

few more mouse clicks, and the

. Windows 95 drivers are installed.

DOS is another problem altogeth-

: er Initially, things seem to install

well. However, disabling the joystick

¢ port in DOS to use a dedicated
¢ game card proves problematic—you
* must deactivate it in Win 95.

Cool looks are one thing, but

how does it play? Well, the most
+ impressive thing about the AWE-
: 64 is what you don't hear

+ There's almost no hiss, no
crackles, nor the beloved
. popping. Digital audio in
* both DOS and Windows
: sounds very good—free
< of noise and with a lot of
: presence.

-
-

+ Music sounds has improved

The quality of the MIDI

. considerably as well. AWE-64's

* 4MB General MIDI patch set

+ sounds markedly better than its

¢ predecessor. In Windows 95, AWE-
- 64 can toss in another 32 voices

+ (for a total of 64 voices) by using

: Waveguide synthesis. Waveguide

; Uses a synthesis technology called

» physical modeling, which math-

up with the Roland. Acoustic
piano lacks bady, and the strings
in the Star Wars piece are a bit
shrill. But really, I'm quibbling—it
all sounds really good.

The Waveguide approach eats
CPU cycles for lunch. In fact, sever-
al users report that the AWE-64
refuses to work in Cyrix 6x86-based
and AMD K6 systems; apparently
Creative wants “Intel Inside."

As for positional 3D, AWE-64
Gold provides some DirectSound
3D acceleration by using its EMU-
8000 synth engine, though their
demo that supposedly shows this
technology in action was some-
what underwhelming.

Windows 95 game-play sounds
simply terrific. The absence of any
noise is, well, noticeable, DOS
games sounds equally good, and |
even got an old DOS game,
Crescent Hawk's REVENGE to run
with original Sound Blaster sup-
port no less.

There's also some bundled
software, including a couple of

I

games—Magic Carper 2 and
ERADICATOR.

AWE-64 Gold

$199 (street)

Contact: Creative Labs
(408) 434-5700
www.soundblaster.com

: ematically models the charac-
+ teristics of a given instrument,

you have a good sound card,
check it out. It is, as another

FPROS: Solid wavetable; clean,

PPROS: Best 3D audio rendering in quiet digital audio; great

town; good, clean digital audio.

By memorable Lucas character  * rather than storing sample compatabiiity.
Meodi‘ulcsre' might say, “most impressive."  : sounds of that instrument. :C"?‘"‘s: Non-

X niel sysmm su
wavetahile; PCI Diamond MonsterSound : _Inan A/B test againsta port pmb!maﬁl::
slot needed. 3199 "isﬂ 1 Roland SCD-15 Sound Canvas no Sl.lpplilrl for
Eaﬁcre Sﬂ;lrr;ﬂ = Contact: Diamond Multimedia : daughtercard mounted on an MIDI daughter-
MS—DIISqmude (408) 325-7000 AWE-32, the MIDI on the caris; limited
game-play. www.diamondmm.com ; AWE-64, though much- i

: improved, still hasn't caught

JULY 1597 CGW ‘&



HARDWARE

Turtle Beach Tropez Plus

¥k ok Aok

Turtle Beach has long been
synonymous with the high-end of
sound cards. Several years ago,
they made an abortive foray into
multimedia kits and entry level
audio. Recently, as they were
returning to their roots—high
quality audio—they merged with
Voyetra. One of the results is
Tropez Plus, a high-end, Sound
Blaster Pro-compatible card with
4MB of wavetable ROM.

The Tropez Plus uses Crystal
Semiconductor's 054232 for digi-
tal audio and Sound Blaster Pro
emulation, and an ICS Wavefront
wavetable synth. Win 95 installa-
tion is easy. After sliding the
Tropez into an ISA slot, Windows
95 autodetects the card and
prompts you for drivers. The
Tropez drivers are in a two-floppy
set, which feel a bit odd in this
CD-oriented era. Still, the installa-
tion is easy and straightforward.

That is, until you discover that
MIDI won't play. It tums out that
the Tropez wants
IRQ 9, but my net-
work card had
already grabbed that
IRQ. The problem
can be solved by
de-installing the
Ethemet card in the
Windows 95 device
manager and letting
Windows re-detect it
when it restarts.

Once that little
problem is solved,
the Tropez Plus han-
dles most Windows
95 audio chores
with aplomb.
Occasionally, the
Tropez Plus control panel mysteri-
ously crashes, but this doesn't
seem to affect sound at all.

The MIDI patches on this card

PPROS: Very nice General MIDI
wavetahle; fairly clean digital
audio. i
rCOMS: DOS
setup and bhoot
is something
of a chore; no
3D audio func-
tionality.

R T R N T RN

Miromedia Surround
¥ K ok

The Miromedia Surround is
an interesting little card that
adds a Dolby ProLogic decoder
in your PC's

sound terrific. In an A/B com-
parison with an AWE-32 with
a Roland SCD-15 Sound
Canvas daughtercard, the
acoustic piano on the Tropez
is every bit the equal of the
Roland, which is high praise.
The Star Wars theme, a 24-
voice MIDI sequence from

R R R RN}

is more of a luxury item than
necessily, since there are only a
handful of ProLogic-enabled
games out there.

The Miromedia Surround is a
typical Plug-and-Play device,
meaning that

audio system,
you have a
spare 1SA slot.
There's also a
surround sound
mode using
technology
licensed from
consumer elec-
tronics giant
JVC. This card

CoW

% Windows 95

| will sometimes
detect it, and

| sometimes not.

Installing the

Windows driver

is simple; The

hardware is

something else

again. The card

JULY 1997

installation is no

LucasArts, sounds very good too,
though | would give the nod to
< the Roland for

string chorus
sounds. Drums
are less impres-
sive though, with
kick drum and
snare sounds
| paling compared
| to the Roland.

Digital audio
sounds every bit
as good as the
AWE-64,
although there is
just a bit of
background
il noise and the
occasional light

= popping sound.

Windows 95 games seem to run
fine as well: Rep ALERT, EMPEROR OF
THE FADING SUN, MECHWARRIOR 2, AND
Meaic: The GaHeriG all play fine
and sound great.

If all this sounds too good to
be true, well, read on. Problems
begin to surface when configuring
the Tropez for DOS mode. Booting
into DOS with the Tropez Plus is
an exercise in patience. It lests
the onboard circuitry and down-
loads code to the audio chip, and

problem, it's the speakers that
give you trouble. The JVC 3D
sound technology is more inter-
esting than useful, and to get the
full effect, you need five speak-
ers: two main stereo speakers, a
center channel, and two rear
satellites. This setup might be
something of a stretch for most
home offices, but what's

it takes its sweet time doing it.
Luckily, there's a little spinning
doodad that tells you your system
is still alive.

The DOS installation program is
good, but it warms you not to run
it if you have Windows 95. Pay
attention to what it says. You do
not want the DOS stuff loaded
when Windows 95 is running, as
it seems to cause numerous mys-
terious lockups.

When actually in DOS, the
Tropez Plus seems to run in
Sound Blaster made quite well. |
configured the original DOS ver-
sion of Panzer GENERAL to recog-
nize a Sound Blaster Pro and gen-
eral MIDI wavetable card, and it
sounded great.

The Tropez Plus has a connec-
tor for an IDE CD-ROM drive, and
the manual is extensive, with a
very solid troubleshooting guide,
which you'll probably need if
you're in DOS a lot. If you remain
in Win 95 most of the time, how-
ever, the Tropez Plus is a solid
card with a very solid wavetable
and good digital audio.

Turtle Beach Tropez Plus
$230 (street)

Contact: (800) 233-937
www.voyetra.com

D R R L saw

Still, the Miromedia Surround
does work as advertised, so if
you’re anxious to add Dolby
ProLogic to your rig, go for it.

Miromedia Surround
$99

(800) 474-6476
www.miro.com

worse is the confusing mix-
ture of mini-DIN and RCA

jacks on the back that some- e

how connect to speakers. The .":0"15"2"“
card comes with some S0Und  uudin Salution;
samples and a demo version requires extra

of Wing Commanper [V, a speakers.

Dolby ProLogic-enabled title.

FPROS: Makes ProLogic titles
really come to —
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HARDWARE

The Future of - -
Audio Is Behind You [EEBEYK

by Dave Salvator

f you think about it, we can “see” much more with our ears  sound designers can fool our ears into telling our brain that a
than we can our eyes. We can determine the position, and sound is at a specific location by applying digital filters. These fil-
often the direction, of sound usually without having to move  ters approximate how sound behaves in the real world when at a
our head. This process of how we determine both the posi-  given position—left, right, in front, behind, &bove, or below—rela-
tion and direction of sounds is called “localization,” and tive to the listener,

researchers in an area called psychoacoustics have learned quite As audio migrates to the speedier PCI bus, and as graphics

a bit about how humans localize sound. Using this knowledge, traffic is shifted over to the AGP architecture, gamers should look




DIAGRAMS: XPLANE / ILLUSTRATION: PETER BOLLINGER

forward to the next aural dimension: real-time, 3D-positional
audio. For a primer on the physics behind 3D audio, check
out www.computergaming.com.

In this article we’ll take a look at the different approaches
to doing 3D audio, some of the hardware in the works, and
game developers’ take on this new technology:.

Will the Real 3D Audio
Please Stand up...

Admittedly, the term “3D Audio” has been the source of
some confusion and much marketing hooey. But when all is
said and done, 3D audio architectures basically fall into three
camps: 3D Stereo, Multi-speaker Array, and Positional 3D Audio.
All three spruce up traditional 2-channel stereo, but gamers will
get the most benefit from the last two, because programmers
can position individual sounds, rather than just apply a “3D"
effect to the entire mix. Here's how each type works.
= 3D Stereo: These technologies are really “2.5D" implemen-
tations that essentially take an existing stereo output and
“spatialize” it, meaning they apply some filters to the stereo
signal to widen the perceived stereo field. This technology
has shown up on sound cards and in speakers, and has been
developed by companies like QSound, Spatializer, and SRS.
The effect is an incremental improvement over traditional
stereo, but these technologies offer little or no granularity for
processing individual sounds.

e Multi-speaker Array: Dolby is the best known champion of
these technologies, both in movie theaters and hame theater
configurations like ProLogic and Surround Sound, and more
recently, AC-3. These technologies rely on placing actual
speakers behind the listener, and then panning sounds into
these rear speakers to give a 3D effect. Though primarily
used for movies, several game titles, including the Wing
Commanper series and NovalLogic's F22 and CommanCHE 3,
have used ProLogic.

There's an interesting overlap here with DVD-ROM drives,
which will soon be proliferating into PC markets. DVD movies
use Dolby’s AC-3 audio encoding, which is called a “5.1"
setup consisting of left, right, center, left rear, right rear, and
sub-woofer channels; or, in other words, five speakers and a
sub-woofer. The main problem with these systems is the
cost of the extra speakers and a multi-channel amplifier
Also, AC-3 is primarily designed for movies, and can't really
be used for game audio, because it's too computationally
intense to encode in real-time. So while the 3D audio here
can be convincing, it remains to be seen whether gamers
will want to shell out the cash for these elaborate speaker
systems, though this setup could be ideal for a living-room
PC. The good news here is that DVD/AC-3 will also help drive
3D positional-audio technologies, and both will go a long way
toward bridging the quality gap that has long existed between

Gonventional Stereo: Sounds seem to come from belween speakers.
Some front-to-hack ranae.
o i TR e | A R W P A R T ST B

typical PC audio and home hi-fi.

*Positional 3D Audio: This technology holds the most promise
for gamers, since it allows sounds to be rendered in real-time
and is ideal for mapping sounds, both stationary and moving.
Positional 3D audio can also be used to virtualize a multi-
speaker array such as AC-3 into two speakers. This technology
tends to be more effective in headphones, since each ear gets
a well-isolated signal of the rendered sounds, but improvements
have made this technology quite convincing, even when used
with so-so multimedia speakers.

Something Wicked This Way Comes
Diamond’s MonsterSound fully supports positional 3D audio,
and though game titles that take full advantage of it are still

3D Stereo: Sound range extended heyond speakers on either side,
approaching 180°.
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If your softwaré coulq dream...

it would dream of p;nning on 5 MAC

Falcon Northwest’s MACH V series of custom built PCs -
hand crafted silicon for those who accept only the best

“Falcon Northwest took top honors in “The Falcan MACH V provides no- “A welcome by-product of the component
CGW's review last year, and rightfully so. compromise audio and video choices is the MACH V's excellent business-
Overall, the MACH V is once again about performance that will knock you out application performance” “The MACH V’s
the fastest rig of the bunch this year. of your seat.” Winstone 32 score [beat all 8 other 166 MHz
Windows performance was rock-solid - Family PC ‘Recommended’

machines, and even a Pentium 200] for first
place. The Falcon beat out its 166MHz
Pentium competitors on hard drive and
graphics performance as well.”

- Computer Shoppey

across the board, with wins in just about
every category, including 3D graphics.”
- Computer Gaming World

\\\\\\

e,
1-888-FALCON-1

or 1-800-258-6778

FALCON NORTHWEST 5
e LTET BTLTer s Mrccr— http ://'www.falcon-nw.com

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



Surround Sound: Five speakers used to place sounds complelely

around listener.

relatively few, this board delivers 3D audio that can be readily local-
ized, thanks to filtering technology from Aureal Semicanductor.
Euphonics has also developed 3D positional filtering technology
that will show up in VLSI's new SongBird chip. In addition to doing
3D stereo, QSound also has positional technology that will soon
show up in a PCl-based audio chip. Crystal Semiconductor also
has a PCl-based audio chip cooking that will support both Dolby
AC-3 and positional 3D audio. For their part, Dolby is working on a
positional technology, internally code-named “Project X," that will
be based on their ProLogic multi-channel architecture.

There is one downside to Diamond's MonsterSound: It only
supports Sound Blaster compatibility running under Win 95, PCI
audio chips from VLSI, Crystal, and S3 will all support Sound
Blaster audio running under MS-DOS mode, thanks by and large
to a new feature called DirectDMA in Intel's 430TX, and all
future-generation chipsets.

Also on the horizon are a host of CPU-based 3D-audio
technologies, many of which will take advantage of MMX,
including QSound’s QSoft3D, Intel's RSX, and Spatializer's
enCompass. At press time, we didn't get a good listen to
these technologies, but because full-bore 3D audio processing
is pretty intensive, it’s doubtful these CPU-based technologies
will match the overall quality of their hardware-accelerated
counterparts. Then again, because these technologies require
no additional hardware, they're usually hard-wired into games,
and won't cost you anything extra.

But Why Does This Matter to Gamers?

These new developments will most likely touch games
before any other application, and we gamers will reap the
reward, especially in first-person perspective games and simu-
|ations. Additionally, overall quality should also head north
thanks to the higher bandwidth available on the PCI bus. And
as AGP-based 3D-graphics chips take on more duties in the
rendering pipeline, more CPU cycles will be available to

Virtual Surround Sound: Two speakers used to place sounds
completely around listener.

expand other aspects of the game, especially audio. But
before we can cross over into this brave new world of
enhanced gaming, 3D audio does face some hurdles.

Sound designers we interviewed at Maxis, Westwoad, and
Reality Bytes are all planning on implementing 3D audio in
some form in upcoming titles. However, they express con-
cern about Microsoft's recently revamped DirectSound 3D
API still being somewhat incomplete. Like Direct3D on the
graphics side, DirectSound 3D delivers a baseline quality level
when using the CPU, but it's unable to use specific features
of some hardware-based 3D audio technologies. Again, as
with Direct3D, a universal APl is a very alluring idea, but dif-
ficult to bring to fruition.

As for CPU-based versus accelerator-based 3D audio, all
three designers are impressed with Aureal Semiconductor's
technology, but are also looking to use some CPU-based
solutions as well. A key word all three echo is scalability, that
is, building game audio so as to take advantage of a 3D
audio accelerator if it's there, but also provide some scaled-down
3D audio if processing has to be done on the CPU, From the
CPU-based solutions, David Chait of Reality Bytes says he's look-
ing for a discernible difference in 3D quality with little or no addi-
tional CPU overhead.

Of course, as is the case with 3D graphics, 3D audio render-
ing quality will vary widely across different chips, with some
vendors making trade-offs and punting certain features to keep
costs down. There will be a bevy of cards out there, ranging in
quality from not-so-hot to very impressive. As more 3D audio
and PCl-based audio parts, as well as new CPU-based 3D audio
options, begin to circulate, we'll have at 'em and separate the
posers from the real positioners. Stay tuned.

For more on the innards of 3D audio, check out Durand
Begault's 3D Sound for Virtual Reality and Multimedia (AP
Professional).%
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1S one oF the most recognized FigurRes of the

PowerVR™ Revolution, A conrrontationalist, she has erown tired of the old
3D Order. With passion and anger, LA hns been relentlessly Fanning the
Flames of revolutionary justice For gameRrs Around the world.

WELCOME TO THE MOVEMENT.
APPARENTLY, DISCOVERING ANCIENT
TOMBS HAS FAILED TO SATISFY THE
RADICAL HUNGERS THAT GNAW AT
YOUR SOUL?

MBI My first passion will always be

exploring ancient civilizations. But when |
realized gamers were being kept down by
inferior 3D technology, | went balistic.

I'm busting my arse to get gamers the 3D
experience they deserve.

SO THE BLAND 3D EXPERIENCE WAS
BOUND TO PRODUCE A REVOLT?

L: Absolutcly But this is an armed struggle,

love. And the weapon is not the Colt .45 in

my hand. It's the PowerVR 3D technology that
will topple the bloody awful 3D experience,

ARE YOU SAYING EVERYTHING ABOUT

CONVENTIONAL 3D TECHNOLOGIES
DESERVES TO PERISH—SHOVED OFF

TO THE ASH HEAP OF OBSOLESCENCE?

L: Bloody right, mate, Gamers want 3D
technology that liberates their experience. Like
higher resolution. Higher frame rates. Effects

that take them as close to reality as you can get.

LIBERATION SEEMS TO BE A CENTRAL
THEME DRIVING THE MOVEMENT.

L: Look,if | could escape the suffocating armogance
of snooty British society; gamers could overthrow

the forces trying to smash the PowerVR resistance,

That's what pumps adrenaline through my body.

It is your Right,

UM, DON'T TAKE THIS THE WRONG
WAY LARA, BUT THAT'S SOME BODY.

L: Actually, you should see it at 800x600
resolution. | think youd dig my aerial flips with
realistic shadows.

WHEW, WELL, UN...S0 LARA, THESE
ARE EXCITING, TURBULENT TIMES.
GAMERS AND GAME DEVELOPERS
SEEM TO BE GETTING SWEPT UP IN
THE PROMISE OF POWERVR.

L: That's right. Our freedom fighters are
developing games right now that are
PowerVR Ready. Eidos, Kalisto, Shiny, Sega
Entertainment, FASA, Activision, Core Design,
Gremlin. All feverishly churning out PowerVR
Ready titles, including my next adventure,
Tomb Raider 2.

WOULD YOU SAY THE MOVEMENT IS
OBSESSED WITH POWER?

L: Of course, you twit. Frankly, we're not
stopping until we have profoundly altered 3D
reality for all gamers. And we willl Because we
have finally seized the ultimate apparatus of
real 3D power.

THE POWERVR TECHNOLOGY?

L: Yes. And with it, there will be no obstacles
that can stand in the way of the mission

of the PowerVR revolution: to produce the

most realistic game experience imaginable.
Now bugger off, I've got a battle to fight.

MechWarrior 3

~ WWW.POWERVR.COM

Denmnd PowerVR Ready hardware and games. | ~ 800-366-9782

Woccooge secmnes Upbisot | |
' Boatae? Ubi Soft i __,j,g
3 ke
ulEﬂlnuwu &]ﬂ ‘\f,"' GATEWAY2000 ElDOS l

1997 NEC Becteonics Ine. Power VR & Power\R logo ere trodemarks of Videalogh: 1td, Tomb Raldar "™ 1995, Cora Design Lid, & 1958, Eidos Interortive 114, Lera Croft and her likeness are todemarks of Bides, Ple. Al rights reserved. Al nther trodemarks and logos ore the property of thelr respective halders.
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Price: $3,495 (as tested)
Manufacturer:

Falcon Northwest

Coos Bay, OR

(888) FALCON1
www.lalcon-nw.com
Reader Service #: 340

k k k k* REVIEW * FALCON NORTHWEST MACH V

5-Star Falcon -

Mid-Level Mach V Has All the Goodles, and the Price Is Right

by Dave Salvator

aleon Northwest has built a
well-deserved reputation for
making screaming game rigs
that are built for gaming,
but wonld run any other stuff
(like work), too. But all that
performance carried a premi-
um price tag that put the
Mach V beyond the reach of
many gamers, In this latest
incarnation, Falcon unveils @ more com-
petitively-priced Mach V that comes in
ataround $3,500. That may still seem
pricey, but the Mach V ships with all the
gilmcis' Eralppiugs. and is ruaul_\' lo ]Juri}'
right out of the box.

The Mach Vs documentation is thor-
ough and complete, inchiding Faleons
“paper registry,” which details /O
resource assignments of every board in
the system. Given the number of miscre-
ant PnP cards out there, this list can be
invaluable when installing a new card. The
Mach Vi installation is basically painless,
with all ports clearly labeled, Setup takes
about ten minules, and once you power
up the Mach V, its ready to play, both in
Win 95 and DOS. Falcon also includes a
setof DireetX 3a drivers you can re-install
in case some I'i!i.\[)('hil\'illg DirectX game

hoses your display drivers.

ium with MMX
Graphics 17-inch monitor

|DE CO-ROM drive
peed 128 graphics board

bs Sound Blaster 16 sound card

ACS-55 speakers

CcewW

sterdD board (3Dfx Voodoo chipset)

programmable F-16 CombatStick

A(\erﬁi Dolby Multimedia Surround Sound)

JULY 19497

' RIG ENVY This Falcon Northwest Mach V will run you a mere $3,500.

HOW'S THE PERFORMANCE?

Here, we'll compare the Mach Vio
Compags Presario 8712, a comparably-
priced high-end gaming box. Looking
first at the Win 95 numbers, the Mach V
is, as usual, very fast, nearly m:ltc!ling the
8712 in most tests, and Mach Vis hall
again as fast in WinBench’s Business
Craphics WinManks tesl. The Mach V
uses IIDIE storage components ralher
than SCSI. And while the storage system
numbers are nonetheless respectable,
Mach V falls short against the 8712 in
WinBenchs High-End Disk WinMark
test. Butin CD-ROM testing (tested with
12x drive), Mach V has the edge in
performance, and turms in lower
CPU usage numbers reading from
the CD-ROM. Using ZDs latest
benchmark, 3D WinBench, Mach
Vlums in avery impiessive score
of 132 WinMarks.

Looking at DOS test results, the
two machines are about dead even
in Quakis TimeDema tests, both
at the default 3205200, and the
00480 screen sive. In CBenehs
SVOAtest, Mach Vinmsina
speedy 444 frames per second
score, whereas Compag can't com-
plete this test, owing to its lack of
VESAZ0 support in firmware,

In games-based lesting, both
Quakt: and GLOUAKE nn very

swiftly, and the
Tatter still runs
sinoothly with
rendering fea-
tures cranked
all the way up.
"laking Mach V
for a spin
through
SOMMANCHE
3in DOS with
all the render-
g ing features
B tumedup
shows that
Mach V deliv-
ers here as well. In Win 95 titles, perfor-
mianee in US Naw FIGHTERS "97 and
INTERSTATE 76, both DireetDraw litles,
goes off without a hitch. USNI97's
frame rate stays between 15-25 fps with
all rendering features maxxed out,

All'told, Falcon has assembled a very
impressive rig in this new Mach V, and
wilh a few minor modifications, has
brought the units price down to be com-
petitive both with Compag and with
Microns Home MPC.

Faleon excels in the litlle extras: the CH
gamecard, the CH joystick, and the 3Dix-
based 31 graphics. Not to mention, of
coursc, that the system is luned for games
first, and other tasks second, 1f you'e in the
market for a gaming rig that delivers some
nice extras, lake a good look at Mach V. %

PAPPEAL: Action and simula-
tions gamers looking for killer
performance and a rig that’s
ready to rock and roll straight
out of the box.

PPROS: Great performance across
the hoard; new ATX case simplifies
motherhoard access.

rcops: Higher
2D graphics res-
olutions not sup-
ported hy
2.25MB version
of Hercules
board.




e, pinpoint accuracy, and

‘introducing

The new Blackhawk gives you the look and feel
of the most expensive joysticks on the market. But al

29 bucks, you don’t have to be the Sultan of Brunei to afford it, And once you own it,

all you have to do lo play is plug it in, Then play any joystick controlled PC game you

wanl. For as long as you want, Because the Blackhawk is specially-designed for .

comfort and durabilily, even while you're furiously blasting away at the enemy. Gm VIS

So get Blackhawk. And starl playing games the way they were meant to be played. Go to s ' '

your favorite store or call us at 1-800-257-0061 or visit our web site at www.gravis.com.

| paming for the 2180 cenlury |

@ 1997 Advanted Gravis Computer Tochnalogy Lid. All rights reserved. Gruvis and Blackhowk are trademarks of Advanced Gravis, All rodemcrks are the property of their respective owners. CIRCLE READER SERVICE #351
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166 MHz TD-22 166 MHz TD-25 200 MHz TD-25

* Intel” 166 MHz Pentium® Processor * Intel 166 MHz Penfium® Processor with MMX™ Technology * Intel* 200 MHz Pentium* Processor with MMX"™ Technolc

* 16 MB Synchronous DRAM * 32 M8 Synchronous DRAM = 32 MB Synchronous DRAM

* 512K Pipelined Burst Cache » 512K Pipelined Burst Cache * 512K Pipelined Burst Cache

. Inlergruénh Intense 30™ 100 Graphics * Intergraph Intense 30™ 100 Grophics w/ 4 MB EDO RAM * Infesgraph Intense 30"™ 100 Graphics v/ 4 MB EDO RA
w/ 4 MG EDO RAM * 3.5 68 10ms EIDE Hard Drive + 5.2 68 10ms EIDE Hord Diive

* 1.7 GB 10ms EIDE Hord Drive 12X FIDE CD-ROM « 12X EIDE CD-ROM

* 12X EIDE CD-ROM » Ensoniq" 3D Wavetable Card plus Amp, Speakers & Mic * Ensoniq™ 30 Wovetable Card plus Amp, Speakers & Mic

» Microsoft™ IntelliMouse® « Miciosoft™ IntelliMouse™ * Microsoft* Intellitouse™

* 2 USB Ports, 2 Seriol Ports, 1 Paralle! Port « 2 USB Ports, 2 Serial Ports, 1 Paralel Port = 2 USB Parts, 2 Serial Ports, 1 Parallel Part

* 155d67 Manitor (14.0"viewable) * 155d67 Monitor (14.0"vigwable) * 175d69 Monifor (16.0"viewabls)

$1,649 $2,099 $2,649

Upgrada to 32 MB SDRAM — Add $100 Intel Pro 1008 10/100Bose-T Networking Cord — Add $125 33.6 Baud Fox/Modem — Add $155
Ensoniq™ 30 Wavetable Card plus Amp, Speakers & Mic— Add S75 17569 Monitor(16.0* viewable) — Add $255

Systems include: 30-doy money-back guarantee, 3 year limited warranty ane year on site, Windows“95 w/30 Days Free Phone Support, Macromedia® Extreme 307 ** tool-free mini fower case



266 MHz TD-225 “Ew"

= |ntel 266 MHz Pentium™ Il Processor with MMX ™ Technology

* 64 MB EDO DRAM
* 512K Pipelined Burst Cache
= Intergroph Intense 30" 100 Graphics v/ 4 MB EDO RAM
= 5.2 6B 10ms EIDE Hard Drive
* 12X EIDE CD-ROM
» Ensoniq™ 30 Wavetable Card plus Multimedio Keyboord
» Microsoft* IntelliMouse®
* 2 USB Ports, 2 Serial Ports, 1 Parallel Port
* 175449 Monitor {16.0"viewnble)

$3,349

215495 Monitor (20.0 viewable) — Add 5922
Three years On-Site Limited Woranty Service® — Add $159

I.ive ihe 3D EXPerie“teoThis is no game. Our PCs are

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

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

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

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

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

with correct textures, Gouraud I I'l
shading, environment mapping Fsw el'e.
you're going.

— serious stuff.

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

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

‘This is it! The 3D PC you want. Got to have.

And the 3D is FREE! Don't wait. Get it NOW.
| Get Intergraph.

INTERGRAPH

COMPUTER SYSTEMS

We'll take
you there.

Order Direct Now!
1-800-692-8069

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

1 ias peoeded by lessegrach Corpresticn, Da-scte waevte mary tot be ovolloble in nietoin rencte ke, 30-doy meney -Biack policy does not inchuds criginnt or mtues shigping oed bondling chamges ond begion o dee of
!:lo:.rLJncmlwlrﬂudud s ol sobe o Lmidod Womoethe, phocse wriy Infergraph, One Modkson ladsial Fork, Mol Stop (R0BD, Huntoalle, AL 35594-0001. ™" Mac .rvodai:u—nnms e
s b, P ood specfusions o walid bor the 1S, ooty caed ore sabiect 0o chonge mithonut moticn. Prices do not indhals shippieg ood bondBey, M portheates cow subieat o ovailobslty, Intergragh ood the Interprgh
logn om mgiend tmademerts nnd TD & o tredemerk of Invergroph Comporasion, The Intel Imide oo, Fenthas Fro, Pemtm, o MV cra ogiternd brsdomrts of fatel Corporstion, Wisdows & o mgiztored ocdermert of Migach
tatpeestion MCHT0334 Intergroph Computer Sprtems 1-205-730-5441
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Price: $149 with

4MB EDO DRAM
Manufacturer: STB Nitro 3D
Distributor: STB, Inc.
Richardson, TX

(972) 234-8750
www.sth.com

Reader Service #: 341

REVIEW ¢ STE NITRO 3D

Lukewarm Nitr

by Loyd Case

hen $3 delivered the VIRGE
2DBD aceelerator chip last year,
they beat many graphics chip
vendors to the punch. Users then
discovered that they had a pretty
fast 2D aceelerator, bul the 3D graphics,
although pretty, were less than speedy. In
fact, unaceelerated versions of a game like
DescEnT 2 would actually run faster than
the “accelerated” version. So, S3 wenl
back to the drawing board and came out
with the MRGE/GX and VIRGE/DX.
The GXbased Nitro, although capable
of using SGRAM, comes with 4MB of 28
nanosecond Silicon Magic EDO DRAM,
and lists for only $149. You also get a temif-
ic game bundle that includes MiEcH-
WARRIOR MERCENARIES, INTERSTATE 76,
SPERAFT, and HyPERBLADE. But, only
FiveirsrADE actually supports 3D hard-
ware aceeleration through Direc3D.

As a Windows 2D aceelerator, Nitro
31 is a bit above average, but not much,
posting 51.5 on WinBench 97 running al
1024x768x16-bit color on a Micron
Millenia P166 test system. However, il
does great on scaled video tests, scaling
up a 3205240 AV file to 800600 (24-bil
color) with only a single dropped frame.

DOS performance was decent.
Cbench DOS SVCA graphics score
was 35,5 [ps—again, good, but not great.
QuAK: 107 ran speedily, but Nitro 3D
doesn’t support VESA 2.0 in hardware;
you'll need a software VB driver like
Seitech Display Doclor.

What about 3D7? Using Ziff-Davis’
new 30D WinBeneh 97 (see related story
in Read.Me), the Nitro 31 posted a score
of 28.2. We've run quite a few cards
through 30 WinBench by now, and the
Nitro is the fastest S3-based card we've

seen so far. Image quality is pretty good,
too. But even with this second-generation
chip, S3 still trails A1, Matrox, and
Rendition-based cards in 3D WinMarks.
If you wanl a fairly stable 2D accelera-
tor with okay 3D performance and a
great software bundle — without paying
through the nose —check out the
Nitro3D. But if you want really fast 3D,

you should look elsewhere. %

P APPEAL: Those looking for an
inexpensive 3D card.

PPROS: Inexpensive, respectahle 2D
performance;
great bundleware.

PCONS:
Mediocre 3D
performance;
lack of VESA 2.0

support in

HARDWARE

S ——

Price: 5149
Manufacturer: Deltron
Taiwan, R.0.C.
Distributor: HSC Windsor
Windsor, Ontarip, CAN
www.windsoronline.com
(619) 734-8491

Reader Service #: 342

Kk kK  REVIEW ¢ RV-FLASH 3D

Voodoo for Less

by Loyd Case

hen Orchid 'Technologies
shipped the first 3Debased 3D
accelerator, the visual and perfor-
mance quality made a lot of
gamers drool with excitement.
The $299 list price, however, generated a
lot of wailing and gnashing of leeth. Since
then the price has dropped lo around $210
mail order, but its still not a trivial purchase,
Iiring a shot across the bow of Orchid
and Diamond is Taiwanese vendor
Deltron, with their Ilash 3. At first
Dlush, the Flash 3D closely resembles
the other two 3DFx boards on the mar-
ket, complete with 4MB of 40 nanosec-
ond EDO DRAM. But theres one
important difference: it only costs $149.
As you might expect from the low
price, this board comes with few ameni-
lies. The documentation, a few pages of
photocopied text, gives new meaning to

CGwW

“sparsc.” Theres no real bundleware, just
the GLOUAKE executable (which requires
the full version of QUAKE), demos of
Tonvs RAIDER and CYBERGLADIXTORS,
and a Microsoft Game Sampler.

Installation was very casy, though,
Windows 95 detected the Plug-and-Play
card and even found the correct driver
on the Flash 3D driver diskette. One
reboot later, and Flash3D was ready for
action. 'True to the products sparse
nature, theres no display control panel
applet o adjust display paramelers,

As for performance, the card scored
97.2on 7215 3D WinBench on a Micron
Millenia PI66, just a couple of points
behind the 99.2 posted by Orchids

Righteous 3. We also ran GLOUAKES

TimeDemo numbers, and Flash3D

matched Righteous 3D frame for frame,
and the image quality was superb,

JULY 1997

Here’ the bottom line: If youTre looking
foravery fast, 3Dfx-based 3D accelerator
for a very modest price, and aren't con-
cerned with software bundles, this card
warrants a serious look. While technical
support from an unknown manufacturer
might be problematic, the card itself looks
well-designed and solidly built. Tt at least
worth more than a casual glance. ©

PAPPEAL: Gamers looking for 3Dfx
performance on a K-mart budget.

PPROS: Inexpensive 3Dfx perfor-
mance; decent
components;
easy installation.
rCOMS: No
amenities or
bundled games;
skimpy manual;
uncertain support.




YOURE NeT IN THE GAME...

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






Drag your computer gaming out of the den. Trade
your office chair for a couch. Invite your friends over.
Get comfortable. Kick major booty.

The Gateway Destination™ Big Screen PC/TV lets
you and a few of your closest wingmen smash the alien
horde, cruise the Internet or tune into your favorite
television shows.

Our Destination 31-inch VGA monitor delivers in-
your-face action to the entire group. The wireless
keyboard and Field Mouse® remote let you control the
action from up to 10 feet away from

P

the monitor while you slake your

gaming thirst or sail around the Internet. Add optional
speakers or tie in your existing stereo’s audio and
prepare to be engulfed.

The heart of our Destination
system is a powerful PC, now
available with Intel’s Pentium®

processor with MMX"™ technology or
the rockin’ Intel Pentium® I1 processor.
With Gateway, you take control of your Destination Big
Screen PC/TV mothership before it’s even built by
deciding what goes into the system.

So, you want the Destination system in your face,
digital cowboy? Call Gateway today and
get into the game.

CIRCLE READER SERVICE #105



Gateway Destination™ Big Screen PC/TVs

u Inlel® 266MHz Pentium® 11 Processor | [ntel 233MHz Pentium IT Processor
with 512K Cache with 512K Cache
m (4MB EDO DRAM m 32MB EDO DRAM
® Destination 31" VGA Color Monitor m Destination 31" VGA Color Monitor
u STB 2MB VRAM Graphics Accelerator m STB 2MB VRAM Graphics Accelerator
wilh Cable-Ready TV Tuner with Cable-Ready TV Tuner
® (.4GB 10ms EIDE Hard Drive ® (.4GB 10ms EIDE Hard Drive
B 12X min/16X max CD-ROM Drive ® 12X min/16X max CD-ROM Drive
® 3.5" Disketle Drive m 3.5" Diskette Drive
» EasyPhoto Drive™ Scanner B Ensoniq Wavetable Audio
m Ensoniq® Wavetable Audio » harman/kardon High-Fidelity Sound System
» harman/kardon® High-Fidelity Sound System u TelePath® Fax Modem for Windows
m TelePath® Fax Modem for Windows with x2™ Technology”
with x2"' Technology” ® 7-Bay Charcoal-Colored PC Case
® 7-Bay Charcoal-Colored PC Case m Wireless Keyboard w/ Integrated
® Wireless Keyhoard w/ Integrated EZ Pad Pointing Device
EZ Pad™ Pointing Device | Wireless Field Mouse Remote
u Wireless Field Mouse” Remote & [our-Channel RF Receiver
B Four-Channel RF Receiver u MS® Windows 95
® Microsoft® Windows® 95 ® Destination Software Collection™
B Destination Software Collection™ m MMX Technology-Enhanced Software Bundle
m MMX™ Technology-Enhanced Software Bundle m Gateway Gold Service and Support™
m Gateway Gold™ Premium Service and Support® for Big Screen PC/TVs
for Big Screen PC/TVs $3 999 As low as* $139/mo.

$4499 As low as* $156/mo.

“The Destination Software
Collection features popular
titles like You Don't Know |
Jack™ — Family Edition,
Monopoly® Launch®
Magazine, Issue 11

and more!

"Maximum data transfer rate dependent on
certain variables including particular
modems with which you are communicating,
telephane fines, communications software
1d fcatit 3 Wt Y v ™
Gy You've pot a friend in the business.”®

*The Destination 31" VGA manitor is

convered by a one-year limited warranty.

Call or write far a free capy. 8 0 0 L] 8 4 6 - 8 5 7 1
www.destination.com

610 Gateway Drive, P.0O. Box 2000 « North Sioux City, S.D. 57049-2000
Ihone 605-232-2000 = Fax 605-232-2023
©1997 Gateway 2000, Inc, GATEWAY 2000, black-and-white spot design, Field Mouse, “G™ logo, TelePath and “You've got a fricnd in the business™ slogan are registered trademarks, and Destination, EZ Pad and Gateway Gold are trademarks of Gateway
2000, Inc. The Intel Inside Logo, Inted and Pentiom are reg d trademarks and MMX isa trademark of Intel C ion. All other brands and product names are trademarks or registered trademarks of their respective companies. Al prices and

configurations are subject to change without notice of obligation. Prices do not include shipping or applicable sales tax. Many Gateway 2000 products are custom engineered to Gateway 2000 specifications, which may vary from retal versions of the software
anil/or hardware in functionality. performance or compatibility. *Financing available on approved credit issued and administered by MBNA America® Bank, N.A. Payments based on 36-month term at an Annwal Percentage Rate as fow 25 14.9%,
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The Most Respected Reviews
in the Industry for 15 Years

GG Choice

READER QUOTES

Battlecruiser 3000 AD: “| own in
excess of 100 computer games and
consider your publication the definitive
game review source. | thought that your
scathing review of BartLecruiser 3000
AD was too severe, and | chose to keep
the game based upon the designer's
[claims] that an adequate manual and
patch were just around the corner. That
was in October of 1996. It is now the
end of April and | have been treated to
a barrage of promises but very little
substance. As of today the manual that
was promised with the fifth (yes fifth!)
major patch still remains an unfulfilled
promise. The famous “C5" patch which
was supposed to be the “ultimate” one
contains many bugs and now includes
three additional “maintenance patches”
to be installed after the main patch! |
wish that | was making this up. Please

Games This Month r-c_-

continue to warn your readers about
defective products and continue to have
the courage to sound the alarm. | am
one gamer that is now older and wiser.”
Mike Lyons
via the Internet

Black Heroes: “I've been a comput-
er buff ever since Atari came out with
Pong. My concern today is the role
models for computer games. How
about making a hero or main character
black sometimes? I'm not trying to
start a revolution or be the leader of a
noble cause. But if you ask that ques-

The Question is Listening

tion in an article to the big boy compa-
nies, maybe | can get an answer.”

David J. Johnson, age 44

Afro-American Gamer

Tulsa, OK

Good question. We've seen only one
African-American lead character in a
game recently, Taurus from I-'76. The
upcoming Daarna from lon Storm will
reportedly include a controllable black
character, Superfly Johnson, who looks
fo be a pretty mean dude (See CGW
#155). We hope other game developers
consider your suggestion seriously.

