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Welcome to

the new landscape
of War.



CAVEDOG ENTERTAINMENT *
PRESENTS...

el o e 209 ’L-‘\-a]

_-u Giant 3D environments, including

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
Overssounits B featuring true 3D terrain and run-time generated
and 50 missions. ol 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.

A
Full complement of land, &4
alr and sea 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!
&

st -1 Extensive multi-player support = W
S including ‘Watch and Join modes’. *// & PR t

<avedagr

EnTEFrTAIinNnmMENT

www.cavedog.com

07 W Ententainment, lne. i . Pubriehod by Cavedog Entestnment,
A divison of Humongocs Entertadiment, Ine. Distribusted ty GT Interctivie Sottwere Com, Cvoriog Entertainmens '™
and Total Aandiabon™ are ol gous Ef , ine. GT™ .0 trcomewil and the GT Logodd

5 a registened trademark of GT Interactme Soltaare Corp. Mczosolt® nd Wickonsth are tegatened Indemirks
0f Microsoft Comporation, AN ofher rademarks ane Bwe property of their respectie cormpaness

a GT Interactive company
CIRCLE READER SERVICE #368
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REVIEW ¢ JACK NICKLAUS 4

Accolade Drives to Perfection With the Stunning, Deep Jack NickiAus 4

By Scott A. May

tubbed by many as the
“golfer of the century,” Jack
Nicklaus is truly a legend in
his own time. So il’s only
fitting that the latest com-
puter game to bear his
name, Accolade’s JACK
NICKLAUS 4, should be the
preeminent golf simulation
of our lime. Nearly every-
thing you could ever hope for in a1 golf
game is included in this comprehensive
package. It an absolute model of perfec-

lion.,

PRO SHOP

Here’s what you getin N4 (lake a

deep breath): five 18-hole courses
(Caolleton River Plantation, Country
Club of the South, Muirfeld Village,
Cabo del Sol, and the fictional Winding
Springs), cight play styles, a full-blown
course designer, a course converter (for
importing INSI% courses), and a choice of
four multiplaver modes (serial, modem,
LAN, and Intemmet). 'l he only thing miss-
ing is post-game cocklails at the club-
house.

Pre-game options include course,
game length, golfing buddies (with
updated stats), a choice of caddies,
gimmes, mulligans, and weather condi-
tions (rain, fog, or clear). Three of these

options can be further defined: clearing

fog, maximum distance for gimmes, and
tolal number of mulligans allowed per
roun.

The real kicker is the variety of avail-
able game styles, the most of any golf
sim on the market. These include Best
Seore Cliampionship, Best Score
Handicap, Stroke Play, Match Play,
Sudden Death, $I Million Skins
Challenge, Bingo Bango Bongo, and
Certified Game (recorded Stroke Play
for deferred mail or enail matchups).

Craphically, N4 meels or exceeds
anything on the market, including
Aceess Software’s LINKS LS. Accolade
uses a proprictary height-mapping

engine o achieve incredible termin real-

Jack Nicklaus and the

Golden Bear symbol are
registered trademarks of
Golden Bear
International. Accolade
1s a trademark of
Accolade, Inc. All other
product names,
corporate names, and
trademarks are of their
respective owners.
Produced in association
with Jack Nicklaus
Productions, Inc.,
Published under license
by Accolade, Inc. “1997
Accolade, Inc. All rights
reserved.
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PACKIN’ THE TOOLS Everything you need to design new
links—or modify exisling ones—is at your disposal in JN4's
unsurpassed course architect.

n real life, Jack Nicklaus is in semi-retirement, play-
ing only select senior tournaments. Far from inac-
tive, however, St. Nick devotes much of his energy
to course designs. To this end, | can’t think of a
better testament to his architectural prowess than Jack
Nictaus 4's superb course designer. Modeled after
Nicklaus Productions’ own CAD system, the course archi-
tect is amazingly robust,

It'can also be daunting, particularly for first-time
designers eager to duplicate their favorite links. For this

P Own

reason, Accolade devotes about two-thirds of the game
manual to course design, including tips, tricks, and a
step-by-step tutorial. There's also a built-in design wizard,
which automates many of the tedious tasks for beginners.

Starting with a flat piece of land, you build your course
from the inside out, applying fairway shapes and greens,
selting pars and handicaps, and arranging your overall lay-
out with an eye for natural continuity. Next, fine-tune each
hole with variations in shape, elevation and terrain type.
From there, a plethora of tool palettes are available to
customize your basic design: trees, bushes, rocks,
bunkers, lakes, streams, cart paths, objects, sky, and
horizon. Using CAD-style baundary points, everything on
the screen can be moved or resized using simple drag-
and-drop mouse commands.

Auto-rendering lets you see in precise detail how your
designs will appear during play. Not only that, but every
change is instantly updated in the rendering window.
Every square foot of your course can be viewed from vir-
tually any distance or angle.

A few faults are readily apparent: There's no option for
importing user-created objects or sounds, and no way to
automatically tile view windows on the screen. Finally,
there's no provision for testing your design as you go,
except to save, exit, and load the unfinished course into
the game. These detractions aside, however, the course
designer is a powerful, versatile tool guaranteed to give
this product long legs in the marketplace.



ism. l'or the real-world conrses, acrial fly-
bys enabled the designers to aceurately
detect land elevations within six inches of
sea level at 1 x 1 foot intervals. The underly-
ing engine then calculates variables such as
light source shading, shadows, and reflec-
tions, resulting in the most organic-looking
terrain I've ever seen. In fact, look closely
and vou'll see that the terrain even shades
itself — proof positive of the game’s subtle
but utterly mind-blowing attention to detail,
Because golf is such a fast-paced sport —
OK, I'm being sarcastic — JN45 screen
redraws are markedly quick. ‘lechnically, it's
incredible, considering that nearly two-thirds
of what you sce is 3D-rendered termain, unlike
Links LS, which relies much more ona 2D
painting horizon to fill the screen. Of course,
overall speed is still reliant on hardware fac-
tors, such as processor speed, system and
video RAM, graphic detail, and sereen reso-
lution, JN4 rewards gamers with more than
20MB system RAM, and will min at whatever
maximum resolution and color depth your
video card supports. Those with less-than-

alk about getting your money's worth! If you're an
avid golfer, Jack Nickuaus 4 may well be the deal of
your dreams. Not only do you get five courses and
a built-in designer; but you'll also inherit what
.amuunts 10 an instant library of thousands of custom-designed
links. JN4 has the ability to import and convert courses created
\with its: predecessor, Jack NickLAUS SIGNATURE EDITION.

~ All you need is a modem and access to the Internet or other
“major online services, including America Online, Compuserve,
‘and Delphi. There you'll find enough courses to make your put-
ter flutter indefinitely. The conversion process only transfers ter-
rain shapes and elevations, so you'll have to add objects such
as: trees and bushes, But that's a minor chore and & heck of a
lnteaier than starting from scratch.

Below is a list of only a few top Web sites offering hundreds
of JNSE courses, available as free downloads. Each site was
confirmed as active at the time of this writing:

' JNSE Fantasyland

- hitp://users.aol.com/td4729/jnse.htm
The Linksland
‘hitp://quancon.com/~ brent.blackburn/jnse.htm
The Wild Onion
~ hitpz//www.onion.com/jnse.him

~ Golf Paradise
- http://www.geocities.com/TheTropics/1113/
Steve Opfer's JNSE Golf Page
hitp:/fwww.infi. neu~upfen‘golf.htm
Chris Furgerson’s JNSE Courses
hitp:/fwww2.netquest.com/ ~ reclakes/cfinse.html

Brian Silvernail's Golf Course Designs
 hitp://members.aol.com/bsilvrail/index.htm

REVIEW ¢ JACK NICKLAUS 4

oplimal hardware can decrease
graphic detail, and run the
game inawindow using 16-or
S-bit color.

ON THE GREEN

CGameplay offers maximum
control with minimum inter-
ference. Fach stroke consists of
three easy steps: Click onee for
the onscreen aiming arow;
click again to set; and again to
start the swing meter in
motion. The designers use an
overlaid swing meter with visu-
al “sweel spots” for both power
(backswing) and aceuracy
(contact point). Player stance is
automatically caleulated in the
aiming process, which allows
you to manually adjust for dis-
tanee, trajectory, and swing
intensity. The swing meter also
reflects whether the shot isa
drive, chip, or putt.

The gamc’s physics model is
incredibly flexible, automatical-
Iy adjusts to atmospheric con-
ditions for the flight path, and
realistically reacts to objects
and terrain upon landing, For
example, a ball striking the tnmk of a tree will
react differently than one hitting the branch-
es. For a dramatic demonstration of the
game’s physics model, try designing a hole
using carl path as the primary surface, then
watch as a 100-yard drive bounces clear into
the next county.

Although JN4 doesn't ulilize Direct-Draw
for graphics, it employs both DircetPlay for
its multiplayer modes, and DirectSound for
its rich aural ambiance, The sound is so
detailed (about 32MB worth) that the
designers are able to assign the correct bird
calls to each region,

Other goodies include the ability to best
your low score by playing against pr(.nnusi\
recorded rmm:in_ :\dn:.sl.lhlc views also let
you see the course from any angle, down to
one meter above the ball, which is helpful for
lining up difficull putts,

e e - e i

HOOK SHOT
Unfettered kudos aside, theres a few dark
clouds on JN4% horizon, "Talk about system
1 shock: Typical installation requires a whop-
plng,lfl\lli chunk of your hard drive. As if
| anlicipating consumer resistance, Accolade
i makes absolutely no mention of this facton

CIRCLE READER SERVICE #290
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SWING TIME Unlike other golf sims, JN4's con-
trols are unobtrusive and easy to learn.

T R e L e

ALL NATURAL, NO FILLER JN4's proprietary
height-mapping engine yields unparalleled realism.

the box or in the manual. Also, each 18-hole
course vou create zaps an aclditional I0MB
ormore.

Minor quibbles also include the animated
grid overlay used to gauge terrain grades,
"The grid tums off between shols—an
annoying oversight. And “animated? Slowly
draping over the ground isn't a feature waorth
bragging about.

Still, from play mechanies and graphics
rendering to course design and multiplaver
capabilities, JACK NICKLAUS 4 is one of the
most well-crafted games— of any genre —
that I've seen in years. %

» APPEAL: Computer golfers of all
experience levels.

»PROS: The best graphics of any
golf sim to date; the user interface
and course editor are models of per-
fection; excellent choice of multi-
player modes; free ::ustum courses

galore.
-

»CoOMS: High
system require-
ments; typical
installation eats
171MB from
your hard drive.
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The #1 Computer Game Magazine

~ COVER STORY

CGW’s infiltration of the Electronic Entertainment Expo yielded a 28-
page bonanza on the hottest new titles heading your way. We’ve sepa-
rated the coolness from the crap, and herein present the ultimate insid-
er briefing on the best titles in every genre. Even through our jaded
eyes, we were very impressed with the overall quality of new titles in
the channel. But since there are 1,500 games coming your way, we’ll
focus on the best ones for the bucks.

92 Quake Il

You’re obviously not a Quake fanatic, hecause if you
were you would have already turned to the story. So
we’re wondering, do you know what Quake is? Are you
into reading magazine contents pages? Need to add
more fiber to your diet?

SEPTEMBER 1997




SNEAK PREVIEWS REVIEWS

N Myth: The Fallen Lords » [ ADVENTURE/ROLE-PLAYING
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I Loyd Case Windows 85 on Trial CLASSIC/PUZZLES

FZt1 Scorpia A Review of Sirtech’s Suavows Oven Riva 224 Hoyle Poker
FE Charles Ardai When Will Computer Games Grow Up? 228 Golden Nugget |
FEd Denny Atkin Microsoft's Fighrea Ace vS.