Review Quote of the Month

“Luke’s light saber looks like a neon blue
conductor’s baton—Zubin Mehta as Jedi Knight.”
—Robert Coffey, reviewing YopA STorIEs

HOW DO WE RATE?

We only review finished products, not pre-release versions. The ratings are as follows:

Outstanding;
The rare game
that gets it all
right. The graph:
ics, sound, and
gameplay come
together fo form a
Transcendent Gaming
Experience. Our strongest
buying recommendation.

Very Good:
A high-quality
game that suc-
ceeds in many

* areas. It may

* have minor prob-

*
*

lems, but is still worth
your money, especially if
you're interested in the
subject matter or genre.

Average:

A mixed bag. It
can be a game
that reaches for

*
* the stars, but

* falls short in sev-

eral ways. It can also be
a game that does whal
it does well, bul lacks
flair or originality.

Weak:

A game with seri-

ous problems.

Usually buggy,

* serfously lacking

* in play value, or

just a poorly-conceived

game design—you
should think long and

i hard before buying it

JULY 1057

Abysmal:

The rare game
that gels it all
wrong. This is
reserved for those

* products so

buggy, ill-conceived, or
valueless that you won-
der why they were ever
released in the first place.



Price: 542.95
Minimum System
Requirements:

95, 16MB RAM, 2x

CD-ROM drive (4x rec

ommended), PCI
graphics card, 16-bil
sound card, joystick
Multiplayer Support:
Null modem (2 play-
); Modem, Internet
s); LAN
-8 players)
Designer: Larry
Holland and

Totally Games
Publisher: LucasArts
San Rafael, CA

(800) 985-8227
www.lucasarts.com
Reader Service #: 343

Sans Solc

LucasArts’ Newest Star Wars Sim
Leaves Single Players in the Dust

by Elliott Chin

ne of my favorite games
of all time is T1E
FIGHTER, bul as good as
that game was, it was
missing something cru-
cial: multiplayer support.
The game had
an excellent
storvline; well-

designed, con-
nected missions; and ineredi-
ble gameplay. But my [riends
and I would always have to
take turns playing the game,
since it didn’t have multi-
player supporl. [ wished that
we could fly missions logeth-
er, race lo see who could
take out the Mon Calamari
cruiser [irsl, or just go head-
to-head to determine who
was the best pilot. So when |
heard that LucasArts was
working on a sequel that
would have multiplayer play,
[ was ecstatic, | cagerly awail-
ed what I hoped would be a
game with the same depth
and story, the same sense of
being an Imperial (or Rebel)
pilot, all with the addition of
multiplayer capabilities.

When [ first booted up X-
WING v, TIE FIGHTER, and
jumped into a few training
missions and multiplayer
dogfights, I was smillen with
the game, which played like
T FicHrer, and looked
greal as well,

However, once the initial buzz wore
off, | discovered that this game was
nowhere near as good as its predeces-
sor. While the multiplayer missions are
definitely fun, and the idea is great, the
game just doesn’t have that immersive
feel that vaulted ‘T11% ICHTER into the

five-star category.

CCW
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MR. HOLLAND'S OPUS

NT includes five types of missions:
Exercises, solo or multiplayer training mis-
sions; melees, compelitive missions
between teams or individuals; combals,

engagements between Imperial and Rebel

WILL YOU PLAY WITH ME? At last you can play
multiplayer TIE FieHTer, bul you had better have
friends, because this game isn’t much fun alone.

UPSIDE DOWN There's no handicapping, so ships
like the A-Wing will always have an advantage over
Assault Gunboats.

forees (as opposed 1o the melees, which
are compelitions withoul Rebel/Ifmpire
divisions); lournaments, simply three or

five melees strung logether, with the goal of

being the pilot to accumulate the most
points; and battles (one per side), which are
actually just the combats, played one after
the other in a loose mini-campaign where
you bry to win in seven combals,

F
While exercises, melees, and combats

are played as one-lime missions, tourna-
ments and battles record VOUT Progress,
Thats all there is to the game. You can
jump around and |)|;1_\‘ any mission at any
time, but thats it. There’ no progression
between missions, no scenarios that
open up after more wins; just a haphaz-
ard pool of available missions. All the
missions can be plaved single playver, but
il you do, be prepared o lose often.
Because the missions are designed for
multiple pilots, and because the Al can't
be counted on to fly as intelligently as
humans, you'll often feel overwhelmed.
However, if you can play with others, the
missions are indeed fun and challenging,

THE DARK SIDE OF THE GAME
"The biggest problem with XvT'is the
poor single-player component. There
are no ll'LI]j.' interconnecled missions and
there isn't a shred of continuity in the
game. The only encouragement for play-
ing more than a few solo missions is o
amass points. Multiplaver combat is the
main focus for XVT, but still, the majori-
ty of people who are buying this product
will no doubt also want to play some
compelling solo games. If LucasArts had
incorporated the original TIE G
solo missions, or added some cul-scenes
and mission debriefings between cach
battle mission, it would have added
more value to the single-player game.
Also, none of the classic battles from
the Stanr Wars movies are available for
play. It would have been great to fly the
X-Wing into the Death Stark core to
blow it up, or to play the TIE Intereeptor
chasing Wedge into the core. If a mis-
sion editor had been included, we could
recreate historical Star Wars missions
like the Death Star rin in Return of the
Jedi, but one isn't available and
LucasArls lras been traditionally hostile
towards user-created mission editors,

rContinued on pg 157



hat it lS

has become
quite clear

computing



SPECIAL ADVERTISING SECTION

has

What it

quite clear

new kind of computing platform — designed to A
make your PC or Macintosh work better on the
Internet and the World Wide Web — has arrived
and it promises liberation from the you-can't-
get-there-from-here snafus so typical of earlier times.
The future is here and it’s called Java™ computing.
Are you into games or web browsing? Or maybe
you put your computer to work on your personal
finances or you have a yen for homegrown desktop
publishing. Perhaps you want to expand your kids’
educational opportunities. Do you ever dream of
being able to control and regulate the appliances in
your house from your notebook computer or a
cell phone?

become

Whatever your interests,
Java technology will trans-
form your computing expe-
rience. All you need is a
Java enabled web browser
— and today every major web
browser on the market, including Netscape
Navigator™ and Microsoft Internet Explorer, are Java
computing enabled.

Today, this minute, you can power your desktop
computer with Java technology for free. Just select
the Java enabled browser you prefer and download
it. Then watch as a whole new world begins to fill
your horizons. The best is yet to come.

(-

Browsers have evolved dramatically
since Mosaic made websurfing easy
for the rest of us. Today's browsers
represent a new kind of platform that,
while still easy to use, also enables
development of rich, rohust, net-
work-centric applications.

e Size. Smaller is faster
when it comes to down-
loading applications. It also
lowers hard disk requirements
and gives you a chance to get heyond
the “bloatware” that’s recently
dominated desktop applications.

e Speed. Is there such a thing as
enough bandwidth? As websites
become richer with audio, video, 3D
and other data types; speed is key.
Java applets can maximize whatever
handwidth you've got.

e Security. With the Internets
universal connectivity comes the
danger of malicious hackers and their
ability to infect your computer. This

e

4

!

-

can he expensive, and at the very least
a huge hassle, especially if you're not
a corporation. Your browser should
provide a secure communications
channel (or “socket”) and a reliable

means of identifying users and services
to determine their allowed privileges.
It should also be ahle to ensure that
viruses, warms, and other malicious
software programs can't infect your
system. Look for a browser with SSL
3.0 and 128-bit encryption, hoth of
which represent dramatic improve-
ments over earlier SSL 2.0 and 40-hit
security.

o Cross-platform independence. You
probably know folks who use a

&2

fundamentally different kind of
computer — a Macintosh to your PC,
for instance — and before web
browsers came along, it was difficult,
sometimes even impossible, to share
files with them. Some browsers can
alleviate this problem because, as
Java enabled browsers, they have
become a computing platform in their
own right, functioning at a stan-
winy.  dards-based level above the
27" underlying operating system.
Laok for browsers that
support secure, open applets and
open scripting languages along with
system-specific, unsecured applets.
Today, Netscape’s Navigator and
Microsofts Internet Explorer, among
others, both support the Java platform.
Sun Microsystems has also developed
HotJava™ Browser, which has heen
designed to deliver customizable
applications that will first be honed by
the husiness community, and later
emerge on the Internet in electronic
commerce and shopping applications.
Keep an eye out.




Applet vs. application

Applet: a pragram run on a weh browser (or applet viewer)
that has strictly limited access to your system, An applet can
normally not read or write files on your system, whereas an
application normally can.

Application: a standalone program normally launched from o
the command line that has more or less unrestricted access o ¢

i Astrology. Net
. provides users with
A solution apart T ~ daily horoscopes,

hough less than two years old, Java computing -' aStrologv tl-.p-s a“d
and the language on which it's based have vo“r astro .

attracted more interest than the C programming

language managed during its entire first decade.

What sets Java computing apart? Freedom and the very
real way that freedom’s been evoked: Java computing
is genuinely, unequivocally platform-
independent. A program written in the Sy '
Java language can run wherever a Java & i B to your dailv
platform is present, regardless of the ey .
underlying proprietary environment, horoscope!
whether it's Windows, Mac, UNIX® — it doesn't ——] ' L)
matter. & ' "

Here's how it works: Because a Java applet or application

compiles to machine-independent bytecodes, the same
exact file can run on any operating system, as long as that
operating system is also running the Java Virtual Machine,
Each underlying system has its own implementation of the
Java Virtual Machine, but since there's only one Java Virtual
Machine specification, the Java platform acts as a standard,
uniform programming interface to applets and applications
on any hardware.

——So-lava-applets—and—applications can run in any Java
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e nte rta i n 0 u enabled web browser, like Netscape Navigator, Microsoft's
y Internet Explorer or Sun Microsystem's new Hotjava Browser.
- orldwide entertainment giant Sony has turned to Java This makes Java computing perfect for today's quickly-
\ computing to create a new weh-hased entertainment blossoming Internet, where one program needs to be capable
nd commerce network called TheStation@sony.com. of running on any computer in the world.
As you might expect, this special new website can be found
at http//www.station.sony.com. ;
Highlights of The Station include: J dva comp utin g

o StationPass, a unique communications feature of The IS universa
Station combining the best of technology and design. The
Stalm{rPass is The Station’s we'bW{de wa!kle-tafkle: oy el bowserhas Tkl sivesdiniag you B
allowing for two-way communication through realtime _ . : . .
messaging from passholders and announcements from The your first Java experience, since the Java Virtual
Station itself; Machine now resides on all major browsers.

o Personalized areas that include personal descriptions, But Java computing hasn’t stopped there. Remember:
favorite links, buddy lists of other users active on the site as
well as account and billing information; o _

o CommStation, an area where users can access multiple applications can be dynamically downloaded and run.
communication features such as instant messages, electronic That's why Sun Microsystems has made a Java development
postcards, interactive threaded discussion groups and real- kit available for Windowsgs and Windows-NT, Mac0$ 7.5 on
time chat;

o Station Search, an area where users can search for ; : _
people, services, and products in The Station; and IBM, meanwhile, has ported the Java Virtual Machine

e An extensive shopping network that allows multiple to Windows 3.1, 0S/2, and AIX. And the Open Systems
companies and brands to aﬂer online customers an Foundation has ported Java to assorted UNIX platforms,
opportunity to buy goods ranging from books and CDs to
promotional merchandising for entertainment offerings.

anywhere there's a Java Virtual Machine, Java applets and

PowerMacs and 68030 (25 MHz and faster) and 68040 Macs.

while other ports are underway for Nextstep, the Amiga and
possibly other platforms.
EEHIND THE SCENES: A LEADING EDGE =~

For development of its exciting new site, Sony turned to JAVA COMPUTING IN SILICON
a leading provider of consumer-focused online solutions,
Art Technology Group (ATG), which supplied Sony with
commerce, advertising, user-profiling and communicatigns
capabilities from its Dynamo suite of Internet _ : :
applications, and developed extensive \ the Java platform will be incorporated into
network management and cellular phones, pagers, palmtops, even
administration technology _ thermostats. And for good reason. By the end
for the web-based online R
network. 3 "

“ATG has built for The Station between 5o and 100 microcontrollers. Java
a seamlessly integrated and ' technology makes possible easy commu-
entirely web-based entertainment : . nication between all these devices. In fact,
service unlike any other on the '
web today,” said Jeet Singh, ATG's
chief executive officer. phones, set top boxes, personal digital assistants and other

“We integrated different Sony Internet appliances operating in a networked environment
programs for music, game shows, soap operas and kids, as and highly optimized for small applications running at top
well as third-party content into a single, large-scale,
consumer-driven service. Our approach was to design an _ -
online netwark that focuses on delivering a well-integrated, devices from your PC, Mac or laptop — and it'll all be as
personalized user experience.” simple as using your web browser.

All applications are created using the Dynamo Developers So promising is this new world of Java computing
Kit, a Java computing application development framework.

But the Java computing arsenal goes way
beyond that. Soon microprocessor versions of

of the decade, the average home will contain

Java technology can help link the millions of cellular

speed. Eventually, you'll be able to interact with these



enabled consumer electronics that Sun Microsystems
and others are casting the Java platform into silicon
50 you can benefit from Java processors' signifi-
cant power, performance and cost advantages.
And recent new interfaces will make it easier for
software designers to build Java computing
into games, TVs, smartcards, copiers, fax machines
and dashboards. |ava computing will be everywhere.

SPECIAL ADVERTISING SECTION

Fair weather ahead with
Java computing

the house without an umbrella,

because the weatherman pre-
dicted 60-degree temperatures and
sunshine, only to be drenched on the
way home?

Alas, TV and newspaper weather
forecasts are wrong about as often
as they're right. We depend on them
anyway because theres been no
alternative. Until now.

A group of farsighted weather
researchers at the University of
Michigan have put the Java platform
to work so you can interactively view
the national weather picture on your
desktop computer screen whenever
you want. Whether you're in Portland,
Maine or Portland, Oregon — or any-
where in between — you can get
immediate access to the latest
weather information by accessing the
Blue-Skies World Wide Web site. So
when the weather changes — and it
always does — you can be prepared,

cH.ow many times have you left

NOTHING BUT BLUE-SKIES

The brainchild of three University of
Michigan scientists who call them-
selves The Weather Underground,
Blue-Skies is a Java computing appli-
cation featuring the Interactive Image
Format (lIF) Viewer, an applet that
waorks with any Java enahled web
browser.

Blue-Skies site visitors can
download the Interactive Image

Format Viewer and view a wealth
of graphical weather data drawn
from a network of nearly 300 Internet
sites. By simply moving your mouse
across an on-screen weather map,

you can see current weather
coniditions across the nation, updated
instantly.

The viewer applet warks by
interpreting lIE which means you can
customize IIF web pages on the fly to
meet your own particular interests
and needs — all without having to
recompile the original Java cade.

A WORLD OF WEATHER

The Weather Underground offers
what is probably the mast compre-
hensive collection of online weather
services available anywhere.

Using Blue-Skies, you can access
all of this data, plus weather reports
from ski destinations, tropical storm

Java computing is
designed to be portable

-~y he same Java applications run on all
iplatforms and networks — a seamless
& environment reaching from server to
_'.'l client to cellular phone and beyond.
Thanks to its virtual machine orientation, applications

text continued on page S8

updates and general travel conditions.
What's more, through its innovative
WeatherCams, the WeatherNet
delivers live, daily pictures of weather
conditions in over two dozen cities
and resorts in North America.

The Weather Underground plans to
expand its services even more in the
near future. In addition to its free
educational site, made possible by
the University of Michigan and the
National Science Foundation, a
commercial site that promises to be
an even richer source of weather
imagery and weather-related infor-
mation will be launched soon.

JAVA ENABLES NEW USES

The Java language’s robust, distrib-
uted architecture is an important part
of these new capabilities. Because
the Blue-Skies IIF Viewer can be
downloaded quickly, easily and free
of charge to multiple platforms, The
Weather Underground believes it'll
he especially useful as a science
teaching tool in schools. In fact, an
extensive meteorology curriculum
for grades K-12 has already been
produced to speed the applet's
acceptance for this purpose.

Soon The Weather Underground will
be licensing its Blue-Skies engine and
extending the technology into other
fields, from seismic activity monitoring
and national park information to cam-
pus directories and bus schedules.

“In addition to realtime science data
providers, like us, you could use the
lIF viewer for any John Doe’s really
cool home page,” says one of lIFs
developers.




the great

_ust months after pioneering Internet
‘push’ technology based on the Java
p!arfarm Marimba, Inc.s Castanet

. is emerging as the technology-of-
cha:ce for software and content delivery
over the Internet.

Channels built with Marimba’s Castanet
are going up with increasing frequency.
And the subjects of these channels span
the interests of the world — from inter-
active comics, games and puzzles, to
displayed databases, and absolutely
current news and sports information,
Marimba makes the Internet come alive.

Now over 50 leading Internet technology
vendors, corporate customers, publishers, media
companies, consulting firms, and international soft-
ware distributors have struck strategic partnerships
with Marimba, signaling a major alignment around a
single Internet technology for content and code
deployment. This collective support demonstrates
Castanet's unique flexibility for many uses, including,
for example, enabling CNNfn to provide a new service
allowing investors to monitor their stock portfolios
on their desktops and get news stories relevant to
their portfolios.

“At CNNin, our strategy is to deliver breaking husiness
news and investment information in all ways that are
effective and helpful to our audience,” said Lou Dobbs,

Check out the Gamelan channel
listing. It provides a complete
listing of the Castanet channels
that are available today.

push

chief executive of CNNfn, “Marimba’s

d Castanet technology will allow us to develop
an excellent and unprecedented new channel
for PC users."”

A NEW KIND OF CHANNEL

Unlike products that merely broadcast
information to desktops, Castanet’s two-way
communications capabilities enable these
companies to efficiently deliver media-rich
entertainment and information services
customized to the unique needs of individual
users — without concern for handwidth
constraints.

The Castanet Internet application management system
intelligently deploys and automatically maintains rich
media content and software to millions of users across
the Internet. The system is comprised of the Castanet
Tuner client and the Castanet Transmitter server. The
Tuner enables end-users to subscribe to application
‘channels’ deployed by various Transmitters across the
Internet.

Examples of types of channels enabled by Castanet
include multimedia entertainment, interactive games
and productivity applications — all updated in the
background with minimal impact on network handwidth.
Since its debut, hundreds of thousands of end-users have
downloaded Castanet Tuners from Marimba’s website at
http;//www.marimba.com. Castanet is compatible with
all Java development tools and runs on Windows NT 4.0,
Windows395, Solaris™ 2.5 and the Mac operating system.

In addition to sending simple content like advertising
and stock quotes to your desktop, Castanet's ‘intelligent
push’ capabilities are being incorporated into the
products and services of leading technology vendors,
including Hewlett-Packard, IBM, Intel and Sun. To
enable automatic creation of Castanet ‘channels,” tool
companies Borland, FutureTense, Macromedia, Net-It-
Now!, Random Noise and Symantec are embedding
Marimba’s publishing technology into their own
products so content authors can automatically create
Castanet channels.
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IMPROVING THE VIEW

Castanet is also delivering breakthrough capability
to key publishers and media companies. Just like
corporations running enterprisewide information
systems, media companies and publishers require a
robust deployment and maintenance platform on which
to build their new generation of media-rich information
services and entertainment for the Internet.

Its flexible architecture and ability to scale to millions
of users are the primary reasons such companies as
Columbia TriStar Interactive, EntertainNet, HotWired,
MapQuest, Net Noir, Quote.com, Public Broadcasting
Service (PBS), Sesame Street, My Yahoo! and ZDNet
have adopted Castanet. Additionally, Marimla’s relation-
ship with Macromedia, creator of Shockwave, will
ensure enhanced channel viewing experiences —
something key to today’s computer users.

“Sony Pictures Entertainment is excited to be using
the Castanet technology to bring our entertainment
content directly to viewers desktops,” said Richard

Glosser, senior vice president of Columbia
TriStar Interactive. “Our first channel — Shock It
To Me, Baby — which features Shockwave games
from our Columbia TriStar film and TV websites, delivers
such award-winning activity as Punch the Clown.”

BREAKING DOWN THE BARRIERS

The corporate world has leapt onto the Java computing
bandwagen in a hig way that will become increasingly
visible on your webscreen as companies pioneer new
ways to reach the rest of us.

Take Bentana Technologies, Inc. This Aetna-funded
company selected Castanet for its ability to break down
the barriers of enterprisewide communication between
the corporation and its agents, clients and beneficiaries.
Using Castanet, Bentana Technologies is building and
deploying rich content for collaborative and secure
electronic commerce channels that allow the imple-
mentation of a virtual enterprise and the broadening of
relationships with customers and distributors.

“Castanet represents breakthrough technology for
our electronic commerce platform, which integrates a

Subsribe to the Children’s Television
Workshop Sesame Street KidSite
Channel! Join your favorite Sesame
Street friends, grab a paintbrush
and have fun with the KidSite's
interactive coloring book.

company's products and services with customers and
business partners,” said David Donahue, president of
Bentana Technologies. “Now we're able to distribute
functions, such as enrollment and financial planning
information, directly to the field sales force and to
end-users.”

CREATING NEW
TECHNOLOGIES

By integrating Castanet with

. leading-edge technologies from
companies such as Hewlett-Packard, IBM, Intel, Lotus,
Macromedia and Sun, entirely new Internet applications
are emerging.

Intel, for instance, has partnered with Marimba,
Macromedia and PBS to the develop an “infinite CD"
for PBS. The technology leverages the storage capacity
of CDs along with Castanet’s ability to continually
update content in the background to deliver quality
entertainment, information and commerce to users’
desktops via PBS Online.

“Marimba’s Castanet is the wave of the future,”
said Dan Farber, vice president and editor-in-chief
of ZDNet. “It is the kind of technology that enriches
the user experience, overcoming bandwidth limita-
tions and allowing for more dynamic, interactive
content.”

Want to know more about Marimba? Check it out at
http.//www.marimba.com.
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are easy to transport across the Internet. The Java platform
encourages production of reliable, simple code and its
object and component orientation promotes re-use and
library-building. Already, hundreds of thousands of
programmers have learned the Java language and have
begun churning out applets and Java based websites that
are transforming the Internet to Java computing.

JAVA COMPUTING ACTION

The fruits of their labors are blossoming all over the
Internet and already take nearly as many shapes as you can
imagine, from games to personal banking to getting an up-
to-date weather report.

Stop by Gamelan (on the web at http://www.gamelan.com),
a directory of resources relating to the Java programming
language and you'll get a sense of the scope and reach of
Java computing. Organized hierarchically, the directory is
fully searchable and includes such diverse Java related
specimens as applets, standalone Java applications and news.

The Java platform is powering chat rooms, too. More than
15,000 webmasters use the EarthWeb Chat client on a hosted
basis to build their online communities, making it the
Internet’s most widely-used Java chat system. Since
Earthweb Chat is written in the Java language, it runs
seamlessly within the content of a web page, on any platform,
in any Java capable browser. With just a few lines of HTML,
even a novice webmaster can install Farthweb Chat in
minutes (check out http://chat.earthweb.com). It's also
one of the most flexible chat applications available, with
numerous options for customization.

Java computing is easing the burdens of staying weather-
proof, too. You can check the weather with the newly Java
enabled University of Michigan Weather Underground’s
Blue-Skies (see sidebar on pg.Ss) application, which gets
you weh browser access to current weather maps.

Or you can interactively zoom and browse your way to
over three million locations worldwide on an interactive
atlas, obtain city-to-city and door-to-door driving directions,




http://java.sun.com

identify places of interest, and create and save personalized
maps at the MapQuest website The site offers the wmost
detailed, high-quality cartographic information available
online with attractive, readable maps that can be magnified
from national to street level. MapQuest gets over three
million hits and serves up 600,000-700,000 page views
every day, placing it among the top websites world-
wide in daily traffic. See MapQuest's website at
http://www.mapquest.com.

Java technology even delivers Kodak moments via a power-
ful tool that provides complete online viewing, manipulation
and storage capabilities for scanned 35mm photo images.
Kodak's new Photo CD on the Web (see sidebar on pg. Sio and
http://www.kodak.com/digitalimaging/aboutPhotoCD.html)
now delivers cost-effective, convenient and high-quality
imaging to web browsers everywhere so you can access,
view and wmanipulate high-resolution images stored
anywhere on the web.

Java computing can make you a smarter investor, too.
WallStreetWeb's subscription service can be accessed at
http://www.wallstreetweb.com with a secure web browser
for instant stock quotes, built-in trading, power searches,
personalized securities lists, charting
capabilities and portfolio management.
And MarketPage offers wireless stock
market alerts and updates, delivered from
its website directly to your alphanumeric

pager.

PUSH TECHNOLOGIES

Until now, the Internet’s explosive growth
has been fueled mostly by the World Wide
Web and by e-mail. Now another innovation 7'. .
opens a new horizon: the Internet as a platform 08
for interactive applications and content that
lands on your desktop with little or no effort on your part.

Internet and Java computing standards mean these apps
will be much simpler and more flexible than ever before. And
that's not all: these interactive applications will be easy to

The MapQuest Channel offers
sophisticated worldwide map
coverage, dynamic map and
information navigation, interactive
screen and location icons and millions
of business locations and places
of interest. Bon Voyage!

deploy, simple for everyone to update and able to deliver
engaging, high-impact experiences directly to subscribers.

What's more, providers can gather detailed feedback
about subscriber preferences so content is always relevant
and up-to-date,

This new revolution has already begun. Java computing
based Castanet from Marimba, Inc., for instance, delivers
software and content over the Internet (see sidebar on pg. $6)
via channels that range from games and sports to news
and databases —and Castanet’s background communications
capabilities means no worry about
bandwidth constraints.

BEYOND THE WEB

Java computing opportunities reach
beyond the Web, too.

Corel Office for Java, a suite of office
productivity applications written in the
Java language, can run on any environment
that implements the Java Virtual Machine or
JavaQs™ platform. Because the client side of
Corel Office for Java has won 100% Pure |ava™
certification, all documents are readable and
editable across all platforms.

Corel is also busy applying the Java platform to the
Internet publishing process. With a new web publishing
engine called Barista now integrated into Corel’s WordPerfect 7
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L= yet? There's never been a better time, thanks to Java

U computing.

Kodak’s Photo CD system is a powerful tool that provides
complete online viewing, manipulation and storage capabil-
ities for scanned 35mm photo images. Introduced in 1992 as
a linchpin of Eastman Kodak’s Digital Science product family,
the Photo CD system delivers cost-effective, convenient, high-
quality imaging to desktops everywhere.

Support for Photo CD images has been built into most
leading operating systems, including Solaris from Sun
Microsystems, and dozens of software applications, such as
Adobe Photoshop and Pagemaker, QuarkXpress and many
others. No wonder the Photo CD image file format — called
Image Pac — has quickly become a de facto computer

industry standard.

ﬂ } ave you moved your photo opps onto your computer

pHOoTO CD-AWARE WEB BROWSERS

Now Kodak has unveiled a new Java application, called
Photo CD on the Web, to make its imaging technology easily
and universally accessible to users anywhere in the world.

With Photo CD on your desktap browser, you can access,
view and manipulate high-resolution images stored anywhere
on the web. Because of Java's platform-independence, access
is always seamless; it doesn't matter what kind of system
the user has or where the iinage is stored. So every Java
enabled web browser is also automatically Photo CD-aware,
providing users with unparalleled imaging capabilities.

DYNAMIC INTERACTION WITH ONLINE IMAGES

Do you give away snapshots only to wish later that you still
had them? Now you can share all your photos and keep them,
too. And that's just for starters. Anyone with a Java enabled
Web browser has immediate and transparent access to a vast
array of high-resolution digital images — from detailed
pictures of the surface of Mars to the Smithsonian’s
collection of Native American artifacts.

Using your web browser of choice, you can dynamically
interact with online images like never before. Photo CD on
the Web allows you to view, zoom, enlarge, crop and rotate
any remote image in real time — as long as that image was
previously captured and stored in Kodak's Image Pac format.

The Image Pac format stores a photo image in five different
levels of resolution, and you can view and manipulate
every one of these levels on the web without losing image
quality — which means you can create far more interesting
and dynamic Web pages than were ever possible before.

Java driven online imaging

Whether you're net surfing, doing in-depth research,
creating Web pages or just contemplating splicing Aunt
Harriet’s head onto Uncle George’s torso, you'll like what
Photo CD can do — and you'll like the price even more:
Photo CD is free.

IMAGING IS SERIOUS FUN ...

Obviously, Photo CD on the Web can be a lot of fun for web
enthusiasts. But there is another side to Photo CD on the Web,
too: the technology itself is a huge leap forward in online
imaging quality, offering a 24-bit graphics format and an
advanced color management system. With that kind of capa-
bility, Photo CD on the Weh promises to be exceptionally
useful for students, academicians and other serious
researchers, giving them immediate access to important
graphical information across the Internet.

Already, such institutions as the Smithsonian’s National Air
and Space Museum, the University of Pittsburgh, Oregon State
University and the American Museum of Natural History are
all currently demonstrating Photo CD on the Web technology
in a production environment.

«..AND JAVA COMPUTING MAKES IT HAPPEN

Java computing is ideally suited for the robust, distributed
operation this kind of demanding application requires. As a
user of Photo CD on the Web, you can download the content
you select — say, images or portions of images — from a
remote Internet server at a museum, university or elsewhere,
and then execute the Java applet locally. Rather than down-
loading an entire five-megabyte Photo CD digital image,
the program brings across only the five kilobytes of high-
resolution image data required for full operation. Result:
perfarmance that's extremely fast, responsive, and efficient.

A BRIGHT FUTURE

No matter what kind of system you have on your desk, odds
are that Photo CD on the Web will be running there soon. And
when Kodak issues a new version of this Java powered
marvel, all you have to do is visit Kodak’s web page and
download your automatic update. Its hard to imagine soft-
ware distribution getting any easier. The power and elegance
of Java computing plus Kodak’s technology-leading online
imaging brightens the future for all of us.

For mare information about Photo CD on the Web, visit
http://www.kodak.com/digitalimaging/aboutPhotoCD.html.
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and Ventura 7, users quickly can quickly transform existing
documents and images into web-ready files — without any
programming required. Every WordPerfect 7 and Ventura 7
user is now automatically a web publisher, with complete
control over the lock and feel of their material.

"Java's unprecedented cross-platform support and
distributed architecture make all of this possible,” says
Corel Technology Evangelist Chris Biber. "Basically, Java has
changed all the rules.”

With a prototype application weighing in at only 62
kilobytes, Carel Office for Java delivers important advantages:

e Support for open standards.

e A feature set that can be customized and expanded.

e 100% written in the Java language, which allows cross-

platform deployment,

o A file format that's consistent across platforms.

o A consistent user interface and standard terminology

throughout all applications.

You can find out more about Corel Office for Java at
http://officeforjava.corel.com.

Many other vendors are developing Java applets and
applications that businesses will use to reach their customers
— that's us, folks — via the Internet and dedicated
corporate networks.

One smaller financial organization that
has gained competitively thanks to Java
computing is the Heritage Bank & Trust
Co. of Lafayette, Indiana.

Over the past year, the bank's
CEO accumulated several Java
applets at little or no cost, down-
loading them from various applet
sites on the web such as Gamelan. And he wrote applets of
his own. Now Heritage Bank offers its customers access to
a Java based mortgage-payment calculator. An income
qualification calculator uses a potential mortgage borrower’s
income and expense data to figure out the maximum prudent
monthly mortgage and maximum loan amount.

Java computing
IS secure
ince its release in May, 1995, Java computing

has swept across the Internet, offering solutions
for key problems nagging client/server computing

A

Y

and corporate use of the World Wide Web.

But it's precisely Java computing’s unique ability to
distribute executable code over the Internet that has raised
concern about its effect on network security. After all, a lot
of people have begun shopping on the Web.

Happily, much of the security and reliability needed to
protect organizations using Java applets and applications
containing executable code has been built right into the
Java platform.

SAFETY

In theory, a Java applet can come from anywhere and be
capable of attacking unprotected machines in ways that
might not be stopped by traditional methods. That's why the
Java platform protects its users by placing strict limits
on applets to prevent potentially malicious applets from
stealing information, spreading viruses or acting as virus-
carrying Trojan horses. They cannot read from or write to
vour local disk. Standalone windows created by applets are
clearly labeled as being owned by untrusted software.

SECURITY

The Java platform's security
allows a user to import and run
applets from the web without undue
risk to the user's machine, The Java
applet's actions are restricted to its
“sandbox,” an area of the web browser or the
Java Virtual Machine. The applet may do anything it
wants within its sandbox, but cannot read or alter any data
outside of its sandbox, allowing users to run untrusted
code without compromising their trusted computing
environments. If a user does accidentally import a hostile
applet, the local machine will not be damaged.

A SAFE SHOPPING ENVIRONMENT

All that Java computing security means that Java powered
websites are a safe place to shop. More and more are
appearing every day.

Worldwide entertainment giant Sony, for one, has turned
to Java computing to create a new web-based entertainment
and commerce network called TheStation@sony.com-(see—

>



Bringing Wall Street to the

ave you ever dreamed of an

online investment service that

sends  instantaneous market
updates to your desktop, so you could
execute realtime electronic trades,
graphically chart your portfolio’s
progress and maybe even page you
with hreaking news when you step
away from your desk?

Sounds like an investors dream. In
fact, its real, thanks to the World Wide
Web, a company called BulletProof
and the Java computing platform.

Web immediacy and Java computings
interactivity have been melded into
the perfect vehicle for communicating
volatile, changeable — and user-
selectable — information like stock
prices, As BulletProofs Scott Milener

puts it, “Java computing allows us to
move from the desktop to what | call
the webtop. Java is what makes our
application.”

sidebar on pg. S4). As you might expect, this special new
website can be found at http://www.station.sony.com
and contains chat rooms, realtime two-way messaging,

shopping and much more.

Another Java powered website, Garden Escape (at
http://www.gardenescape.com) offers an
planner for gardening enthusiasts, along with an online

magazine, resource pages and links, chat rooms, a gift

registry and, of course, shopping.

91997, Sun Microsystems, Inc. All rights reserved. Sun, Sun Microsystems, the Sun Logo, Java, Hotlava, JavaQS, 1008 Pure Java,
JavaSoft, Write Once, Run Anywhere, The Coffee Cup logo, and Visuol Java are trademarks or registered trademarks of
Sun Microsysterns, Inc. in the United Stotes and other countries. UNIX is u registered trodemark in the United States and other
countrics, exclusively licensed through X/Open Company, Ltd. Netscape Navigator is a trademark of Netscape Communications

Corporation.

BulletProof currently has two
Web-based investment applications,
hoth written in the Java computing
language.

MarketPage offers wireless stock
market alerts and updates, delivered
from BulletPraof’s website directly to
your alphanumeric pager.

The aother service — WallStreetWeb
— gan be accessed with a secure weh
hrowser forinstait stock quotes, built-
in trading, power searches, personal-
ized securities lists, charting capabil-
ities and portfalio management.

Using the Java
language, BulletProof
software engineers
were able to create a
graphical user inter-
face (GUI) very similar
in'look and feel to
Windows-hased desk-
top applications. This
familiarity means you can be up
and running on WallStreetWeb and
MarketPage almost immediately.
Compare, for instance, an earlier HTML

interactive

webtop with

version of MarketPage to the current
Java computing implementation,

“The paging setup GUI in the Java
based MarketPage applet leaves the
HTML interface in the dust,” says
Milener. Thanks to the intuitive Java
GUI; youll need only a minute or two
to pick your personal preferences,
complete the pager setup and perform
4 simple pager compatihility test.

Scott Milener recalls learning about
Java computing for the first time.

“The moment | read about Java, |
became very excited and went to talk
to our engineers — still very excited
— and said, | bet we can huild this,
this and this with the new Java
language.” They looked at me and
said, Yeah, we've already down-
loaded it and we're working on a new
application — what do you think?

‘I was amazed. We each learned of
Java separately at around the same
time, and we all immediately saw the
enormous implications, We had that
‘Whoahhh' feeling!!”

Interested in more about MarketPage
or WallStreetWeb? Check them out at
http://www.wallstreetweb.com.

There are many more Java computing stories like these.
You'll hear more and more of them in the coming months, as
Java computing spreads across browsers and websites and
even boardrooms.

A new kind of computing platform — designed for use on
the Internet and the web — has arrived. The revolution has
begun and freedom is yours for the taking.

For more information about Java computing, please visit

v http://java.sun.com or call 1-8oo-]AVASOFT.
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: | IS THE FORCE WITH XVT?
Tl:l e M u I't] p layer The game’ engine looks and
S]de Of the Force plays like T1L FIGHTER, with
the addition of texture-

or a game geared so strongly towards ¢ mapped graphics. One prob-

multiplayer action, X-WinG Vs, TIE lem with the engine is scaling;

FicHTER's networking is a surprisingly Capital ships look too simall, so

mixed bag. Once you get up and running vou can easily misjudge the distance By
it performs well, but the restrictions on setup and to a Star Destroyer and then get caught . "':'--,,_
number of players will annoy gamers experienced by its guns before you realize you're too BN,
with more flexible network games. close. Graphically, the game looks good, with \ '

XVT's Intemet play is handled through the Interet excellent lighting effects when the starfighters get "

Gaming Zone (www.zone.com) Web site. The Zone hit. Cockpit graphics, on the other hand, are rather out
provides chat rooms where you can easily find oppo- of place will a drawn appearance that contrasts poorly with the
nents with low latency numbers and then start a game  © detailed texture maps on the ships.
with only a few clicks. No matter what time of day | - Along with overall good control and graphics, Xv'T" does have some
logged on 1o the Zone, | was able to find enough play- | greatmusie, and can he customized. You can remap all the commands
ers to launch a mission almost immediately. As long - and create the perfect keyboardfoystick layout for your needs. The list of
as all the players showed up green on the latency orders to give your wingmen, as well as the targeting options for hitting
meler, games were smooth, with almost no percepti- | ship components, are good holdovers from previous Star Wars sims,
ble lag or warping, even when | hosted on a less-than- [fyou just take the multiplayer action, from dogfights to co-op
optimal 26,400-bps connection. You'll need missions, X-WING vs TIE Fioirir is a four-star game. But its poor
Microsoft's Internet Explorer to access the Zane—in solo play doesn't rate much higher than two stars, What you end up

typical Microsoft fashion, Netscape isn't supported. with is a game with single-player missions that serve best as practice
Because of the sheer amount of information being S - —
sent over the Net—locations of not only players and
missiles, but also dozens of computer-controlled
ships—the Zone limits you to four human players in
order to keep performance up. By using Kali 1.10 or
later, or by manually connecting to a host player's IP
address and bypassing the Zone, you can play with
more than four players. You'll probably only be able
to play melees without computer-controlled ships,
due to the amount of data being transmitted.
Network connections easily support eight players;
modem play, as you'd expect, is perfectly smooth.
While there are few technical problems with the
game's connectivity, there are certainly plenty of
annoying design decisions. Perhaps the biggest

iritation is the inablity to join a game already in |y peaTH AT TWELVE 0CLOCK In one of the better multiplayer

progress, even if there are player GDB""?QS' Ifa missions, you and a small group of X-Wings have to take out
player gets dropped from a game, he will be
a Star Deslroyer.

unable to rejoin unless all players leave the game

and relaunch it. If dynamic entry were allowed, i for the real fun—the T ———

you could rejoin a lost connection, or other players multiplayer missions, Seciedtn ;;lay TIE Fihten mu‘ml ay-

could pop in to fill gaps in the team. Also, if you The sad partis, Iwas ey, Solo gamers need not apply.

h;ve trouble connepting toa game._the program really laoking fnnmrd_m YPROS: Good TIE Femen-style space

sits for over two minutes before it times out. If this game. After the high combat; goo graphics and music;

you haven't connected in a minute or so, you're . of playing T1E Fichier,  some interesting missions.

probably not going to, and an option to escape I wanted another Star »COMS: No real solo play; bad

from the connection screen should be available. Wars experience that cockpit graphics; no mission editor;
One nice feature is the ability to watch the would be just as immer-  none of the 5 ' |

battle from a tactical d_isplay on t_h_e obs_:ervation sive :l.l‘ld fun. And while LT;::'?E";;:‘EH LT o

deck—and even zoom in on specific ships and my wish for multiplayer great; some nig- \ ﬁ’ |

give them orders—once all your own ships have Star Wars action was gling prohlems EnY

been destroyed. At least you'll have something fulfilled, my hope foran ~ in multiplayer }ﬁ{'.

to do if you die early on.—Denny Atkin - equivalent single-player  9ames.

experience wasn't. &
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Take a mind-altering voyage Pilot flying dinosaurs, dune Choose from four behaviors Use Twi
on an epic, 3-D action- buggies and space ships to confront aver 200 alien
adventure with over to explore over 200 stunning beings, such as Paratrooping the planet
60 hours of gameplay. environments on three planeis. Hot Dogs and Sniper Cacti. Monk and his

In orbit this Summer.