Interactiva Magic's Warsiros 2.0
EH Terry Coleman Where Are All the X-COM Clones?
Martin Cirulis What's the Deal With Killing Reality?
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1228 Great Battles

12 Onthe CG-ROM  Cool Stuff on the Demo Disc & How to Use It of Alexander

17 Johnny Wilson Will Online Gamers Pay to Play? 284 History of the World

20 Letters Qur Readers Speak Out Heroes of Might and | =%

25 READ.ME News, Views and the Latest Releases Magic II: The Price of “SSEERS
Loyafy

265 Patches Game Files to Kill Bugs Dead

236 Top 100 Readers Rate the Top Games

Exclusive! Dennis “Call Me Daddy” Hopper Talks Games..pg.26
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\\UHE MEDIEVAL CATHEDRAL OFTEN
SERVED AS A CENTER FOR LEARNING.
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his terrible price on vour body and soul, vou are
bound o wander through fn'e worlds of atrocity.

Stoking vour pOW(_E'rS. Solving infernal mysteries.
Gathering INAEIC 44 arcane knowledge.

Fighting your way through FEAR into MADNESS
for one last, desperate struggle against Eyn] - hinself.

Only then will he grioirit YOU with Ihe last

: 5acramenr'-. 01 vour torment.
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A malevolent
3D fantasy quest
from the creators of
HEXEN" and HEXEN IIV

e

ih il ) Windows' 95
Spreud ‘the Evzl wmmevgr&ﬂ : L I in

MATING FINBING ;@ ; . :
modes of MultiSlayer action / ' T Interactive
' MageSiae © 1087 Raven Softvare. Inc. All Riphts Reserved, Punished and tistrioutad w ] unumm Softwaie Softwars
for up to 16 players. | Emm— G Gae) nma:« 7d o 7 Logo 2115 a tegstered Yradenarh of 6T Interaciive Softomre Carp, Wirdenis

T, All other trademarks 2re the preperty of their respecting companies, www.glgames com
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- ON THE CG-ROM

Delicious Demos

and Spy Photos

Undercover CGW Operatives Bring You
Covert Recon on 38 Cool Games in Development

NOUERENCES
15

o000 CcOOPORDPROBDOEORDRORDROEORODROBOPO®S

7 COW Spocial Feature

Fall Preview
Edltors’ Hot Picks
ﬁmunSpﬂnk

" Product Demos
Patches =

n addition 1o 14 greal playable demos, this
month's CD features 76 top-secret screen-
shots on games under construction at 29
different companies. So check out the
screens of the games you're looking forward
lo, and have a ball with our awesome lineup

of the hottest available demos!
P99 99O POGPOIPPPOODPOODOO

»DARK COLONY
)BETRAYAL AT ANTARA

SEPTEMBER 119/

PMONDAY NIGHT
FOOTBALL 98




Look for Trophy Bass 2's
NEW Add-0n Pack!

5 New Fish, 5 New Lakes, &
New Tournament Types.

mﬂm‘i

o
;i

= N K““.,RN‘}W
§ _

’#

[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.

SIERZERKA®"

Visit us at http://www.sierra.com, AOL, or Compuserve, To order Trophy B«Jss 2" call 1-800-757-7707

1997 Sierta On-Line @ anofor ™ gesigrate tragemarks of, o litemed to Serre QueLine, ing & Rights Beseoved,

CIRCLE READER SERVICE #371



| ON THE CG-ROM
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YIMPERIALISM

PSHADOW WARRIOR
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How Do I Use the Disc?

begin when you load it into the CD-

ROM drive. Otherwise, select Run
from the Program Manager in Windows 3.x,
or Start Menu in Windows 95, and type
D:\RUN-ME (where D is the letter of your
CD-ROM drive) to run it straight from the
CD. You may lype D:AINSTALL to create a
CGW program group on your Windows desk-
top for future fun. 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.

T he CD is Autoplay enabled and should

PLATFORM

Betrayal at Antara WIN/95
Black Dahlia DOS/IWIN
Catchword WIN/95
Chron X 95/NT
Dark Colony 95
DirectX 3.a 95
Dog Day 95
Extreme Assault Dos
Fallout 95
Heat g5
Imperialism 95
Machine Hunter 95
Monday Night Foothall 98 95
Muzzle Velocity DOS only
Patches n/a

~ Shadow Warrior Dos

- Warlords 1l 95

How Do I Play the Demos?

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

How Do I Get the Patch Files?
Click on Patches under the CGW Features, and
then read the text window that has instructions on
copying the files to your hard drive. You can also
access the palches from a DOS prompl by typing
D:\PATCHES (where D is the letter of your CD-ROM
drive) and copying them directly to your hard drive.

DIRECTORY  EXECUTABLE

ANT_DEMO BIADEMO.EXE
DAHLIA SETUR.EXE
CATCHWRD CAEWO027A.EXE
CHRONX CHRONX.EXE
De SETUP.EXE
DIRECTX DXSETUR.EXE
DOGDEMD SETUP.EXE
ASSAULT SETUPR.EXE
FALLDEMO FALLDEMO.EXE
HEAT SETUR.EXE
IMPERIAL SETUP.EXE
MACHINE MACHHUNT.EXE
ABCMNF98 ABCMNF98.EXE
MUZZLE RUN.BAT
PATCHES nia

SHADOW INSTALL.EXE
WAR3SDEMO SETUP.EXE

SEPTEMBER 1937

We strongly recommend that you back up any pre-
viously saved games before installing a patch, as
this may overwrite your existing program.

How Can I Get the CG-ROM
Delivered Each Month?

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

If you have & problem receiving the CD ver-
sion, send an email with your name, address,
phone number, and subscriber number to
cgw@neodata.com. Neodala is a magazine
fulfillment house that is nol owned or operat-
ed by Ziff-Davis.

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

If you can't find the magazine with the CD,
encourage your refailer to carry it. To find out
where CGW can be purchased near you, or to
suggest that it be carried at your local retailer,
please email Gerry at; gelsmarl@ils.net.

Unfortunately, we can not fulfill requests for
back issues of CD-ROMSs at this time.

Disclosure

As a matter of record, CGW voluntarily
maintains a list of companies in which
SoftBank, the parent company of Ziff-Davis
Publishing Co., has an interest. It is available
online al www.computergaming.
com/disclaim.html and is updated when
we become aware of such invesiments,

e e o




3 “...sharp 3D engine
that looks like it
could stand toe to

- toe with Quake™ ...
the structure and
flow of gameplay is
more interesting than

most shooters . . .”
—PC Gamer (preview)

defiance “...destined to

ichieve noteworthy status.”
- Computer Game Entertainment
(preview)

BITE ME!

If it's battle you want, it's battle you'll get

) ! CIRCLE READER SERVICE #1687 ’ﬂhM!B WiTH alirs
©1997 Visceral Productions, Baltimore, MD. GEEIT TH|S FALL svinicavalonkill:oom

A DIVISION OF AVALON HILL GAME COMPANY
ABAT Hardord Boad Raltimore MD 21214

1-800-999-3222



"ILL YOU EXPLORE NEW LANDS? OR
WILL YOU AMASS GREAT RICHES? OR WILL YOU

CONQUER EVERYTHING IN YOUR PATH?

AHH...YES.

- puPREs

Choose your favorite form of world domination. Coming this fall.

www.microsoft.com/games/empires

© 1997 Microsoft Corporation. All rights reserved. Micrasoft is a registered trademark and Age of Empires is a trademark of Microsoft Carporation. !Eﬂ



Charge of the
Online Brigade

There Are Many Ways to Pay for Play

have always been
skeptical of the
idea that a solid
online-gaming
business could be
built around flat-
rate pricing. Even
AOL just threw in
the towel and established a $2-per-
hour fee for certain games. | know
TEN believes that there is still a
business there, but | also know that
it's working on some prely crealive
ways 1o bring in more subscribers
and encourage gamers lo pay to
play. Mpath gave up on the flat-rate
model. Now, it's lrying the advertis-
ing-subsidized model along with
some premium subscription games.
That's not far from Microsoft's
tiered-pricing model for Internet
Gaming Zone, where some games

are free and some are at a premium.

| also don't think services and

publishers can depend upon adver-

lising as their primary revenue.
Advertising agencies may be will-
ing to take chances on the Web
this year, but next year, they're
going to be looking more at click-
through than impressions. That
bodes poorly for adverlising that is
placed within the game context or
even in frames around a game.
Even in something as simple as a
rivia game, players aren'l going {0
want to click away from the game
and onto an advertising page. They
want fo have as much time as pos-
sible to answer the nex!t question.
Which pricing model will win? Wil
gamers want o pay to play? If there is

one thing we know for cerlain aboul
the online-gaming crowd, it's that they
don't like the meter running. Online-
game services and companies who

@ (&4 Adver-
tising agen-
cies may he
willing to
take chances
on the Weh
this year, but
next year,
they’re going
to be looking
more at
click-through
than impres-
sions. »?
publish online games are going to
have to figure out creative ways to gar-
ner revenue. Here are a few of the

alternate pricing structures that you
are likely 1o see:

SEASONAL
Sports gamers can readily under-
stand the idea of paying by the

season. Fantasy sports
owners have paid by the
season for years, so il's
a nalural for online sports leagues.
In the same way, imagine a war-
gamer signing on and paying by
the campaign or a fantasy role-play-
er signing up for a hunting license
that is good for a one- or two-week
dragon season. Of course, some
games will simply enable you fo
pay by the day or month, as well.
Since you know how much you'll
pay hefore you sign up, you don't
have to worry about the meter.

TOURNAMENTS

Would you pay extra to play in a
lournament in which you could
earn money or prizes? Some ser-
vices are belling that you would.
Nolan Bushnell's PlayNet is plan-
ning ta pay real money and award
prizes to gamers who win in their
weekly or monthly tournaments.
Other services are considering the
same structure if gambling laws
don't prohibil it.

TRANSACTIONAL

Some games are ideal for limit-
ed expansion. Gamers could learn
the mechanics of a system
absolutely free and play free as
long as they stay in the newbie
area or the novice arena. Once they
wanted to feel their oats, however,
they would download (for a charge)
the terrain for the next military
campaign, flight mission, puzzle-
filled adventuring environment, golf
course, racelrack, or RPG quest.
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This would also work when pack-
aged games are sold through retail
channels and game publishers
want to publish the cyber-
equivalent of add-on disks. The
major difference is that these add-
ons (or, to use the marketing term,
razor blades) wouldn't incur the
costs of marketing them at retail.

MICROTRANSACTIONAL

This alternative is really theoreti-
cal, but interesting. Publishers
always want to put additional
weapons, vehicles, powers, maps,
and objects into their games, but
often run out of time, CD space, or
financial resources to include
them. If Digicash or E-cash were a
reality, gamers might be willing to
pay $2 for a hot classic car for
Leaenns o Granp Prix, pony up
$1 for that special halberd for their
fantasy game, or pay $1.50 to get
a spiffy custom uniform for their
AGENTS OF JUSTICE Superhero.
Custom publishing for microtrans-
actions might not only provide an
additional revenue stream for
products, but also give legs (o
existing products.

The next 18 months will offer
plenty of experimentation in pricing
models for online gaming. I'll
wager that you'll see all of these
and more. I'll also wager that the
winner will use a combination of
methods to match the pricing
scheme lo the game. &
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KILLER MAGAZINE
like your mag a lot, otherwise I wouldn’t
be writing, but there are some
things. ..well. .. there arethings. ...
- L. OuAkE Killers: Every even semi-hip
gamer knows that is bull; the anly reason ta
use thattitle in your June issue is because you
know that the name QUAKE attracts atten-
tion, Not even QuUAKE 1 will kill Quake. I’
‘the original. I'm gonna play every new 3D
game that comes down the pike, but you can
bt yourass I'm gonna go back to good old
EIMI every once in a while for a trip down
- memory lanc,
& By the way, despite the title, I found
- that article (or group of articles, depending
“on howyou look ab) to be one of the best
I've seen in a long time. Also, | give you an
A+ on the layout.
2. Loyd Case’s tech column was a nice
general overall article, ' just want to point out
some exceptions to the rule:
a. Changing one thing at a time....
‘Recently, with my modem, [had to change
both the settings for com2 and the settings
for the modem hefore restarting.

L.A. STORY

R OF THE MONTH

Changing only one would have just
made more problems.

b. 48 hours, bah humbug! It ook me 34
days to get the modem working exactly right.
A corrupt passwords file, by the way, can be a
Serious pain.

c. Note: writing error messages down is
excellent. However, ifpossible, a screenshot is
even better. Also, screenshots of current sys-
tem settings that work will help if you happen
to mess with them and want to put them
back the way you had them.