The sequel to Relentless (Liltle Big Adventure) from the creator
of Alone In The Dark and Time Commando.




Activigion is o registered trodemark of Activision, Inc. Adelina Software Internotianal and Twinsen's Odyssey are trademarks of
Adeline Software International. © 1997 Adeline Software International. All rights reserved. Published and distributed by Adiision, Inc.
All ather trademarks and frade names are the properties of their respective owners. www.activision.com
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“Take elements of Tomb Raider,
dince of Persia and Super Mario 64
andYou're just beginning to scratch

genre-busting 3-D extravaganza.”
Computer Gaming World
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Price: 545.00

Minimum System
Requirements: Pentium
BMB RAM, 35MB hard
drive space, 2x CD-ROM,
SVGA video, Windows 95
or Windows NT 4.0
Macintosh: Power PC,
16MB RAM, 25MB hard
drive space, 2x CD-ROM
drive, 640x480 8-bit color.
Multiplayer Support:
Direct Connect, Modem,
LAN (1-4 players),
Internet via Kali.
Designer: Trey Smith
Puhlisher: Graphic
Simulations Corporation
Dallas, TX

(972) 386-7575
www.graphsim.com
Reatder Service #: 317

REVIEW ¢ F/A-I8 HORMNET 3.0

Another Mac Flight Sim Launches a Successful Attack on the

Windows 95 Market

by Robin G. Kim

othing compares to the
adrenaline rush of a cata-
pult launch, or the sweaty-
palmed terror of guiding a
multi-million dollar jel
through total darkness
toward a controlled crash on
atiny patch of moving real
estate. Graphic Simulations
Corporation obviously
undlerstood this appeal back when they
created 1/A-18 Horner for the Mac-
intosh. Version 3.0 lets PC ownersin on
the action for the first time, while advanc-
ing the Macintosh line through the intro-
duction of rolling terrain, wingman com-
mands, and other minor enhancements,
Like most Mac [light sims, HORNET
uses flat-shaded polygon graphics with
1o texture mapping, The result may not
appear photorealistic, but the 3D objects
still look great, and almost any Pentium
system can achieve fast frame rates at
resolutions from 6406480 Lo 1024x768.
"The sim trics hard to maintain this
speed, aclually slowing the passage of
game time (sometimes down to 1/3 nor-
mal) when the scene gets busy. In prac-

IN THE GROOVE Carrier landings can be an interesting challenge, but the sim is too®
tolerant of errors—slamming Into the middle of the deck will get you down just as
well as a perfect approach to the three-wire trap.

record and undertake a tour of duly. A tour
consists of seven sorties of gradually
increasing difficulty, each one offering
four different missions from which to
choose. The missions are basically canned
(the results of one lave no lingering effect
on those that follow) but the randomized
placement of enemy forees keeps things
interesting over multiple replays. A wide
enough range of difficulty settings is pro-
vided to suil players of any skill level,

The IY/A-18 is a true multi-role aireraft,
and the diversity of missions in the sim
accurately reflects this, Assignments

tice, this is barely notice-
able, and probably less so
than if it just allowed
frame rate to plumimet.

PREFLIGHT

HorsET features 40
missions: six raining
Mlights, six multiplayer
seenarios, and 28 combal
missions in the Persian
Gulf They can be flown
individually in any order,
or you may create a pilot

CcowW

JULY 1997

GONE FISSION The devastating B-57 tactical nuclear
bomb can only be carried on a few select missions
against the toughest, most important targets.

range from air intereepts to escort duty
to strikes against largets on land and sea.
Unfortunately, the sim lacks any sort of
mission planning. You can't even review
your waypoints before taking off, much
less change them. Also, most flights start
you out very close to your objective,
“Though this is clearly unrealistic, the
only direct consequences are less time
spent in boring transits and a reduced
need to conserve fuel, As a side benefit,
the short flight times also make review-
ing films, created using the game$ excel-
lent mission recorder, more entertaining,
One or two wingmen accompany
vou on mast flights, but they can only
lend air-to-air support —ground pound-
ing is strictly your department. The Al is

See this month's CG Tips seclion for
information on how to fly any aircraft
in F/A-18 Horner 3.0.
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One Man's Destlny
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See this month's (G-
ROM for an interactive
demo of Horner 3.0.

REVIEVW ¢ F/A-Ii8 HORNET 3.0

fairly good when it hasn't been intention-
ally dumbed down for play balance, as is
done on some missions. Your wingmen
do have an annoying lendency to crash
into the ground when ordered into for-
mation at low altitudes, but this design
fault can be avoided by simply not issu-
ing them those particular commands.
Acknowledgements and status reports
are conveyed by digitized speech witha
staticky background that sounds much
more realistic than the ultra-clean studio
recordings heard in some other sims.
Radio communications from ground con-
trol, the control tower, and the camiers
landing signal officer are also well done,
substantially enhancing the feel of the sim.

THE REAL MCCOY

HornEr really begins to shine once
you step into the cockpil. Avionics mod-
eling is its forte, and even a quick glance
at the instrument panel —a dead ringer
for the one in the real plane —should
tell you that this is one serious simula-
tion. Its not just eye candy, either. With
12 radar mades, 3 electro-optical

modes, 5 autopilot modes, and 140 key-
board commimds, the cockpit is a nir-

even anovice —albeit a highly motivated
ane —up the steep leaming curve,
vana for fans of systems realism, As impressive as the avionics model-
Weapons modeling is also top noleh.
Mastering this complexity would be
casier if the documentation didn’t reacl
more like a reference manual than a tuto-
rial (il also neglects to list GSC5 tech sup-
port number, which is (972) 386-7575).

ing is, it does contain numerous small
errors. Most of these problems have sim-
ple work-arounds, however, so on the
whole they are nol overly detrimental to
gameplay. Examples include ground
mapping radar modes (but thankfully
Nevertheless, when combined with the
MULTIPLAYER MAYHEM
HorneT uses DirectPlay on the PC to
s setup and impressively smooth network
and modem play (the Macintosh version only supports
AppleTalk networks). Up to four people can participate at once,
dividing up into two teams of one or two players each. Computer-
controlled aircraft aren't available, so you can’t fly campaign missions
with your friends, but the six multiplayer-only missions that are included
offer a good variely of air-to-air and air-to-ground themes. The chat feature
allows you to type messages lo everyone or lo just your wingman,
Despite the low player limit and lack of campaign support, the multiplayer
missions are entertaining enough to boost the sim’s long-term play value great-
ly—as long as you can find people to fly against. Performance over the Internet is
relatively good, so Kali and Kahn users should have little trouble finding opponents
and teammates online. Unfortunately the PC version can't currently connect to
the Macintosh version, so PC owners won't be able to join in on the dueling ladder
that Macintosh players have already established.

extensive stite of multimedia
lessons, enough infor-

malion is present- provide ea

ed to push




5\-?' INFORMATION OVERLOAD Players

used to flying a sim before reading the
manual may find Horner's realistic array

of cockpit avionics a bit bewildering.

not air modes) that can see through hills,

and electro-oplical sensors that are

unable to detect ground vehicles except

at ridiculously short ranggs,

SURFACE REALISM

At first glance, HORNET appears to have
an outstanding flight model. It has a pleas-

antly flnid, controllable feel that seems
convincing over a broad range of air-
speeds. Angle of attack is appropriately

tied to lift, and energy bleeds off in a realis-

tic: fashion under heavy G loads, Carrier

landings are c.spccizllll\' well done, though
no landing grades are given, and the sim is
rather forgiving of mistakes,

Regrettably, digging a little decper
uncovers many signifi(';mt emors: Allitude
has no effect on um performance; plane
handling is nearly unaffected by heavy ord-
nance loads; ground acceleration and
deceleration is so overdone that it is possi-
ble to land on a camier without using the
hook and to take offwithout using the cat-
apult; absurdly effective rudders make 9G
flat tums possible at supersonic speeds;
and fuel consumption on afterburmer is
about three times too high,

With these seemingly damming Taws, it
would be easy to write the sim off as a glo-
rified arcade game. But unless getting the
numbers right is more important to you
than gameplay, this may not be entirely
justified. [t ums out that if you intention-
ally fly the plane in a realistic manner —as
the designers obviously intended — most
of the flight models greatest failings are
not readily apparent. Make no mistake:
“This sim flight and avionics inaccuracies
definitely do distort reality, so those who

demand absolute fidelity will be disap-
pointed by HORNET shortcomings.

But if you are the kind of person who is
willing to cleave to the spirit of the sim
ralher than dwell on its deficiencies, you
may find that all types of missions play oul
in ifun L[n”rngng and realistic enough
manner. For many sim players, that is per-
haps what really matters. &

FAPPEAL: Worshippers at the altar
of high frame rates; sim veterans who
enjoy complex systems models and
can overlook failings in other areas.

FPROS: Quistanding avionics model-
ing; fiuid flight model feel; good
SVGA-graphics performance; excellent
use of digitized speech; wide variety
of mission types; smooth running mul-
tiplayer modes.

FEOMS: Some major ﬂa-ws in me
flight modeling;
limited number of
missions and no
mission builder;
campaigns lack
flow; wingmen
occasionally go
suicidal.

NET 3.0 ¢ REVIEW

The treasure hunt is on and the haunting streets of San Francisco await your footsteps...embark on an eerie, graphical
quest where it's up to you to crack the complex puzzles and reveal the fate of King William's lost fortune...

but beware, the Beast lurks much closer than you may think. Full-motion video and 360°

game architecture make Golden Gate an unforgettable adventure game for PC and MAC.

“"Adventure gamers looking
for something different should
definitely try Golden Gate.”

"A true game portal onto the
streets of San Francisco.”

“"MYST's long shadow is finally
being eclipsed...like a modern-day
archeologist, you navigate through
thousands of eerily heautiful
photorealistic watercolor images..."”

"The combination of gorgeous
artwork, well-planned plotline
..an excellent choice for
adventure game enthusiasts.”

CIRCLE READER SERVICE #1185

Interactive Media

Panasonic’

.ﬁ For Windows g5® and Mac

To purchase Golden Gate

visit your local software

retailer

Or jack in:

www.coldengategame.com

Or call:

1.888.726.2746.

g



» Thunderseat Technologies' Thunderseat

* CH Products Force FX Joystick =
¢ Leather Bomber Jacket :III' I'I'IZE

* Plus the deluxe fight — - The deluxe flight sim package
. sim package

The deluxe flight sim package includes:
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100 contestants will receive a
gift and honorary membership
in C&GW's 40T7Tth Three

Wisemen Squadren.

« ACT Laboratory's EAGLEMAX Joystick

* ACT Laberatery's POW- ——
ERRAMP Gamepad -

* Plus the deluxe flight sim ®
package i e




Just answer these three questiens
based on CGW's July ‘Air Combat
Summer” feature (also featured at

www.computergaming.com)

1. The maximum air speed of the F-15E
Strike Eagle is:

a) Mach 2.5

b) Mach 1.8

c) African or European?
d) All of the above.

2. The armament of the F-8& Sckre is:

a) one 20mm Vulcan cannon
b) six 50 caliber machine guns
¢) a pair of coconuts

d) None of the above.

3. The powerplant of the F-16C Fighting
Faleon is:

a) one GE J-47 turbojet

b) one GE F-110-GE-1000 turbofan

¢) one GE 36-inch frost-free refrigerator
with ice dispenser

d) a non-GE engine.

To Enter: Send a postcard with name, age, address, telephone number, and the
correct answers to the three questions listed to “Summer Sim Sweepstakes, c/o
Computer Gaming World magazine, 135 Main Street 14th Floor, San Francisco, CA
94105,” or send an email with the same information to: summer_sim@zd.com.

All entries must be received hy 11:59 P.M. Pacific Coast time August 30, 1997.

Suespitabes Rules:

1) Ho purchase necessary; To eréer, send a siandard sized postoard contalning
rame address, phona numbes and the commect answens 1 tha thes questons el
&9 2bove 10 “Summar Sim Swespstares, cio Computer Gaming Vorkd magazing,
135 Main Streed 14th Floot, San Francisco, CA 84108, or an email with th same
information Yo, summes_simdtzd.com No purchasa o payment of any mengy is
necessany to encet. Ong entry per household, Mechanicady reproduced enfries wil
ot be accepled. Entries mosd be received by 11538 PM. Pacific Coast time, August
30, 1997, Al entries become exclushe property of Computer Gaming World maga-
ine (*Spansor) and will nol b2 acknowizdgzd o retumad, Spansor assumes no
responstality for bost, mutilaled, |ate, degible, ncompiele postage-dus, o misd
tecied entries. Only one pelze per famiy, ceganization, or Rausehold

2) Prizes: Ona Grand Prize; Grand Prae winner will receie: Thundarseal
Tchnoiopes Thurdarseat, CH Products Force FX Joystick, Leather Bambet
Jecket, and nine fight simulation producks. Grand pize has an approamate wial
valize of 81,100, One First Priz: Fiest Price winner witl recens: one ACT
Laboratoey's EAGLEMAX joystick, ACT Laborztony's POWERRANP and ning Right
simgation peoducts. First Prize has an approdmate retall value of $400, One
Second Prize: Second Price winner will recen ning flaght simusation products. The
Second Prise has an approximate el value of $300. 100 Third Prizes: The Thid
Prige winners wil recene 3 oft and one hontrry membership i CGYY's 4077
Three Wisemen Squadron. Thind Price has an approamate retad vaiue of 82
Winnars will be determened Dy a random drawing from all correctly answered and
valid entries by Sponsoe whosa decisions e final. Drawing 19 be haid on o 2bout

Seplember 19, 1997, Al pazes wil be aiarced. Al prigg winngrs wil be notified ty
mall. Prize{s) are non transterabiz. No subschution of prize(s) are alowed, emept at
Ihe opton of Sponsos should e featured prew(s) becoma unavaitabie

3) Odds of Vinaing: The cads ¢f winning will be detesmined by number of
valid entries recehved

4) Ebgliity: Sweepstakes open 10 residents (18 yaars and oldad) of Unded
States and Canada. \bid in Ainods tsland and Quabat Honcomplinze with the
tirni paramesters contzined hetein or retum of any prizeiprize nolfication = unds
Iverable will resul in disquaiticaton and an alternate winnes will be salecled,
Prize winners shal sign an atfidadt of eigbinyreiease of iabdtyipeine accepiance
waltien 30 days of recespd oe fordest pree. By acceptance of prize, winne(s) agree to
e u52 of heir nameqs) and/or lseness(es) for purposes of agvensing, ran2
anlfor § wilhoul further uniess grohibited by fe
Employees of it Diras In., Spansar, and thesr respective affdiates are not cliglle.
Meitner Zit-Disas Ine, Sponste, nar thelr respective atfisates, subskdiaries, divi-
shans, of relaled companies are responsitia for any damages. [es, of Expenses
that consumers mifgt incur s a tesih of this sweapstakes of receipt of prize.
\Winness accepiing priaes agree that af prizes ae asaded on the condition that
21 Dants Inc, Sponsar, and theit agents, representathes, ard employees Wil hang
o kability whotsorer fo ary injuries, losses. or damages of any kind resultng
fram acceptance, possessacn, of use of the pazes. f for any reason the onling
partion of the sweepstakes is nol capable of wnning as panned, including infes
bon by computir virus. bugs. lampenng. unauthonzed intenention, fraud, lechnl-
cal talluses, or any other causes beyond me control of Zisf Davis Inc. which comup!

o aftect the administrabon, secunty, lamess. integnty. or proper condudt of this
sweepsizkes. 2 Davis Inc. reserves e right at 5 sole discretion, o gisqually
any indnadual who tmpess with the entry rocess. and fo cancel, lerminate. mod
ify of suspend the sweepstakes. 21 Davis InG. 355Unes no responsindty for any
11O, Omission, intsmmeption, deiztion, defact, dalsy in operztion or transmission,
communications kne fafure, theft or destiucton or unauthorized access to, o
algratan of, entries. - Davis Ins 15 not responsibie for any problems of techni
cal mathnction of ary telephonz netwek o7 lines, computer on fing systems;
SEIVENS, Of peoviders, computer equipment, sofware, tadue of any e-mad or entry
10 b2 recened by Za.Davs Inc. on account of 1zchnical probiems or traffic con:
gestion on tne internet or ak any Web site. or amy combination thereol, inchding
By Injury 0f Qamage 10 partiCRant's of any olher p2rSON's complier reialen o of
resigling from pasticipation in tis sweepsiskes

5 Winngrs List: For a list of winners, send a stamped, self-addressed eme
Iope to “Summer Sim Sweepstakes List, 135 Main 1. 14th Flno, San Francisco,
(A 8405, Requasts for Winners Lists must be received by Seplember 30, 1997,
Allow four weels for delvery of Winners List

B) Restriclions: Void where probibited or restricted by lza ARl federal. stale
and lacal reguistions Bpply

7) The Sveepstibes prizes are provided by: ACT Laboratory, Lid; Acthvision,
CH Proguets, Eidos Interactive, Emprre Intzractive EMeniainment, interacthe
Magpc, Loaking Glass Technalogies, Noval ogic. inc., Siera Onfing, Inc. Take 2
Interacive Softaare and ThunderSeat Technologies. All rademanks &re the proper
1y of the respecte sponsors. Al rights reserved
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DEciSIVE BATTLES oF WWIL: THE ARDENNES OFFENSIVE” is a masterful
re-creation of the savage and desperate Battle of the Bulge!

TO ORDER: Visit your retailer Play any of 8 scenarios, ranging from a full tutorial to the complete Bulge

or call 1-800-234-3088 campaign. Experience streamlined play with SSG's new Operational Land
Combat System. And take on the very best computer opponent in the business

DEGISIVE BATTLES OF WWII: Te Asoees Orrensive — 8SG’s renowned A.I, — with 3 levels of difficulty!

is a lrademark of Strategic Studies Group. Al rights A . P = i w

reserved. ©1997 Sirategic Simulations, Inc.,a Presented with highly detailed graphics and an original soundtrack, this is a

MINDSCAPE Company. All rights reserved. Windows
isa regl femark of Mi g )

battlefield experience only the undisputed masters of wargaming could create!
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RED ALERT COUNTERSTRIKE * REVIEW * % & Xk

Direct Hit

Westwood Delivers Solid Single-Player Gaming With This
Rep ALERT Expansion Disc

by Elliott Chin

estwood leamed a
few lessons the last
time they relcased
an expansion sel for
ahot Conviann &
CONQUER game.
Though even CGW
gave high ralings lo
C&C: Covert
OPERTIONS, in ret-
rospect, it wasn'l all it could have been.
Sure, it ZAVC US SOIMIC NEW TISsIons, Dul
that was it. No new can npaign, no new

unils; just a series of (lispnmlc scenarios. It
just wasn't enough. So this time, West-
wood is doing more for RED ALERT wilh
their expansion disc, COUNTERSTRIKE.
With this package, Westwood is giving
us some very cool, new unils and not anly
better-designed missions, but missions
that are gmupcd into mini-campaigns.

MULTI-PART MISSIONS

Whereas in Coviert Ops, the mis-
sions were just a stand-alone mix, in
COUNTERSTRIKE, at least the Allied mis-
sions are all grouped into mini-cam-
paigns. One mini-campaign is centered
around the Soviet’s chemical weapons
production. In the first mission, you
must stop truck convoys loaded with
sarin gas from leaving a Soviet base. The
second mission finds you tracking the

sarin shipment loa
gas production facili-
ty, where you have
to infiltrate the
installation. In the
third and last mis-
sion, you find the
base where the sarin
gas is stored, and

vou must then
destroy the camp.
Unfortunately, on
the flip side, the Soviel missions are a

FLAME WARS

|mrlg{:—pndgﬂ, and while gcmd, lack
coherency and an overarching story.,

The variety and design of the mis-
sions, in comparison to RED ALERT, are
oulstanding, For example, the second
sarin mission actually takes place in the
factory, and you have to move lrom one
end of the installation to the other. The
level is very tough to beal, though, and
you'll have to explore the maze-like
structure to find the right computer ter-
minals to disarm [lame throwers, all the
while keeping vour one essential spy
safe from patrolling dogs.

The levels also aren’t about outpro-
ducing or simply destroying your oppo-
nent; there are other goals which make
the missions harder and more interest-
ing, as they did to an extent in Rep
ALERT, There are timed escort missions,

civilian evacuation missions,

hase infiltration missions, and
seck-and-destroy missions.
Westwood says they made the

COUNTERSTRIKE missions less dil-

ficult than they could have been,

but these missions were lougher
than those in 10 Aveie, and cer-
tainly difficult enough for me.

MULTIPLAYER MESS?

SAY HI TO YOUR ANT To access the secrel ant

missions, hold down shift and click on the round

part of the speaker on the main menu.

However, many people who
buy this expansion disc will be
doing so for the new units and

The missions in CountersTRikE, such as this
installation battle, are varied and challenging.

the multiplayer maps. Unfortunately,

while the new units are cool, they aren't
available for multiplayer games. You also

can’t play on the 100 multiplaver maps
with others unless you all own the
COUNTERSTRIKE disc. Inits defense,
Westwood is working on a patch that

will allow you Lo play the new multiplay-

cer maps with others who don't own the
CD. The patch should also make the
new units available for mult i;}hi)'ﬁr nse.
1 astly, this pateh should balance tank

rush by giving the defender a more rapid

building time for defensive structures.

"Though multiplayer enthusiasts will
wanl to wait and verify that the patch
does offer the new COUNTERSTRIKE
units for multiplay before buying this
expansion dise, those wanting smarter
RA missions and cool unils won't miss
wit this CounTERS TIIKE. B

PAPPEAL: Solo Ren Avert players
itching for new units and some

smart mini-campaigns and missions.

PPROS: Cool new units; well-
designed, more challenging mis-
sions; some missions strung togeth-
er in mini-campaigns.

PCOMNS: Can't
play the new
units in multi-
player games;
SOme missions
still lack over-
arching story.

CGW
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Price: 524.99
Minimum System
Requirements:
486DX/66 (Pentium
recommended),
Windows 95 or DOS
5.0, 8MB RAM, 20MB
hard drive space, VGA
graphics, Sound
Blaster-compatible
sound card.
Multiplayer Support:
Modem, Null modem,
Internet (2 players), IPX
(?-8 players).
Designer: Westwood
Studios

Publisher: Virgin
Interactive

Irvine, CA

(800) 874-4607

www.vie.com
Reader Service #: 331
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Even your high school yearbook
picture was more becoming than this.
But as an alien, glamour is not high
on your agenda. So, bust out of the
traditional strategy game mold, morph
into a human and make enemies with
your friends. Conquest Earth is a world

you'll want to step into very carefully.

“HMAZTING
GRAPHIC
EFFEQCTS "

COMPUTER PLAYER

G LORIOUSLY
DPETAILED
REAL-TIMIE
ACTIORMN™

PC GAMER

CONQILEST=aRTH

W HERE STRATEGTY
TAKES o N

A NEW FORM



You can play either side in this intergalactic strategy
game. Instanily morph into o weapon or botile lank—
even o human being.

unigue interface with different rules and l;(lp(‘lhiii
You'll employ never-before-seen tactics and strategies
to foil your human counterparis.

KRR

Vary your siralegy to keep your opponenls guessing.
Keep track by monitoring them through your interfoce
portals, With over 65,000 colers, the action will come
to life like never before.

g

P!l:ly]ng the human side, you'll need to manage your
resources wisely. Thwart the aliens’ attempt to mine
oxygen from the atmosphere. Only one race will
remain standing after this war. Make sure ils yours.

WWW. . CONQUESTEARTH O M EIDOS

Conquest Earth and Eides Interactive are trademarks of EIDOS, PLC. © 1997 Eidos CIRCLE READER SERVICE #275
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Price: $49.95
Minimum System
Requirements:
486DX/66 (P90 recom-
mended), 8MB RAM
{16MB recommended),
36MB hard drive
space, 2x CD-ROM
drive, SVGA graphics,
DOS 5.0 or

Windows 95.
Multiplayer Support:
Modem, serial connec-
tion (1-2 players);
LAN (1-8 players).
Designer: Kim Blake
Publisher: Interplay
Irving, CA

(714) 553-6678
www.interplay.com
Reader Service #: 332

REVIEW ¢ FRAGILE ALLEGIANCE

- Rock and Roll

Interplay Tries to Make a Game out of Deep Space Asteroid Mining

by Martin E. Cirulis

he spaceploitation games just
keep coming this year, and
now Interplay has a new
entry that harkens back lo
the old sci-li games like
MUL, where com-
merce—and even
mining— meant more than
lasers and nukes. [n FRAGILE
ALLEGIANGE, you lake the
role of a human company-representative
charged with prospecting and mining a
new seclor of asteroids. Its a difficult
enough job, with rocks hurtling through
the dark at 30,000 mph and deadly acci-
dents taking their weekly toll on workers
and equipment, but when you combine
that with up to seven other alien races
that are looking for the same ore, things
can get pretty hairy...especially when you
realize the games title refers lo the state of
diplomacy out there.

PEBBLES IN THE SKY

ALLEGIANCE is a real-time space-
ploil;ﬂir)n game of a very interesting
stripe. Instead of the usual accent on the
eXtenminate portion of the four X5
(eXplore, eXpand, eXploit, eXterminate),
which we find in almost every game of
this genre, ALLEGIANCE revolves around

THE ROCK In FReGILE ALLEGIANCE, you colonize asteroids as
if they were planets. You have to build life-support struc-
tures, mining equipment, and defenses.

cew
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making a profit.
You might be
forced to fight in
order o survive,
but you must do
so while keeping
an eye on your
credil balance
and resources.

Fach asteroid
is treated much as
asingle planel is
treated in games
like MOOII,
except here many
of them drift
around the map
on different veclors—and yes, collisions
do oceur, much to the despair of anything
on either rock. Expensive technologies
can either halt the drift of an asteroid or,
in some cases, provide it with the engines
necessary to putler slowly out of harm
way. Onee you colonize an aslervid, you
must build the necessary life-support
structures, as well as gamer enough
power, air, water, and food to keep your
workers alive. Then you can slowly build
up your mines. Depending on your
strategic needs, rocks can either be kepl
as simple mining operations or built up
into mobile fortresses or
shipyards, or a combi-
nation of the two.

"The mining aspect
of the game is relatively
simpf{', but has just
enough detail to keep
things interesting,

[tach asteroid can have
up fo len different min-
erals, and a scoul ship
can be delegated to
prospect for deposits so
you cam pick the most
profitable real estate to
exploit. The minerals
come in three basic
groups, based on depth

ASTEROIDS-R-US You're the head of a space-bome corporation
that is attempting to create a mining empire while fighting off the
industrial and military incursions of rival, alien companies.

and rarity. Surface ores are plentiful and
only require basic technologies; the rarer
ores can only be found deep beneath the
surface, and in smaller quantities. Often,
you must balance cost and profit before
carcfully deciding if it is worthwhile to
dig deep. Every few months, a company
transport arrives at one of your asteroids
to buy up any of the stored minerals you
are willing to part with. This provides you
wilh the bulk of the money you'll need to
maintain your current operations and
expand outward into the high frontier.

“Technology is also cleverly handled in
ALLEGIANCE, which allows players to
expand their abilities without undermin-
ing the premise of the game.
ALLEGIANCE very logically puts research
far out of your reach, and instead allows
you to order blueprints for various new
technologies from another company,.
Alter paying a considerable amount for
the rights o build or use a deviee, the
blueprints arrive on the next company
transport and from hat point on they are
part of your technological base.

With dozens of asteroid bases possi-
ble in large games, micromangement
can become a problem — but luckily, for
a paltry 10-30 thousand credits a
month, the company will provide you
with a manager to handle the day-to-day



INTERACT

MAGIC.

To obtain a copy, visit your local

retailer or call 1-888-246-2442 today.

www.imagicgames.com
P.0. Box 13491
Research Triangle Park, NC 27709

CIRCLE READER SERVICE #075

Now with new Scenario
Editor to customize game
play, new graphics, new
maps, new industries, and

real-world markets.
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REVIEVW * FRACILE ALLEGIANCE

problems, such as balancing life-support
or building up mine shafts to efficiently
strip your asteroids. "T'he real wonder
here is that these Al agents are actually
very competent at their jobs, and ean
even handle players adding various
structures lo asteroids under Al control.

Unfortunately, while capitalism rules
the galaxy and all the races are techni-
cally at peace, you'll soon lind out that
the word “technically” leaves a lot of
room for rough stuff.

DIRTY TRICKS

Warfare in ALLEGIANCE is often a
necessary evil, due mainly to the com-
puter player’s tendeney to hit first and
then talk, but in keeping with the
theme of the game, it is an expensive
and wasteful evil as well,

When an asteroid from an alien race
(or human competitor in multiplay)
comes within scanning range, you may
use the opportunity to converse with
the owner and discuss intricate non-
.-lggrcmir_m or ;lﬂt‘gi&!i!(‘c contracts,
These contracts have not only a strict
duration, but also carry a hefty mone-
tary penalty, should you break them.
You may also trade with opponents,
swapping a huge list of esoleric items,
and reaping mutual profits.

On the other hand, if the asteroid
beltis just too small for the both of you,
}-’{111 can resorl to ]Ili]}"l wm i]l(]l]g lhr('f.'
paths: covert operations, missile attack,
and starship combat involving ship-lo-
ship and ground operations. The covert
path is available by hiring freelance
agenls to engage in thell and sabotage
in alien asteroids. Missile attacks are

cowW JULY 1897

your basic asteroid versions of
ICBMs, and there are nearly a
dozen different types of warheads
available covering the gamut from
high explosives to biologicals.
These missiles are launched from
one asleroid at another, with dis-
tance determining what rough
percentage of them will reach their
target. Once there, they will have
to brave any anti-missile batterics
present before detonating. Starship
combal is simple but elegant; you
can build a variety of hulls, from

SECRET AGENT MAN Combat isn't crucial to victory, but  fighters o battleships. Weapons
if you must resort to military means, you can always
employ saboteurs.

come in either ship-to-ship or

ground attack types, thus forcing

players ta commit to affense or
defense when constructing a fleel.

Combal is resolved automatically,
and often grand melees oceur as Heets
cirele an asteroid blasting away at each
other while the altackers strafe installa-
tions and surface-based batterics retum
fire. There’s not much tactical strategy
heyand the ship deployment.

Players can cither increase or decrease
the war-like tendencies of their neighbors
when setting up a game, so star generals
can make it a battle to the death while
young tycoons can nudge the computer
players toward butter instead of guns.

DRIFTING OFF TARGET

These features and the great SVGA
graphics would seem to push FrAGILE
ALLEGIANCE into the five star mark. Bul,
just when you think the game is on the
verge of grealness, you find some dis-
turbing omissions and balance problems
that hinder an othenwise excellent game.

"The first problem that comes up is the
inability lo change game speed during
the game. You can specify speed when
you enter a game, hut you can't t:h:ing{r
it, and the options are paltry: slow, medi-
um, or fast. Aren't slider bars for game
speed a given in real-time games these
days? Another strange gap is that
although you can play against an inter-
esting array of aliens, you cannot play
any of them yourself. Even in multiplay-
er games, everybody must be human,

Other problems with ALLECGIANCE
involve game-balance, and are alittle
more subtle, but detract from the game
nonetheless. Mineral assets on asteroids
play out very quickly, and so your
money runs out just as fast. Instead of

simply making the rocks in this game
meatier, the designers introduced a lax
retumn for every worker under your con-
trol, so while everything in the game
tells you to create lean, ultra-efficient
workforces, actual gameplay dictates
that you build up large populations of
personnel who do nothing bul play
video games and pay taxes

The endgame is also disappoint-
ing —you just get a generic spreadshect
marking ull your accomplishments in
the game, and there isn'l even a saved
high score feature to make a point of
conlinued play. Perhaps a carcful study
of the endgame in Civ would have
been a good idea before Interplay sent
ALLECIANGE out the door,

And, in what is becoming a very dis-
turbing trend insci-fi strat titles lately, the
manual with this game is sparse and
inadequate. While it does cover the basic
workings of the interface, it does very lil-
tle 1o illuminate the actual mechanies
and technical details of the game, There
is no way lo tell the effect of various ship
weapons, excepl to rely on the notion
that the more expensive a weapon is, the
more damage it inust do.

As unfortunate as these flaws are,
FRAGILE ALLEGIANCE is easily the most
fun I've had at a spaceploitation game
so far this year. The play is unique and
infinitely variable, with a constantly
shifting gameficld and tenacious Al
opponents, Interplay has gone far in
delivering a sci-fi strat game that actual-
Iy takes the environment and mechan-
ies of space into account, and they've
produced a game that’s simart as well as
sexy. ALLEGIANGE stands well apart
from the more generic fare populating
games shelves this year, &

PAPPEAL: Gamers who want a
different kind of strategy game
with some realistic space effects
and a good economic model.

PPROS: Original, innovative game-

play and mechanics; detailed graph-
ics; economics are as important as

military strikes; effective Al

PCOMNS: Cool economic angle is
undermined by ZSHIRN,
poor play-
halance; harely
adequate manu-
al; lack of
variable speed
control; can’t
play as aliens.
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STRATEGY/WARGAMES

Price: 549.95
Minimum System
Requirements:
4860DX/100 (Pentium
recommended), 8MB
RAM (16MB recom-
mended), 30MB hard
drive space, Windows
95, 2x CD-ROM drive,
SVGA graphics; sup-
ports most major
sound cards.
Multiplayer Support:
None.

Designer: MicoMeq
Publisher: Interactive
Magic

(800) 298-0872
Research Triangle
Park, NC
www.magicgames.com
Reader Service #: 334

REVIEW ¢ FALLEN HAVEN

‘Fallen

Gameplay

[-Magic’s Newest Strateqy Game Is a Tired Bore

by Tim Carter

nee again, humanity faces
a threat lo its existence. A
hostile alien ree — mili-
taristic, xenophobic, and
bent on our destruction —
has, for the umpteenth
time, enlered the picture,
and they must be defeated
if we are lo safely enjoy
the fruits of human civi-
lization: WWE, watery beer, and Tom
Clancy novels. Ho hum.

We've heard it all before, and with
more creativity in this tired us-versus-
them plot. Sadly, the only ereative thing
about this games fiction is the assumption
that mankind will ever find a race more
militaristic, xenophobic, and destructive
than itselt.

BOLDLY GOING...

X-COM was clearly one of the design-
ers' inspirations. A good choice, if you ask
me, although they seem to have missed
some of the keys thal made X-COM
such a success. FALLEN HAVEN is divided
into strategic and tactical tums. During
smilegi(‘. tums, you con wduel .\Imlugic
planning, develop colonies, buy, build,
and research, When you or the enemy
send in the drop-ships, a tactical battle
results. You fight it out at the individual
unit level until victory or defeat, at which
point you retum lo the strategic game.

“This principle allows for the possibility
of exciting tactical conflicts that are
directed and influenced by decisions
made at the strategic level.

WHERE OTHERS HAVE GONE BEFORE
Sadly, in FaLLEN HAVEN the tactical
system leads to dull, repetitive battles that
just don't cultivate the anticipation and
tension necessary to make the strategic

CcowW
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game meaningful.
Players may move
and fire each unit
individually, and
some actions may
elicit a response
—generally
counterfire—
from proximate
enemy unils,
Combat takes
place when you
accept a mission,

which generally
i 1\'0"1.'5 dcoonn-
plishing a set of
objeetives in

retlurn for a particular reward. Even

with a variety of units, however, combat

is boring. It generally boils down to
moving your unils inlo positions where
they can see the enemy and then
amassing enough firepower lo take the
bad guys out before they get enough
firepower lo take you oul.

The strategic game has more
promise, but ultimately can't overcome
the humdrum nature of the tactical
engagements. From the colony screen,
players have a variety of SIMCry-like
building options that may be used to
develap their colony. For instance,
buildings require roads and power (via
power plamls}_ ii\-'er_\-'lhing costs money
to build and maintain, so your strategy
tends to revolve around financial and
resource management.

At the same time, you can linker
wilh your colony’ research efforts,
channeling your scientists’ efforts into
various fields in order to develop more
deadly weaponry or more efficient
buildings. All in a day’s work for the
average computer gamer; this is neither

TANKS A LOT The dull tactical battle, where you fight the invading
dliens, is the worst part of FALLEN Haven.

new nor particularly stimulating,

On a positive note, FAaLLEN HaviN
does not suffer from the technical
glitches that helped to sink DESTINY,
I-Magic’s lasl strategy game. The inter-
face is intuitive and easy to manipulate,
the graphics are clear and easy to
understand, and the commands are
casy lo execule.

Still, none of the technical compe-
tence displayed in the game’s program-
ming can overcome the essential dull-
ness provided by the experience of play-
ing this all-too familiar game. &

PAPPEAL: Those who like sin-
gle-player strategy games that
play like every other single-player
strategy game.

PPROS: SimCiry planning plus com-
hat; clean and
easy interface.

PCOMS: Slow,
tull, and unex-
citing; tactical
hattles are infe-
rior to the
strategic game.




Look for Trophy Bass 2's
: NEW Add-On Pack!

5 New Fish, 5 New Lakes, &
New Tournament Types.
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[Bass on line]

]

[On line Bass]

Only one experience comes close to the excitement of hooking a trophy-size bass. And that's landing a 19-pounder in
Trophy Bass 2™, the most addictive fishing simulation ever. Now with Internet, modem and network play, you can compete
with neighbors or in worldwide tournaments. Get tips from the pros. Select from thousands of realistic items-the gear, the
lake, the weather-but be forewarned, you're the one who'll get hooked.

Visit us at http://www.sierra.com, AOL, or [;gmpuserve. To o
CI¥07 Sierra

On-Line @ angior ™ gelignate tracemarks
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Price: $39.95
Minimum System
Requirements:
486DX2-66, 8MB
RAM, 25MB hard drive
space, Windows 95,
256-color SVGA graph-
ics, 2x CD-ROM

(4% recommended),
Windows-compatible
sound card.
Multiplayer Support:
hotseat, network,
modem, or email

(2 players).

Designer: Meridian-93
Puhlisher: Megamedia
San Jose, CA

(510) 623-1100
www.megamed.com
Readesr Service #: 335

REVIEW ¢ ADMIRAL SEA BATTLES

Rear Admi

Contemplating Your Naval (History, That Is)

by Bob Proctor

N ADMIRAL SEA BAITLES, you start
with three ports and some money
to begin building ships, of which
there are 11 types. Later in the
game, you can build forts and
more ports. The map isn't ran-
domly generated but, instead, is
selecled from the 17 available, all
consisting of islands scaltered
around in an ocean. The six start-
ing ports are always in the same locations,
so each map has its own particular strate-
gies. For example, in some the scenarios,
islands form impassable chains with only
one or two navigable channels through
them; these straits become focal points
for fort building and fighting, Money,
though, is the real key to the game. Any
ship can be built—or lost— inasingle
turn, Whoever runs out of money first
can't repair or build replacements, and
their position quickly deteriorates.

CONFUSION TO THE ENEMY!
Judging from the game’ advertise-
menls, it seems the marketing types decid-
ed this game would appeal Lo those who
want to“time travel to the days [of] great
sailing vessels.” Actually, any knowledge
you have of tactics in the AGE OF Sait will
serve as a handicap in ASB. Battle lines

A
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PRIMARY COLORS A squadron of red ships has just destroyed a green fort guarding a
channel. Holes in the sails show that the red ships have taken some damage.

have no meaning, the weather gauge
changes randomly each turm, and crew
strength for boarding is determined by the
men in excess of the number required to
man the ship. So, a transport with full crew
can often capture a three-decker that has
crew losses. There isa consistent tactical
doctrine that must be mastered to be sue-
cesslul in this game, it5 just that it has
nothing to do with history. It might have
been better if ASB had been done with a
fantasy background — Barsoomian Air-
Bag Battles or something similar.

In solitaire
maode, ASB is
not so much
a stralegy
game as a dif-
ficult scries of
puzzles thal
must be
solved in
sequence.
The Al is very
predictable in
all of the mis-
sions, as well.

BLAST FROM THE PAST? ApmiRaL SeA BarTLes looks and plays

much like a QQP game from days gone by,
or well-rounded as say, THE GRANDEST FLEET,

CGwW JULY 1857

Moreover, o
win, its often
n{:(:e.‘;ﬂ:lr)’ to
have the

but it isn’t as addictive

wind in your favor several turmns ina
row, and the unpredictability of the
wind gauge can be frustrating,

PASSED OVER FOR PROMOTION
While this is a salid picce of program-
ming, there are several annoyances. The
uscr interface is simple but clumsy, the
manual is minimal, and the map is always
partially hidden behind floating control
bars. Plus, lots of extra mouse clicks are
needed to do simple things like move a
ship or seeils status. Hey guys, how about
using the right mouse button? [ can't rec-
ommend ADMIRAL Sta BAres for solo
play, but as a simple two-player game over
modem, network, or email, its passable. &

PAPPEAL: Anyone who likes
Empire-style conquest games with a
human opponent.