3. QUAKE as Pentinm only?l Where do you
getyour info? | ran QUAKE for six months on
a486/33mhz with SMB of RAM, and it really
wasn tall that bad. | first beat the shareware
version on my old 486 and I'have to tell ya',
Cthon rising out of that lava is even more
breathtaking at a slightly slower speed (he
seems lo drip lava). Well, that and the fact
that it was 3 a.m.!

4. QUAKERALLY is not out yel, so the arlicle
mentioning it was a lad premature, And that
“Yahoo! for QUAKE” that McGee said. Well,
granted thats about the right term, however |
believe that was used in conjunction with a

little April Fools” joke that Slipgate Central
would be joining up with Yahoo!

Okay, I'm done, now. | will now reaffirm
that this is the best issue I've seen in a long
time and that I love your mag, If that seems
weird, consider this, | only point out the flaws
in things I like, if I didn't like the mag I would
say to myself, “This sucks” and never waste my
time writing this. | subscribe to the idea that if
its good, its worth construetive criticism lo
make it that much better. | hope I've helped.

Isaac Dawson
from the Internet

Great games can be surpassed, So, we try
to alert you to potential great game
“Killers” on the horizon whenever we see
some great games that may potentially sur-
pass the hottest games of the present. As for
machine recommendations, we've pointed
out in the past that every gamer has a dif-
ferent tolerance with regard to frame rate
and game speed, To you, a slow Cthon was
impressive. To others, it would be a slide
show. We appreciate your criticism and
decided lo share it.

Since we had devoted several pages to Hiavy Grar (our April '97

As | flipped through your magazine the other day | read with greal
excitement your “Fscape to LA™ preview: 1 was appalled to see that you
did not say a word about Hiavy Grar, which is to be released this sunmmer
(supposedly). L was further horrified when [ooked at the“Pipeline” section
and it did not have a release date for MECHWARRIOR 3, Come on, do you
have something against robots?

D). Witson
from the Internet

FEEDING OUR MECH BIAS We not only like the traditional style
of giant robot games, but we're impressed with FASA's real-time

strategy game, t0o.
I

CCwW
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cover story) in a recent issue, we opled to cover other Activision games
in the “Fiscape to LA story. Also, because FASA Interactive hadn't set
a date for the MECHWARRIOR 3 release when we went to press (it's still
not definite), we did not put it in the Pipeline. We estimate MW3's
release to be in the fivst quarter of next year, even though I'ASA's goal is
to et it out before the end of '97.

A FISTFUL OF RATING

Theugh I have been reading CGWfor more than a few years now; this
is the first lime [ have felt compelled lo wite in response to an article that |
have read. I have just finished reading Mark Clarkson’s review of OUTLAWS,
and for the most parl 1 agree with his assessment of the games strengths and
weaknesses, but | feel he overlooks some very subtle, but important points:

The game has the most believable premise that [ have yet to see in a first-
person shooler. Its a nice change of pace from your demon/alien du jour.

I like the fact that you can’t run indefinitely. It still not realistic, con-
sidlering the 250 pounds of ammo/weapons you're carting around, but
ity a start, The way the game models gun drift and settling was a nice
change also. If it wasn't the first time it was modeled, it was the first time
I have noticed this implemented.

Though some may say that Duke 3D modeled reloading of a weapon,
I don’t ever remember ducking around a comer, heart thumping and
sweating rivers as | pumped shells into the old Winchester or 45.
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Also, | would like to add more empha-
sis 1o the interesting level designs. The
train was a bit simplistic, but it was one of
the most entertaining settings | have ever
shot my way through.

Since this was a rehash of the Dark
ForcEs engine, | didn't expeet the graph-
ics to be stupendous, but | have seen the
3Dfenabled pateh, and it helps! On the
weapons not being easily distinguished
from one another while lying on the
ground, | have to agree. Yel, in the end, are
you nol going lo pick it up, because you're
not sure if its the rifle or the shotgun?

There is one last thing: When you tum
up the difficulty, it doesn't just increase
the number of bad guys, it models dam-
age by having you dic from just a bullet
or two, rather than twenty. This can
make for some extended gun battles
from storefronts and the like, where you
use every piece of cover available lo stay
alive. | hope that more games start lo
model some of these finer details.

Bob Coates
SS1 Webmaster

You raised some good points, Bob.
But our mail is mixed on this subject.
Check out the following responsc.,

Your review of OUTLAWS in July rales
the game too high (three stars). | have
tricd lo play this game and it is very poor.
I play using a three-button mouse and
followed the directions for setting the
buttons, but the center button always
defaults to the same function as the left
mouse button, | have been on the Net lo
LucasArts, but they would give no help. Ii
will be a long time before | buy another
product made by this company.

Keep up the good reviews bul please
give more delails of how the game being
reviewed does not live up to expecations.

Robert Clover
from the Internct

HEROES WITH WEB FEAT

I'm writing about Sierra’s decision to
add multiplayer support lo QuEsT FOR
GLORY 5. In my opinion, this is an
incredibly stupid thing to do. It scems
that game designers have become so

CCWwW

canght up in the multiplayer rage that
they don't realize some games just don’l
need multiplayer featurestl! The QFC
series is adventure, for Gods sakel What
on carth could multiple players do for it?

Now, let me tell you that [ have beena
huge fan of the series. QUEST FOR
Grory | (originally HERO'S QUEST) was
the first computer game | ever played,
and [ have religiously picked up every
new QFC game as they arrived in stores,
but I'm thinking twice about this one.

Sierra seems latally clueless about this
whole thing too. They are mindlessly
cramming multiplayer support in all of
their games. Ifit doesn’t work, they find
some other way to include the Internet in
the game (SHIVERS 2).

I have a message for all you game
designers out there: Co ahead and add
multiplayer support to some games.
Action, strategy, sports, and even role
playing. But think twice before adding it
to games that require multiple sittings,

Bl wzles, characler inleraction, or a st ny-
line thats actually part of the game.
Think of DiscwonrLp, THE BEAsT
WiThiN, or TOONSTRUCK with multi-
player support. It just doesn’t work!
Erik Wahlstrom
from the Intemet

Assuming that an adventure game is,
by definition, merely a story gated by
puzzles, you are correct. Multiplayer fea-
tures won't add ;1::_1-1." ing. If however,
part of the heart and soul of an adven-
ture game is conversation, QFG 5's mul-
liplayer additions may give extra depth to
the universe. We'll be watching to see
how it works and salute Sierra for being
willing to take risks, but we thought your
perspective was interesting and would
resonate with a lot of our readers.

ViRGE OF HORROR

I really don't know what to expect from
the new wave of 31 games, aceelerator
cards, and the like. One thing that makes
me question such a thing is the fact that
the 31 graphics on MDK. . .well. . .suck.
Is it just that the game doesn't use Direct-
3D 100 well, or is it my graphics card (53
VIRGEAX with 4MB)? 1 know, | know
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Granny noticed
(that things were getting, well, a little
strange. Even her loyal sausage
could tell that something was wrong.
When she found out her family had
been swallowed into space by the
¢ Mad Rabbit, she decided that enough
was enough. No more games: it was
‘time to kick some lupine butt. And
this delirious but determined lady
set out on the adventure of a lifetime.

~ = Visit five planets and fourteen worlds in a
huge, hilarious graphic adventure that spans 5 CDs.

S, W = Solve scads of ingenious puzzles, each with its own
To order, visit your retailer or call 1 800 447 1230 B illogical logic. Order leads to chaos, sense turns to nonsense,
y credible becomes... well, you get the drift.

g E‘E g'ﬁ * Meet dozens of curious characters. Wander the reaches of

SIRTECH inner space, Defy the laws of time and space. Go shopping
with aliens, And be back in time for tea.
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CON-ViRGE-ANCE The transparency test failed (red zones) and anti-aliasing

|
(jaggies on the doorway) didn't work well on MDK with the VIRGE card.

the card isn't great but, still, the graphics

were terrible. The enemies were way too

Its a breath mint and a candy mint!
What you're seeing is a combination of

pixelized, and it made my Pentium Pro
200MHz run like a Pentium 90, at least
Acct :|ding to the |)=:ri'0rmamu- test
Without Direct3D my machine had the
109 mark under performance compared
to the 100 that it said a P-Pro 200MHz
would nin like. Is it my card? Though it
probably is, | just bought this machine in
February with the card preinstalled, Docs
this mean the true 3D cards haven't
come oul yel? Too many questions and
not enough answers. | have heen using
computers for only about two years now
and am not that technically proficient. So
when you start busting out with PCls,
ports, and [SAs, 'm lost. | try and read
other magpzines that focus more on the
hardware part of the computer to see
whal they say about 3D cards, So, when
they have the Best Products of 1996
stamped all over their covers, and ook
for the best 31 card, they say something
like this: This is most definitely the best
2DBD card out there for now: For now?
What the hell does that mean?! What the
hell are we waiting for?!

Just responding to this could clearup a
few things for me, By the wary, Junc’s
demos were the best set of demos you've
pul out so far, KL'(.'}) up the greal work

il Karczewski
from the Internet

factors. We tested MDK in 130 with
both a 3div-based card and an S3
VIRGE GX card. With bath cards, we
noficed that the textures were chunkier
than we like. Chalk that up to the soft-

ware engine. However, the VIRCE

failed at the transparency test and didn't

support anti-aliasing. So, the MDK
expericnce with the VIRGE had lots of
big ugly places where one dominant

color would replace a cool transparency
effect; it also had some jagaed edges you

wouldn't expect with 3D-card st ippor.
Since the 23D drivers worked fine on

the 3div card, we presume that the prob-

lemn s with the way the card works with
1230, not with 1230 itself.

- CnmpuServ : ?6‘ 03 022
Internet: 76703:622@ com-
PUSCIVE.COm
orwrl!eto
; .C,(,W Letter’Io The Editor
135 Main Street, 14th Floor
San Francisco, GA 94105
We reserve the right to edit all
letters for space or clarity.
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elcome to the blood

pits — where you kill, claw,

scream and die, battle after
battle, to become Warlord of
the Dragon Gate. Fight alone
or with up o three other players
online — either way, you'll
encounter hideous creatures
attacking from all angles
rendered in skull-crushing 3D.

Add in 54,000 different

playing combinations and you

e could play this game

% hﬁ‘ forever. Assuming
ok

a0 you don’t die first.
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Fdited by Charlntte Panther (CPanther@zd.com)

Dennis the Menace

Hopper Unravels the Mystery of the Black Dahlia in Take 2's New Adventure

ennis Hopper is a Hollywood legend. He boasts a film career that spans over four decades
and he has caplured and maintained the interest of each new generation. Hopper has starred
in movies that not only proved significant in their own day, but later achieved recognition as
cult classics. In the fifties it was Rebel Without a Cause; in the sixties, Easy Rider; in the sev-
enties, Apocalypse Now; and in the eightlies, Blue Velvel

This decade, Hopper is truly ubiquitous. 7
We've seen him in blockbuster hits i | 1R i BtacK DaHL|A
(Speed), lackluster hits (WaterlWorid), and ' s 3 3 .
Gen-X cull llicks (True Romance). We've
even switched on our lelevision sets to be
greeted by his menacing stare as he
enticed us to buy Nikes. Most surprising,
{hough, was Hopper's decision to venlure
into the medium of compuler gaming.
Buack Danua, his second COD-ROM project
wilh game developer Take 2 Inleraclive, is
tue to ship next month.

Some may recall Hopper's first foray into
the medium: He did a voice-over in Take 2's -
less-han-stellar HeLL: A Cveespunk ThaiLLes, which received @ of CEO Ryan Brant, who is the son of one of Hopper's

one-slar review from CGW in 1995. Why would an actor of good friends, Peter Brant.

Hopper's caliber commil to another PC game after the first “| got involved [through) the family and | did the

project was considered (at least critically) a disappointment? first CD-ROM, which | enjoyed,” Hopper explains. He
Hopper is very honest about his involvement with also stands to gain from Take 2's success: "I have

Take 2. He took on the first project, HeLL, at the request stock in the company, which makes me mare interested.