PPROS: Supporls every conceivable
mode of play; decent 2-player game.

PCOMNS: Predictable Al; clumsy
interface; no
fog of war;
knowing real-
world naval tac-
tics hurts more
than helps you;
lack of random
map generator.
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Price: $14.99 (street)
System: 486-66, 8MB RAM,
DOS/Win 95 CD-ROM.
Multiplay: 2 players email.
Publisher: Strategic
Simulations, Inc.

Sunnyvale, CA

(800) 245-4525
www.ssionline.com
Reader Service #: 336

REVIEW ¢ STEEL PANTHERS Il CAMPAIGN DISK #1

> Fresh Ammo (=

by Terry Coleman

he original STEEL PANTHERS was
arelevation, a great step up in
realism from games like PANZER
GENERAL, but with a simlialy
accessible interface and erisp
graphics. STEEL PANTHERS 1 was a
very good game, but with a slightly
worn luster. However, sales of STEEL [
were brisk; this is, after all, a sequel-
driven business.
"The surprise, then, is that CAMPAIGN
Disk #1 is not your typical add-on pack,

DUG IN WITH NOWHERE TO GO In Korea

1998, you don't have to wait long for the
fireworks to begin.

but an enhancement that supplies a need-

ed spark to the S1rEL PANTHERS franchise.
Air strikes are better integrated, opportuni-

ty fire seems more realistic, and even the
individual scenarios are beller balanced
than in the parent game.

Some of the maore than 30 battles,
such as Grenada, are academic exer-
cises, while others are little more than

thinly-veiled panzerfests — but are no
less enjoyable for their armor-worship
enthsiasm, The real treat, though, are
the politically incorrect campaigns, two
of which feature an aggressive, unified
Germany in the 1990s taking on any
European powers that stand in ils way.
A more sober campaign covers the very

real possibility of an explosive North
Korean-South Korean conflict in
tomorrow’s headlines.

"This is prime material for wargam-
ing, and if this controversial add-on
pack gets banned in some overly-sensi-
tive Eurochamber, then fine. SSI
deserves a lot of credit for shaking
things up; | hope this attitude will
carry on to STEEL PANTHERS [11. %

PAPPEAL: Anyone interested in
modem warfare.

YPROS: Great hypothetical cam-
palgns; welcome :

tweaks to a
great system.
PCOMS: Still
some minor real-

ism issues;
where's timed

Net play?
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Price: $14.99
Required: 486-66, 8MB RAM,
Windows/D0OS 5+ CD-ROM.
lultiplay: emall, hotseat (2 players).
Publisher: Strategic Simulations
Sunnyvale, CA

(800) 245-4525
www.ssionline.com

Reader Servige #: 337

> Ohscure Wars

by Terry Coleman

n the old cardboard days, if

you wanted to game your

way through the Franco-

Prussian War (or some simi-

larly obscure fare), you went
to Straicgy & Tactics magazine,
or look a chance on hand-crafted
labor-of-love designs shipped in
ziplock baggics. Oh, how things
change. Take AGE OF RIFLES, for
example: This is about as com-
prehensive a look at mid/ate 19th
century warfare as you're likely to
find, and with a complete editor
to boot; seemingly, its an endlessly
replayable product. Yet, the clamor for

new RIFLES seenarios and campaigns is

so great that SSI had this add-on disk
in production weeks after the parent
game shipped.

CewW

PHANTOM OF THE OPRY Hood's Offensive ulli-
mately fails to show why the general's campaign
for Tennessee failed.

From San fuanto the French Foreign
Legion, the scenarios are clever, and fill
some of the holes that even a wide-rang-
ing simulation such as RIFLES must have.
As might be expected, those created in-
house by SSI are more polished, but they

JULY 1997

aren’Lalways the best. On the other hand,
it lacks that Panzer GENERAL-esque
sense of scope and wonder characterized
by the Soldiers of the Queen campaign
from the original RIFLES. Many of the
other obscure battles have been done
better elsewhere. There’s plenty of
value here, but it isn't the must-buy that
Civ 1l SCENARIOS or WARCRAFT 1I:
BEYOND THE DARK PORTAL are. G

PAPPEAL: Fans of obscure wars.

PPROS: 19th
century com-
prehensive-
ness; strang Al
PCOMNS: Not
up to the quali-
ty of the parent
game.
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Declare all-out war with the Lords of
the Realm™ 11 Siege Pack. Now you
can concentrate on just fighting — this is
pure combat. Lead your armies into 50
new battle arenas which will test the
mettle of the most seasoned war lord.

Enemy hosts await you for head-to-head
combat on the Internet. Plus, new castles,
battle maps and scenarios are ready to
take you to the next level — putting you
one bloodstained step closer to the

English throne |l A NEW COMBAT ONLY MODE
= £ : NEW INTERNET PLAY
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SIEGE CASTLES
FIGHT BATTL
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Choose to clash swords in the open
field or lay siege to new castles with
your customized army.

Battle friends | grnt
and foes on the B
Internet.

Seige upon 10 new
Castle Designs.
Discover 20
New Countries
to conquer.

Repel invaders
with new Burning

Pitch.

+r e
emr=w  Clash on 20 new
e ;

Battlefields.

Create your own challenging battle-
fields — dave players from around the
world to play on your “home turf.”

LORDS Il is a

({8 GAMER
EDITORS

Coming this fall! Lords of Magic
é—;‘ ST ERRA®
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Price: $39.00

Minimum System
Requirements: Windows
95 or DOS 6.0, P60 (66
MHz 486/DX2 for DOS),
8MB RAM, 35MB hard
disk space, 4X CD-ROM,
SVGA graphics, Sound
Blaster 16 or compatible
card. Macintosh require-
ments: Power Mac with
System 7.1.2, 168
RAN, 35MB hard disk
space, 2X CD-ROM.
Multiplayer Support: None.
Designer: Smoking Car
Praductions

Publisher; Broderbund
Software

Novato, CA

(415) 382-4400
www.broderbund.com
Reader Service il: 318
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Mystery Train

The Prince of Persia Puts Adventure Games Back on Track

by Petra Schlunk

hile many war and
strategy gamces arc
based on real-life
historical events,
adventure games
tend to be based
primarily on fanta-
sy, mystery, or hor-
ror stories. Perhaps
sensing that the
well has begun to run dry, many adven-

lure game designers have recently tumed
to historical settings, as well (TTTANIC:
ADVENTURE OUT OF TIME, CRYSTAL
SKULL, and VERSAILLES 1685, are good
examples). THE Last Expriess, which
was designed, directed, and co-written by
Jordan Mechner, of PRINCE OF PERSIA
farme, is a captivating look at real-life
events from a semi-fictional adventure
gaming angle. But don't think this means
you'e in for a boring history lecture. THi:
LasT Ixpriss is also one of the hest
adventures released so far this year.

STOP THAT TRAIN

"The game takes place in July, 1914, dur-
ing the last rn of the Orient Express,
making its famed Paris-to-Constantinople
run. Europe, on the brink of World War |,

WE CAN WORK IT OUT Prepare to have Cath's life threatened
on a reqular basis by many of the train’s passengers.

CCW
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is seething with
intrigue —a fas-
cinating micro-
cosm of which
permeates this
voyage of lhe
Orient Ixpress.
You play a
young
American
physician,
Robert Cath,
who jumps on
the lrain (sans
ticket) as it
leaves the Paris
station, You do
so al the behest of your friend who is
involved in affairs that are quickly spin-
ning out of control.

Once aboard, you discover that your
friend has been killed. You must
assume his identily to stay on the train
and learn what has happened to him.
During your three-day voyage, you
encounter passengers from all over
Europe, many of whom are involved, to
one degree or another, with the events
that are rurrcnlly mzu{‘hing I".ump('
toward World War 1. Not only must you
learn who is on
the train and
why, you must
take over your
friend’s negotia-
tions with several
characters on the
train. You'll have
to survive direct
attempts on your
life, destroy a
bomb that
threatens to blow
up the train,
cavesdiop,
search the pas-
sengers’ com-
partments and,

HELLO GOODBYE A nasty surprise—a dead friend—awaits Cath after
he jumps onboard the Orient Express.

all the while, try to avoid getting arrest-
ed. The clock is constantly

running against you, even as time is
running out for Furape.

TRAVELING FIRST CLASS

Craphically, THE LAST IEXPRESS
expertly places the gamer in the long-
gone, opulent setting of the Orient
Fxpress. Making use of photographs of
the train’ interior, the game successfully
captures the ambiance of the periad.
Clever use of animation based on live-
aclion fuul:lgc {ruluswping) resulls in an
elegant and pleasing visualization of the
games events. Most of the game takes
place from Caths (the gamer$) perspec-
tive, but important conversations, fights,
and other significant events are shown
from a third-person viewpoint.

The sound elfects, beautifully played
music, and outstanding acting all con-
tribute authenticity and ambiance to
ThE Last Exeress. Particularly impres-
sive is the use of actors who speak the
numerous other languages on the train
(German, Russian, French, and more) in
whal seems lo be native accents and
dialects, While | can't voueh for accura-
cy of all the languages, | can attest that
the German was quite authentic, and |



Some people lose
their car keys.

h I t-

©1897 CRYO Interactive Enterialnment VNI ; Interplay Productions. 1-B00-INTERPLAY.
1592 Union Street #155, San Francisco, CA 94123 A -~ Windows 95 and Mac.
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Uncover the mysteries of an advanced civilization in this epic game of adventure.
Breathtaking visuals. Exotic locations. Plot twists and intrioue. All to he found in Atlantis.
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REVIEW ¢ THE LAST EXPRESS

HELP! The passengers are in terror after the train is hijacked by a
gang of Serbian terrorists.

suspect that the rest were as well. Since
there is little that destroys suspension of
dishelief faster than a “native” speaking
with an incorrect aceent, | was very
pleased to see this extia level of effort.
THE Last Expriss has the stancard
adventure game point-and-click inter-
face: The cursor changes when you
can move or when you pass it over

fight to avoid being killed by a tunnel!

CowW JULY 193/

olve the firebird puzzle by studying the
Russian poem found in your dead friend’s
belongings. The locations to which the fire-
bird travels hint at which gems to press on
the egg, and in what order, to open it. Practice open-
ing the egg (after you find it), because when you have
to open it, you don't have a lot of time.

Finding and defusing the bomb on the train can be diffi-
cult. Search between the sleeping cars. Use your matches
and telegram to remove the bomb and to defuse it.

Fights are in real time, but you can figure out what
Cath must do to avoid getting hit or to land punches by
walching his opponents. The final fight is on top of the
train, and you have to duck quickly at one point in the

objects or people with
which you can interact.
Often, the cursor
changes to a specifie
inventory item when
you come lo a place
where that item would
be useful. Don't rely on
this {cature too heavily,
though; you frequently
must select an object
from your invenlory
before you can usc it.

When you can pick
up an object, vou will
antomatically do so
when vou click on it To
bring up your inventory
to view somet hing orto
scleet an object, click on the picture of
your character at the top of the game
sereen. Cath can carry much of what he
finels, although he won't pick up every-
thing he examines.

TRAIN IN VAIN

"There are no saved games per se in
THE L AST FEXPRESS, ;1ll|mugh you can
play up to six games
concurrently. The
game automatically
saves as you play.
When you die, get
arrested, or are oth-
envise unsuccessfiul,
the game automati-
cally rewinds in time
to a point at which
you can avert this
disaster. You can
also manually
rewind the game lo
replay segments dif-
ferently. The only
problem with the
automatic rewind
feature is that it only
rewinds o a time
prior fo the current
disaster, and you
may in fact be head-
ing (because of ear-
lier mistakes) lo
another disaster in
the near future.
When you hit that
next disaster, your
game may be
rewound by over

two hours. Such long rewinds can get
frustrating, not only because you must
replay a huge chunk of time, but because
you may have to play that span of time
over and over again until you get it right.

THE LAsT EXPRESS is one of many
games where onscreen text is not an
option (the only text appearing are trans-
lations of conversations in foreign lan-
guages). 'This makes playing the game
without sound impossible — an unfortu-
nate hindrance for those who must (or
prefer) to play that way,.

"The puzzles in THE LAST ExPRESS are
almost all logical extensions of the games
story: hiding from the authorities, search-
ing people’ belongings, using information
from conversations, surviving some fights,
and avoiding various disasters. The only
puzzle that does not follow from the
game’ story is figuring out how to open a
golden firebird egg,

"There are also many optional activities,
including paying close attention to the vari-
ous stories being played out by the train's
passengers. These extra events are designed
to fill out the story; if you miss something
you can still complete the game. Vital clues
arc always provided through interactions
that Cath can't avoid in order to facilitate
moving ahead in the story.

ALL ABOARD

‘The LasT Express successfully com-
bines intrigue, suspense, tragedy, and
romance in a rich, exciting historical
drama. With gameplay this engrossing,
players won't miss the likes of Agatha
Christie or James Bond from the Orient
Express passenger list. Mechner and his
huge team have enriched this game with
superb graphics, sound effects, music,
and a well-told, well-acted story. For a sat-
isfying and genuinely dramatic interlude,
get aboard THE LAST ExpreSs. &

PAPPEAL: Adventure gamers; mys-
tery fans; history buffs; anyone who
appreciates a rich historical drama.

PPROS: Original, compelling story;
strong graphics, sound, and music.

FCOMS: A frus-
trating rewind
feature that can
take the player
pretty far back
in the game’s
story; no
onscreen text
option.
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Meticulous tum-based combat system
lets you target specific body partsto
wound, cripple, or kill as you see fit,
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Over 50 mini-quests with multiple
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Beyond the world of Krondor
—Betrayal has just begun.

In
stores

Now!



INTERACT WITH TRAVERSE THE
OvVER 200 UNIQUE BREATHTAKINGLY

ST L — CHARACTERS. IMMENSE 3D REALM.

ol

CUSTOMIZE YOUR
CHARACTERS'

SKILLS, POWERS AND
ATTRIBUTES AS YDOU
UNRAVEL ANTARA'S
ABSORBING MYSTERY.

FAMILIAR AND
INTUITIVE INTERFACE
TAKES YOU THROWGH
A WORLD OF MYSTERY,
INTRIGUE AND DANGER.

ACTIVATE SPELLS
AND OTHER UNIQUE
WEAPONS.

Slvllﬂ.'
- Evercdge
Damage: 25
Acewracy: 1852 - Enemy Delense

CHECK yOUR ,4-—""’-)

CONDITION RING

TO SEE HOW

BADLY YOLU'RE

A GOOD REST IS
ALL YOU NEED TO

RESTORE FLAGGING

HEALTH.

INJURED.,

SYSTEM.

¥ re ||| CREATE OVER
"I 40 PoweRrFUL
| SPELLS WITH

@'@ THE ENHANCED

SPELL-CASTING

HaCk, SLASH AND

Bobi | RESEARCH AND COMBAT OVER 50

NEW ADVERSARIES.

BETRAYAL IN ANTARA™ IS HERE. A COMPLEX WORLD OF SORCERY AND

VILLAINS, IT SURPASSES EVEN ITS PREDECESSOR, THE AWARD WINNING

BETRAYAL AT KRONDOR®.

NO OTHER ROLE-FLAYING GAME COMES CLOSE TO ANTARA’S ARTIFICIAL

INTELLIGENCE AND ENGROSSING PLOT LINES. EXPERIENCE THE THRILLS,

CHALLENGES AND DANGERS OF THIS ALL-NEW FANTASY REALM.

SEE YOUR LOCAL SOFTWARE DEALER OR CALL 1

-800-757-7707.

DOWNLOAD YOUR FREE DEMO AT: WWW.SIERRA.COM/ANTARA

ANTARA

FROM THE MAKERS OF BETRAYAL AT KRONDOR®

CONTENT RATED BY
ESRE
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ADVENTURE/RPG

Price: $19.95
Minimum System
Requirements:
Windows 95, 486/66,
8MB RAM, 6MB hard
drive space, 256-color
VLB or PCI VESA
video card, 2x CD-
ROM drive, Windows
95-compatible sound
card, Microsoft-
compatible mouse.
Multiplayer Support:
None.
Designer/Publisher:
LucasArts
Entertainment

San Rafael, CA

(800) 985-8227
www.lucasarts.com
Reader Service #: 320

REVIEW ¢ YODA STORIES

* The Empire
Strikes Out

The Dull Side of the Force Wins in LucasArts’ New Desktop Adventure

by Robert Coffey

wenty years later, |

can still remember
the movie theatre
where | saw Star
Wars for the first
time. Considering
its the same place
where, over the
pasl two weeks, |
saw it my second,
third, fourth, and ifth times, its
not too surprising that its well-
embedded in my memory. The
Star Warsmovies' stalus as
beloved, cultural icons is firmly estab-
lished, which helps make a product as
resonndingly ill-conceived asYopa
SToRIES doubly disappointing. Being a
lousy game is bad enough, but messing
with Star Wans? Thats practically criminal.

RERUN OF THE JEDI

Daringly trying ta capture the solitaire-
playing portion of the gaming public,
YoDa STORIES is the second in LucasArts’
series of “desklop adventures,” in which a
new adventure is generated with cach
new game (Lhe firstwas INDY'S DESKTOP
ADVENTURES, an illustrious member of
our 50 Worst Games of All Time list).

ELECTRONIC GUIDEBOOK The Terrain
Locator reveals puzzles and tells you how
fo solve them, mercifully speeding your
way to concluding the game.

CGW
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BOBBLE-HEADS With oversized heads and tiny bodies, even
Imperial stormtroopers look like they'd be more at home with
the Muppet Babies or on the dashboard of your car.

Fvery game begins on Dagobah where
you, as Luke Skywalker, must find Yoda to
discover your mission goal. "Then, you
head off for Hoth, Tatooine, or some olher
planet to reseue Han, foil an lmperial plot,
and so on. This would seem to offer
gameplay variely, but the opposile is true.
Fach hour-long game runs ina tiny
window and plays out the same. Luke trav-
els the large tile-based map of the world,
endlessly finding and retrieving things to
trade for more things to finally get the
thing lie needs to end the danm game. He
fights hostile creatures, aliens, and Imper-
ial Stormtroopers in combat episodes that
can be generously deseribed as lackluster.
The mouse-driven interface is a mix of
sluggishness and mania. While left-
clicking objeets aclds them lo the invento-
ry, it is also responsible for movement.
Multiple clicks are frequently required
until Luke finally moves his orange-
jumpsuited butt from one square to the
next. Luke displays an annoying tendency
to enter and exit buildings repeatedly.
Puzzles consist of pushing and pulling
blocks and erates to find objects or gain
aceess o areas, [Flaws in world genera-
tion make some of the plwlcs unsolv-
able. If blocks are placed too close to the

edge of a map screen, Luke
can't drag them into the next
sereen, I he can't reach his
goal from the ather side, it
time lo starl a new game,

STAR BORES

I'ighting is also frustrating,
Lutke can atlack any adjacent
square with his light saber
only. 'To use a blaster, Luke
can only shool at right angles
above, below, or to cither side
of him, not diagonally. Yet
Dlaster-wielding enemies can attack
from any square next lo Luke. This is
inconsistent and unfair.

The game is graphically dated, featur-
ing cookie-cutter worlds filled with big-
headed, cutesified characters and silly
monsters thal are just this side of being
flat-out embarrassing. Lukes light saber
looks like a nean-blue conductor’s
baton —Zubin Mchta as Jedi Knight.

Yona STORIES has two saving
graces: the 'Terrain Locator, a map that
reveals unsolved puzzles and tells you
what to do, thus hastening the game’s
end; and a smatlering of footage on the
making of the new Special Edition Star
Wars movies — footage which is better
scen in the cinema. Gamers hungry for
Star Wars action should wait for X-
WinG vs. Tie FicHTEr. %

PAPPEAL: Those who want to
play short Star Wars games. Fans of
Inoy’s DeskTop
ADVENTURES.
PPROS: It's a
Star Wars game.
PCOMS: It's a
really bad Sfar
Wars game.




EXPAND THE “TURN-BASED STRATEGY GAME OF THE YEAR'

o Four New Campaigns

And Storylines ' - .}.g_:: -
# Dozens Of New -;:H.eroes, Y ! A YE S
Artifacts, And Events Acciam For |-
HEROES OF |.
o 20 New Stand Alone Maps MIGHT AND |
) Magic /-
o Network, Modem, And Internet \ II

Team or Competitive Play For
Up To Six Players
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“An abundance of real-time
puzzles and challenges awaits.”

- CNET Gamecenter.com
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H It’s 1914. The world is on the brink of war, and this train could push it over the edge. It’s

ws up to you to untangle a complex web of political intrigue, suspense, romance and betraya

Available for Windows® 95, DOS and PowerPC. 10697 Bruderbung Sotiwsare. inc. Windows is 2 U.S. registercd tratemark of Microsoft Corp The Last Express and B ane anuio reg ofB Sotware I




aboard The Last Express™, a real-time adventure game by Jordan Mechner.
Bon voyage. www.lastexpress.com “’Broderbund
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Price: 554.95
Minimum System
Requirements: Pentium
60, 16MB RAM, 61MB
hard drive space, 2x
CD-ROM drive (4x rec-
ommended), Windows
95, SVGA graphics, 16-
bit sound card.
Multiplayer Support:
Modem, serial connec-
tion (1-2 players);
LAN, Internet

(1-8 players).
Designer:

Daron Stinnett,
Stephen Shaw
Publisher: LucasAris
San Rafael, CA

(800) 985-8227
www.lucasarts.com
Reader Service #: 321

REVIEW ¢ OUTLAWS

A Fisttul
of Doom

This New Shooter Evokes Memories of Spaghetti Westerns and Doowm

by Mark Clarkson

ucasArts’ new first-person
shooter, OUTLAWS, gets off lo
the best possible start. The ani-
lﬂﬂfcd Opcﬂing scenes dﬂ a
great job of drawing you into
the game, and the opening
credits skillfully evoke the
mood of a “spaghetti” western.
Similarly, the musical score
seems lifted from one of
Sergio Leone’ epic horse operas, and
conld have been composed by Ennio
Morricone himself. Those who routine-
ly skip past such things will be missing
oul on the best part of the game.

Its when we get to the game (and,

specifically, the gameplay) itself that we
run into trouble. Lets face it: this is
hasically a DooM clone. And if a
DooM clone is going to grab my
admittedly jaded atlention in 1997, it
had better deliver something new.

But Ounaws isa Western. lsn't that,
in and of itself, enough? Surprisingly —
the answer is no, its nol. As [ embarked
on my journey of revenge in this Wild

West, I could never shake the feel-
ing that [ was just playing a hacked
version of DooM—anly one in
which the monsters were replaced
with evil cowpokes instead of
Barney the Dinosaur.

‘The format is familiar. You
make your way through levels
teeming with baddics. You have lo
collect keys, push buttons, and
throw switches in order to open a
sequence of doors which eventu-
ally lead 1o the end of the level.
Along the way, you collect
“"Cﬂpn“s‘ AMmda, armaor, }"'I(!
health, all the while keeping your
eyes open for subtly hidden doors.
You can walk, run, swim, erouch,
jump, and slide from side to side, as
well as look up and down.

"The levels do mixit up a little,
with gun battles taking place out-
side among the mesas, within durk-
ened mine shalts, along the high
walls of a log stockade, and from car to
car within a speeding train.

Each level
has ils own
goal —a chief
bad guy you
must overcome
before you can
advance to the
next bit of
movie. [fittingly,
most of them
make a little
speech before
they finally give
up the ghost:
“You're too late,

CCW

HIGH PLAINS TWISTER Part of the challenge in OurLaws is not
wasting the innocent civilians who cross your path.

JULY 1997

He took your
daughter on the
train. You....”

MARSHAL LAW In Quiiaws, you're the ex-
marshal brought out of retirement when the
evil entrepreneur has your family murdered.

FOR A FEW PIXELS MORE
OurLaws sports a weird look—a
blend of 2D cell animation and 3D
shooter that just doesn’t quite mix. The
textures are highly pixelated, even at 800
x600. In some places the palette seems
limited to less than a dozen colors —you
can harely tell the doors from the walls.
The graphics are, in some instances,
astonishingly poor. Sticks of dynamite
are depicted as nondeseript tan rectan-
gles with black stick fuses. Throwing
knives are little better, and the rifles and
various shotguns are virtually indistin-
guishable from cach other when they'e
lying on the ground —you don’t know
what you're getting until you pick it up.
While you might not expect to be
able to tell one pig-like alien from
another, or to distinguish one body-
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REVIEW » OUTLAWS

armored stormtrooper from the next, it
is painfully obvious when you're shoot-
ing the same four cowboys over and
over; al a distance, you can almost tell
what weapon a guy is packing by the
shirt he’s wearing,

"The bad guys taunt you continually,
but they only know a few taunts—
“Where are you, Marshal?”™You're out-
numbered!”“Had enough yet?"*Hope
vou plant better than vou shoot!” and
“Don’t be a fool, Marshall” —all repeat-
ed over and over, ad navseam.

Sounds fade away far too quickly
with distance. You'll see bad guys
standing 50 feet away, their guns blaz-
ing, but you can't hear their 43s.
Dynamite going off 100 feet down a
mine shaft makes no sound, though
you can clearly see the fash,

[nteractivily is inconsistent. Some
windows can be shot out, others can't.
If you shoot out a lamp in a stockade at
night, the room does’t gel dark. The

shattered lamp sets the floor on
fire, but the fire neither spreads
nor burns you if you stand in it;
its only purpose seems to be to
explain the rooms continued
illumination.

There are cows and horses,
but you can't ride them, kill
them, milk them, or interact
with them in any way...they
don't even say“Moo.”

WHERE'S THAT CHICKEN?

In addition to the main game,
OUTLAWS provides historical
missions (one-level bounty-
hunting quests) and multiplayer
gaming — both cooperative and
deathmatch —over modem,
LAN, or internet. Each
machine needs its own CD, but
OurLaws comes with two
CDs, both of which support
multiplayer play.

In addi-
tion to tradi-

PALE FIGHTER The gringo marshal will have to
kill this taunting bandito in order to advance to
the next level.

UNFORGIVEN Dead bandits will litter the floors
of the sawmill before the marshal is able to

I Grying Gowhoys
irst and foremost, you have to learn to drive
the game with the mouse. OutLaws’ mouse-
plus-keyboard interface Is especially easy to
use and it greatly improves aim and speed
over the keyboard alone.

Reload early and often, Jam a few more shells in the
old shotgun whenever there is the slightest break in the
action. Never go through a new door without first check-
ing your load or the dry “click” of the hammer falling on
an empty chamber may be the last sound you hear.

Choose your weapon carefully for each encounter.
The sawed-off shotgun is devastating at close range, but
ineffective past 20 feet or so. The Bowie knife is quiet.
The .44 rifle, with a scope, can take down an adversary
at 300 yards without his ever seeing you.

Careful with that dynamite. It is practically impossible to
throw the dynamite more than six feet, especially if you're
trying to throw it through a window or door. The best way
to use dynamite is to drop it and run away. It can provide
an unpleasant surprise for anyone chasing after you.

Remember the crouch key. You make a much smaller
target if you're crouched behind a barrel.

And, if all else fails, try these cheat codes.

OLPOSTAL Gives you all weapons and ammo.

0LCDS Super map mode.

OLREDLITE Freezes all enemies.

OLFPS Displays frames per second.

OLRANCH Takes you to the Ranch level.

OLMILL Takes you directly to the sawmill.

OLMINE Takes you directly to the mine.
cew JULY 1937

lional death-
matches,
Ourraws provides
some entertaining
multiplayer twists,
including Capture
the Flag, and “Kill
the Fool With the
Chicken,” where
players can only
shoot the fool hold-
ing the chicken.

You cannot, how-

ever, play a multi-
player version of the

main game. A friend

and [ enjoved work-

ing our way through

Duke Nukem 3D

in cooperative

mode. This is not an

option in QUTLAWS,

DEJA VU

Theres nothing
really wiong with
Ourraws. There
justisn’t that much
right with it. Sure,
there’ a plot which
unfolds as you play.
‘Theres even the
occasional pearl of

solve the water puzzle.

great dialogue (“You never shot an inno-
cent man,” whicliis followed by, “l never
metaninnocent man.”). Butits not as if
you're choosing the dialogue, or making
decisions which affect the oulcome of the
story; you're simply shooting your way
through one level after another.

The music, art, and interface are
absolutely first-rale. The animated cul-
scenes are well-done, if not superlative,
But, unfortunately, the core game is
lame and unatiractive.

Ourraws lacks the interactivity of
Dok Nukis and the lension of
QUAKE. And, despite its exotic (fora
computer game) selting, it shows us
nothing new in lerms of gameplay. &

P APPEAL: Anyone tired of Doom-ing,
Quaxe-ing, and Duke-ing it out in futur-
istic settings, and who wants an old-
fashioned battlefield instead.

PPROS: Terrific music; great animat-
ed cut-scenes; a new look for an old
genre; fun multiplayer options.

PCONS: Poor ((..\)

graphics; mostly
non-interactive N~
environment; a
feeling of “been
there, done
that.”




Welcome to

the new landscape
of War.



CAVEDOG ENTERTAINMENT "
PRESENTS...

T

The New Landscape Of War

In a distant part of the Galaxy, the Core and the
Arm continue a thousand year battle over long

forgotten ideals, destroying everything in their path...

TOTAL ANNIHILATION is a real-time war game
featuring true 3D terrain and run-time generated
3D units. Tanks drive up and over hills, tilting
and rocking with each bump in the landscape and
impact with enemy weapons. Battle on diverse
landscapes, including lava worlds, ice planets,
desert valleys, alien tundra, towering mountain
peaks and vast island-dotted oceans. Build
defenses high in the hills for a better view and
a better shot. Giant Bertha cannons pound the
enemy from across the world. Planes bank and
dive in intense air-to-air combat. Amphibious
tanks drive into and dive under water for surprise
attacks. Download new reinforcements from the
web and swarm the enemy with hundreds of
ever evolving units.

TOTAL ANNIHILATION'S 3D landscape is a revolution
that demands deeper strategy and generates
more realistic game play. Mobilize your forces and
experience the new landscape of war!

<szd¢sj'“

ENTEFTAINmMENT

www.cavedog.com

©1997 Humongous Enlerlainment, fc, AN righls resesved, Created and Pubshed by Cavedop Enlertalnment,

a division of Humongous Entertanment, Inc. usmum: Ly GT Interactive Sattware Corp.
Covedng Entertainment™ and Total A e ol

Enlortainment, Ing. GT'™ s a rmncmm 'l'd the GT I.nw‘-in Ea eisteral n'n:mn!h ol 6T
Erturzctie Soliveary Cor, M & and Wi a1k of Mecrosoll
Corpocation. All other lrademarks ace the rncwhr ol Their respective companies.

a GT Interactive company

Ly

oy r{%ﬂ)

Giant 3I} envimnments. in:luding
extra large maps for 32 meg users.
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PEACE TREATIES. FAILED!
i DIPLOMACY. FAILED!
| PASSIVE RESISTANCE. FAILED!

LOVE-INS. FAILED!

| THE PEACE CORPS. FAILED!

UNITED NATIONS. FAILED!
THAT GUY IN FRONT OF THE

1 FOLK SONGS. FAILED!
HEAT. MAYE.@




‘f ..s.*"l ..'J' -.\ i"_ : . }

HOW COULD WE HAVE BEEN SO WRONG FOR SO LONG? Talking about peace,

singing about peace, protesting about peace--it Il We can't tell
ourselves to be peaceful any more than a computer can tell itself to do a pirouette! Bad
brains will be bad brains! But Dr. D.G. Bartha's CyberDiversion Theory says, if we allow

them to be bad in a place where bad ain't so bad (i.e. on the HEAT™ internet gaming net-

work), it's actually good! We please our bad brains and no one gels hurtl HEAT 1S THE
EIRST STEP TOWARD GLOBAL HARMONY!

THE ROOT OF THE PROBLEM- A BAD BRAIN:

THE BRAIN'S REPTILIAN COMPLEX TELLS US TO DOMINATE AND DESTROY! CVBERDIVERSION
THEORY SAYS, DON'T LET THE PEACE PROCESS STIFLE THIS NATURAL TENDENCY FOR AGGRESSION!
INSTEAD, LET IT THRIVE ON REAT.MET, WHERE EVERYONE CAN DOMINATE AND DESTROY, BUT NO ONE S

CAN BE HARMED! .. HEAT S THE ANSWER!!

Y ATE AND DESTROY EACH OTHERI
Wae see it on the six o’clock news every single night! HEAT is

just a place where we can dominate and destroy each other with-
out traumatizing innocent families or having to do hard time!
In fact, at HEAT.NET YOU ARE ACTUALLY DE|

WITH PRIZES FOR YOUR EFFICIENCY IN DOMINATING
AND DESTROYING!!

There are even toumaments and ladders to
increase the level of competition-- the more you dominate and
destroy in cyberspace, the more peaceful our reality

will be! On HEAT, you can kill your ex-husband, kill your boss,

kill the leaders of pesky third-world countries-- in cyberspace,
nobody ever gels hurtl M ILL IN A P|

(HEAT), SO WE CAN LIVE IN APLACE WITHQUT PAIN (EARTH)

WHAT'S SO CRAZY ABOUT PEACE,
LOVE AND UNDERSTANDING?

THIS: AGGRESSION IS HUMAN NATURE! LET'S ACCEPT IT AND PUT IT 22
RE TNROCENT LIVES AR §

ONTO THE NET WITH HEAT BEFORE M@
: - KEAT IS THE ANSWER!!

PEACE IS AS EASY AS 1) Logging onto HEAT.NET (/T'S FREE), 2)

A e T B M e e R LT e P s e e 2 N S ey
Booting up your favorite multi-player CD-ROM game, or HEAT exclusive,
3) Reléasing your R-complex fo slaughter the bad-brained vermin on the
other end of the line! You'll feel better, they'll feel better, we'll all fesl better-
@ @ LOGONNOowIN P !

THE ONLY WAY TO ACHIEVE WORLD PEACE IS TO PUT ALL CONFLICT ONTO
Tofcal Opimum Diversion Rolaso O, o e at hch e Rl THE NET AT HEAT.NET:

urges are dispersed from the brain, we've developed intensive HEAT-exclusive

ames like Scud™ and HEAT Warz™ i L0G ONTO R » A
Qa" as Bplay ot tevermu!ﬁ-pl? wei;gsgspe:a_l H'iz}l:‘ tgad'm ogy that ae™  FAVORI HE'{!"“-ET "Pu cint-l 'ﬂﬂnﬂnﬂuﬁ}%m.ﬁnﬂsﬁl’gﬂl
Scud Db 8 ACBIEVE WHAT MILLIONS OF GTHERS HAVE FAILED T8 ACHIEVE: iz

HEAT IS THE ANSWER/

r—ﬂ—mn-n-n——-—--u-—u-----————-—

1 0 YES rd fike 10 give peace enpther chancaby  Noma

1 taking my Reptilan Complax ' :
1 onlo the Intemet with the H At Eaol f’:d:?;“,.m
PR Ao o of N Sy

1 netwark! Plaasa sand me more| ey TE“ .
1 QNO! " Im a torrorist wha piols aliackson inflgoant &, o

---1

F." ﬂ-. o —-
. . ] women and chiidron, and frankiy) kind of gof otfl S _—— 3)9» o
STOP REAL-LIFE VIOLENCE! Lm'ﬂ'ﬂw‘ of thing. No, thanks, o bl S &
CoP e PR, e = PLEASE CLIP AND SEND TO THE GYBIADVERSION INSTITUTE: 14834 14TH ST, SUITE 207 SANTA MOHICA. CA D004

s gt S T e o I i
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Price: $39.99
Minimum System
Requirements: Pentium 100,

8MB RAM, Windows 95.

Multiplayer Support:
Modem (2 players),
LAN (2-8 players).

Publisher: 7th Level

(B00) 8A4-8863
www.7thlevel.com
Reader Service #: 322
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REVIEW ¢ HELICOPS

by Robert Coffey
ans of airhome shooters have had
little to cheer about since the release
of Discrnt 2, 7th Levels animme-
{lavored chopper blastlest
HELCOPS aims to fill that airhome
void with its console-stvle gameplay. With
an entertaining mix of missions that is far
better than the thuddingly-repetitive
Herisenoer, HiCOPS just might sat-
isfy that 31 air-combat jones until some-
thing better comes along,

HeliCOPS is an elite unit of crime-
fighters battling the evil crime syndicale
Nemesys across the city of Neo-Tokvo.
There are five pilots from which lo
choose. Though the manual says they fly
differently from each ather, they really
don't. However, the five assault heli-
coplers do handle a little differently from
helicopter o helicopter.

Twenty-three missions are broken up

into six mini-campaigns, and you'll have

SHOOTING GALLERY HeLiCOPS offers
plenty of fun action. It's not too difficult,
though, and doesn’t have much depth.

to complete all six campaigns as one pilot
to finish the game. Ttwould have been
interesting to allow the team to truly oper-
ate as a unit, picking pilots whose skills
best suited certain campaigns.

Mission variely is HELCOPS'
strongest feature. Played in a texture-
mapped 3D world, mission objectives
include rescue operations and timed

cfforts to thwart escapes that take place
in avaricty of locales. A slew of inventive
power-ups adds to the novelty.
Unfortunately, for experienced
gamers, HELCOPS isn't oo challenging
(some levels can be finished inundera
minute). Controls that hamper maneu-
verahility and a lack of an incremental
save feature keep HELICOPS from
being a real winner. Stll, if you're looking
for some old-fashioned, airbomne fun,
HELCOPS may well fit the bill. &

PAPPEAL: Action fans who want
quick and simple shooting fun.

PPROS: The
game is fun and
looks good.

PCOMNS: Too
short; poor save
feature; not too
challenging.

*

sa lechnical showease,
CYBERDOME isn't too bad; but
as a game, it comes up well
short. You play in yet another
virlual-reality game world: In
this case its the CyberDome —a big,
golden whiffle ball stocked with enc-
mics. When using a 3D aceelerator,
CYBERDOME sports smooth frame-
rates; pleasant visuals; and mildly

REVIEW ¢ CYBERDOME

Gyhertdoze

by Robert Coffey

Without a 3D card, you'll have to use the
configuration editor to shut down mosl
gmphic options in orcler to avoid a stutter-
ing frame-rate. Even with the aceelerator,
you'e not assured smooth play, since
CABERDOME's READ.MIE practically
boasts that it crashes most non-3D 1 cards.
With little gameplay appeal and its
greedy resource-gobbling, CYBERDOME
ultimately isnt worth the trouble. %

WEB OF DEFEAT To play Cveer-nome, you'll
need to either have a monster machine or play

engaging, if repetitive, combat. Still,
there’ alitany of problems.

PAPPEAL: Gamers who need to

m For starters, the game is short. with these lousy graphics. !iuﬂslt):“;: at:je existence of their
Minin:unrz. Syslém Even the documentation acknowl- PPROS: Takes
Requirements: Pentium 100, edges that a good player will completeall — speed your foes possess. And, the laser advantage of the
12MB RAM, Windows 95. | 6+levelsin an hour. Perhaps in order to doesn't track your prey— this is particular- 3Dfx chipset.

Multiplayer Support: None.
Publisher: Microleague
Multimedia, Inc.

(717) 334-2722
www.mmi.com

Reader Service #:; 324

pad playing time, CYBERDOME has no
save feature, forcing gamers who die on

ly annoying since it doesn't fire from the
same part of the sereen consistently, thus
making largeting a matter of dumb luck,
“The biggest knock against CyBriR-
DOME s ils steep system overhead,

PCOMS: Not
much of a game;
too short; sluy-
gish controls;
crashes.

level 63 1o start over from the beginning,
Sontrols are sluggish, as is movement,
especially compared to the lightning
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On the Ctreets of S’,MC#\“ s KILL or b8 Oap L %
| Go forget The CRUDE hand 9ERTE 5 e o Claping wmissile *F Fhe tail pipe. o
Drive ong of 5 Ad[Y Joaded Deaf.H machings. Har| SMeke screens from a8
.MUS‘CLE car. Toast your enemies with maching un blasts from a LETHAL
bcad Fruck. And Tutn OROSinlg read wareiers ife G R0
Cuery oIty Soé;\ario'——eue.\ imPorfed GimCifies. ¢)p yiue H.em
a ol’.aﬁj\ course in Hedd—od nefwork PLE\Y. Pecause on Fhe

Chiers of SimCiTy, youse 3¢ £ DRIVE £ SURVIVE "

. "
Vi ) i s XTI . o e, szl

® 1997 Maxis, Inc. All rights reserved. Streets of SimCity is a trademark and SimCity and Maxis are registered trademarks of Maxis, Inc. All other trademarks or registered
\rademarks are properties of their respective owners. For product or ordering information contact your local retailer or call 1-800-33-MAXIS. Available for Windows 95.
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Price: 549.95
Minimum System
Requiremenls:
Pentium 90, 16MB
RAM, 50MB hard drive
space, 2X CO-ROM
drive; supports all
major sound cards.
Multiplayer Support:
Modem, serial cable
(1-2 players), LAN
(1-4 players).
Designers: Elite
Publisher: Accolade
San Jose, CA

(800) 245-7744
www.accolade.com
Reader Service #: 325

REVIEW ¢ TEST DRIVE: OFF-ROAD

‘Monster Truck

Mayhem

TEsT Drive: OFr-Roap Has Three Flat Tires

by Gordon Goble

ave you ever slapped your
joystick from the desk,
jumped up, and stomped
the freaking thing back
down loils basc clements,
all the while shrieking pro-
fanily-laclen expletives?
Well, neither have [, but
Accolades TesT DRriviz:
O Roab got me awfully
close a couple of times.

THE BUMPY ROAD AHEAD

According to the game’s marketing,
TesT Drivis offers “true-to-life driving
mechanics,” and 12 tracks to test vour
off-road skills.” Yeah, the game does have
12 tracks, but it doesn’t feature anything
approaching true-to-life mechanics, nor
dloes it test your off-road skills as much as
your ability to float a fore-aft pendulum
through a pinball-like environment that
has you rebounding more than driving,
Losing control of my vehicle at alittle
over 15 mph is not my idea of fun,

Add to that the arcade mcing staple of
t'(_\mpulcr-dri\m] opponents whose Cipl-
hilities fluctuale in accordance with your
position, and the whole exercise gets loo
frustrating, Is there anything worse than
driving the pertect lap, only to find that
the same guys who slowed to a crawl after
your last crash are now hot on your tail?

In theory, Tist Divi: affords you the
opporiunity to drive one of four proche-
tion 4x4s (Jeep Wrangler, Chevrolet
K-1500 truck, Land Rover Defender 90,
and Hummer) through a varicty of con-
ditions and enviromments, each of which
is anything but orclinary. The 12 tracks
include forest, desert, and snow fermain;
six become available only after you've
thrashed the campetition in a given rac-
ing series, Ifyou really play your cards

CcoWwW
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right, youll get
four bonus
vehicles too.

But for all the
supposed vari-
ance in vehicles
and tracks, and
the many driving
options and uscr
preferences, very
little variety is
actually reflectecd
on the track,

Sure, honkin’
through snow is
different than dri-
ving in the desert,
and the Hummer handles marginally
better than the Jeep, but its all just so
damed arcade that nuances are losl for-
ever ina bump-n"-mun mire.

DRIVING'S UPS AND DOWNS

Toits credit, TEs1T DRIVEE is packed with
amenities. There are nine driving perspec-
tives from which to choose, a full replay at
the end of each contesl, and a fairly large
world on cither side of the track. You can
lake shorteuts over hills and dales or per-
haps through some nicely-rendered trees
(yau can also get lost).

Trucks will slow down when hit, and
perhaps be spun around or tossed upside
down after a leap gone bad, bul are mag-
ically righted a few seconds later. Sadly,
your vehicle will nol show damage, and
therefore there is no such thing as a
repair shop (or an upgrade shop, for that
matter). At least the music, a much-
hyped songfest from inclustrial rockers
Cravity Kills, sounds good.

"I'hree display options (VGA-and
SVCA-graphies, and the odd middle
giound of “ModeX") and a ton of detail

CHEAP JEEP You can race four sports utility vehicles, including
this Jeep, but there isn't much difference between them. Sure,
one might comer a little better, but they're practically the same.

levels assure that most Pentium-class
machines will run the thing, and this is
one game where VCA doesn’t mean
Very Grainy Aperture. The trucks them-
selves are convineing in any mode, and
graphics would have to be considered
TEsT DRIVIES strong suil.

But if big, loose “x4s are your thing,
check out Microsofts MoNsTER TRUCK
MapnEss for some wild, semi-authentic
action that leaves this game in its dust.
Test Drivie: Orre Roan will test your
patience, but litile clse%

PAPPEAL: Off-road arcade fans
who don't have time for deep racers
that require skill.

PPROS: Loads of options; slick-
lookin® trucks; impressive VGA-
graphics mode; soundtrack is
pretty cool.

rCors: Frus-
trating handling;
Al drivers that
just shadow your
performance; too
little test
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" POOLS OF
DARKNESS™

_ul,l,imaj_te A'DVANCED D_UN : .~lhe most pnp‘ularof the AD&D® worlds. thlhcryml arcadlc-
‘game’ collection. . 'l‘welve-of '\ e | ng AY

L . hard AD&D® cnthusiast, or a newcomer looking to begin your
- fantasy advenlurcs _ever crcatl:d arc. galhércd mgclhcr in onc g
3 mcredihle boxed set, Each exciting adVenturc takes you deep inlo

Wy Gamers.For Gamers 1™

‘first.adventure, this compilation set is sure to become a collec-
tor’s item and provide months of entertainment value.
Addvanced

Dungeons&.Dragons

ADVANCED DUNGEONS & DRAGONS, ADED, FORGOTTEN REALMS amd he TSR logo are registered Irade- S50 and § Ing. are of Il
marks owned by TSR, Inc. POOL OF RAADIANCE, CURSE OF THE AZURE BONDS, HILLSFAR, SECRET OF THE Simulati Ine,, & pe eompany. Comp game cade * 551
SILVER BLADES, POOLS OF DARKNESS, EYE OF THE BEHOLDER, EYE OF THE BEHOLOER |1, EYE OF THE and Stralegic Simulnlions, Ine. Used under sublicense. Imerplny it
BEHOLDER 11, DUNGEON JIACK, GATEWAY TO THE SAVAGE FRONTIER, TREASURES OF THE SAVAGE @ rademark ol Interplay Produclions. Al vights reserved. AN olher
FRONTIER, MENZOBERRANZAN, BLOOD & MAGIC, DESCENT TO UNDERMOUNTAIN and DRAGON DICE are frademarks are properly of Iheir respeclive owners.
Irademarks owned by TSR, Inc. and uted under license,
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www. len.nel

The Critics are Gushing with Praise:

Action! Humor! Atmoshere! Blood
does it all with a heavy dose of

horror! -PC Gamer

PRQk Gk ok g ¢

-PC Gaming Review

Excellent level design, brilliant
weapons... an excellent addition
to the shooting genre.

-Next Generation On-Ling

It doesn't get any better than this...
Eye Poppin' Demo Award
-Gamepen



full-hlcoded version

MORE BLOCDY FEATURES
34 deerp red levels

all 4 episodes featuring gore galore, true rooms-over-rooms and hidden hellholes

& dedicated multiplayer
hloodhath levels

- optimized for KALI, featuring team-play and all new humiliations

12 sick, sick weapons

including voodoo dolls, tesla cannons and life leeches

17 Ugly-ass enemies

nds, pha’ntasm_s, Qhrysalids and the almighty Tchernobog

ap editor

| your own abomination

" "
\ © 1997 Manelith Productions, Inc. All Rights Reserved. Blood is a trademark of Monalith Productions, PO Bax 3268, Kirkland, WA 98083. This game uses the Build engine
www.lith.com.  and tools by Ken Silverman. Published and distributed by GT Interactive Software Corp. All other trademarks are the property of their respective companies,
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Price: 544,95
Minimum System
Requirements: Pentium
100, 8MB RAM (16MB
recommended), 21MB
hard drive space, 2x
CD-ROM drive (4x rec-
ommended), 256-color
VGA-graphics display
(PCI video card recom-
mended), supports
Sound Blaster-compati-
ble sound cards.
Multiplayer Support:
IPX (1-4 players).
Designer: SCI
Publisher:

GT Interactive

New York, NY

(800) 610-GTIS
www.glinteractive.com
Reader Service #: 326

REVIEW ¢ XS

= Idiot Savant

XS Offers Tough Opponents, but Few Graphic Graces

by Peter Olafson

Lis a realization that all 3D-action
gamers reach sooner or later: The
combined intelligence of their
computer-controlled enemies
couldn'Uight a candle. If you wanl
willess rbols arranged in action-
oriented puzzles, you play solo. If
you want real combat with ene-
mies who are smart like a fox, you
play with real human opponents.

So, the foundation upon which SCI%
XS is built—a multiplayer-like game thal
doesn’t require other players—is inviting,
The game has a series of 20 deathmatehes
with computer opponents who behave
more like humans than drones.

There isn't a belter action-game Al cur-
rently on the table, But thats onc of the
gamie’ few assels, and design limilations
quickly outweigh this one advantage.

NOT ENOUGH

You're dropped into a multi-level
arena along with three other contestanls
and a range of mild-mannered bots. Be
the last one standing and you'll move to
the next arena, along with whatever new
weapons (ranging from hand blasters lo
armor-piercing crosshows) you've har-
vested from the dead.

“The arenas are bland. Theyre genuine
3D constructs, but the textures are rather
Doom-like, the dimensions are modest,

L\

: N UD ERFOI EXCHANGE AVAILAGLE

NOT AS SMART AS YOU LOOK Though smart, XS's ene-
mies lack shrewdness in issues like positioning and distance.

CGW
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FUNNY, YOU DONT LOOK HUMAN XS offers deathmatch-style gameplay without
other players. The Al is good, but the rest of the game is lacking.

and the designs are naggingly similar.
Theres no water, lava, or toxic waste; no
unique level features; and no tools to build
your own levels, Plus, at first, the shiclds
that surround enemy figures make them
alllook the same to the untrained eye.

MENSA FRAGGERS

But...they're waysmarter than the aver-
age NPC. They seek you oul. They wail
until you and an opponent have wom
each other down, and then swoop in for
the buzzard kill. They pop out of cover, let
loose a few rounds, and then pop back in.
"They use rocket launchers to larget you
through the narowest

They retrieve the left-
overs of destroyed bols
and fallen rivals. And,
occasionally, they nun
for their lives, The illu-
sion of a multiplayer
game was persuasive
enough that, every now
and then, [ forgot that |
wasn't playing with
other people —and
thal’ an achievement.
Unfortunately, XS

w5 00

has a few imitating ticks.

windows of opportunity.

Picking up an enemy’s weapon lemporari-
Iy locks out the ability to tum. Also, the
program seems stable, but crashed on
occasion—onee while loading the post-
arena sequence after I'd cracked an espe-
cially difficult level, Plus, the built-in oppo-
nent racker takes much of the mystery
oul of the game, and should have been
made a time-limited power-up.

“Thats not fo say XS doesn’t have any-
thing to offer. You can put your character
on auto-pilot with a key-press. You can
drop up to four cameras lo monitor your
rivals, or you can detonale those same
cameras like bombs, And, you save only
upon completion of a level —something
I like lo see more of in this genre.

But Id rather play a game without much
of an Al than an Al without much of a
game. Sadly, thats what we have here. S

PAPPEAL: Action gamers who
want to play deathmatches but can’t
round up the live hodies.

PPROS: Some
of the best Al of
any action game.

rCOMS: The
rest of the game,
from levels to
enemies, is sub-
standard.




your heart racing, ys :
“and keeps you shor
‘thanks to Blue Byte Software, (makers

of such classic games as Archimedean

Dynasty and The Settlers I Gold
Edition), That’s all about to change...

Extreme Assault proves that, after
producing award winning titles in the
Strategy, RPG and Adventure genres,
Blue Byte also knows how to cut the
mustard when it comes to arcade-
slyled, fast-paced intense action games.
Set in a futuristic theater of war,
Extreme Assault guides the player
through six totally different operation
zones, cach sub-divided into multiple
missions requiring the completion of a
variety of exciting lasks. Objectives
range from destroying all the enemy
units in a given area, lo rescuing
hostages, defending towns, pulverizing
hidden bases, and even engaging alien
forces!

At times you'll also find yourself in
restricted quarters and have to transfer
from your lethal Sioux AH-23 attack
helicopter to the awesome T-1 battle
tank. Each vehicle is heavily armed
with a vast array of weapons ranging
from Laser Guns and Guided Missiles,
to enormously powerful Smart Bombs
and Thunderbolts. And I haven’t even
mentioned the graphics!

V Enjoy spectacular MMX™ enhanced
transparent effects including
holograms, explosions and
laser barriers!

inds sweating
f breath. Well,

¥ Strike the enemy hard and fast with a powerful 21st century attack helicopter

and state-of-the-art battle tank!

? Fight many short intense missions
that will keaﬁ your adrenaline
pumping for hours on end!

All of the action is viewed in spectacular
3D, cither from your virtual cockpit or
from the outside of the craft, with
incredibly colorful graphics and superb
special eff Extreme Assault runs on
a 3D engine so advanced that you can
enjoy this [inely detailed world without
an accelerator card. The realistic sound
effects and CD audio track further
enhance your immersion into this
exhilarating and treacherous  world
created by Blue Byte.

Bottom line... Extreme Assaudt is

THE 3D intense action game for the PC!

Matt Broughton

CIRCLE READER SERVICE #175

To experience the infense action

for yourself, call (800) 933-2983 and
get o FREE playable demo.

Mention source code # CGW797

Next Month: Exting detoils on-
The Exiremely Cool Sweepstakes.

£ Blue Byte Sofiware; Inc.

* B70E: Higgins Road, Suite 143
Sehaumburg, IL 60173
Phone (800) 933-2983
Fax: (847) 995-9956

Available: Summer 1997

@11997 Blue Byte Saftware, Allights reserved.
“Extreme Assault” s o trodemark of Blue Byte Software.

“MMX” & o rodemark of Intel
o




Copyright © 1996 3D1x Interactive, Inc. The 301x Interaclive logo and Vioodoo Graphics are trademarks of 3Dfx Interactive, Inc.
Images courtesy of Eidos, Ubi Soft, Criterion Studios, Activision, and Shiny Entertainment. Deathtrap Dungeon, Flying Nightmares 2, Tomb Raider, Lara Croft and her likeness are trademarks of EIDD
Entertainment. © 1997 Shiny Entertainment. Activision is a registered trademark of Activision, Inc. 1996 Activision, Inc. MechWarrior, BattleTech, BattleMech and "Mech are registered trademarks anc



Try Voodoo

PLC. © 1997 Eidos. Subculture images are trademark of Criterion Studios. © 1997 Criterion Studios. Pod images are trademark of Ubi Soft, @ 1997 Ubi Soft. MDK images are trademark of Shiny
MechWarriar 2, MechWarrior 2: Mercenaries and MercMet are trademarks of FASA Corporation. All rights reserved, All other trademarks and (rade names are the properties of their respective owners
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YOU DON'T KNOW JACK MOVIES ¢ REVIEW * k& % X J

Play It

Again, Jack

Berkeley Systems’ Latest Romp Is a Movie Buff’s Delight

by Charlotte Panther

o, you think you know
movies, huh? “Frankly my
dear, you don't know jack.”
So savs Berkeley Systems
about the latest addition to

series, You Don'T Know
Jack Movies. And, while
you'll never be able to con-
vinee the fast-talking

Smart-Alec q tiz-show host that voul know

athing about the subject, take comfort in
the fact that you ean always con a couple
of your friends into believing youe the
next Pauline Kael or Roger Fhert.

While [ove trivia games, | have my
strengths and weaknesses. Entertainment
questions | can answer in a heartbeat, but
ask me about sports or geography and I'm
clueless, Sound familiar? Then you're
going to love Jack Movies, Like its pre-
decessors, the game imilates a TV game
show environment, allowing up to three
people lo compele on one keyboard, but
this time the interface has the glow of the
silver sereen. The black and white screen
bearing the initial questions, has the
seratched-negative look of an old movie,
Onee you pit‘k your category, full color

resumes. YDK]J fans will recall that half

its hilarious trivia quiz game

the fun of this game
comes from walch-
ing each question
introduce itself: You'll

Based on their careers, which Fonda is LEAST
suited to star in a film about a TV reporter
investigating a nuclear accident while riding a
motorcycle to California from the Dust Bowl?

be happy to know 1. Peter

that Question Four is
still'Ihe Question

= . Henry
1. Jane
‘.. Bridget

P APPEAL: Movie huffs, Jack fans
and anyone looking for a great

party game.

PPROS: Hilarious, irreverent, chal-
lenging and still fresh; the best
mutiplayer trivia
fuiz around.

PCOMNS: Its
Fiber Optic Field
Trip tries to be
funny, but ends
up detracting
from gameplay.

That Cares, but il
now has a new,
improved sleeker
look. Xach number
takes on a movie-
industry reference,
Satirizing THX,
Ouestion Tive whooshes onto the screen,
letter by letter, telling us* The Question is
Listening.” Question 17 appears in the
guise of an NC-I7 rating waming, and
Question 20 looks suspiciously like a cer-
tain film studio’ logo.

MAKING MOVIES

"The questions include a good mix of
oldies, classics, contemporary, cult, and
CenX-type movies, all presented in the
highly amusing and familiar Jack fashion.
Along with multiple choice questions, all
the old favorites are there: Snicklish
Restroom, or the Gibberish Question,
where a seemingly nonsensical sentence
aclually rhymes with a movie,
character or quote; DisorDat, in
which you must decide whether a
maovie starred, say, Audrey or
Katharine | Itpbum Whats-
hisname, in which you must try to
guess which celebrity your know-
it-all host is thinking of; and, final-
Iy, Jack Attack, a super- fast buzzer
round that has you matching two
words based on a clue.

Jack MOVIES s rife with all the
sarcastic wit and humor that

4.4
Charlotte
Sg,SDO

GRAPES OF LAUGH Jack Movies includes questions that
span generations—Iiterally.

we've come 1o expect from the series, and
at some poinls is even mare risqué than
the earier titles (during one round,
Question 12 asks, “Did someone order a
giant |2-inch sausage?” A zipper is
unzipped and a female voice gasps, "Oh
my!"). The only time the humor became
tiresome was during a liber Optic Field
Tip, when our host makes a mock-tele-
phone call to an imaginary viewer who is
asked to suggest a trivia question. While
this was amusing for awhile, I soon found
myself wanting to get back to the business
of answering questions. Nonetheless, this
minor irmitation is a small price o pay for
this othenwise lerrific game. &

The Question is Listening

SOUND CHECK Jrck Movies spares no one from
its barbs, Here, the victim is Lucasfilm's THX.

JULY 1997
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Price: $29.99

Minimum System
Requirements; 486/33,
Windows 3.1 or Win
95,16MB RAM, 19MB
hard disk space, 640x480
(256 colors) graphics, 2X
CD ROM Drive, Sound
Blaster 16 or compatible
sound card.

Multiplayer support:
same computer

(1-3 players)

Designer: Jellyvision
Publisher: Berkeley
Systems

Berkeley, CA

(510) 540-5535
www.berksys.com
Reader Service #: 327




by Charles Ardai

Price: $29.95 (street)

Required: 486-33, 8MB
RAM, Windows 95 CD-ROM.
Multiplay: hotseat (2 players).
Publisher: Hasbro Interactive
Beverly, Massachusetts

(508) 921-3700
www.hasbro.com

hat can you doto
justify a computer
version of the
classic boardgame
Othelle? A
decade ago, Artworx tried
adding pictures of naked
women in CENTERFOLD
Souares. This official
Hasbro adaptation of
Othellois hardly less outra-
geous, leaturing the pinups
of the intellectual set,
Leonardo da Vinci and

Albert Einstein.

WHAT, NO SHAKESPEARE?
Leonardo, speaking in a Chico Marx

accent and daubing at a canvas as you

walk in, mildly chides you during the

game, as an old ltalian relative would do.

Finstein is 1 more modest caricature

MONA LISA POKER-FACE Qddly enough, Leonardo
makes for a better computer opponent in OtHELLO
than does Einstein.

with his Viennese accent, and his hair is
actually tidier than in some photos of the
real Einstein. Perversely, | find Linstein
an casicr opponent to beal,

You can also play OTHELLO against a
conventional (invisible) computer oppo-

play in Dutch or German; and you can
|)]:I)-' with or without compuler hints. As
usual for a Hasbro adaptation, there are
lols of features— most of them appeal-
ing, all of them well executed.

But what people will remember are Al
and Leo. The idea is nearly as clever as it
is silly, but as with the nudie version of
1987, the appeal quickly wears thin,
Either you'll enjoy O1tinio for ils own
sake or youwon't. &

P APPEAL: For those who need pic-
tures with their OmeLto,

PPROS: Good cumpuler oppunents
decent
multimedia.

rCONS: Why
huy this when
there are so
many shareware
versions?

Reader Service #: 328 nent, or against another humanYou can

»

his is the 125th Anniversary of Arbor Day,
the tree planters’ holiday. This year The National
~Arbor Day Foundation asks you to plant Trees
for America, and provide for their care.

Trees Make a World of Difference. Thanks to
trees we enjoy shadier streets, greener city parks,
and friendlier neighborhoods. Trees also produce
oxygen, absorb carbon dioxide, and help keep the
atmosphere in balance.

This year, plant Trees for America. For your
free brochure, write: Trees for America, The Na-
tional Arbor Day Foundation, Nebraska City, NE
68410.

The National
Arbor Day Foundation”

www.arborday.org

CGW JULY 1697




w.?@, Qe s’o

You've faced off against the Iegends 4"

in PGA Tour...

Teed-off on the TOUIGHEST COUNSES

with Links LS...
But you haven't played in a

real championship unti .

Only British Open Championship Golf™ puts you right in
the middle of the action in golf's greatest championship.
Compete as one of eight featured pros against a full
field of top professionals. Get advice from the first-ever
fully interactive caddie. See and hear the crowd react to
your every shot. Get play-by-play announcing from ABC's™
Jim McKay. Battle Scotland's infamous weather on photo-
realistic 3D simulations of two of the world's most
challenging courses —
The Old Course at St Andrews
and Royal Troon. Any way you
slice it (or hook it), no other
game gives you the sheer
adrenaline rush of real
championship play like British
Open Championship Golf.

SRl

it OPEN

CHANMPIONSHIT

BRITISH OPEN

WWW.BRITOPEN.COM CHA M PIONSHIP
— ﬂ
*For a limited time owners of LinksLS!™ PCA Tour® 96 and Microsoft™ Golf can get a $10 rebate with : }"
the purchase of British Open Champicnship Golf. Offer lasts until June 30, 1997 See packaqe for details. _.‘4
Available In major retall outlets or order direct 1-800-360-7455 _...'.. ™
T GET INTO THE OPEN
© 1237 Locking Cbass Techn g an g  Club of & o t Andrews 3nd Roval Troon Courses

Al ot trademas and trade swrsrs. Al nghts resanved

CIRCLE READER SERVICE #065



* ok

REVIEW ¢« NCAA BASKETBALL FINAL FOUR 97

|:=!,t1|lll| L]

by Terry Coleman

hile NBA
Lavizis the
current com-
puter sporls
champ (hav-
ing won lwo

every one of them
makes the NCAA
tournament ficld.
Guess it wasn'l
worth licensing the
Coppin States and

conseculive Tennessee-
cow Chaltanoogas of
Premier the world,

awards) it still
doesn'Lsatisfy all our hoops crav-
ings. Every spring, our I|1m|ghl.\
still tum to dream matchups of
Kentucky thoroughbreds raining

On-court game-
play isn't bad, just
uninspired. Like
maost action-arient-
ed sports games,

WHERE'S DALE BROWN WHEN YOU NEED HIM? The ability to call
plays on the fly isn't as much fun as it could be, since you can't
play matchup zones and other notable college defensive styles.

Price: $39.99
Minimum System
Requirements: P75,
8MB RAM (16MB rec-
ommended), 2MB hard
drive space, Win 95,
256-color DirectX-com-
patible SVGA graphics,
2% CD-ROM (4x recom-
mended), Windows-
compatible sound; sup-
ports mouse and all
major gamepads
(recommended)
Multiplayer Support:
1-4 (daisy-chained
gamepads)

three-pointers versus the patience
of Princeton’s 30s-style motion offense.
We want to rattle freshman point guards
with full-court presses, un the classic
UCLA high-post offense, and even —
Michael Jordan, avert vour eves now—
play zone defenses.

Enter Mindscape, who has licensed
614 teams, exactly enough to let you
replay the NCAA basketball tourna-
ment. While NCAA BASKETBALL FINAL
IouR 97 is better than some other col-
lege hoaps games on the PC, it isn't
March Madness, either.

Anyone who has played action-orient-
ed basketball games will have no trouble
gelling into Final Four 97. Best
enjoyed with a gamepad, play is the cus-
tomary pass, shool, or turbo. Mindscape
gets brownie points for giving us a steal
button, unlike the PC version of NBA
Live: 97. But the displays are oddly orga-
nized: Why must you constantly
click to the next screen to see one
more menu item?

‘The low-res graphics are oul of
date; even the first NBA Lives
looked better. Its obvious that

SELECTION COMMITTEE

The confusion continues beyond the
graphics, or example, even considering
that they can’t use individual player
names, the team lincups simply don'l
jibe with the actual season. Half the
teams seem taken from the 96 lineups,
and half from "97. 115 hard to pin down
since the stats for each player fail to list
class status. Worse, how can you be
expected to duplicate Denny Crum&
feat of taking four teams to the Iinal
lour in seven years if you can't recruit
your own players from the prep ranks?
CTES recruiting model in NCAA
BaskrreaLl isn't the best, but its worlds
better than the lame scason-to-scason
play in FINAL FOUR Y7,

Not that it makes that much differ-
ence how you do in the regular season.
Since there are only 64 teams licensed,

FinaL Four Y97 is
slanted towards offense, but at least the
players do miss shots accasionally. Bul,
there are way too many blocked shots and
too few charging fouls and traveling calls

- especially considering how much closer
refs call these in college than in the pros.

But the big thing missing here is the fla-

vor of college hoops. Where is the box-
and-one, the triangle-and-two, the Temple
malchup zone? Why do players, especially
freshmen, notimprove as the season pro-
gresses? Why is there no home court
advanlage for teams in legendary stadi-
ums? Without such touches, Finat Four
97 becomes a junior pro league; a slower,
less attractive altemative to NBA Livi:.
Until they develop their own identity,
Mindscape’ sports folks will be sidelined.
[fyou crave college hoops, pick up
Haffners Couri=sine Baskiiga 1 for
stat play, or GTES NCAA CHAMPIONSHIP
BASKEIBALL for action. &

P APPEAL: For dedicated hoops
fans only.

PPROS: Easy learning curve;
decent, if generic, hoops feel; steal

Developer: High Voltage [FINAL FOUR 97 was developed for hutton. i

Software | the PlayStation, and considering PCONS: Dated

Publisher: l{[\“iﬂdﬁwgﬁ that the game engine doesn’t max ?;i:‘llhi?‘s: too

ovato, . ey e college
out the potential of a PSX, PC

(699) 234-3008 owners I'|n:n't gni::!' to be impressed POLYGONAL SLAMS The player motion for teams; confused
www.mindscape oy > ' : : layout; real lack

games.com | Pplaying this on, say, their brand new FinaL Foun 97 is fairly smooth, but the graph- of originality.

ics would have looked dated in NBA Live 95.

Reader Sarvice #: 329
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1998 Sdition

THE

a n d

t b e

SCIENCE 0

GOLF

gnlroducing the Links LS 1998 Edition. The

forces of art and science have
combined to produce a golf

experience like never
before. This new version
of the Codie Award winning

[L 5%

BT S

\h‘

golf simulation is packed with

over 25 new features! Here's just a few: e

Brace yoursell for lightening-fast redraws, main
view in a window capability, and up to 8 additional
“smarl” camera views.

TWARE INCORPORAYE

oy P
- ":.\ g e
- S Ty )
N .
T "
e h
L T T h“n Y
T Y s e Y

.:ev‘aw """"*h‘!‘ N il

Notice the new waving flags, birds, ==
airplanes and other background
animations with up to 8 of your

[riends over expanded
internet playl

Qur course designers have given even §-—1

SN A P s dg
more allention Lo detail including new s
water reflections, improved textures
and enhanced sky backgrounds.

Phone Toll-Free 800.800.4880 ¢ Fax 801.359.2968
Website—http://www.AccessSoftware.com {
Available for the PC o

s B&s
5{
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VR BASEBALL TIP

[FYOU DON'T MIND GETTING KNOCKED
AROUND, SWITCH T0 BALL CAM AND
SEE THE GAME FROM A PERSPECTIVE
YOU'VE NEVER SEEN BEFORE.

z
/ BASEBAL

g

-

Check out the VR Baseball ‘97 interactive preview at www.vrsports.com
Check out the official Major League Baseball™ web site at www.majorleaguebaseball.com




VR BASEBALL 7. =E=

HARDWARE ACCELERATED
FOR WINDOWS® ‘95

Now, the baseball game which received rave reviews for the
Sony PlayStation™ is available for Windows® ‘95. But you better
have a 3-D graphics card because VR Baseball '97 is the next THE 0
generation of PC baseball games and only works with hardware “... a real contender for baseball game
accelerated systems. 640 x 480 SVGA graphics with over 65,000 of the year... 92%" _psy
colors, bilinear filtering for smoother polygons and textures, real s
cast shadows and real-time 360° 3-D gameplay make this game the
ultimate PC baseball experience.

7 is the new king of

— PS Exireme

B Play Major League Baseball™ from any position or perspective in a real-time
360° 3-D world.

H Super fast Season Play mode with top 10 or full stats, and mid-season
All-Star voting and game, Plus, expanded functionality in statistical analysis
allows you to view and sort across many categories.

“Beautifully textured polygonal players

move with life-like grace.”

B Updated stats, rosters (including new All-Star rosters), uniform styles, logos

and inter-league play for '97.
B Keep your stats current by downloading updates from the VR Sports website ~ Gome Pro

at www.vrsports.com.

B Over 700 Major League Baseball™ players, all 28 3-D stadiums, real-time
working scoreboard, four uniform options per team, four play options and
3 difficulty settings.

B Easy to use, menu-less pitching and batting interface.

B Simultaneous batter and baserunner control.

H Multiplayer option supports most joysticks and | B

bl d - _; s o B M L L e e S P
gamepads “VR Baseball ‘97 will make you eat,

VR Baseball '97 '_“g-"' %,;;):J / sleep and live baseball.” .~ .
LI LA & N f

Tryit. It's new. Its different. &I | -

You may never go back to LA ‘

your old game again. g P I “;,::“. / SPORTS"

The Difference Is Real.”

e nd copyrights are u 1h permission of W 1
operties Inc A j ion. PlayStation and the PL on logo are tradk 5 - L
nf Seny Co £ , Wing logo are registered tra | Mecrosolt PlaySeasion™

Comartion Al ve URRCCORATIGNRS 61F THRGEMATKS e the ITPAY O Uhd-resecth iy ALSO AVAILABLE 11}
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IT’S JUST LIKE

YOUR REAL SWING.

IS THIS A GOOD THING

OR A BAD THING?




You love the game. You hate the

game. You exa ” Wh en you kﬂ 0 Ck Choose from an array of fine golf apparel. Be the first, and quite
v/ possibly the last, to don the plaid pant and striped print shirt combo,

your eight iron stiff, then blubber like a baby when you three-putt the hole. Ah,

TrueSwing replicates
the natural physics
of your swing right
down to pitches and

outts.Bite,baby.gitet  the beauty of TrueSwing™ by Front Page Sports®. With the handy assistance of your

No video golfer here, Qur exclusive real-
time 3D polygonal golfer moves however,
whenever and wherever you choose.

the fairway. It’s all about concentration.
Along the way you’ll tee up at The Prince Course in Kauai, Hawaii,

loin the on-line towr and play against ~ the Pete Dye Golf Club in West Virginia, and amidst the

others via the Internet, LAN or modem.

Bring your golf glove, your favorite hat, any good luck charms you wish to carry on
your person, and we’ll supply the rest. Here, it is all about the finer points. The courses

look exactly like the courses. The players act precisely like

O A rrveras vu )
AER
"
y &
|

4T05D

players. And the ball flies, bounces, rolls, spins and

Think you've mastered
hitting a tiny little ball
wilh a funny litlle stick? 3 h d A
Now .»ma;ne mebal ricochets just like the real-life ball. FPS: Golf, smell the grass,
maving al your head at
00 miles per hour. Next
stap, the Big Unit and
Front Page Sports:

sasehallpo'ss.  hear the sprinklers, crush the ball. ?___;_?; S:I B R R A

207

£ 1997 Sierra On-Line, Inc. All rights reserved. @ and ™ designate trademarks of, or licensed to Sierra On-line, Inc. www.sierru.comfgou /
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I N * . . .
_ ‘ew of their friends!

Ruth: Battle of the Big Bats

combmes the greatest-ever collection of baseball
superstars with action-packed realism and grand-
slammm ga,meplay

Brea.kr.hrough features and stunnmgly accurate
detail bring the heroes of past and prescnt to life
like never before. No doubt about it, youre playmg
with the big boys now ;

bl LR

-,

Avnilable this spring on PlayStation"and |
Windows* PC.

LAR A AR R R R R B

o o e

T

4E PlayStation]

A

www.aaronruth.com www.mindscapegames.com www.majorleaguebaseball.com

© 1997 Mindscape, Inc. All rights reserved. Mindscape is a registered trademark and Mindscape Sports Advantage
and the MSA logo are trademarks of Mindscape, Inc. Major League Baseball trademarks and copyrights are used
With plrmhsion of Major League Baseball Properties Inc. Windaws is a reqistered trademark of Microsolt

atlon. Playsfaliun ami Ibe Pli\fstaﬁon logos are tradamarks of Sony Computer Entertalnment, Inc. All
1y of their respective holders.




DENNIS MCCAULEY -

SPORTS

GCaughtinthe N

Welcome to Usenet, Where Sports Gamers Gather

to Chat—and Flame One Another

Ithough |
gela greal
deal of
personal
satisfaction
from bang-
ing out the
monthly
sports col-
umn for
CCW, 1 never felt | had “arrived” as a

gaming celebrity until | was the victim

of Usenet newsgroup fraud.

I'm a daily visitor to the comp.sys.ibm.
pe.games.sports newsgroup, where opin-
ions from the mundane to the outra-
geous compete for bandwidth with
flame wars, net spam, and outright slan-
der. Many legitimate gamers wade
through this noise every day, loo, to offer
their viewpoints on sports games, new
and old. "The group is a great resource
for tech support, add-ons, finding oppo-
nents, and sports gaming chatter.

MR. WILLTAMS WILL SEE YOU NOW

Whats most cool, however, is that
many game industry and media types rou-
tinely read the newsgroups, and can occa-
sionally be goaded into responding. FA
and Accolade are among the major play-
ers that drop in on the sports group from
time to time, During last summers FPS:
BaskRaLL 96 debacle, Sierrak head hon-
cho Ken Williams spent some quality time
shimming in comp.sys.ibm.pe.games.
sparts, where he dodged virtual bricks and
mended fences with his gaming public,

In real life, youd never get past Ken
Williams' receptionists receptionist. Yet,
here he is online, trading posts with sports

gamers like you and me. [ then decided
two things. BASEBALL 96 still sucks, but
Ken Williams is a very smart man.

Sure, Usenet is a great equalizer and a
textbook example of free speech, but
emotions tend to run high, and things can
turn ugly fast. Last fall, when Microsofts
Fur, Courr Press was newly released,
gamers were hotly debating its merits
online. One of the lead programmers sent
a privale email to a guy who had posted
some questions. This incredibly lame
individual then posted the email, which
was mildly critical of Microsoft, back on
the newsgroup for all the world to see.

FOOL'S GOLD No, this is not a shot from “FPS: FoorsaLL
Gop,” because that game doesn’t exist, despite what
some nut masquerading as Dennis McCauley said online.

Among the readers, of course, were the
same Microsoft execs who were paying the
programmer, and for whom, we can only
assume, he hoped o toil in the future, Not
surprisingly, the suits at MS HQO pulled the
plug on newsgroup dialogue conceming
UL Courr Press shortly thereafter, and
ithasn'l been seen much since.

DENNIS THE MENACE?

My own descent into Newsgroup Hell
began earlier this year with a phone call
from a normally friendly PR rep at Sierma,
Ina tone of barely controlled anger, she
asked where Id gotten the information
about a*Gold Fdition” of FP’S:

JULY 1997

The offending post claimed that Sierra
was ditching the product, and would
release an entirely new game in February.
Of course, this was preposterous— how

“ In real

life, you'd

could a major game be redone from
scratch in a months time? But when post-
ed under the name of CGWs sports

columnist? Voila! Instant credibility. never g et
After reading the phony message, |

quickly posted a counter to the hoax. But pa st Ken

readers were now confronted with two Williams’
Dennis McCauleys, | T e
wondered ifthe group ~~ T'€CE ptlomst S
might start peppering . s
me with questions that recephon]St' ’ ’
onlyareal CGW
writer would know—

things like, “How the
pay?” (low) and “What
does Terry Coleman
call everyone?” (Dude).

| eventually con-
vinced the sports gam-
ing public that they'd
been had. There was
no “FPS: FoosaLL
GoLp.” Itis, [ leamed,
easy to fudge your name and email
address to appear as anything you want in
the header of a post . [ filed a protest with
seeurity at Netcom, but I never heard
back from them. "They did send a form
letter saying that, due to overwhelming
vohime, they might not respond, so |
guess in their mind that makes it okay. But
when my reputation’ on the ling, 1d like
the courtesy of a reply.

Inany event, compasysibm.pegames.
sports is a must for serious sports gamers,
Its a great place to cut loose about games,
meet fellow sports crazies, and maybe
even go mano a mano with the game
designers. Be there, but beware, too. %

CGW




They’ve blown away entire ga |
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Real time cbmbat_ éfategy comes home.

For more information: www.soundsourceinteractive.com

SOUND 3 0
SOURCE  RLSOFTSSTEMS  win o5 co-rom W

CIRCLE READER SERVICE #372 .
Final Conflict TM & © 1997 Rhode Island Soft Systems. All Rights Reserved. Distributed by So und Source Interactive.



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

for all the facts and the location of your nearest Diamond retailer. Because hearing is believing.

Don’t
leave
your

ears

behind.

A

Visit us at www.diamondmm.com/monstersound for a chance to win a Monster Sound 3D sound card!
- ]
o

M U LTI MEDI A

Accelerate your world.



TERRY COLEMAN °

STRATEGY/WARGAMES

ith the
exception of
AN TASY
CENERAL,
SSIs vaunt-
ed 5-STAR

Pacific Genera

SSI Forges a Comeback Worthy of MacArthur

team has putin a lot of work to give the
game plenty of historical feel. Anyone
who (like me) complained that the
Brewster Bulfalos in the Washington sce-
nario of PANZER GENERAL were too

The naval rules have evolved ©
as well. They make a lot more
sense here than they did in PanzeR
GENERAL. You can still perform shore
bombardment, and your subs still get a
“sneak

SERIES has
fallen on
hard times
since the
original PANZER GENERAL. Playing STAR
GENERAL, the last installment, was akin to
watching one favorite boxer fight in
embarrassing fashion after retirement age,
punch-drunk and with no sting in his
gloves, But you should never count SSI
out until the final bell,

UNCLE ALBERT/ADMIRAL HALSEY
“Irying to capture both the maritime
and land-based flavor of the Pacific con-
flict in W\WII stretches the old Paszer
GENERAL engine Lo the limit. As with
PANZER GENERAL, every time fun and
realisin clash, fun wins out, but the design

Space Marines Want You!
Finally, Games Workshops' Space Marines comes
to the computer! Epic WarRHAMMER 40,000:
Reoemprion will be published by SSI, tentatively
scheduled for early next year. One of our inside
sources described the game as “Warhammer [the
miniatures game] meets STEEL PANTHERS,” @ reason-
able description, since at least one senior staffer at
Games Waorkshop is a closet SteeL PANTHERS freak.

powerful, will be happy to know that they
have been toned down to more historical
limits here — lest they take out too many

Japanese Zeros and unbalance the game.

attack” first
shot, but the
aircralt carri-
er opera-
tions add
enough new
wrinkles to

miake this

dahnd a Worni-

much more

than a PG e e ey
aerrTut nnage

clone. =

PACIFIC ADMIRAL This close-up view shows shallow waters and shoals
(both new to the PG series). A Japanese “pillbox hut” provides scale.

Camiersare. {0 PANZER

limited in g il
how many GENERAL 11. ’ ’
air units they
may carry, roughly based on their histori-
cal capacity. Within those limits, yoo
must carry nol only fighter escorts, bul
Continued on pg 231 W

The Next Sid Meier?

Polish your mask and get that cape out of moth-
balls. Acents o Justice is finally emerging from the
evil clutches of that dreaded villain, Vaporware. The
tactical combat is much more refined than before,

| With a better balance between physical attacks and

those superhero-specific talents such as energy
blasts. The strategic game has added depth, too,
featuring Ninja death squads, evil cyborgs, and the
expected group of megalomaniacs, all obsessed
with taking over the world. We'll employ our X-ray
vision to give you a sneak peek next month,
Speaking of secret identities, SimTex is no more.