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

=
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"m" MEAT PUPPET - scape of rotting urban blight. Mear Pueper's wicked
a Mear Pupper’s three-quar- sense of humor, exemplified by truly warped monsters
v S isometric view and ram- and a day-care center from Hell, sels it far apart from
E pant gunplay may remind gamers of (he CRUSADER the pack. Remarkably fluid animation (at even the

(== series of games, but Meat Puppet is its own twisted, highest resolutions) keeps the action rolling as Lotos

highly enjoyable animal. As Lotos Abstraction, reluc- mows down scores of bad guys en route Lo cutling her
el s (a0l assas: puppet strings.—Robert Coffey

sin, you'll Playmales Interactive, (714) 428-2000
shoat, gas, Win 95 CD-ROM

and explode Reacler Seivice #: 301

your way

through a STAR WARPED '
highly Stk Waspen, the second paro- ‘
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While the financial reward
may be less substantial,
Hopper claims that, for him, Th BI k D hl
the process of making a CD- ‘ e ac a Ia
ROM is actually no different Take 2's upcoming mystery adventure game, BLACK
from making a movie. “[In] ‘ DaHuia, was inspired by the unsolved murder of
the first one | was merely a G aspiring actress Elizabeth Short, nicknamed the
voice, and [my character] was B Biack Dahlia by a newspaper reporter who covered
animated. And in this one, I'm &5 her case in the '40s. Short’s death was thought to be
on camera, but the blue & connected to the brutal murders of a vicious serial-
screen process is lhe same & killer known as the Cleveland Torso Murderer, who was
I've been using since | & never apprehended.
was 18 years old." { ] Take 2 has also intertwined another historical element

Hopper plays a fairly small, but signifi- fo into this fascinating plot: the rise of Fascism in Europe.
canl, part in Buack DaHuia, As an agent for . Some suspected that the Nazi victory was the result of
the CIO (the precursor to the CIA), he finds & supernatural assistance, since many of the Filhrer's inner
himself kicked off the case he's been o circle were fascinated with mysticism, astrology, pagan

working on, deemed unstable, and Germanic ritual, and Norse myth.
It's doing very well...so I'm a happy placed in a government-controlled sani- Buack DaHLa combines each of these elements to form an
camper,” he adds with a smile. tarium. Yes, it's another psycho role, “occult mystery,” in which you play a rookie detective. Your

Hopper admits that warking on CD-ROMSs but this time he's on our side. : investigation of a pro-German subversive group tumns into a man-
on a regular basis is nof worth his whilg, and After years of being cast as the * hunt for the notorious Torso Killer. Sucked into the nightmarish
he wouldn't do it for any- menacing nul-case, does Hopper * world of the supematural, you must catch the killer before he com-
one other than long to play the good quy? "Well, pletes a bloody occult ritual,
3

Ryan Brant. If I've played some nice guys— The game is set in the '40s, and combines FMV with gorgeously

“I've played some

you're won- Frank Booth in Blue elvet is * rendered backgrounds that can be fully explored. It wonderfully recre-
dering, then, nice guys— Frank anice guy," he jokes, \ ates the feel of the era with authentic costumes, furnishings, and

how Take 2 ) referring lo his role as the \ decor. While this proved somewhat restrictive for artists who had
managed to Booth in Blue Velvet sadistic gangster in \ worked on earlier Take 2 projects (where they had been allowed to let
snag . : " David Lynch's disturbing their creative juices flow freely in designing futuristic settings without
Victoria's Secrel 15 @ mce guy. movie. “I've played different \ limits), the final result of the Buack DaLiA design is stunning.

model Stephanie kinds of roles, but I'm known ' Although we've yet to see the most important ingredient—actual
Seymour for Hett, it's for my heavies. I've made my liv- ) gameplay—Take 2 promises that the puzzles in Buack DaLA will be
because Ryan’s falher, Peter, just happens lo ing playing those kind of heavies. | \ plot-based. Add that to the intriguing storyline and sumptuous

be married to her. enjoy it." —Charlotle Fanther " graphics, and the company should have a recipe for success.

el
of your favorite characlers, and play It should
the U Don't No Jedi frivia game. be no sur-
{ There's also a 3D Asteroids game; X- prise o fans
Schwing, a fighting game: Flawed of the FronT
Fighters; and Death Star Destructo, an ~ Page SporTs
. amusingly simple shooter. Sure tobe  series that
everyone's favorite? Whack the Ewok, ~ FPS: Base-
of course, Bul buy it for the humor, not  BALL PRo '98 e

Parroty Interactive, actually
mixes some gameplay with
the humor. (Then again,
some might argue that
Pyst had al least as much
gameplay as Myst...) You
explore a basement
belonging to two dorky

brothers from Modeslo the gameplay.—Denny Atkin has the most

who've collected so much Star Wars paraphemaha Farroly Interactive, (800) 910-2696 robust league management module of any comput-

that, in comparison, even those of us with full- Win 95/Mac CD-ROM er baseball game. You can conduct custom drafts;

blown flight-sim cockpils feel pretly cool. Reader Service #: 302 assian players to work on individual facets of their
Along the way you'll watch hidden video from games; run career leagues where players improve

Skywalker Ranch, read rejected scripts (the Pulp FRONT PAGE =3 and diminish over the simulated years; and choose

Fiction meets Star Wars scripts alone are well worth ~ SIPORTS: f "é‘g from managing only to playing part of the game fo

{ne program’s under-820 price tag), mix the genes BASEBALL PRO '98 ‘ playing all aspects of the game. It should also be
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TAKE THE GALAXY BY FORCE!

Conquer the galaxy throfjgh military action, dlplorhacy .or covert operations.

With Star Wars Rebellion, those are just a few of thé ways to implement strategy

! and tactics on a grand scale — with control of the Star Wars galaxy as the pnze

- Command the Rebel Alliance or the Galactic Empire. Engage in spectac

_mode or two player mode over a network, the Internet or d "

fi'Mrce with you° Dlscover for yourself.




TP CONTROL A WORLD-TO COMMAND A GALAXY - e %’f' ) . .
. W oy . Y
S

- . A s

o T » e b . - P — sl R _

- T gy T - . 4 -
= 4 f
5 =
~
- [ -
b
= 3 play it on rone.com
for = players
L . . only

For Windows gg‘éD—ROM
www.lucasarts.com

& The & © 1997 Lucasfilm, Ltd. Al rights reserved. Used under authorizatian,
- .
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READ.ME

AGamer's Fanasy

Will the Greatest Console

Role-Playing Series Win Over PC Owners?