. Actually, they are now known as MicroProse Austin.

This coincides with the promotion of Steve Barcia
(founder of SimTex) to executive director for all
MicroProse game products. Having a “real game
guy” in charge of game development bodes well for
future MicroProse products.
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"This game is SUPER. If you want to
sleep, don't play Baseball Mogul,
You won't be able to stop.”

- Pierre Dumont, player

“It's extremely difficult to stop
playing. You feel like you're
behind the GM's desk, making
calls, barking out orders, and
then watching the results. The
still photos for news events
and city shots were well done
and added to the richness of
an all-around high-quality
sports strategy game.”

- The Ultimate Video Game Reviews

=] Full Financial Engine
Cvais Artificially intelligent GMs
‘7 offer you trades, and even

A trade with each other!

5 s
Detailed News Staries
o4 Blockbuster trades, per-
ect games, injuries, MVPs

“Like all our favorites, Baseball
Mogul looks like it will find a

home among the true gamers.”
- Sidelines Magazine

Order Today!

1 (888) BB - Mogul
(Toll Free)

 or visit us at |

www.imonkey.com

for online
ordering.

1997 @infinite Monkey Syslems.  preWers
All rights reserved. I"‘

iy
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TERRY COLEMAN

The Real Sid

Sid Meier's next game,
released by Firaxis through
Electronic Arts, will be his
first real-time strategy game
since Pirates! While we are
honor-bound not
to tell you the
subject matter
just yet, here's
ahint: I'sa |
game that Sid’s &
talked about
doing for a
long, long time.
We'll have the
world exclusive 2
scoop on it for you next
month—stay tuned.
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Steal Df The Month
MicroProse has had its ups
and downs financially the
past three years, but it's
also produced some of the
greatest strategy games in
the history of the industry.
CoNauER THE UNIVERSE is a
stunning compilation, a
journey back to a time not
so long ago, when games
were more about addictive

ics or full-motion videa.

Com: UFO DEFENSE, MASTER
oF ORrion, and MASTER oF
Magic top the list, followed
by the derivative (but still
very good) X-Com: TERROR

From THE Deer. There are at

least 1,000 hours of tense,
high-powered gameplay

here, and the street price of

this compelling package is
only $20.

CoW

gameplay than SGVA graph-

CGW Hall-of-Fame games X-

They Really Do Have Tone

One real-time strategy game that
marches to a different drummer
is Tone ReseLLion from The Logic
Factory. It has the stunning
graphics you'd expect from the

Tone Re_be_l;l‘iflﬂ

folks who crafted Ascenpancy,
and a lush soundtrack some-
where between Also Sprach
Zarathustra and avant-garde jazz.
But it's the gameplay that really
caught my eye. Rather than the
excessive turbo speed favored
by the click-and-go crowd, Tone
RegeLLioN actually gives you time
to think, because it focuses on
the strategic picture, rather than
tactical micromanagement.
There is plenty of real science-
fiction flavor here, too, a
refreshing change from the

—=— “Let's place this slightly
i1 in the future so that we
don’t have to worry
about being historical”
games 50 common in
the real-time strategy
genre. Sentient floating
pods, alien artifacts, a
terrible villain that would make
E. R. Eddison's The Worm
Ouroboros look like fish bait—
they’re all here, with more than
enough to keep even casual sci-
fi fans busy for hours. Watch for
Tone ReseLLion this fall.

Buying A Clue

Interactive Magic, whose strate-
gy game record has been spotty
(to be kind), seems to be mov-
ing in the right direction. In
addition to THE GReAT BATTLES OF

JULY 1997



ALEXANDER
(due this
summer), the
folks from
North
Carolina have
also agreed
1o publish S
GREAT BATTLES et
series games on Hannibal and
Julius Caesar. Keep your eyes
open for these; the boardgame
series from GMT Games on
which they are based contin-
ues to sell in an increasingly
depressed paper game market,
Also, if you haven't finished that
Ph.D. in economics, Interactive
Magic can offer you a crash
course of sorts. In case you felt
that the original wasn't arcane
enough, Capmauism PLUS offers
enough supply-and-demand
minutiae to satisfy Allen
Greenspan himself.

W¥r  Continued from pg 229

dive bombers and — a first for the 5-S1aR
SERIES — torpedo bombers. Thus, huge
carriers stich as the Akagi give you much
more [lexibility than say, the Soryu, espe-
cially when you're deciding how many
fighters to put on CAP duty—also a first
for this game engine. As your air units
take losses, vou often lack the prestige
points lo replace clite pilots — exactly the
problem the Japanese [ High Command
faced after the Batlle of the Coral Sea.
This is a surprisingly elegant strategic
problem for such a simple game,

The land battles aren't neglected,
either. From the jungle fighting of
Singapore to the bitter struggles at the
Burmese/Indian border, Panzir
GENERAL fans will find plenty of tacti-
cal challenges to keep them busy. The
Allies begin with few quality unils, but
progress quickly as U.S. industrial
might gears up for war. The Japanese
starl oul on fire, but unlike the
Germans in Panzir General, they
can't crank out Panther Vs and Tiger
tanks on their way lo viclory,

CIRCLE READER SERVICE #252
JULY 1497 CCW ﬁl.

Semper Fi

Joe Balkoski has teamed
up again with Stanley
Associates, of Wooben
SHips & Iron Men fame, but
their latest collaboration is
less like their hallmark
naval games and more like
Balkoski's operational
designs of a decade ago for
West End Games. Semper Fi, to
be released by Interactive
Magic, is a detailed tactical look
at U.S. Marines in the Korean
War. It will be turn-based, with
an interesting morale system
that offers a reasonable alterna-
tive to the totally subtractive
psychological profiles of the
original CLose Comgar.

Thar’s Gold, Matey

For something completely differ-
ent, check out Richard Carr's
TREASURE IsLAND, a sort of simul-

TERRY COLEMAN

EDITOR GENERAL The new Battle Generator lets you
generate conflicts of your own choosing with any WWII
combatants.

"The roughly two dozen stand-alone
scenarios include some tantalizing
“what-ifs?" such as San Francisco;
Operation Qlympic (the planned bul
never-executed invasion of mainland
Japan); and even far-off Madagascar. Its
undoubtedly the best variety of scenarios
in any PanzeR GENERAL-type game.
Best of all, unlike STAR GENERAL,
Pacinie Generat has full-fledged cam-
paigns, which may be played from either
the Allied or Japanese side.

"Heyyy man...the City's such a downer and The Man is always

getting on yowr case...we've been picketing the lumber yard
because whh, lumber has rights too.. bt the neighbors and the

cops are always bringing their ptightness around you know, so to,

all good stuff man...we're like giving swp;
that are getting hassled...anyway, come [I
ask the kids, man, they love it...

For mare information on game rmiings contact the ESRB

THE SIMULATION ¥

HEY, 'S YOUR CITY... 1
DEAL WITH IT '

A STREET SMARTS s a trodemark of
% g, Qviginal concep! developed by Systom 3. Windows is a registered brademark of Microsolt Corporation. © 1996 Microsaft Corparation.
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T™he LMORTAL £FIGHTERS
bwe RETURNED TO clawx
t’b (<113 mebt TO WORLE

Oo cr)m xn@; N

@ Wide var lety of fighting moves

and Dazzlmg rapid-fire combos

Multiple camera angles and
Powerfu] sound effects

g One or Lwo-player modeq .
including nelworkfssuppml

\\
¥

¥
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-
ONLY ONE€
C2N Rule,

A victorious
product from
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b'heivja(r)
Behaviour Interactive
To find out where to buy Time Warriors, call 1-888-438-2556
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TERRY COLEMAN

taneous turn-hased Pirates-lite. | shame that this background wasn't
Both shareware and registered done with one of the many C&C
versions are available at hacks, but those are readily avail-
www.carrsoft.com. . able on the Net.

Conglomerate Warriors Troubles & Triremes

As the sales and popularity of While we weren't enamored of
Reo ALerr continue to grow, it's AoMIRAL SEA BATTLES (see the
hard'to know where to begin. You ' review in this issue), Meridian
might consider the appropriately 93's next game looks promising.
titled Unofficial Rep ALerr Home | AbMIRAL ANGIENT SHiPs is a fantasy
Page at game that lets you ram both
http://home.sol.no/sagevik/ - triremes and monsters of ancient
ral, which features a number of  myth, with multiplayer support of
high-quality links. One of the as many as 16 human admirals.
most unusual of these is the * Check out the demo at

Dominus Animae Web site at | Www.megamed.com. Pacirie GENERAL is a weleome
http://bbs.bplanet.com/ i o return to the series’ roots, and a won-
dominus. Here, you'll find no
units or scenarios to download,
but rather, a description and |
entire history behind a “new"” fac- | <
tion for C&C called the
Conglomerate, with statistics for
doing your own units. It's a

CROSS-POLLINATION Pacific GENERAL'S unit miX is won-
derfully varied, from Seabees to Japanese Bicycle
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derful bridge to Panzer Generar 11, 1
can't imagine a better way for the origi-
nal PANZER GENERAL engine to

“go down fighting” than this, a wonder-
ful sparring partner for any gamer

with even the slightest interest in the

subject matter. &

MODEM WARS
In a move that will thrill fans of the

series, PACIFIC GENERAL has built-in "THIS CITY'S BEEN GOOD TO ME. 'CEPT FOR THE FEW TIMES | HAD TO USE A
=m=1ﬁ|1'f,wl-r s'qnmr' for"mdr"; and LITTLE CEMENT TO DROP SOME STUFF IN THE RIVER...BRING A FEW TENANTS
network play. You can set time limits :

e o aid havi uliple plapsisiser ETERNAL PEACE...WHATEVER. NOW, YOU'RE GIVING ME PROBLEMS OUER A FEW
Sid{_‘, much asin P\,’\,ZERG[FNH{_\[ Dulmns. Pl.ERSE...l BUT ﬂ IlnB Tﬂ nu..-PEnPLE “] SEE. HITS Tn MM(E. Ynu
Oa\'léNii- ””“lll fS“’tI '3"0:3'%":“ keep SCRATGH MY BAGK AND I'LL SCRATCH YOURS, GOT IT? BUT, YOU STIFF ME AND
e s YOU'LL BE A STIFF. YOU MESS WITH ME AND YOU | WITH AN

Generator to ereate dream matchups of

Brits vs. Japanese in North Africa, U.S. UNEXPECTED CASE OF LEAD PDISONING.
vs. Germans in the Middle East, or NOW YOU WANNA PAY UP OR GO DOWN...?"
even Germans vs. Japanese after the

fall of Russia.

The scenario editor lets vou control

HEY, IT'S YOUR CITY...
DEAL WITH IT.

everything from viclory conditions to

scheduled times for prestige dumps, and
is a utility that will doubtless keep this
game alive on the Net for a long time.

I should also mention the nice

—_—

Tommy Dorsey-style period sound-

'J/"'*'f'flfu .f///;//
caused them to stumble with Star

GENERAL, the SSI folks have learned A__«I_ﬂim

from their mistakes.

track, the improved graphics, the
new high score system and unit glos-
sary, and the tough AL Whatever

THE SIMLUILATION WITH STREET SMARTS s a trademark ol Acctaim Entertainment, Inc. ACCLAIM is a registered trademark of Acclaim Entertainment,
! Inc. Original concept developed by System 3. Windows ks a registered trademank of Micmsoft Corporation. © 1996 Microsalt Corporation

ﬁ For mare information on game ratings contact e ESAB at 1-BOD-771-3772. TM & ©1897 Acclaim Entertainment, Inc. Al Rights Reserved.
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YOU THOUGHT PMS WAS A

WT1his isometric shooter is going to
blow you away...Meat Puppet takes the
top-down action shooter to the next level. #7

—C/NET GAMECENTER.COM

Created by Kronos Digital Entertainment, Inc. ® 1997 Kronos Digila
Entertainment, Inc. All rights reserved. Artwork and design @ 1997 Playmates

A% Interactive Entertainment, Inc. PIE” is a registered trademark of Playmates
Interactive Entertainment Inc, All rights reserved



BITCH...MEET LOTOS ABSTRACTION.

Lotos Abstraction. A beautiful woman with a keen mind and a

big gun, living in a destroyed 21st century. Someone has faken

her memory and her freedom. Now she must kill or be killed,

while trying fo find whoever or whatever is controlling her.
« 300 fully interactive rooms throughout a unique, stacked playing environment.
« Climb your way through different levels from the streefs all the way fo the fop

of the city.

* 29 dangerous characfers, six massive cities, and 22,000 frames of animation.
e Qutstanding futuristic graphics and a stunning cinematic opening.

http://www.playmatestoys.com

Py Py
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and Hacks

Flight School

By Robin G. Kim

i ith the current trend loward ever increasing real-
ism and complexity in today’s combat flight simu-
lations, it is no surprise that many newcomers to
the genre end up cryving unele. Unlike sim veter-
ans who cut their leeth years ago on relatively
primitive products and have since been riding the

simulation lechnology curve upwards, beginners
are forced to digest a host of concepts all at once, usually by read-
ing just a single game manual,

If this“sink or swim” scenario sounds all too familiar to you,
then read on. In this two-part serics, we will cover the fundamen-
tals every sim pilot should know, plus some basic principles of air
combat to help you survive your first few sorties. This installment
focuses mainly on WWIl-era prop plane sims. Next month’s article
will delve into the tactics and complications unique to the high-

tech realm of moder fighter combat,

Takeoffs and Landings

Celting up into the air isn't difficult in most sims. Just accelerate
up to speed, then gently pull back on the stick until you are airbome,
If the flight model is accurate enongh, you will probably need some
right rudder throughout this process to stay pointed in the right

\
AIR
\SUMMER

direction (see “TORQUE EFFECTS” sidebar). For tail-draggers—
plancs that lean back on a tail-wheel when at rest —it is important to

lift the tail by pushing forward on the stick soon after you start to roll,
This not only improves aceeleration on the ground, but lowering the
nose lets you see where the heck you're going!

What goes up must come down; the trick is to get it down in one
piece. This requires you lo juggle airspeed, descent rate, line-up
(heading and alignment with the runway), and distance from the
pavement simultanconsly, While this can be daunting at first,
employing the following techniques will help you avoid mental
overload. First, line up with the ranway from a good distance oul
so you will have ane less thing to worry aboul later. Second, main-
tain a constant airspeed just above landing speed during final
approach by adjusting the aircralt’ pitch through
fore/aft stick movements, and control the steepness
of your descent with the throttle. Yes, this is opposite
to what works al cruising speeds, so it takes gelling
used to. Third, pick out the spot on which you want
to touch down (or a landmark off to the side if the
runway is obscured by your planes nose) and strive to
minimize its relative motion. If the spot moves up,
vou are descending too rapidly, so add power. If it
moves down, reduce throttle beeause your glide
slope is too shallow. "The piston engines of mosl
WWII fighters provide good throttle response, but
jets often exhibit a noticeable lag between input and

res r ahead,

If you have done everything right, all that is left
ance you cross the runway threshold is to ease off the

. CRASH AND BURN The Surgeon General has determined that not reading tis ar-

cla may be hazardous toa ﬂlght simmer's health.

throttle and slowly flare (pitch back) until the wheels
kiss the ground. Practice these lechniques and you

will soon be greasing those landings like a pro.

JULY 1997




STRATEGY & TIPS: FLIGHT SCHOOL

Angle of Attack

ne of the most misunderstood

aerodynamic concepts among

novice sim pilots, angle of attack
(AOA) is an important determinant of an
aircraft's turning performance. AOA is
the vertical angle between the direction
an aircraft is pointing and the direction
it is moving; it has nothing to do with a

'—-ﬂ"_—_—-.—“-_
Direction of Motion

plane's pitch angle. The accompanying
diagram of an aircraft descending to land illustrates this dif-
ference. Although its nose is pointed slightly above the hori-
zon, it is nevertheless losing altitude (anyone who has
watched airliners land at an airport will be familiar with this
phenomenon). Its pitch angle is about 5 degrees, but its ADA
is 15 degrees. If you rotated the picture a quarter-turn clock-
wise, the plane’s pitch angle would become 95 degrees, but
its AOA would still be 15 degrees.

In normal flight, the pilot can increase AOA simply by pulling
back on the stick. The lift an aircraft's wings generate, which
can be used for turning as well as just staying up in the air, is

roughly propartional to AOA at a given airspeed. That is why
you hold the stick back to make high G turns. The greater the
AOA, the more lift produced—to a point. Going beyond this
point, increases in AOA result in huge reductions in lift and a
boatload of drag. This is what it means for an aircraft to stall. |
Note that a stall occurs whenever you exceed the AOA at which '
lift is maximized, regardless of your airspeed. When this occurs
at higher speeds it is called an “accelerated stall,” the onset of '
which can be sudden and violent. The way to maximize your
rate of turn, then, is to ease up to the edge of a stall without
stepping over. Finesse is the key.

Fighting Styles

Onee you have mastered the rigors of routine flying, it s lime lo start
thinking tactics. Though the number of possible air-to-air combal styles
is practically infinite, it is useful to divide them into three basic cate-
gories: angles tactics, energy tactics, and “boom & zoom.” Which is
most appropriate depends on the plane you are flying, your own profi-
ciencies, and the circumstances of the engagement.

Angles tactics, the most intuitive of the three, favor the use of
aggressive tums in a brute foree attempt to gain the upper hand. This
is generally the quickest way to get a kill when it works, and is the nat-
ural choice if your plane has a tumn rate advantage. With energy taclics,
the goal is not to out-turn the opponent, but to build up a sufficient
energy advantage (in the form of airspeed or altitude, or both) to
enable you to maneuver into firing position while the bandit lacks the
energy lo counter. This decisive energy advantage is achieved through
aircraft superiority, more efficient flving technique, or, against an even-
Iv matched opponent, by giving up angles. The prototypical end game
involves pulling up into a zoom ¢limb that the bandit cannot follow,
then coming back down for the kill while he's slow and helpless.
Successful use of energy tactics requires more skill, patience, and good
judgement than angles tactics, but they are your best bet if you find
voursell trapped in a dogfight against a more maneuverable plane.

While there is some overlap between energy and angles tactics,
“boom & zoom” is a whole different ballgame. Instead of fighting it
out at close quarters, a boom & zoomer will typically make a diving
firing pass (the “boom”) from a large energy advantage and then, if the

target was nol destroyed, elimb (Lhe “zoom”) so far away that the bandit
cannot retaliate. This series of slashing attacks and climbing disengage-
ments is repeated until the bandit is killed, the attacker gives up and

THIS MONTH:

244 Interstate '76
Step-by-Step Hints for the Hardest Scenarios!

B - S

1252 Discworld Il SR
: Scorpia Shows You the Way

256 Magic the Gathering

All About Color Strategy

1280 CG Tips 7% |
~ The Hottest Tips for the Hottest Games!
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INX-WING VS_TIE FIGHTER

YOU WILL BATTLE
. HEAD-TO-HEAD AGAINST

AN ENEMY MORE RUT‘HL]'ESS THAN .

" JABBA THE.HUTT

AND MORE.SINISTER THAN"

DARTH VADER.

Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars” universe could be a dentist
in New Jersey. That’s the beauty of X-Wing vs. TIE Fighter". It allows you to engage in
head-to-head combat against real people over modem, network and the internet . It's a

real first, and it’s in real time. The graphics have been galactically enhanced. The flight
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engine is phenomenal. The new missions are masterstrokes of space mayhem. There’s
even single player campaigns for an all-new explosive experience. No wonder Computer
Gaming World proclaims X-Wing vs. TIE Fighter “number one on every space sim-er’s

wish list.” And if you don’t believe them, just ask Floyd. http:/ /www.lucasarts.com

© 1996 Lucasfibm Lt Al Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the Lucasfuls logo are registered tiademarks of Lucastiim Lid. The ratings icon is a frademark of the Interactive Digital Software Association,
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P No Lead Turn

p Climbing Lead Loop

flies off, or the energy difference between the two planes shrinks
enough that the attacker can no longer zoom away with impunity.

Lead Turns

Boom & zoom tactics only apply when you hold all the cards. Ifa
dogfight between evenly matched opponents begins with a head-on
[pass, ;l|1g|es Or energy tactics must come inlo pi:lg,-', and the eventual
outcome is often decided in the first few seconds. The basis for most

JULY 1937

STRATEGY & TIPS: FLIGHT SCHOOL

effective opening moves is the “lead m.” Alead tum is simply a tum
started before you pass your opponent. Figure 1 shows an offset head-
on pass where both pilots turn toward each other as they go by. Since
they both do the same thing, neither gains any edge over the other.
Now look at Figure 2, in which the fighter on top begins a lead turn
before the other aireralt passes. By the time the sceond fighter begins lo
turn, it is already at a considerable disadvantage,

‘The principal components of a successful lead turn are timing and
flight path separation (the lateral offset between the two planes’ flight
paths, also known as “turning room”). If you tum oo late, you won't
gain enough angles to make much difference. If you turn loo early, your
opponent can slip in behind you. Ilight path separation is not strictly
necessary for a lead tum to be useful, but does allow you to tum in
sooner and potentially grab a greater angular advantage.

[iven the most basic lead tum described above can prove devastat-
ing against someone who has never seen it used before,
Unfortunately, it is pretty easy to counter: Just steer loward the bandit
and minimize flight path separation. That will render any lead tum
the bandit performs much less effective, but not totally worthless.
One way to discourage this countermove is to do your lead turn
straight up as shown in Figure 3. It works similarly to a level lead tum
excepl that if the bandit wants lo take away your flight path separa-
tion, he must commit to a steep dive (not shown), necessitating a
lengthy, energy-consuming recovery afterwards,

Corner Speed

The most common mistake beginning sim pilots make is to hold
the stick all the way back during a dogfight in a vain attempt lo
maintain a tight turm indefinitely — it just doesn’t work that way. No
fighter has so much power that it can sustain a maximum rate level
turn without losing airspeed, and if airspeed decays too much, so
does turn rate, Excessive speed will also impair a plane’s turning
ability. Between these two extremes is a sweet spot that optimizes
turn performance at a given instant. This sweet spot is called an air-
cralts“comer speed.”

BUTCHER BIRD The Focke-Wulf FW190 is the epitome of a boom &
zoom fighter. It's fast, durable, has excellent handiing at:high
speeds, and can lay down a withering barrage of fire.




Torque Effects .. .

ingle-engine prop planes have a strange tendency to yaw to

one side at high power settings, especially at low speeds.

For planes whose props rotate clockwise from the pilot's
point of view (as most do), the effect manifests as a leftward pull
on the nose that must be countered with right rudder. The cause

PS ARE BETTER THAN ONE The P-38 Lighnig’s tyi.
t perfectly cancel ou

pstream effects, giving the plane

of this uncommanded yaw is often referred to simply as “torque,”
but it really resuits from three separate effects: engine torque, spi-
ral airflow caused by the prop, and something called “P-factor.”

If engine torque spins the propeller clockwise, an equal and
opposite force will roll the fuselage counterclockwise, to the
left. This does not produce any yaw per se, but by countering
this roll with some right stick to keep the wings level, you
increase the drag on the left wing relative to the right; that
does cause a leftward yaw.

A clockwise rotating prop will create, naturally enough, a clock-
wise rotating current of air behind it. This helical slipstream will hit
the vertical stabilizer on the left side (but only at very low speeds),
causing the tail to move right and the nose to move left.

P-factor describes how one side of the prop disk will produce
more thrust than the other at non-zero angles of attack (see the
Angle of Attack sidebar). When AOA is positive, such as during
takeoffs, landings, and tight turns, the right side of the prop disk is
dominant, causing the nose to pull—you guessed it—to the left.

All these effects are modeled to some degree in most recent
prop sims. Usually, some right rudder is all that is required to
keep the plane in line. Nevertheless, the yaw can actually become
unmanageable if sufficient power is applied at a low enough air-
speed, so it is best to avoid such conditions,

FINAL APPROACH To avoid getting overly fixated on any one
thing as you come in for a landing, it helps to cycle your
attention continually between your plane's airspeed, sink rate,
line-up, and glide slope.

‘I'he maximum lift a plane’s wings can produce rises rapidly with
increasing airspeed —the faster you go, the more Gs you can pull
and the quicker you can turn. Eventually, the number of Gs available
reaches e structural limit of the airframe, Beyond this speed, it is
nol practical to take advantage of the extra lift because any additional
Cs could cause the wings to snap off, possibly ruining your whole
day. The lowest speed at which a plane can generate its structural
maximum G load is its corner speed (the name comes from the a
sharp peak, or corner, that appears at that speed when graphing max-
imum turn rate versus airspeed).

A plane may have its highest instantaneous turn rate potential
when flying at corner speed, but if this entire potential is constantly
exploited, airspeed will inevitably drop off (unless executing a diving
turn, but you can only dive so low). If you expect a prolonged turning
fight, it is therefore a bad idea to use all the turning ability you have
unless you are going for the kill, or if vour life depends on it. For such
engagements, you will want to fly nearer the speed that offers the
highest turn rate that can be sustained in level flight with no deceler-
ation. This speed is typically below corner speed for WWI fighters
and above it for modem jets.

Mission Debriefing

Air combat tactics are an extremely complex topic. The concepts
and techniques explained here barely scratch its surface, but they
should give you something to think about as you develop your own
fighting style. (For an authoritative book-length treatiment of the
subject, | highly recommend Robert Shaw’s Fighter Combat:
Tactics and Maneuvering.)

Although several of the lessons covered in this article apply to jets
as well as WWII prop fighters, be sure to check back in next month’s
CCWfor the final part of this series, which will give details specific
to modern air combat. Until then, have fun up there! %
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Hot Advice for the Long and
Winding Road of INTERSTATE 76

by Gordon Goble

* ompleting the 17-scene TRIP is the ultimate achicvement
in INTERSTATE 76 — the one that proves whether you're
really cool or not. Since Scenes 1=4 are little more than
extended training missions, we'll kick things off with
Scene 5, and then check out some of the more challenging

= forays that follow.

[0 et SRR G R N O DN L e |
TO THE RESCUE

B ferthe infuriating dream sequence of Scene 4, the action starts
| getting hairy: Among the smoldering wrecks just to the right of

the intersection of highways 380 and 87, you'll find Taurus, still
in his car and only slightly wounded. You've got a trio of creep-
ers lo pick ol along the way, but since theyTe spread out, try using
your handgun for better salvage opportunities.

Don't sweat the multiple creepers on your way to rescue Skeeter,
because with a two-minate time limit, you've gol lo move. Gel the
speed up and hang a right on Oil Well Road.

Speaking of oil, lay plenty of it behind you and your pursuers
won't be a problem. With a killer chasm off to the left and very little
shoulder, drive fast, but take care through any hard rights. Oh veah,
ncgotiating that monster jump just before Fisher’s Field will require
the judicious use of nitro.

HEY, I’'M JUST TRYIN’
TO GET SOME GAS HERE!

ake the side road (as detailed on the map) and speed up to 85-95
mph for each of the upcoming jumps. Since it dark, its a good
idea to drive slowly through each segment to gauge the distance
2 to the next ramp, then turn around and come back at full speed.
If you do miss the third jump and plunge down inlo the chasm, you
can still get to the station by following the directional arrows on the
barriers, then eulling through the desert,

At the station, you'll get two swarms of ereepers. You'll want to
kill ' em quick before they destroy the station, but you'll get some
limited assistance from Inferno, an ally with a flame thrower and
somewhat shoddy marksmanship.

Don't be afraid to chase each bad guy down. It works because
they don’t have much in the way of rear-mounted weapons, and
because others won't take the opportunity to attack while youte
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away. So, turn off your headlights (so they don't see vou) and pick
up your adversaries when they first hit your radar, before they
swarm the station. Make sure you use your targeting compuler so

vou don’t accidentally hit Inferno instead.

[ESSRSSPRS S S SISECEO A0S S/EL B S SN
THE KEYSTONE BRIGADE
Flll Scene 7, therel a bunch of cops on the take who are trying their
Q};' best to box you in between impenetrable roadblocks, but here§ a
' | plan. Just past the first roadblock, make a quick right on Bauxite
£ Road and drive until you see a brown bamn off to your right. Drop a
load of bloxdrappers around the perimeter of the bam, because you'll
be leading a fuzz parade back here later.

Back out on the highway, travel down lo where you're just in sight of
the wailing cruisers, You should have the chance o getin some long

W ppooz U2
e e IE00 O wl
L

HIDE OUT In Scene 7, hide in the bam on Bauxite Road. The fuzz
won't see you, but you'll see them from inside the barn, and be
able to shoot them from this cover.
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STRATEGY & TIPS: INTERSTATE '76

GAMER’S EDGE |

se the “F" keys for altemate

perspectives. For example,

Scene 6 sees Groove hurting
several knocked out bridges, and the
only way vou can tell if it's a bridge or

just a hill is to check your satellite view.

» Off-roading.isn’t as damaging or
as difficult as the manual would lead
you to believe, and cutting corners
where the terrain is flat is advised:

P Look around for alternatives to the
suggested routes—even Taurus can be
wrong sometimes.

range Aim-Nein missile hits before they scramble. Now, lead them back
down the highway, discharging the rest of your bloxdroppers en ronte.

When you get back to the bam, drive inside it. There’ enough room
to turn around inside, and sinee the cops can't get at you while you're in
there, you can take pot shots at them as they drive by. With a little luck,
some will drive aver those bloxdroppers you laid earlier. After awhile,
the helicopter they've called in will vacate and you can drive out, finish-
ing the job. "Taking out a fourth car will persuade them to remove
roadblock and let you pass.

WAREHOUSE PATROL

his is one tough mission, but you should know that the danged
helicopterk going to take off no matter how fast you get there.
What you have to do is eliminale the creepers before they can cir-
cle the warchotise.

Kill the first car you see. He'll use his rear-mounted flamethrower on
the warehouse and you, if you get too close. Then nail the gray Cavera
and don't let either get to the warehouse, which stands just south on
highway 214. The key here is to bait the rest of the ereepers and lead
them away from the warchouse.

CATCHING CALISTO

Fﬁ}’i\ y now you should have equipped your death machine with
1Y )

i

JKragcm all round, 4-wheel dise brakes, and other near top-notch
4, performance parts —all of which are definite necessities for this

L mano a mano mission,

=T
=
g

Calisto drives an absurdly fortified car. Don't get loa close during
the chase, and stay away from that gun on his right side. Ty getling
in front of him and dropping a bunch of bloxdroppers and mines,
then duck in behind, all the while throwing lots of linked machine
gun or cannon ordnance his way. Don't kill him; just watch until his
damage bar turns red — then you've got him,

CcowW JULY 1537

SATELLITE TV Here is an overhead perspective of
Fort Smith, using the blimp view to locate a tank.
This view makes it easy to locate enemies and spat
the terrain for bridges and chasms.

P Get yourself a multi-button stick.
Using the period and comma keys to
change gears is not fun.

¥ Learn the fine art of driving at
the ‘Burnetti racetrack. Bun this mis-
sion over and over again to become
a boss Piranha pilot.

» Salvage bioger and better perfor-
mance parts whenever you can, but let
Skeeter repair anything highlighted in
vellow: or red before you use it.

¥ Because they improve comering
and road grip over bumps, suspension
upgrades should be considered a priori-
ty, as should fatter tires.

ROADBLOCKS R US

4 ore bad cops, more roadblocks. Quickly head straight toward
| the assembled throng (use a nitro), then veer slightly to the left
just past the final side road. "This will put you on the cliff just

| & above and to the left of the roadblock. Drive just past it and drop
back down to the roadway before the height gels too severe.

When approaching from the rear, the cops put up a curiously weak
fight while you're able to pound them with turrets or mortars. One or
two may sneak up the cliff and get close, but if yon menitor the satellite
view you'll know before they get there.

T T T T [ P b |
A BRIDGE TOO FAR

T here’s no way lo stop the creepers from taking out both obvious

| bridges, but a third awaits. You'll probably have to take a bit of a
drop getting down into the chasm, but ance there, drive a very

4 long way and you will find the last bridge.

- nms W0

BRIDGE OVER THE RIVER KWAI? Not quite, but this bridge
is your only way over the Pecos in scene 11.




STRATI

The Good: I e

Linked Machine Guns: Bar none, the bes
thing you can do for your hitting power
throughout the game. e

0il Slick Dropper: Often it'l simply. delay
inevitable, but in missions where screaming
past the bad guys is advisable, it is very use

Turrets: Will follow target even if you
another direction and are great for helicop

Cherub Missile: A rare beast but stupen-
dously fatal. Use from long distance only:

The Bad
Cannons: They pack a punch but don't

have nearly as many rounds as macl

and feel and look a bit odd when;'liglng
Mortars: Effective only when blastin

target, and static targets can be hard
Specials: Aside from repeated nitro applica-

tions, | didn't use a one. | mean, a cup holder

INTERSTATE '76

D GROOVE T0 THESE MOVES Mounting a
turret on your roof is a good idea,
because it will track your targets.

But mastering the pistol can be quite difficutt,
d you can easlly mudde your way through
without ever using It.
rowers: Tum virtually anything into a
Spy.critter, but you've got to be really close.
Car-E-Racer: Does what it says, but a
g has just five applications.

Just pasl the bridge is a relatively gen-
tle upgrade, one you can use to getupto
the bridge. You'll encounter lots of big-
time wer, but it’s way betler to
fors he shooting gallery routine in
favor of a litlle nitro,

Just keep following the road and vou'll
hit the highway where you hang a left to

meel up with Taurus onee again.

L5 e i T
ROSWELL WEIRDNESS
[ ctsubtlety be your master, and wait
to get inside the
re attempling the
same thing. Take out the helicopter,
ther lame creepers that follow, and
then begin shooting the buildings.

The door of one of the buildings will
fall backward, which should serve as a
greal jump ramp to get you the hell out
of there. Remember that theres no
opporlunity f vage, and hitting the
“S” key starts the car.

ARES T RATEGY GAMES TOO

CIVILIZED?
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Eve Be Nimible, Eve Be Quick,
Or Eve Be Sliced by Gore’s Big 94

Call for‘
( Win 95 Demo.

A Supplles l_lmlted

Dark Rift brings out the besl in people. Eve works her butt off to turmn Gore into a meaty pin cushion. Gore busts his gul to
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more
ofien with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 95 and get flesh scorching
projectiles, hyper quick ten ]m combos, blazing frame rates and some \*ery unpleasam surpnses for the competition.

N64

Nintendo® and NE4 are trademarks of NINTENDO OF AMERICA INC. e = 4
Dark Rift™, Kronos™, their fogos and characters are trademarks of and © 1995 Kronos 4 V IC TOM] U\:‘C
Digital Entertainment, Ing. All rights reserved. Distributed by VIC TOKAI INC. 22904 Lockness Avenue
Torrance, CA 80501
(310) 326-8880
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GO SOUTH, YOUNG MAN

'ou should be loaded with neary the best performance equip-
ment by now. Turn right down the first road you see and use
your compass to continue south, hugging the mountains to

your right, You'll drive a long way and do some off-roading as

you locate the pass over the cliffs.

[ts a bumpy ride through the first range, but once through, continue
south past all the gunfire (which you should igmore). When you
approach the next mountain range, drive straight into it until you see a
pass to the left. Take it over the mountains, and the highway will lie to
your right. When you get there, go north again to find Fort Smith or
you'll run head-first into creeper central.

Scene
A TWO-TANK GARAGE

aurus will tell you to protect the van by going the opposite direc-
tion and picking off creepers, but that'll only alert a flock of them
to your presence. Instead, turn around from your opening direc-
tion, travel down the road a spell, and where the road veers right,

go left. With a little searching, you will find a passage down the other-

wise impossible canyon wall.

Link up a couple of 7.62-mm machine guns for the upcoming

g
pair of tanks and single creeper. Once you've taken them out, shoot

QOR.-PERHAFPS,

DUDES OF HAZARD In Scene 16, you should hurtle over the walls
of Fort Smith via a downed guard tower. If you take the backroad
into the fort, you'll find just two tanks and one car in your way,

down the guard tower, which then acts as a convenient ramp over

the fort wall. Jump it, baby.

: “S'clene 17

THE GRANDE FINALE
his is a one-minute mission if perfectly performed, and you've
finally got some heavy-duty transportation alternatives for your
d bad dude Malochio. You need to
seleet the groovy Armored car, and blast Antonio with a deadly

N T

RISKY

ENOUGH?
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I8, it's always smart to
deal with creepers Individually rather than en masse—they're
often more interested in gunmng ynu down than accomplish-
ing their primary goal:
Monitor your. radar constanti and respcnd to it early.

There are a few m!ssmns wh n uvsrwhelming number of
evil-doers will force you to ril _\_ther than fight, but if you

i - . must fight; get involved quickly.
MANTA RAID Malochio drives a Manta like this (albeit of areen » Ramming a creeper, then _blasﬁng h*m before he gets his
colar). It's got plenty of hard points, good speed, and armor, so wits together is often quite off

select the Armored car for this showdown and use a cherub misslle P Perfect the grt; of the bootle Jm. YbUf “Z" key is the emer-
to cripple him from afar gency brake and using it while slamming the wheel 1o either side

will immediately spin you around Much qu[ckar than traditional
cherub missile from Jong range —that should be enough to effectively tuming and a great ald for
cripple him, » Wit a pair of linked machine: uns you re rarely out of
Linked 7.62-mm machine guns work well against the two other cars, ammo. If you find WUISEl .hy two or three creep-
but reserve your final pair of cherubs for that damned truck. If you want ars, just keep that tnggar : ﬂl’lgE l'BSSBﬂ and you will get in
1o live to tell the tale, get him before he has the chance to take aim. a few unintended hlls 5
So theres an overview of the 11 hardes s in INTERSTATE " 76, » Creepers don't seem to
Now you're ready to strap on your mirrored s, pick out your afro, lights off Whenﬁghﬁﬁg_ﬁaﬁé
and hop into your souped-up deathmobile for some serious action. & B

1] ,_Ih‘ the dark, so keep your

THE FINE ART OF
CONQUERING THE WORLD.

COMING THIS FALL

B

A MINDSCAPE" COMPANY

IMPERIALIZM ls o tradomark of Strateglc Simulations, lnc, ©1897 Strateglc Simulations, Inc., a MINDSCAPE Company. Al righls reserved.
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GANMER’S EDGE

Discworld I}

Is Rincewind Running Around in Circles? Let Scorpia Set You Straight

by Scorpia
# cll, summers here, [ not my favorite season; games Vile Smell: Give this one the boot, and boltle it up. See Mrs. Cake
tend to be scarce during the hot months, and the long — about that. When she says “order your thoughts,” she means it; go
{ days don't improve [red’s temper any. These are the through the talk options in the right order. Then you should Fool
times | think about taking a vacation. Somewhere. around with a brick; careful, this is high energy stuff.
Anywhere. Even DIscwoRrLD, Or Discworep 11, Okay! Death is summimoned and...he’s notinterested in his old job
which is even worse! anymore. Argg! So now you have to get him into the movies. Act 11
The first rule in this game is lo grab everything you come across. —— begins, and here we go again,
Fven if you're in someone’s shop or home or whatever, there are usu-
ally items lying around jusl waiting for your hot little hands. "Take Act 11
your time in each scene to run the cursor all over the view, While no Boarding The Ship: Tough. "Talk to people first. Then warm up lo a

items are actually invisible, a few are hard to see, and you could miss — reflection, give Rincewind a hand, and put him on ice (or vice-versa).
them if vou're not careful.

The second rule is to talk to everyone you
meet —scveral times — using all the conversa-
tion modes. Then save after talking, so you
don’t have to go through the conversations all
over again (heh!).

Act 1

Okay, so here we are in Act |, where
Rincey has to pick up a bunch of things lo
stummon Death back from wherever it is he
wenl 1o, To be more specilic, our boy needs
glitter, sticks, special candles, mouse blood,
and a vile smell.

Glitter: This is Marilyn Monroe stuff pulled
off from below. A real breeze.

Candles: Nothing beats do-it-yourself, You
just have to get rid of the beckeeper.

CHICKEN FEED You'll never catch this chicken while he's sober. Try feeding him some
grog-laced corn to slow him down.

Everyone wants to be in the clickies. Rincey

does need a little protection (visit the dessert

lady for that). And some hot flowers (or were

they chilly?). The rest is pretty obvious. Just keep in mind youneed — After getting on the ship, you can go anywhere, like Holywood, to find

two things from the hives, sweclie. out what you need to make the elickic.
Sticks: This is the old switcheroo trick. You need one from the shop, Novelties: This one is a ton of trouble. "len times as much, actually.
and two from the docks, Be stuffy, fake out the pelican. If the netgives — Gelin the swing of things, though, and you should be okay:
vou trouble, visit the morgue, muck around. Band: If you need help with this, you probably shouldn't be playing
Mouse Blood: You have to sink your teeth (or someone$ teeth) adventure games.
into this one. Have you noticed that its nighttime? A little com, a Jingle: Complicated. Chat with Uri first. Ask for a demo (hoop to
little booze, and a little caffeine can help. If you can’t do any it!). Then talk to the old hermit at the wheel. Sail west and grab a cou-
climbing, talk to someone about a woman. Which woman? ple of things. Stock up at Unseen University. Ant we having fun? Plan
"Nulf said (heht). your pyramid wisely and hex il.
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STRATEGY & TIPS: DISCWORLD li

Camera: Naughty little imp! You're too
big to follow him into the scenery. You need
something small. Something small you can
getback easily: Right, mate!

Babe: Finally, you can do something
about the Suffrajester. Ya have to get her
first, and that requires a stakeout. Then its
time to rock and roll (or at least rock). Now

you can (so lo speak) go trolling for the

Riding The Horse: Alberts not only a pain,
hes a ding-dong, Use that to get him out of the
way and grab the bribe, If you're having trouble
staying on the horse, answer this riddle: Why is
riding a horse like riding a surfboard?

Cuthng'l'he Com: The ('nlllp“n‘.;lh'cl one.
Talk to the kid and get her what she wants,
which turns out not to be good enough. Now
you have to visit that dark alcove. Haven't

babe. Bribes never hurt (except maybe
trolls, heh!).

Elven Queen: Really complicated. Rice books lately?

BLOOD SIMPLE What's the easiest way to get
four cc's of mouse blood? Read any good Anne

seen a light source? You know what they say:
do-it-yoursell

DejaVu Il (Return Of The Hives!): Now

Before you can go horsing around,
there’s a lot to be done. Pull a switcheroo at the oasis after visit-
ing the pyramid. After you have what suits you, you need a
friend to help out (let’s not monkey around here, or should we?).
Then you need info on Elves. Someone dead might know about
this (I wonder if her name is Morgana?). You're almost ready, but
an ordinary equine just won't do. An addition to the disguise is
needed, and it’s a real hoot.

The Sheep Double: Poke around in the vicinity of Mrs. Cake’s
place. Then head for the beach to catch some waves, I'm sure you saw
a board around here. If vou're having trouble hanging ten, you need to
stick Lo it (and T mean that literally).

The Clickie: Not a big success, huh? Well, all I'll say is this: Variety is
the splice of life. Check your inventory and go do it.

Act III

This brings us to Act 111, where Rincewind gets to play Death—if he
can prove himself up to the job.

Black Robes: You're dying to know about this one, huh? Well, it might
be curtains for you, at that. Let me write that down (oh dam, out of ink).

vou just have to mow the lawn (err, corn). Look
sharp here, put things together, and you'll be done in no time,

Ant Sauls: Go fish, honey.

Voice Of Death: Pretend you're Santa Claus, only just talk. If you
need to get on top, rope in a good comeback for some help.

Act IV

This brings us to Act IV, where we, er, put some life back into
Death. Let’s not think about this one too closcly, okay? At least the
Acts are getting shorter,

The place to check out is Djelibeybi. This one’s really a quickic,
although you'll likely have to go in and out of town more than once.
You'll need some assistance in following the prospector. In fact, you
need something else to follow the prospector for you. If hes armed,

that will be a great help.

Act V

Sowe come lo the totally superfluous Act V, which is even shorter.
All you really have to do here is look around at everything and every-
one, talk o a couple of people, fill up, and take o the skies, What could
be simpler that that?

And that’s about it for now. In the mean-
time, if you need help with an adventure
game, you can reach me in all the usual
ways. Plus, be sure to check out my new Web
site! Until next time, happy adventuring. &

r How to Reach Scorpia

World Wide Web: Scorpia’s Domain at
WWW.SCOrpia.com (a subscription service)
ADL: Scorpia’s Lair (keyword: scorpia)
Internet: scorpia@aol.com or
SCOrpia@scorpia.com.
US Mail: (enclose a self-addressed,
stamped envelope if you live in the
United States):

Scorpia, PD Box 338

DOUBLE JEOPARDY Mrs. Cakes is not going to deal with you unless you leam how to ask
the questions that she’s just answered.

Gracie Station
New York, NY 10028.
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STRATEGY & TiPS: MACIC: THE CATHERING

The Gathering

Tips and Tactics for the Buddaing Sorcerer in MAGic; THE GATHERING

by Bob Proctor

here are few strategy games like MicroProses
MAGIC: THE GATHERING where you can get so
much gaming for your dollar. You can spend hun-
dreds of hours in cither the Duel environment —
constructing a deck and trying lo run the

Cauntlet—or in Shandalar, the adventure/cam-
paign game. Here are some tips on the latter.

What Color to Choose?

Farly on, you will be dueling creatures with 4-10 lives,
and you only have 10 yoursell. Duels will be short, and a
deck that kills quickly is a must. The best early strategy for
all colors is a fast creature deck, with low-cost instants and
enchantments. Other strategies would work, except that
the necessary spells are scarce in Shandalar. Ior example, most starting

red decks have one or no direct damage spells.

Flying creatures are imporant for offense and defense. Ifirst Strike and
Pumping are better than Landwalk and Protection, which are only useful
against one particular color. Instants like Giant Growth, Blood Lust, and
Howl lrom Beyond can be east affer blockers are declared to defiver the
kill. Low=cost ereature enchantments can be used to make small erea-
tures bigger than the enemy: Each color has a few unique spells:

Red: Dwarven Warriors can make your small creatures unblockable;
use Firebreathing, Immolation, or Blood Lust to increase the damage.
Black: Don't overlook the most plentiful anti-creature spells,
Weakness and Terror, in the
early going,

Green: Elves and Mana
Birds are scarce at first;

use Wild Growth for

extra mana,

White: One of the few use-
ful Astral cards is Knights of
the Rainbow Vale —a 2/1

) A MAZE BY ANY OTHER NAME Wizards hide inthe |
deep recesses of their casties. Sometimes you get lucky; |
this caslle only had three creatures on guard. Be patient! |

Wikiweed Steating

Blue: Twiddle and
Unsuimimon get
blockers out of the
way; Unslable
Mutation provides
killing power; Power
Leak is an excellent
('.(!r(.l since so lTIﬂI]_\‘
decks make heavy
use of enchantments.

1

| Dungeon

Crawling
By mid-game,

you'llwant to get the power cards buried in the dungeons. A problem

here is that you get ejected after a single loss, so you can'l afford to
take chances with mana shortage. My decks are 50 percent mana
sources (about 40 percent kand). Not all mana needs to be colored;
make use of Strip Mine and Mishras Factory.

Many Dungeons have a special condition that life losses carry over
from one duel to the next. So being able to gainlife is crucial, All colors
except Red have such spells (although Blue is pretty weak). Herek the
complete list; those in red are X spells that can use all that “extra” mana;
Black: Drain Life, E Haijjaj.

Blug: Relic Bind, I ifetap (only against green).

Green: Stcam of Life, Rebirth,

White: Alabaster Potion, ["|=:;1|i||g Salve, Spirit Link,
Reverse Damage.

Artifacts: Ivory Tower, Onulet, the five “lucky charms”
(one for each color).

“The last tip for dungeons and castles is to find out what card
starts in play. Your opponent will always have an enchantment or
creature in play to start the duel —you must know what it is.

With castles, you can go in, find out, and leave to preparc a

creature that costs 2, with

A HERO'S DEATH The final challenge of
Azrakon isn't intended to be winnable. It's
just for extra points, so play accordingly.

protection (color chosen at
random), first strike for 1, and
can be pumped.

CGW JULY 199/

revised deck, but Dungeons go away when vou leave, so you
only have one chance —get the clue firsl. Taking an all-black
deck in and finding Karma in play is not fun, whereas the same
deck with a Bad Moon out is pretty cozy. %
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Adventure/RPG

Interstate '76

B 0 R -

sone of the hottest games this year,
INTERSTATE 76 is busy satisfying our
action addiction. However, if the game is

getting too tough for you, type in this
cheat code to jump levels:
Ctrd-Shift-GETDOWN
All the enemies in the level will con-
verge on you, but ance they kill you, you'll
jump to the next level..

HeliCOPS

1fyou want more depth, check out
INTERSTATE 76 or ACHIMEDEAN DYNASTY.

But 7th Levels helicopter-based action
shooter is a good time if you are into fast-
paced, mindless fun. To that end, here are

some cheat codes to help you through the
erime wave. Type these cheats in at any time
during gameplay:
fironman
Istagewin

Makes you invincible.
Automatically completes
current mission.

Leisure Suit Larry 7: Love For Sail
c ertainly there can't be anything more pathetic than wanting to look at nude pictures of

2D cartoon women. Nevertheless, as a publie service for those with no pride, heres a
list of just some of the easter eggs in LEISURE Surt LARRY 7: LOVE FOR SAIL.

1. Goto the Clothing Optional Pool, 4. In the library, click on the stuffed
click on the Pesky Branch covering
Drew Baringmore’ chest. Select

beaver, select “Other” and then

type “milk.” Proceed lo the Jugg’s

dressing room for your big thrill.

. In Captain Queeg’s Ballroom, 5. After killing Aristotle Boning, go back to

click on Larry, select “Other,”
and lype “dream.”

2, After the Juggs performance, go
backstage, click on the mixing table,
select“Other,” and type “I'ecl.” Then
go to Drew Baringmore and talk
about Anton Fokker.

“Other;,” and type “push.”

~J

Annettes oom. Before pushing the

doorbell, click on the crotch of the third

male statue, select “Other,” and then

type “Unzip.” Now ring the doorbell.
‘Theres actually more, but thats quite
enough, don't you think? Now try mect-
ing some real women, studboy.

Strategy/Wargames

Admiral Sea Battles

hile this game can be fun, its lack of

realism makes PANZER GENERAL look
like Wacht Am Rhein by comparison. Your
best bet is to unleam anything you know con- |

ceming real naval tactics. For example, the
best defense to prevent the enemy from cap-
turing your ships is to keep them in pairs.
Only two ships will fit in a square, and if both vessels in that square are yours, then no
enemy can enter or hoard. Wonder what Nelson would have thought?

Red Alert

fyou've played Rin Averr online, you've likely fallen prey to the infamous Soviet Tank

Rush. Since the designers wanted to ayoid small-arms fire being able to take out armor:
(as in C&C), building infantry isn't much help. Also, since the design prizes mobility, sim-
ply going on the passive defense doesn’t help. What you have lo do, to paraphrase Gen.

ﬂil. e ; CCW JULY 1597



iImuiation/ane

iM1A2 Abrams

® Advance to contact in a wedge. This

gives you flank protection as well as a good
forward field of fire. Go into echelon toward
known threats, and employ line formations
only for defense.

® [nfantry will deploy when their carriers
halt and will only move with carriers. Make
them your backstop forces.

 Know your vehicles; read the data charts.
“The best American AA weapans, olher than
special units, are APCs with Stingers, so use
them against those enemy Hinds.

® [fyou stop when ordered to, yon may
incur a viclory point penalty, despite whal

your communications data says. Make sure
to play missions to the very end.

* While it might seem obvious, use lerrain
to your advantage. Above all, trust your gun-
ner. Don't play Davy Crockett when com-
lll&'l!!dil‘lg il I_'l]i'ltﬂf)ll ar campeany.

® Rocket artillery is devastating but takes
longer to re-load. Use mortars and 1555 for cau-
tious, slow advances and defense. — Jim Ciabb

Marhle Drop

f you find you're spending all your hard-

eamed points buying back marbles in
Maxis” MARBLE DROP, here’s one way lo gel
your bank balance back up. On certain
puzzles, such as 15 Democratis, if you
quickly drop a bunch of marbles one after
the other into all the available funnels, pret-
ty soon they'll start bouncing around in per-
petual motion. ivery time a marble hits the
crossbow you gain ten points. We left the
program running for a while and returned
to a score of 50,000 points. You'll want to

Puzzles/Classics

resel that particular puzzle in order to solve

it, but when you do, your newly acquired

high score will remain intact.

0Soccer

S ince there’s currently no kick-ass soccer
game on the market (both FIFA and
MICROSOFT SOCCER leave a lot to be
desired), why don't you try a kick-head soceer
game instead? A group of deranged folks who
g0 by the name of Qsports have come up with
a free QuUAKE add-on called OSOCCER that
lets you play the worlds most popular sport
with a whole new twist: You kick a severed
head instead of a soccer ball. Though this
sounds like more of a gimmick than a game,
the multiplayer matches can be awesome fun
(though we wish you took damage hits for shin
kicks). Be on the lookout for Version 4, which
promises to add a working referee to the
match. One question: will we get to kill him?
You can find OSOCCER at www.

planetquake.com/qealgs.

EesE

a opponents formation with over-

of approach to your base, and
smother the lead tanks of your

whelming fire. You don't have to
worry about the angles of your
shots, because Ren ALeRT (unlike
say, STEEL PANTHERS) doesn't
maodel front/side/rear armor dif-
ferences. [fyour encmy stubbom-

ly persists in futile attempls to

James Longstreet, is to make the enemy fight

on grounds of your choosing — easier said

than done, of course,

The key is to recognize that the combal algo-

ithms in RED ALERT give a huge firepower edge,
bothin terms of accuracy and damage, to sta-
tionary units. So, position rows of tanks with their
fields of fire covering the most abvious avenues

punch through your defenses, you'll have time to
scout around for Juisbase.

X-COM: UFO Defense
ith the re-release of X-CoM as part of
MicroProse’ CONQUER THE
UnVERSE collection (see Terry Colemans
Strategy/Wargames column this issue),

there’ been an upsurge of interest in this
Hall of Fame title. If you're having trouble
winning at the higher levels of difficulty,
check out the unofficial X-Com Web site at
www.franken.de/users/speedy/hakan/
hobbies/daddelxcom/Welcome-e html. It
worth typing this ridiculously long URL to
get the easy-to-use utilities, which include
editors for weapons, soldier and base stats,
UFOpedia, and even alien containment.




ﬁ raphic Simulations’ /A-18 Horwir 3.0 is a fun sim, but it limils
you lo flying just one of the 15 planes it simulates, That is, unless

you know the insider codes used by the programmers for debugging

the games missions.

Simply type the codes listed below in the pilot callsign field in the fol-
lowing format: fly:PLANE-##, where PLANI is the aireralt code and ##

is the aireraft 1D for that mission.

Please note that you cannat fly helicopters using this feature, and

that the codes only work in specific missions, Also keep in mind that

Aircraft Key

A10A = Fairchild Republic A-10A Thunderbolt Il

AWAC = Boeing E-3A Sentry (AWACS)
B52G = Boeing B-52G Stratofortress

B727 = Boeing 727

E2CA = Grumman E-2C Hawkeye

Training (Hawaii) Theater

MISSION 1D #

Takeoff and Flight T001
Rirstrip Landing 002
Cartier Operations T003:
Navigation & Radar T004

Air-to-Ground 005
Air-to-Air 7006
CGW

CODES

FA1E-00°

FA1B:00
FA18.00
FA16-00
FA18:00
FA18.00

F17 =
FA18 =
DC10 =

FAI8-01
FA1B.01
FA1801
FA18:01
FA1.01
FA1801

FA18.02

FA18:02
FA18.02
FA18-02
FA18.02
FA1802
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DE10-00
DC10-00
OC10:00
DC10:00

DC10-00

Lockheed F-117A Nighthawk

McDonnell Douglas F/A-18C Hornet
Douglas DC-10
MG21 = Mikoyan Gurevich MiG-2IMF Fishbed

DEA001
0C10-01
De10:01
DC10:01

01001

nol the demo version.

B727-00
B727-00
B727.00
Br2-00

872700

FIA-18 Hornet 3.0

own, even with ;ultnpilnr on.

these codes are designed for the release version of the game,

Because this leature was designed for debugging purposes, you'll find
that some planes exhibit quirky behaviors. For example, if you engage the
autapilot, the computer will take control of the plane. Also, the plane may

oceasionally take control itself. And aircraft may no longer taxi on their

This Faster egg is not officially supported by GSC, and they kindly
request you don't bother tech support with prablems about flying the B-52.

MG23 = Mikoyan Gurevich MiG-23S Flogger
MG27 = Mikoyan Gurevich MiG-27 Flogger-D

Su27 =

Sukhoi Su-27UB Flanker

TU20 = Tupelov Tu-20 Bear-G

Br2T01
Br2101
Br27-01
B727-01

872701

AWAC-00
AWAC-00
AWAG-00
AWAG00

AWAC-00



Tour of Duty (Kuwait) Theater

MISSION

Pull the Plug

Red Ball Express
Tanks Anyway

Hole in One

Burning Waters
Bad Waters

Night Threat
Chopper Hop

The Bridge

Night Hawk

High Flyer

Surf's Up

Turkey Shoot

Road to Destruction
Intercept Santa

Red Glare

Incoming

Heads Up

Chemical Dependence

ID & CODES

M-228 FA18:00
M-227 FA18:00
M-226 FA18-00
M-225 FA1800
M-224 FA18:00
M-223 FA1600
222 FA18.00
M221 FA18.00
M220 FA18-00
M:219 FA18.00
M-218 FA18-00
M217 FA1800
M-218 FA18-00
M-215 A1800

M-214 FA1800
M-213 FA18.00
M-212 FA18:00
M2 FA18:00
M210 FA18:00

FAB01
FAIB.01
FA1801
FA1B01
FA1B01
FA1801
FA18:01
FA1801
FA18.01
FA18.01
FA1601
FA1B01
FA1801
FA1BO
FA18.01
FA18:01
FA1B01
FATB-01
FA1B.01

MG23-00
FA1802
FA18:02
FA1802
FA18:02
FA18.02
FA1B02
FA1802
FA18:02
FA1802
FA18:02
FA18:02
FA18.02
FA18:02
FA18:02
FA18.02
FA1B02
FA18.02
FA18.02

Su2r-00
MG23-00
FA18:03
MG23-00
FA1B03
FA18.03
FA18:03
MG23:00
FA1B03
FII7-00
ADAQ0
ADADO
E2CA 00
FA18.03
FA1B03
FA18.03
MG21-00
MB21-00
MG21-00

Su2r

Su2r00
20400
Su2ro

E2CAL)
E2CA00
E2CA Q0
MG23.01
£2CA00
Fii7ot

AT0AD1

B526:00
MG21-00
E2CAD0
MG23.00
AWAC-00
MG23-00
MG23-00
MG23:00

suzr02
Su2r0i

MG2300
sSu2rot

162300
Su2r-00
Su2r-00
SU21.00

MG23-00
MG23.00
MG23.00
MG23.00
MG21.01

MG23-00
MG23.01
MG23:00
MG2301
MB23.01
MG2301

sU27.02
SU27-00
Su2r02
MG23-01
su2ro1
sueroi
SU27.01
MG23.01
MG23.01
MG23:01
MG23.01
MG23.00
MG23:01
MG23-02
MG2301
TU2000
MG27-00

Su2r-1

Su2r-00
MG23-00
MG2300

SU2r00
su2r-0o
su2r00
Su2r0
MG2301
MG2302
DC10-00
MG2302

MG27-01

Switch Sides
Warm Welcome
Bomber Run
Duck Hunt
Just Say No
Home Coming
You Can’t Hide
Bird Down
Black Gold

14200 FA18-00 FA1801
FA1B-00 FA1801
M-207 FA18:00

M-206 FA18:00
M-205 FA18-00
M-204 FA16:00
M-203 FA18.00
M-202 FA16:00

M-201 FA18:00

FA18.02
FA18.02
FA1BO1
FA1B1
FA1B01
FA1BO1
FA18.01
FA1B.01
FA1BO1

MG21-00
F117:00
FA18:02
FA18:02
FA18.02
B52G-00
FA1802
FA18.02
FA18:02

MG2300
MG21:00
B52G-00
MG21-00
B526:00
MG21-00
E2CA00

E2CA00

ARAC-00

MG2301
MG21-0t
MG21-00
MG21:01
MG21-00
MG21-01
MG21-00
MG21:00
MG21-00

SU27.00
MG23.00
MG21-01
MG623:00
MG21-01
MG21.02
MG21-01
MG21-01
MG21-01
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TU20-00
MG23-00

MG23-00
MG21-02

MG21:02
MG21-02

Tu2001
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Alion NOW 519 Death Trap Dungeon 03787 844 QinTomb MidKing  NOW 828 ThelastExpress  NOW $53 'REALMS OF ARKANIA III' Something sinister
Alien Trilogy NOW $42  Demon lsle 1087 848 QuestlorGlory 5 1207 §48  The Trial NOW  §44 is happening in the seaside town ol Arkania.
Anarehy NOW $41  Discworkd 2 NOW S44  Quiver 1157 §48  TimeLapse Anc Civil NOW  $46 Brave, honored warrlors refuse to fight, while
Athanar 07/97 $40  Ecstatica 2 NOW 847  Rama HOW 538 Titanic Jray Out Time NOW 544 an evil mind preys upon their minds and souls
Alantis 07497 &40 Fable NOW S45  Redguard 1097 554 Troa Wrp Or Brain WISNOW £33 Can your band of heroes defeal it in time?
Beavis Butthd Virt St NOW  $31  Gabriel Knight 2 NOW 540  Redneck Rampage NOW $46  Tone Rebelion 0997 552 Sir Tech
Black Dahtia NOW %48  Interstate FEWSS  NOW 548 Returnfo Krondor  NOW $45  Toonstruck NOW 348 Release Dale: NOW PC CD $45
Biace Runner 10097 848 Jowmneyman Projwct 31097 S48 Reverence 08/97 $43  Trespasse Jrssic Park 1097 848
Elus Heat NOW 543 Jumanp NOW %32 SPOR NMOW $46  Twinsen's Odyssey  NOW 846 -
Byzanting KOW 546 Kings Quest B 12797 S48 Shivers 2 W5 NOW %48  Urban Decay 0787 8§43 ‘DARK REIGN' In the 27th century, the Imperium with con-
Catlahins Crstm Sloon NOW 542 Leisure SuitLarry 7 NOW S48 Siege of Stormhaven 1097 S48 Voyour 2 Now 812 lrol of precious water resources commands the fate of a
Circle of Blood NOW $43  Lighthouse NOW $29  SignoftheSun 0797 83 Zork Gmd Inquisitor 10/97 $50 1,000 worlds. The Freedom Guard attempts to break the
City of Lost Chikdren WOW  $41  Myst2 07/97 $52  Selar Crusade 0797 $44  ZorkHemesis nOW 353 Enﬁﬁilﬂf'ﬁ grip on the galaxy and the water supply.
s B ST = clivision
COMPUTER: ROLE PLAYING Release Date: NOW PG CD $48
Anwil of Daven NOW $19  Discplesof Steel  NOW $12 Legey of Kn Bid Omn 0897 S48 Serpent’s Kiss 07/97 543 . : ;
Arena Defue NOW 847  Diagon Lore2 NOW S39  Magestayer 0397 $46  Siar Tral wow 0 | NEED FOR SPEED II' Carving swaths of pave- 1
Batilespire 0097 $0  DungeonMaster2 NOW S16  MencanSOWSs  NOW $19  SurTekTNG FnlumyNow st | Ment from majestic Himalayan highways fo W/ A
Betrayal in Antara~ NOW 548 Elder Serolls 2 NOW $56  Might & Magic Vi 1197 84 Stonekeap HOW $24 twisling Yul:_amn roads, \mu_am diiving he most NEETTHIRSPERT
Cobra Mission NOW 529 EiderScrlis Mrrownd 0298 54  Of Light & Darkness NOW $48  Terracide owo7 si2 | Coveled vehicles pver to incinerale 3 radar gun.  ameeSy” 7 g
Dark Project 1197 $49 FA Dscnt 1o Undrmin 0897 S46 Raveninft Strahd HOW 825 Uitima 7 Senes NOW 515 Electronic ﬂ.ﬂ-s
Dark Sun 2 NOW 519 Fatiout 0797 S48  Ravnlft 2StnProp  NOW $19  Uitima 8 Pagan HNOW §15 Release Date: NOW PC CD $46
Dark Sun Online W35 NOW 515 Knights Xentr PG13  NOW $34  Realms of the Hnting NOW 854 Ultima Online 07T 342 “X-COM APOCALYPSE' You command the
Diable NOW  $37 Lands Lore Gedns Dst 0897 S48 Rims Ark Shadow RvalOW 845 Ultima Undrwld 1 & 2 NOW 515 elite X-COM troops as they investigate and
Dhe By the Sword ~ NOW 348 Lands of Lore NOW $25  Sacred Pools NOW S48 Wizardry Gold W85 NOW  $19 ‘ rapel an alien invasion of Earth. You
ROLE PLAYING GAMES research and manulacture weapons,
armor and vehicles. Destroy the aliens
ADSD Core Rutes  NOW S54  Dragontance Sth Age HOW 321 Mutation NOW $30  Star Wars SourcebookNOW  $19 before it is too late,
ADLD Cmbt & Tactic NOW 817 Earthwdawn NOW 525 Nephilim NOW 18 StarWars Revised — NOW 825 M]crnprugg
ADAD OM Guide  NOW S$16  Earthdawn Compann NOW $15  Mghlspawn NOW $16  Toon Deluxe NOW  S16 Release Date: NOW PC CD $45
ADAD Monstr Manual NOW  $20  Fading Suns NOW 522 Of Gods And Men  NOW 522 Traveller Hrdewr HOW 825
ADAD Players HandtkNOW 520 GURPS Autoduel  NOW $15  OnceUponaTime  NOW S14  Travelier HOwW  £24 ‘FALLOUT" Set in the aftermath of a world-wide
ADSD Skills & PowersNOW $17  GUAPS Compendium NOW S18  Pamansia Fith Ed.  NOW $20  Twilight 200022  NOW 815 nuclear war, it is your challange to survive, asa per-
ADSD Sgells & MagicNOW  $19  GUAPS Compendm || NOW S$18  Paranoia Rulebook  NOW $13  Underground now 519 son who has grown up in a secluded, underground
ADED Player Pack  NOW $16  GURPS Aulebook  NOW $20  PendragondthEd.  NOW 818 Undergind Notebook NOW §22 survival vault. Circumstances force you outside, to a
AD&D Dark Sun NOW $25  GURPSGobling NOW $1B  Psychosls NOW 813 Vampire Hunlers  NOW  $16 strange world 80 years after the end ol modam civi- |
ADSD Forgotten Rims NOW  §25  GURPS Mecha HOW 815 Rifis HOW 321 Vampire Clan Books  NOW  $10 [ization. A world of mutants, radiation, gangs and vio- Callant ‘
ADBD Planescape  NOW  §25 GLURPS Warchouse 23N0W  $15 Rilts Hardbound NOW 528 Vampire Huntrs Huntd NOW 510 emce, PR T ey Rt i
ADSD Aavenloft  NOW $25  HamWord 2nd Ed. NOW $15  Robolech NOW S11 Vampie DarkAges  Now Se4 | Interplay ! S \
Albedo NOW S8 HamPlayer NOW $15  RuneCuest4thEd. NOW 19 Vampie2nd€d,  NOw S24 | Releasa Dale: 07/97 PC CD 548 - ,-'\. N 'I' ,-'\ R A
Ars Magica thEd - NOW 526 Heavy Gear NOW 825 Sensar HOW $21  Vampire Player Guide NOW  $19 . ) ga
Bloodshataws NOW 525  Hidenlnvasion  NOW S$17  Shadowrun2nd B4, NOW S$20  Webs Basis GameSys NOW 821 BETRAYAL IN ANTARA' An Emperor faces a crum- (.
Bubblégum Crisis  NOW $20  In Nomine NOW $25  SiyeamsJowne  NOW $17  Waammerfantasy Now sto | biing infrastructure where bribery, intrigue, nepo-
CallofCthhu  NOW 16 InNomine Lmted EGNOW $28  Specias NOW $21 Werewul now sag | lism, deceil and assassination run rampant.
Cihuthu L NOW $15  Inganadones  NOW §25  SirWarsledi Acadmy NOW $20  Whichcsal tow seo | Gommand four main characters and dovelop their
Champions 4th E6.  NOW $22  Macross 2 NOW S$11 SWLive-Action Adv NOW $15  World of Darkness  NOW 516 shills as you talk with, fight, help, and hinder various
Changeling NOW §21  Mage 20d Ed NOW €31 SWMimBattesSel NOW S8 WorldNecroscope NOW 525 | EMpire inhabitants.
Conspiracy X NOW §20  Mage Ghronicies 1 NOW $19 SW Miniature Rules  NOW $15  Wiaith NOW  $24 Slerra
Cyberpunk 2020 MOW §17  Mochwarrior NOW $13  SWMinis Companion NOW $13  Wraith Player Gde  NOW  $10 Release Dale: NOW PC CD §47
‘SHADOWRUN' In the world of 2053, magic has |
COLLECTIBLE CARD GAMES retumed and elves, dwarfs, orks, and trolls have
Battletech Booster ~ NOW 82 MTG Mirapz BP NOW 82 MidEarth Dek Minion NOW  $2  Star Trek Booster  NOW  §2 assumed their true forms, with megacorporations in |
Hattletech Starter  NOW 8 MTGMirage SO NOW 58 MidEathWuardBP NOW  $3  Star Trek NG At Univ NOW  S2 | charge When they want something done they come
DO Who Booster £ MTG Starter NOW  §7  MedEarth Wizard SO NOW  $9  Star Trek NG BP HOW  $2 to you. You might bz a decker, street samurai ora |
Or Who Starter 8 MTG Visions NOW 52 MontyPython S0 NOW  $9  Star Trek NG Hdeck  NOW  §2 magician, Whatever you are, you will need all the |
Great Datmuti 5 MTG Homelnds NOW S1 MontyPyhon BP  NOW  $3  Star Trek Stanter KOW %8 power you possess 1o make a shadowrun, !
liieminati BP &2 Magic Fallen Empirs  NOW  $1 Mythos Cthulhu Rsn NOW  $2  Star Trek THG SD Kow 57 | ASA
litwminati SD S8 Magic Gathering BP NOW  $1 Mythos Exped Misk  NOW 2 SarWars BP NOW  £2 Release Date: NOW RPG $20 E
MTG 5ih Ed BP 2 Magic lce Age 8P NOW  $2  Myinos Leg Necron  NOW  £2  StarWars 80 NOW 87 |
MIG 5th Ed 50 §7  MagicleeAgeSD  NOW &7 SimCy BPLEd.  NOW 1 X-FilesBP Now 52 | 'MAGIC THE GATHERING STH EDITION' This deck contains 60
MTG Chronicles BP - NOW  $1 MigEanh Dragons BP NOW  §2  SimCity SO Ltd. Ed.  NOW 85 X-Files SD oW 59 tradable game cards, randomly assorted, plus a rule book. Each
r must have a deck. This deck may be enhanced with more
SONY PLAYSTATION SEGA SATURN feblidtastentlelael il 28
30U Pinball 0797 $46  Kings Fieid 2 NOW $51  AndieltiRacing 97 NOW S48 lronmanxD wow $s0 | Wizards of the Coast = o iy
Beyond the Beyond  NOW  $80  Legacy of Kain NOW 852  Bomberman NOW $52  Legend of Dasis HOW 546 Release Date: NOW CG §7 *-lew
Big Bass Wrld Champ NOW  $54  Mechuerrior 2 NOW $49  Breakpoint Tennis  NOW $42  Lunacy Now  $52 2 P e
Brexhoffired 0297 $54  NBALve 97 NOW S99 Hroken Helix NOW S44  LunyrDitectorsCut 0397 ¢45 |  ALBERT ODYSSEY'Legend of Eldean, Masquerade of AR
Bubsy 30 NOW S29 NRLGameDay97 NOW S50 Bl 2210 0997 $52  Manvel Super Horoes NOW gs2 | U0 Impostor. In this fantasy role playing game, there ) f‘* :
CAC Red Alent 1087 §$46  Nanolek Warsior NOW 545 Command & Conquer NOW 8§52 Mechwarrior 2 NOW 840 ae “_“ to ﬁ\ll: characters in your party, ynu_mr k_nw
ContraLegacy of War NOW  $46  Need for Speed 2 NOW 8§49 ComtraLegacy of War NOW 846 Mega Man B HOW  §44 wllill_s going to happen. The only way lo find outis to t
Crash Bandicoot 2 09/97 $54  PGA Tour 97 NOW $50  CusadorboRemorsa NOW $49  NBA Live 97 NOW $49 lay it through. I
Cuusades NOW $49  MesidenmEi2 197 $84  CryplKilr NOW $i6 NFLGBCWb'7  NOW §39 orking Designs
Grypt Killee NOW $48  Soul Hiade NOW $45  Dark Savior NOW S50 WLHockey'wr  now sso | helease Date: NOW SAT §52
Dark Forces NOW 848 Suikoden NOW $46  Descent 2 ROW 552 Night Warriors HOW 552 ' TR
Destruction Derby 2 NOW 852 Syndicate Wars NOW 544 e Hard Arcade NOW  $44  Nigms NOW  S46 DT;::SI:?::I;‘E ;r::f;:g::s‘:,ﬂ:; :::lpnrafsg;ﬂ;&dl;::f
Dus N30 1208 334 Tedand NOW S Dragon Foice NOW. $4 £I02 NOW $52 | o\ weapons, a forward facing cannon and a locking
Final Doam NOW 5§52  TohShinDend NOW  $46 Dream Kaight 08487 552  Pandemonium ROW 846 |agar. ﬁlt.!ck.‘; are illustrated in great detail, complete
Final Fartasy Tactics 11/37 856 Tomd Hader 2 /97§54 Fighters Megamix ~ NOW 854 Robalica NOW 328 with building toppling explosions and appropriate sound |
Final Fantasy Vil 0ae7 s2 Turok Ding Humer1 S OR/97  S82 Gama Shark NOW 250  Saturn Nt Link NOW 5199 affecls,
Game Shark HOW 550  Twdsted Metal 2 HOW 844 Gender Wars NOW 3§52 Scud HOW 46 Working Design
Haxen NOW $52  Vandal Hears HOW 846 Guardian Heroes HOW $§36  Soviet Strike NOW  $49 Release Dale: 07/97 PSX $56
104 Indepndence Day NOW 852 Warcraft 2 HOW 344 ID4:Independence DayNOW 352 Tomb Raiders NOW 50 |
Je1 Mot NOW £44  Wing Commander 4 _NOW 546 Incredible Hulk NOW 550  WWFin the House  NOW 850 | 2]
Visa, MC and Discover acceptad. Ghecks held 4 weoks. MONEY ORDERS UNTER 5200 SAME AS CASH. COD S8. Price, availabilly, aifor subject 1a change at any Yime. Release schedules flandard - Prionity Do Malle  MdTo
and shipping times ane approximale, not quaranteed, and subject to change at any time, Hardware orders may requir andiinnal shnpplnq and handling chares. Dufectives replaced with ?'_;\0- EE; LES“'}:-*;' m ;"I?‘_:f ‘;-_‘}I‘I,}“ Tra wond
same preduct. All sales final, Call for detais snmlsmg and handling charges calculated on a par arder, per shipment, and per item basis, The “per order” charge is charged once per order| o o, $100 300 200 200 200 8200
placed and the “per ilem” charge ts charged once for each item ordesed and the "per shipment” charge is charged nnce (o rach shipment we make to you. Each United States order Wil poy Shipment . $135  §100 8300 9700 5200 200
anchude 3 12-manth subscriplion tn Computer Games Strategy Plus Tor which $10.00 of the gider cost will be allocated. Per em 075 £100 §1.00 5200 53 00 5600

CIRCIE REAREDR CSERVICE 20BR




)
\ S R&G GAMES
N d,z Software Source iz \L
a2 =7 3003 South 83rd Streel . Omaha, NE 68124 14,_.‘3%""\ FO B o8 Clarwiaa i, 160
Phone 402-398-0223 Fax 402-398-09268 ) We Buy & Sell New & Used IBM Games
ecelve Cash In 24 Hours For Used Games Call fax or email request for prices before sending games
\MREDIT CARD ORDERS CALL NOW cs1-800-525£AMEcmmmmsssraa:?m_m&
N Email rggames@aol.com  More games in stock cal for prces,
Y.z 402-398-0223 % tsed Games*™ Stiars G0 “
A \ Receive 15% More In Credit N "E&"" 7" Guost €D $10 Siont Thunder CD $2
% eceive ore In Credit Now k. 14" Hour €D §26 Sient Hunter CD $29
Ago of Sad CD $32 SpaceQuest Collection CD $25
Ly‘.a WE SELL USED/WE BUY  TITLE  WE SELL USED/WE B Bg Agoof F‘lztﬂuscn :ig gtpyr.ran CD.'JC ﬁm
our Caesar 2CD ar Control 3CD ]
m"%’?oﬁ'l""' éE% é%g e %ﬁg&% oty 2conqm;:cn O 37 ToiioPassagacd ::22;
iﬁ‘.& 2 i Zooroo Myt BRe% Crusader No Regret GD  $27 Undera Kﬁmm co st
M al in Antara z ;:95!1%30 :gg[ﬂn 29? gﬁ%gﬁ gm?gm No Remorse CD g VR Soccer 96 CD %
Boaet Wihin 083700 Nood 4 Spaod SE 520000 s Koy B8 s ww:fm%“é @ 27
Cagsar 2 5,00/6.00 NH 87 24,95/10,00 ;
Pliminz A0 Fwdeepedie  Hbiad Dak Forees €0 2 g Conmandor 4D S20
By 2onq Red Alont 20001900  Plomtomegoria2 20781300 Deadock CO §25 Wooduff & Schnibblo CD ~ $20
D 5.00/500  Privatoor 2 24.75/10.00 Eradicator CD §25 Wooden Ships & lronMen  $27
g:s:ugﬂﬂln 2 ;%Igg’; %:I?:':: to Krandor g%r?i?&l : co §18 Z¢0 i
6.00/6.00  Fobellion/Star Wars  33,00/15.00 Fit PgSpBaschall 08CD  §22 **“'New Games™*
Doom 2 6.00/5.00 Shlvara 2 29.95/13.00 Full Theollle CD 5§22 Aledfe CD $32
o G ToEN0, EmE Lty Gene Wars CD §15 Ballloship CD §35
L) B ! arcin| o A
Duno 2 300400 Sl Comiola | 24781200 Grand Prix 2 CD §25 Deadiock CD $37
0 : Star Trok Final Un 00/, Horoos Might & MagicCD  §22 Diblo CD $30
22 24, Star Flost  20.00/13.00 !
Sipmy  HEGS Sean T Eatw o2t 1 e w200 S
Grand Prix 2 3.00/10.00 24:00/10.00 Madden 87 CD $20 KKND €D 39
Horana M&Mapic 2 '4,00/10,00 Tln Fr tor Collection  19.95/7.00 v
Sones ATF G000 Ty Bz Syadnceo namar: B iiatdmiec)
AH-64D Longbow 24,7510 N '4.95/10, iphlsad
cisure S, | .| m ¢
Linka LS L 24751000  Wing Comm 4 22.00/8.00 Myst CD ol :-22 Rundi;j‘l%?) g
Maslor of Orion 2 27.0010.00 XCOM:Apocalypsa 23.95/10,00 N o 6 oCD posd
OTHER TITLES NOT LISTED PLEASE CALL i b OO . v L IR ..
TO FW Plansa \‘IIII m:jIﬂ:.r?ulf !org;sr ?n n Imgulnr pks:o ol’hp:pﬁr Include awnv Quest for Glory Anthelogy $28 Trophy Bass 2CD §9
i
2:5:ou:h%rcd:'::::rfl:rdulu?::u;n Ehids. Plonde sond t:;:;:l?nn: n‘l’rnn.’:lTa‘: ° Free UPS Shipping with purchase of $75 or more
TO SELL: Plenso fill aut o list of tho games you ase sending, oll games must Hours M-F Sam-9pm  hitp/imembers.acl com/RGGAMES/ndesx himl
include original retail bex, all packing and original lmllucllana Snnd o abwu 5
address. All defectve or unbaxed games will be VisaMC/Discover/Am E@lﬁs, Cashier Check, Money Order Accepled
FPlonsn ln:‘ud’n our |o! hono numbar whon b Al games must have original bees, CD's manualy m COPES)in
SEND ALL RORSTS on A FOLL 186 855 Rben 1o ABovE condion, warking, Scretch A veus fiee. bo retumed|
ADDRESS. SHIPPING CHARGES 6.00 18T TITLE AND1.00 EA ADOITIONAL at your expense min ssmswmmu subject lo uE::;u 8 availabiity.
CIRCLE READER SERVICE #185 CIRCLE READER SERVICE #112

DO DONm MO VING?

SUBSCRIBE TODAY! COMPUTER LIFE!

Every month COMPUTER LIFE is
packed with answers, clear-cut
information, practical tips and

how-to's — everything y:u Enaecs ' | Please write to: Computer deing World,
sura from your machine. . P.O. Box 57167, Boulder, CO 80322-7167.
To stay on top of it all you've got e Include your mailing label from a recent

to subseribe o . ' | issue or call 1-800-827-4450 for faster

So call today. It's a better deal at )
a better price — FREE software, : service. Please allow up to 60 days for

too — when you subscribe to

COMPUTER LIFE! change of address to take place.

FREE BONUS SOFTWARE
WHEN YOU CALL!

All you is call to subscribe. miss the FREE software!




T T - T e o

%ﬂ'ﬂll}g‘. FREE PRODUCT INFORMATION
- irsaseasyas1,2,3 [Tyt

CIRCLE FOR FREE INFORMATION

001 002 003 004 005
026 027 028 029 030
051 052 053 054 055
076 077 078 079 080
101 102 103 104 105

1. What Is the highest level of educalion that
you completed? (Check one only)

01. ] Some high school or less

02. (] Graduated High School

03. (] Some Callege or Technical school

04. ] Graduated College

05, ] Post Graduate school

2. Computer currenlly owned Is:
(Check all that zpply)

01. 3 18M compatible (Intel standard)

02. 7 Macintosh

03. 1 Amiga

04. 1 Dedicated game maching

5.1 None

4 IIIrIeI whal leval? (Check ona anly)
01, O Pawer PC

0.0 " Pa'ﬂ.um 1586)
03.0

04 L,SEG
05. (] 286

4. Do you own (or plan 10 bury in next 6 months)
a CO-ROM? (Check ana only)

01,0 Owm

02,1 Plan to buy (6 months)

2. Gircle the numbers on the card that correspond to

the ads or articles you'd like more information about

3. The literature will be mailed to you from |

the advertiser free of charge.

006 007 008 009 010 011 012
031 032 033 034 035 036 037
056 057 058 059 060 061 062
081 082 083 084 085 086 087
106 107 108 109 110 111 112

5. How olten do you usually buy compuler games?
{Check one only)

01,0 Once a week

02. [J Once every two lo three weeks

03.[J Once a month

04. 1] Once every twa to three menths

03, _} Once every four to sbx months

06. 1 Once a year

. Where are you most likely to purchase games?

{Check all that apply)
01. 2 Independent computer store 04. L) Computer store chain
02,0 Consumer electeonic store 05, CJ Direct from vendor
03. [ Mass merchandising slore 06, C1 Mail order

7. What is your {and others in household) lavarile type
of game? (Check one in each :ul ymn)
Yoursaf  Other1  Other2
01. Strategy ' |
02. WarMilitary
03. Role Playing
04. Brain Teasers
05. Card
06. Sport
07. Action/Arcade
08, Educational | |
09. Adventure | 1

014 015
039 040
064 065
089 090

017
042
067
092
117
142

020
045
070
095
120
145

Veld after October 31, 1997

396 397 398 299

CGW 7/97-4

Telephone

Company Name

Address

Elty

State | Zip

4. [1 Please send me a one-year (12-issue) subscription to Computer Gaming Warld lor §27.94
(.S, price); all other countries add $16.00 for additional postage.

In a Hurry? Fax This Card To: 609-829-0692
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PFREE

108
120)
48
252
5
290
192
145
109
141

365
147
46
142
351

106
168
82

268
75

1

370
09
(C1]

65

69

103

5
0

2
i)
365
366
367
4
73
171
7
74
67
262
334
261
355
263
298
65

# COMPANY

IDFX Interactive

7th Level, Inc.

.\{,‘l‘("_«"' .‘iﬂﬂ“:ﬂl’. I] i

Accliim

Accolade

Accolade

ACT Laboratory Lid
Aclivision

Activision

Activision

Aetivision

Activision

Activisicn

Activision

Advanced Gravis

ATl Technologies

Avatom Hill Came Company
Barooka (SAS)

Blizzard Entertainment

Blue Byte Software
Broderbund

Broderbund

Brolerbund

CH Products

Chips & Bits

Clirmus Logie

Columbin Howse

Corel Corporation

Creative Labs, Inc.

Crya Interactive Entertainment
Cryo Interactive Entertainment
Dismond Multimedia
Discovery Communications, Inc.
Eidos

Eidos

Fidos

Flectronic Arts

empire Interactive Entertainment
Engage Cames

Falcon - Northwest

Gateway 2000

CT Interactive Software

CT Interactive Software

GT Interactive Software

GT Interactive Software

CT Interactive Software
Infinite Monkey Systems
Interactive Magic

Interactive Magic

Intergraph Computer Systems
Intergraph Computer Systems
Interplay Productions, Inc.
Interplay Productions, Ine,
Tnterplay Praductions, Inc.
Interplay Productions, Ine.
Interplay Productions, e,
Interplay Productions, Ine,
JavaSoft

Looking Glass Technologies

ADVERTISER INDEX

PRODUCT
Voodoo

G-Nome

Links LS

Constructor

Hard Ball 6

Jack Nicklaus

Puwer Ramp Mite
Dark Reign

Fighter Squadron
Hexen Il

Interstate 76
Nelstorn

Twninsens Odyssey
Lotk Grand Inquisitor
The Blackhinwk

ATl Rage Pro
Achtung Spitfire
Computer Group
Diablo

Fxtreme Assaull
Riven

“The Last Express
Warlords 111

Foree X
www.cdmag com/ehips html
Monster Touck Madness
CD-ROM

Family Tree Suite
Sound Blaster AWE 64
Atlantis

Dragon Lore [l
Diamond 31 Audio
Dhiseovery CD-ROM
Conquest Eartly

g Nightmares 11
Tomb Raider

Triple Play

[y

Flving Corps

Warcraft Il

Faleon MACH YV
Destination

Blood

Rebel Moon Rising
Shachow Warrior

Total Annihilation

Unreal

Bascball Mogul
Capitalism Plus

ir-22

Intense 30

Intergraph Comphter Systems
Canmageddon

Die By the Sword

Fallout

Forgotten Realms Archives
SWIV

VIR Baseball

Java Technologies

British Open Charmpionship Golf

22213
8§

219
51,553
23
G307
109

89
106-107
52.53
214
102103
135159
14-115
135

3

13

127

17

21
5657
192-193
I77
179
265-267
245

5

B
394143
163

165

228
4744951
165-169
9899
277
M2.243
61

257

130
139142
208.209
16-117
6769
197-199
C2C4)
230

171

1

35
136137
§8-59
203
186-187
207

7l
220-221
9091
27

174
239
50
55
163
100
193

Tl

132

131

260
143
144
219

286
254
245
112

267
313
155
361
154

-
>

69
37

155
2
291
250
195
39
235
236
57
54
51

0
127
161

21

Looking Glass Technologies
LucasArts Entetainment Company
MaloFilm Interactive
Matrox Graphics, Inc.

Minds

Mais

MOMUA Interactive
Mieron Electronics, Ine.
MicroProse

MicroProse

Micrasoft

Mindscape

Mindseape

MPACT

NEC Electronics Inc.

New World Computing
New World Computing
Novalogic, Inc.

ORIGIN Systems, Inc.
Panasonic

Playmates Internetive Entertninment

Playmates Interactive Entertainment
Playmates Interactive Entertainment
Psyenosis

Psyamosis

Psygnosis

Ré& G Games

SegaSoft

SegaSoft

Sierra OneLine

Sierma On-Line

Sivrra On-Line

Siema On-Line

Sierra On-Line

Sierra On-Line

Soltware Source

Sound Source Interactive
SouthPeak Interactive

Spot Media

STB Systens

Strategic Simulations, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Inc.

Take 2 Interactive Software
Take 2 Interactive Software
“Talonsoft

THO

ThunderSeat Technologies

UBI Soft, Inc.

United CD-ROM

Vie Tokai, Inc.

VideoLogic, Inc.

Virgin Interactivee Enterainment
Virgin Interactive Entertainment
WizardWorks Group, Inc.
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Flight Unlimited 11
X-Wing s Tie Fighter
Time Wariors
Mystigue
Streets of SimCity
Tony La Russa4
Machine Hunter
Millenia & Home MPC
Star Trek:Generations
N-COMApocalypse
The Zone

Aaronvs. Ruth
Creatures

3D Speakers

Power VR

Heroes 1

Might & Magie VI

[F-22

Uiltima Online

Golden Gate

Duckin

MDEK

Meat Puppet

Eestatica

Formula 1AWipe Out XL,
b1 ] 1 ldl‘.l ’I ‘[ Utlk I{I!!}
Used Game Software
Heat

Space Bar

Betrayal in Antara

Front Page Sports: Galf
Lords of the Realm 11
Mask of Etemity
Outpost 11

Trophy Bass 2

PC CD-ROM Games
Final Conflict

Video Reality

Game Sptﬂ
Nitro 3D Accelerator
Imperialism

Pacific General

Panzer Ceneral 2

The Ardennes Offensive
Black Dahlia

Jet Fighter I

IZast Fromt

Pax Imperia
ThunderSeat

Pod

Mail Order Products
Dk Rift

Craphics Hardware3D Games
Command & Conguer: Red Alert
Lands of Lore: Cuardians of Desting

CameWizard
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OvVER ¥
10,000
TITLES IN - “/7

STOCK DAILY!

FREE SOFTWARE
£ W EVERYFURCHASER
§Ani’n Day
s SHIPPINGE®

Hyunoa P200
Ine! P200 MHz with 16
il MB RAM, 512K cache,
2.5 GB hard drive, 12X
| CD-ROM drive, 64:bit
B POl video
i with 2 MB
| DRAM, 33.6
i internal fox
; modem, 14
f bit sound
i cord, speak-
l ers, mouse,
| 10:4key
| keyboard
I & midtower cose. Alio
comes with Windows 95
i Monitor oot included,

Hyunoai P166
Intel P166 MHz with
16 MB RAM, 256K
cache, 1.6 GB hord
drive, 12X CD-ROM
drive, &4-bit

FCl video with

2 MB DRAM,

33.6 internal

fax modem,

164t sound

cord, tpeck-

includes Windows 95,
Monitar not included.

so502 S8 505421199

Home Mepicat
Aovisor
by learning Co.

Developed by more than B8

50 medical specialists,
this is & procticel guide
o symptom dicgnosis &
preventative core,
59065

* Vihile supplios lost, Shipping charges apply to free oifers.

that range from

CHECK OUT OUR HOT WEBSITE AT

CALL US NOW
FoR A FREE cataLoG!

Crusi! Detuxe

by Mega Media
Eir'g|11 alien hfe forms
battle humans thiough
labyrinthlike orenas in

by GT Interactive
You carvad your soul to
shieds in sarvitude fo a
dark god, but befrayal
was your only rewaord
Mow you've gol a
score 1o settle,

57571

8 puls you
B into the

57648

Camn Fever

Sizzling fullmotion video
opponents with an
awerdwinning poker
engine, inferocive stary
elements & o “paintal-

view” intarface that

action.

29

SHIVERS 2: A parancrmal force has ebducted fhe inhabitants of Cyclone, Arizona
and left cryptic clues and messages for you in the form of mysterious music videos.

3D ULtra Mitn GOLF;  Mini golf just the woy you remember if...
on‘.y much cooer. ‘.’ln.’uge hales yau love, |::|'.|s o whole bunch of
new ones, jempacked with gadgels, gizmos, creofures and

crazy sounds.

X-wing vs. Tie FIGHTER: Choose from 15 original Star Wars environment scenarios
teroid & space unk fields o the Endostar system, the site of the
Death Star batlz in “Return of the Jedi

Jeot Knuight Dark FoRees: kyle

an returns to learn the ways of the Jedi & stop
¥ i

seven evil Jedi from unlocking the powers of o hidden Jedi Burial
Ground. Will he give in to the Dark side or will good prevall?

Tit Fitirer Cottecrors COROM: With over 100 missions, high res con

bt graphics & exciing new scenes. Full vaice mission briefings & new

space vehicles, Perfect for even the most demonding spoce combot velsron

ViRruAL Reaury
Ennri Quest
by Doring Kindersley

You will journey 1o the

center of the plonet &
explore the secrels &
treasures benealh the
Eorth's surfoce.

58606

®

1-800-864°-8334

Staie Poxer |l
With four gor
geous oppanenls
who are willing &
able 1o bet it all
fat the chence fo
“"beat the pants

o offyou”

51066 szs

BerRavaL OF ATarA: A skill based gome whete players con improve one fo five skills E‘:‘;"—'J‘“' 54 7
al o time, with new toctical combat and new combal oplions. 1387

Shivers 2
58254

‘a7
s °39

X-Wing
53007

$
49
wdi 8
53005 5 3
Tie Fighter
54422 54 5
L
RoxTiees Dook 10 Door
by Trav Route
Generoles instruchions
& customized mops for
ony streeto-sireet irip
in the US & any citpte-

city hip fhrough the US,
Canada & Mexico.

53611

*Orders reteived o lote 03 9:30 pm {(ST) for 20d doy . Business Hours: Mon 8am-8pm, TuesFri 9am-8pm; Saf 11om-5pm; Sun 12pm-5pm.

Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802
ConNTACT US!

Col for other deadline times.

Speticl offers, item avollability ond prices moy vory
oteaeding to formot and ore subjet to change withou! natice.
Al prires in 1S, dollars. Hol respansible for inodvertent
emars

CODE W07

CompuServe: 76043,1605
America On-line: UNITEDCD
Int’l orders 1-217-337-8532

http://www.unitedcdrom.com

Fax back

1.217.352-8123

Fax orders 1-217-337-8531

NS O/

V% 33

UGO 15 YOUR GATEWAY
TO GAMES ONLINE.
VVITH DIRECT ACCESS TO THE
TOP ONLINE GAMING SERVICES
& ovER 25 UNIQUE
GAMING WEBSITES.

Check it out today &
enter the UGO

MEGA CONTEST!
http://lwww.ugo.net

X-Men Crnsen oF Avom
Born of the atom, Raised
in the orcode. The next
great fighting gome for
the next generation of
home systems... a direct
conversicn of the
monster

arcade

game.

fight cne-on-one or
choose a leam of
combatants & com-
paign for ultimate
power.

SI Basteatt ‘97

by Microleague
With over 10,000 stats
per player, including
hitting, fielding &
tunning, it reolly puts
you in fhe gome.

44956 ’ 3 3

Worto Book ‘97

by IBM

Witten 1o be concurrent
with schoal curricvle &
designed to be easly
understood, it is the
reference of choice for
students grades 4 - 12,

‘59

SCREAMER 2

by Vfr‘zin

Rip into sheer speed
ro0d rocing feoturing
reaHife terrain, rood &
weather condifions, 4
player network & teom

ploy & n:cu:;!eihysiu.
55580

53251

Sportster 56K Mopews
by US Robotics
Maximym speed for
o minimum efiort] lfyou
" ore ready for speeds
* almast double the current
dandard, fhe 36K is the right choice,

right nowl 57372 Exerma® 2. 20
[ﬂ‘!lﬂuhﬂﬁcg 57370 Intarnal s200




HALL OF FAME

Welcume to the Cooperstown of Computer Games. Here
you’ll find, raised upon pedestals, the games that hroke

MIGHT AND MAGIC
New World Computing, 1986
he MigHT AnD Magic role-playing
series is now one of the mosl
beloved of the genre, but its roots
are humble indeed. Jon van
Canegham, a self-laught programmer and RPG
fan who had never made a game before, took upon hlmseil
the task of creating an RPG that would stand up to the gianls of the day,
the Urita and Wizarory games. He did it almost all himself—the story,
the pragramming, the computer graphics, the manual—and the resull
was an epic RPG that more than accomplished his ambitious goal.
Although the game looks primitive by today's standards, MiGHT AnD
Macic's 3D graphics were effective and original at the time, and helped
create a distinct look for the universe that has persisted throughout the
evolution of the series. Also present in van Canegham’s first game are
the foundations of the series” enduringly engaging combat and spell sys-
lems, as well as an emphasis on exploration and plot advancement (in
addition to the usual hack-'n"-slash) that became a hallmark of all Migh
AnD Magic games. As we look forward to Micht atp Macic VI, due at the
end of this year, it's worth pausing to salute the original chapter of van
Canegham'’s epic work, which has had the might to stand sword-to-
sword with the giant franchises of the genre, and the magic to enchant

the records, established the henchmarks, and held gamers in
telighted trances for hours untold.

M.U.L.E.
Electronic Arts, 1983
n the early "80s, CARTELS & CUTTHROATS Was
all the rage. But when asked o creale a
CARTELS clone for EA, Dani Berry (then Dan
Bunten) decided—Iluckily for gamers—to .
throw away the templale. Bunten created an environment
where four players would try to explore and colonize another planet
using a M.U.L.E., the robotic "mule” that enables you to farm, mine,
Iransport equipment, and perform any other function you wish to per-
form on the planel's surface.

Somehow, Bunten managed lo seamlessly merge elements of econom-
ics, from supply and demand to the hassles of production and storage,
into  tense four-player exploration and strategy game. M.U.L.E. was the
landmark for multi-player hotseat play, because to win, you had to ruth-
lessly drive all other players out of business—sort of Monapoly meets
Dark Side of the Moon. The game conlains no bombs, quns, or missiles.
It just offers an exciling game of cutthroat competition complete with live-
auction action that actually makes economics fun. With a straightforward,
humorous interface years ahead of its time, we can only speculate on
how much fun M.U.L.E. might have been via modem. Because EA could
never manage to come oul with a sequel, many of us held on to our C-
64s and Alari 8-its just to play this, still the best—and most balanced—

gamers into playing far later inlo

we seek out just one more lown,
one more magical fountain, one
more {reasure chest full of gold....
___________________________________ R

’Inductees Prior To 1989

Barrie Cress (Interplay Productions, 1988)
CHessmasTeR (The Software Toolworks, 1986)
Dunceon Master (FTL Sorrware, 1987)

EarL Weaver BasesalL (Electronic Arts, 1986)
Empige (Interstel, 1978)

F-19 Steaurn Figiven (MicroProse, 1988)
(GETTYSBURG: THE TURNING Point (SSI, 1986)
Kampraruppe (Strategic Simulations, 1985)
Mech Brigaoe (Strategic Simulations, 1985)
Michr & Macic (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

‘Pinates (MicroProse, 1987)

SimCiry (Maxis, 1987)

StarrLiGHT (Electronic Arts, 1986)

Tie Banp’s TALE (Electronic Arts, 1985)
(Urvimn 111 (Origin Systems, 1983)

Urima IV (Origin Systems, 1985)

‘Wan IN Russia (Strategic Simulations, 1984)
;'WnS‘lﬂnHB (Interplay Productions, 1986)
‘Wiznrory (Sir-Tech Software, 1981)

oRK (Infocom, 1981)

CowW

the mght than has been good for us, as

multiplayer game we've ever seen.

~ Moern Inductees

ALONE 1N THE DARK
1 (I-Motion, 1992)

,  Berravar ar KroNoon
\ (Dynamix, 1993)
i Day oF THE TENTACLE
i (LucasArts, 1993)
Doom
(id Software, 1993)
¢ Fawcon 3.0
i (Spectrum HoloByte, 1991)
! Front Pace Sponts FooreaLL Pro
i (Dynamix, 1993)
Gunstip
(MicroProse, 1989)

Harroon
(Three-Sixty Pacific, 1989)

King’s Quest V

(Sierra On-Line, 1990)
Lemmings

(Psygnosis, 1991)

i Links 386 Pro

: (Access Software, 1992)

' M-1 Tank Patoon
i (MicroProse, 1989)

i Mnster oF Masic
i (MicroProse, 1994)

JULY 1997

Master oF ORion
(MicroProse, 1993)

Rairoan Tycoon
(MicroProse, 1990)

Ren Banon
(Dynamix, 1990)

Sip Meien’s CiviLizarion
(MicroProse, 1991)

Tue Secrer oF MonKEY IsLanD
(LucasArts, 1990)

THer Finest Hour
(LucasArts, 1989)

Tie FiGHTER
{Lucasﬁm 1994)

Utrima V
(Qrigin Sy‘“tem,, 1990)

Utrima UnoerwoRLD

(Origin Systems, 1992)
Winc Commanoer 1, 11, & I
(Origin Systems, 1990-91)
WoLrenstein 3-D

(id Software, 1992)

X-Com

(MicroProse, 1994)



= number of hardware configurations has become so huge,
that incompatibilities and glitches are frustratingly common.

A-10 Cuba!: Latest upgrade allows
you to reverse the rudder settings,
press Enter or ESC without prab-
lems, and even center your joystick.
What's more, the original A-10
Cugal serial numbers now work.

Age of Rifles V1.3: Commanders
will find campaigning much facilitated
by the variety of command control
tweaks, scenario enhancements, and
casualty rate adjustments, among
other fixes. Be sure to reconnoiter the
exhaustive READ.ME file,

Age of Sail V1.05: Bow/stern
chasers no longer reload after being
destroyed. There are also improve-
ments {o the ship repair rules.

Air Warrior I1 V1.01a: Thisis
the latest upgrade for better multi-
player furballs,

Battleground Shiloh V1.1:
Winner of CGW's best wargame is
improved even more by this latest
upgrade, which includes Al tweaks
and more realistic casualty rales.

Battleship V1.1: Hasbro's ship
finally sails as it should have, with
many of the multiplayer and timing
issues solved by this patch.

Blood & Magic V1.01: As Aleric
the Avenger on Level 3, you should
no longer have the problem when
the Brigand is attacked after the
game is saved. Modem and Direct
Link performance is improved.

Capitalism For Mac V1.1: Both
Mac and Power PC users will find
the road lo capilalistic riches a
smoother ride with this archive.

Cave Wars V1.20: Godmode bugs
are banished, and you may now
select the number of levels lo play—
a boon for shorler games, Plus, any
video card problems are banished.

Daggerfall V1.07.213: Another
welcome palch for Bethesda's
award-winning RPG.

Diablo V1.03: Dungeon delvers of
all persuasions will benefit from this
upgrade. No longer can illegal spells

be cast in town, and this patch ends
duplicate item generation at the
Blacksmith and Witch within the
same game. Game speed, latency,
and packet loss issues over the
Internet are also much improved.

Interstate 76 V1.05: More than a
dozen fixes make this lhe hippest,
baddest multi-melee around—espe-
cially since the hosl no longer gels
double kills.

JetFighter IIT Update 1: New
wings for Mission Studios' flight
sim, including better throttlefrud-
derfjoystick calibration, support for
sound in Windows 95, sound board
autodetect, programmable joystick
buttons, and more.

MechWarrior 2 For Mac: Mac
'Mech-meisters now enjoy supporl
for 603e and 604e processors and
additional joysticks.

MechWarrior Mercenaries
V1.06: Regardless of clan affilia-
tion, all will benefit from this latest
upgrade, which repairs more
'mech deficiencies.

MOO I1V 1.31: This latest in
galactic technology evidently
repairs much of the damage fo the
diplomacy model, as well as
adding an initiative-based system
for ship combal.

NCAA Championship Basketball:
INEC Systems with Alliance Pro
Motion Video Cards that are experi-
encing lock-ups will find this more
refreshing than a 30-second timeout.

Over the Reich V1.01:
Gameplay hils a higher ceiling with
several adjustments to bomber
defensive fire, frequency of rein-
forcements, angle of interceptions,
high-G maneuvers, and banking.

Privateer 2 The Darkening: Since
the maovie is the best part of the
game, it's nice (hat this palch solves
most of the video difficulties.

Tomb Raider: The 3DiX support
patch is now final, and shows off

I
I
I
I
]
I
I
]

PATCHES

Software fixes, or “patches,” for huggy programs have hecome
a necessary evil until we reach the golden age of standardized
platforms and bug-free programs. New patches are in red.

Lara Croft's attributes in stunning
high-resolution, complete with
mip-mapping and more hotkeys.

Wages of War 1.28: Several
minor fixes for New World's mer-
cenary stralegy game.

WarCraft II Dark Portal V1.23
for Mac: If your Orc grunts are
“clipping" under System 7.5.5 or
7.5.3, this patch is as welcome as
a new magic spell. It also solves
CD-ROM compatibility problems,
audio feedback dilemmas on
PerformalL.C 57x series Macs, and
a host of saved game difficulties. It
supporls 256+ zones on an
AppleTalk network.

War Wind V1.2: KALl-compali-
ble, LAN and Internet-enhanced
version of SSI's strategy game.

Wooden Ships & Iron Men V/1.02:
Sailing into battle with 8MB RAM is
now a breeze.

b Check for
new palches
on the demo
tisc.

et

Patches can usually be down-
loaded from online networks
(such as CompuServe and
ZDNet), from CGW's Web site

(www.computergaming.

com), or from the individual
software publisher's Web site
(see listing below).

) Publisher Web Sites

Accolade: www.accolade.com

Bethesda: www.bethsoft.com

Blizzard: wwwiblizzard.com
EA: www.ga.com
Eidos: www.eidos.com

Interplay: wwwinterplay.com

- Origin: Wwv£Origin.ea.com

wissionling.com
oft: wwwtalonsoft.com
wyvie.com

JULY 1397

Activision: www.aclivision.com
Apogee/3d Realms: www.apogeel.com
Avalon Hill: www.avalonhill.com

- Papyrus: www.sierra.com/papyrus
_ Sierra On-Line: WWww.sierra.com

CGW

Many patches are available from the publishers al the following sites:

Big Time Software; www.bigtimesoftware.com

. Epic MegaGames: www.epicgames.com
id Software: wwwidsoftware.com
Interactive Magic: wwwimagicgames.com

: | Jane's Combat Simulations: WWW.janes.ea.com
LucasArts: Wwwlucasarts.com

* MicroProse/Spectrum HoloByte: www.microprose.com

| Microsoft: wwwmicrosoft.com

~ New World Computing: wwwnweomputing.com



THE COMPUTER GAMING POLL @ A MONTHLY SURVEY OF GG SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected al random to rate 100 computer games. The results of thal poll are combined with the results of
previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ratings so that other
gamers and game publishers can benefit from your feedback.

TOP ACTION GAMES TOP ADVENTURE GAMES

COMPANY COMPANY

1 Tomb Raider Eidos Gahriel Knight 2 Sierra

2 Duke Nukem 3D " Apogee/3DRealms Pandora Directive: Access 8.31
3 Crusader: No Remorse EA/Origin : Rama : Sierra 8.18
4 The Need For Speed SE EA 8.09 The Neverhood Dreamworks 8.10
5  Quake id Software 8.04 Spycraft Activision 7.67
6  Crusader: No Regret EA/Origin 7.94 Leisure Suit Larry 7 Sierra 7.66
7 The Need For Speed EA 7.58 Circle Of Blood Virgin 7.64
8  Syndicate Wars Bullfrog 7.40 Full Throtile LucasArts 7.54
9 Pro Pinhall Empire 7.38 Lighthouse Sierra 7.48
0  Descentll Interplay 7.30 Zork Nemesis Activision 7.27

TOP CLASSIC/PUZZLE GAMES

G COMPARY
1 You Don’t Know Jack Il Berkeley Systems 1  Wing Commander IV EA/Origin 8.47
2 YouDon't Know Jack Berkeley Systems 8.20 2 MechWarrior 2 Activision 8.24
3 Power Chess Sierra 7.36 3 AH-64 Longhow EA/Origin 8.12
-4 Incredible Toons Sierra 7.25 4 Privateer 2 EA/Origin 8.00
5  Incredible Machine 2 Sierra 7.09 5  Silent Hunter S8l 7.92
6 Monopoly Virgin/Westwood 6.90 6 LS. Marine Fighters EA 7.92
7 Mind Grind MicroForum 6.88 7  EF2000 Ocean 7.78
8 Baku Baku Sega 6.06 8  U.S. Navy Fighters EA 7.60
9  Clue Hasbro 5.65 9 Advanced Tactical Fighters EA 7.56
[ s 10 F-22 Lightning 1l NovaLogic 7.55

TOP SPORTS GAMES TOP STRATEGY GAMES

COMPANY COMPANY
1  Links LS Access 1  WarCraft Il Expansion Disk Blizzard
/2 NASCAR Racing 2 Sierra 8.35 2 WarCraft Il Blizzard
3 NHL'97 I EA Sports 8.29 3 Red Alert Virgin/Westwood
4 Grand Prix 2 MicroProse 8.17 4 Heroes of Might and Magic Il New World Computing
5 NBA Live 'a7 EA Sports 8.12 5 Civilization Il MicroProse
6 FPS Foothall Pro '97 Sierra 7.80 6 C&C: Covert Operations Virgin/Westwood
7  FIFA'97 EA Sports 7.69 7  Command & Conguer Virgin/Westwood
8  NASCAR Racing Sierra 7.66 8 Civilization 1I: Scenarios MicroProse
9  Tripleplay '97 EA Sports 7.61 9  Jagged Alliance: Deadly Games Sir-Tech
10 FPS Foothall Pro '96 Sierra 7.60 0  Heroes Of Might & Magic New World Computing

~ TOP WARGAMES

COMPANY SCORE

~ TOP ROLE-PLAYING GAMES

COMPANY

1 Diahlo Blizzard 8.84 1 Steel Panthers Campaign Disk  SSI
-2 Daggerall Bethesda 7.53 2  Steel Panthers Il Ssl

3 Anvil Of Dawn New World Computing  7.28 3 Steel Panthers S8

4 Stonekeep Interplay 6.89 4 Battleground: Antietam TalonSoft
5 Albion Blue Byte 6.17 5  Battleground: Shiloh TalonSoft
6 - 6 Tigers On The Prowl 2.0 HPS

7 7  Battleground: Waterloo TalonSoft
8 8  Battleground: Gettyshurg TalonSoft
9 9  Robert E. Lee: Civil War General Sierra
10 10 Age of Sail TalonSoit

CGwW JULY 1957
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Games on unnumbered lines are tied with game on fine above. )ﬁr: Top game of type. Red

GAME
WarC

dh.]t-Jl.- AR A
Red Alert

Diablo

Steel Panthers Campaiun Disl
Steel Panthers Il
 Tomb Raider

You Don't Know Jack Il

 Wing Commander IV

Sieet_ Panthers
Duke Nukem 3D
C&C: Covert Operations

. Gabriel Knight 2

Nascar 2
Command & Conguer
Pandora Directive

. WNL'97

MechWarrior 2
Crusader: No Remorse
You Don’t Know Jack
Battieground: Antietam
Rama

Grand Prix 2

NBA Live '97

AH-64 Longhow
Battleground: Shiloh

Civilization II: Scenarios

The Neverhood

The Need For Speed SE
Quake

Privateer 2

Jagged Alliance: Deadly Games
Heroes Of Might & Magic

Crusader: No Regret
Silent Hunter

U.S. Marine Fighters
FPS Football Pro '87
EF2000

Tigers On The Prowl 11
Lords Of The Realm Il
FIFA 97

Battleground: Waterloo
Spycraft

Leisure Suit Larry 7
NASCAR Racing

Circle Of Blood
Tripleplay 97

ft Il Expansion Disk

COMPANY
Blizzard

Blizard

Virgin/Westwood

New World Computing

Blizzard
MicroProse
SSl

“Access

SS)

Eidos S
Berkeley Systems
EA/Origin

SSl
Apogee/3DRealms
Virgin/Westwood
Sierma

Sierra
Virgin/Westwood
Access

EA Sports
Activision
EA/Origin
Berkeley Systems
TalonSoft

Sierra
MicroProse

EA Sports
EA/Origin
TalonSoft
MicroProse
Dreamworks

EA

id Software
EA/Origin
Sir-Tech

New World Computing
EA/Origin

SSl

EA

Sierra

Ocean

HPS

Slerra

EA Sporls
TalonSoft
Activision

Sierra

Sierra

Virgin

EA Sports

TYPE
ST

=87

ST
ST
RP

8T

WG

SCORE
8.98
8.68
8.87
8.86
8.84
8.80
8.75
8.74
8.61
8.53
8.52
8.47
8.46
8.46
8.40
8.36
8.35
8.34
8.3
8.29
8.24
8.20
8.20
8.19
8.18

8.7

8.12

8.12

8.10

8.10

8.09

8.04

8.00

7.97

7.95

7.94

792

7.92

7.80

7.78

7.74

7.73

7.69

7.68

7.67

7.66

7.66

7.64

7.61

51

53

55
56

100

TOP 100 GAMES

GAME COMPANY TYPE  SCORE
LS. Navy Fighters EA Sl 7.60
FPS Football Pro '96 Sierra SP 7.60
NBA Live '96 EA Sports 5P 7hd
NHL Hockey '96 EA Sports SPee 158
The Need For Speed EA AC 7.58
Fantasy General SSl ST 7.56
Advanced Tactical Fighters EA Sl 7.56
F-22 Lightning Il Nova Logic sl 7.55
Full Throttle LucasArts AD 7.54
Daggerfall Bethesda RP. 753
Battleground: Gettyshurg TalonSoft WG  7.50
Lighthouse Sierra AD 748
PGA Tour Golf 486 EA Sports SP 7.48
CivNet MicroProse ST AT
Robert E. Lee Civil War General Sierra WG 742
Syndicate Wars Bullfrog AC 7.40
Tony La Russa 3 '36 Stormfront Studios SP 7.40
Pro Pinball Empire AC 738
Power Chess Sierra GP 7.36
M.AX. Interplay ST 7.31
Descent II Interplay AG. 730
Anvil Of Dawn New World Computing RP  7.28
Zork Nemesis Activision AD 727
Virtual Pool Interplay P 795
Incredible Toons Sierra CP 7.25
Missionforce Cyberstorm Sierra ST 7135
Road Rash EA AC 7.19
Jetfighter Il Mission Studios Sl 7.19
Hexen Raven/id AC 747
Magic Carpet 2 Bullfrog AC 77
Terra Nova: Strike Force Centauri Looking Glass AC 7.16
Age Of Sail TalonSoit WG 7.4
Legends Of Kyrandia 3 Virgin/Westwood AD 7.12
System Shock EA/Origin AC 712
Flight Unlimited Looking Glass S 7.09
Incredible Machine 2 Sierra cp 7.09
Phantasmagoria Sierra AD 7.06
Hyper 3D Pinhall Virgin AC 7.05
Stars! Empire ST 705
Toonstruck Virgin AD 7.0
Star Trek: THG, Final Unity Spectrum HoloByte AD  7.01
Hind Interactive Magic SI 7.00
The Dig LucasArts AD 6.99
HHL Powerplay Virgin SP 6.98
Star Control 3 Accolade AD 6.95
Caesar |l Sierra ST 6.94
Aces Of The Deep Dynamix Sl 6.94
Madden "97 EA Sports SP 693
Virtua Fighter PC Sega AC 6.93
Phantasmagoria 2 Sierra AD 692
New Game, AD = Adventure, RP = Role-Playing, S| = Simulation/Space Combat,

ST = Strateqy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired afler two years and become eligible for the Hall of Fame.
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MARTIN CIRULIS

Whats the

Deal with...
Sick Ads?

riginally, this
was going to
be a sequel
to last year's
“Dumb Ads”
column:
another witly
fittle rant
pointing out which companies really
need a slap in the PR depariment,
and perhaps a litlle musing about
how ad proposal meetings must be
going much better with coke—they
must be because | can't imagine how
else a group of adulls decides that
using the word “douche-bag” is a
clever and hip idea.

And then | slumbled across this
little gem from the kids at Kali, and
everything just tumbled into place.
Iy whale disgust and loalhing over
the endless violence-and-gore ads
crystallized when | read their ad and
realized thal poor laste could be the
lzast of our problems.

“In prison interviews, psychopaths
often speak of the incredible power
that comes from killing another
fhuman being. You're a lo! closer to
being interviewed lhan you'd like
people to know."

MNow Kali is a cool net-gaming ser-
vice, and | am sure everyone working
there is very hipper-than-thou, but |
really have fo ask them ane question:
What the hell were you people thinking
when you OK'd this vile piece of tripe?
Are we living in the same dimension
here? Because the one | am writing

Computer Gaming Viorid (ISSH U744-6867) s published monthly by 2if-Davis. One Park Avenue, New York, 1Y 10016, Subscription

this column from is the one where the
higges! threat to young aculs are
other young adults, and every legisla-
for on the planet who can't think of
anything useful to do is looking fo find
an easy goal to blame, and {o pass yel
another dumb-ass law 1o fix things.

L T

Regardless of how tasteless and
just plain stupid that kind of “serial
killer chic™ ad copy is, isn't anybody
paying attention to the news? Do
these people, who think crap like this
will sell games (or onling time, as lhe
case may be here), have some sorl of
brain-damage that keeps current
political events from sinking in? Are
they unclear on the fact that people
out there are so desperate for easy
answers (and easy fargets), that you
can't find a political being anywhere
willing to stand up and say the V-Chip
is the worsl idea since plutonium?

I hate fo break it to anyone, but
computer gaming is still out on the
fringe of society—and when push
comes fo shove, we aren’l any safer
than lesbian volleyball players or
communist Boy Scout leaders when
the cryplo-fascists with an agenda
come looking for samebody to blame
for the “dire slale of today's youth."
Mobody is going to bother with sub-
lleties like dead-end poverty and soci-
elal contradictions when some guy
can stand up and say, “Lookee here
Bubba, this ad says It'll make kids
into psycho-killers...somebody oughl-
1a do somelhing about this!”

Do you think that way back in
1980, when Tommy Hanks was get:
ling work poriraying a crazed college
Dungeon Masler on TV, and every
reverend on he tube was burning
AD&D manuals, that TSR would have
been real smart o run full-page ads
o the effect of, “Hey adolescents! e
know what you REALLY want lo do is
stab people in the back and steal their
qold, worship Pagan gods, dabble in
dark, violent sorcery, and have tons of
sex with over-endowed people in fur
undenwear! Buy a D&D slarter set and
you could do all this and more!™?

Money-crazed Internet enlrepre-
neurs may think the past can't touch
them, but all you have to do is look al
the ratings on computer game boxes
to realize how easily our hobby can
be clubbed by the misinformed. Given
the current state of politics, a retarded
hamster could walk into Congress

rate is $27.97 for a one-year subscription (12 issues), Canada and all other countries

wilh the IKali ad, that delightiul Re-
LOADED campaign, and a few pics of
quys lying around in bathtubs of
blood, and our little habby would be
regulated back to Pons. While |
wouldn't mind the eradicalion of a few
brainless shooters, | am not so stupid
as lo think that it wouldn't take only a
few more days before stral games
using nukes and flight sims where
you can fly German or Russian air-
crall were found “inappropriale.”

If you think | am being hysterical, or
just not “getling the joke,” go down fo
the library, check oul a little paranoid
gem called Seduction of the Innocen,
and look up the artistic horror that
was the Comics Code Authority Seal,

It's parl of evolution that computer
gaming has to be put at risk by the
Moriae Komears and the NighT Traps,
but we shouldn’t have to be put in
danger of being legislated to a level of
morality that would bore an 8-year-
old, just because some idiots have
decided that violence Is alf that sells
games. And if companies can’{
sense the chill in the air, then per-
haps magazines, CGW included,
should have the guis to see further
than the power of the Almighty Buck
and start sending a few ads (and
checks) back with a liffle note saying,
“get a grip and try again.”

After all, there won' be much left
for anybody if we have to try to fill
gaming magazines with 10-page
stralegy guides for the Tipper Gore-
approved LEnMiNGS 27. %
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of any genre - that I've
~ seen in years”

Computer Gaming
“World

“a superb piece of wor
powerful, full-featured,-
gorgeous and fun...it. "+
will undoubtedly rules. .
its category for some.
- time to come” _—
I Liam McDonald;
~ “.gives Links LS a L
run for its money.”
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~ Use the Designer to re-create your favorite
course! Import, modify, and play courses
from previous Nicklaus games!

- This is the Course Designer that created all
- 5 Nicklaus-designed courses in the game!

Challenge golfing legend Jack Nicklaus -
The Golfer of the Century — on one of his
own signature courses!

Play with friends across the room or
around the world via serial, modem, LAN,
and the Internet!

CIRCLE READER SERVICE #290



Input the basic details
of a course from a real
scorecard-the “Wizard"”
automatically routes
each hole.




meTee to Green

nham:sd gameplay, this optional
d floats down and drapes itself

‘the green, clearly showing all
d low spots.

The Approach Shot

New “Intensity Control™"
reproduces the dynamics
that shape the shot. “Club
up and swing easy” for
control or a low trajectory;
“swing hard” when you
want spin and distance.

Pop-up
displays are
aptional-
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 Multiplayer play is fully
on the PC supported, including
allow the recorded rounds, shared
camera to keyboard, serial, modem,
automatically LAN and Internet play.
switch to the

landing in

full-screen,
from varying
viewpoints!
Weather can
change in the
middle of the
round, and
natural wind
variations and
every possible
turf condition

add to the
challenge!
Our new
approach
makes putting
more realistic. Call 1-800-245-7744
Mo lines.on 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.
350.99/minute. If you are under 18,
please get your parents’ permission
before making this call.

'.-I-lll" 11
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C 4. Accolade, and the Solo Plus logos are trademarks of Accolade, Inc. ©1996 Accolade, Ine. All rights reserved. All other trademarks are of their
oivners Sereenshots from pre-Alpha version of the game. Actual sereen shots may vary.
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Lives with his mother.
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