FinaL FanTasy: ranks as one of the most suc-
cessful franchises in all ‘of electronic entertain-
ment. Squaresoft, the creator of the series, is
legendary in its native Japan, and its premier
FinaL Fantasy RPG line has sold Super
Nintendos and now: PlayStations. Seven role-
playing games have been created under this
franchise, three of which have been ported to
the United States. In total, the series has sold

more copies than the
CwiLizarion and Doom franchis-
es combined.

The FinaL FanTasy games
are epic role-playing games
offering scores of hours of
gameplay over hundreds of
locations and worlds with sometimes dozens
of playable characters per game—and that's

R

GORS

Wilh al least five games currently in development
using the Quaxe engine, there’s no denying the
impact that Quake has had on gamers and on gam:
ing. We're he first to admil thal we've spent many a
lost weekend indulging in the sheer pleasure of one
brutal frag-fest after another. Bul is there such a
thing as going too far? Our latest discovery proves
that people will use the Quaxe engine for anything.

QUAKE

of the most arcane and non-intuitive league

is that it's much faster o run through a season
in fast mode than it was in last year's product.

THIS JUST IN

Sierra On-Line,
(800) 757-7707
PC CD-ROM
Reader Service #: 303

VERSAILLES -
1685 ‘

VERsalLLES 1685 casls

you as a valet charged with foil- S8
ing a madman’s plot to destroy. &5

no surprise that the menu-driven system is one

management modules I've seen. The good news

—Johnny Wilson

R R N e N T e

isulin

Quake Fisting, an unofficial patch currently in
the works for Quake, allows gamers to play the
game as fishermen. In single-player mode, you
can wade through freshwater lakes in search of
trout, or track down barracudas in lropical
climes. In multiplayer mode, you can choose to
be fisherman or fish, and DeathMatches will |
include underwater combat with scuba gear and |
spear guns, and even a baltle with a great white
shark. For more information, swim on over lo
http://home.att.net/ ~ loshlanco/
gfishing/qfishing.html.—Charlolte Panther

the palace of Louis XIV. Painstakingly

researched and developed with the landmark's

curators, VERSAILLES uses lush graphics; a
smooth 3D-engine, and beauliful baroque
music to re-create the splendor of the palace.
It's too bad that such a well-intentioned prod-:
=+~ uct employs only the most
hackneyed, uninvolving
adventure game conventions
and simple, inventory-based
puzzles that are unlikely to
challenge even casual
gamers. A wealth of online
% historical documentation and
an option fo tour the palace
« Mmake VERsAILLES 1685 a niity

SEPTEMBER 1997

just-on a 16-bit SNES cartridge, the medium
of the first six FINAL FanTasy titles. These
games break new ground not because of their
near endless gameplay, but because of their
unparalleled storytelling and drama. PC owners
may be skeptical, but we'll soon have a
chance to sample Squaresoft's finest. FINAL
Fanmasy VI, which centers on the world-
spanning conflict between a corrupt govern-
ment and a resistance movement, is the latest
in the series—and it's set to arrive in the U.S.
this September, for the PlayStation. As the first
FinaL FanTasy game to use CDs, it could be the
grandest of them all. Computer gamers will
finally be able to see what all the furor is
about when FFVII gets ported to Windows 95
sometime in early '98. It will be an exact port
of the U.S. PlayStation version. We’ll reveal
more about. FiNaL Fantasy VI in our role-playing
forecast next month.—Eflfiott Chin

history lesson but an afterthought of a
game.—Robert Coffey

Cryo Interactive Entertainment,
(888) 557-2796

PC/Mac CD-ROM

Reader Service #: 304

CARMAGEDDOMN .,
In Europe, CARMAGEDDON'S free- o

form, kill-the-pedestrians splatter- ‘
fest is already making censors see red. But if
you look beyond the game's unapologetically
grotesque premise—the winner leaves the
longest trail of entrails—you'll find 36 wicked
stunt tracks (when was the last time you did a
loop-de-loop in a driving game?); a strong

-
£



dincess Maker 2

&8 Martial Arts? Does she

CG W Survey

f you think there are no original concepls in computer role-playing, 1 Diablo {thzard} . 1 5
you may wan! to check out Princess M.mn .2' In PM?, you plaI;f the _._:-2'_ ﬁwlu_:atmn_ 11 (MicroProse) i 8 16
role of a medieval Japanese hero who is Irlymg to rallse a hgrmc '3, Duke Nukem 3D (3D Realms) 4 7
daughter. You manage her schedule to determine her skill-sel in an %
extended phase of character generation. Then, when you think she’s .j.‘.'..' Red ﬁ.‘lfft (Westwood/Virgin) ? 6
strong enough, you fake her on adventures in a world reminiscent of the  J§15+ Quake (id Softviare) 5 9
n .nlavi 6. !
In the works & sole r_ﬁle playing games. ' 6. Heroes II (New World Compufing) 3 6
The graphics and sound aren't enhanced from the suc- 7. X-Wing vs. TIE Fighter (LucasArts) ; 1
cessful Japqne;e console games an_tl prove to be rather monotonotls. 8. WarCraft 11 (Blizzarc) 9 9
but the fascinating part of the game is that you are balancing resources 9 S rall (Beihesd ; "
and altributes very differ- - agg_r?_ ) ; .
en"y from the WDICEII dun- 10. MH.QTC: The Gather‘ing (MJGFUPIUSE} E 1
i geon crawl. Do you send 10. Tomb Raider (Eidos) 7 4
8 your daughter off to school WSS Gt airmalha Wamallasine (o 10 amany crnsiseiteseads |
to study Theology or : fg" LESuls O Plaping Lalely indliate wial ganes, {mﬂ'ﬂm{{ﬂm

.J'f masqmw’mfmmmw W&fmw mmrmm

i enter the Harvest Festival pc Data Best_seuem
B lenn 1 181 volnfer ] bake:of, the martal ats . X-ng VSs. TIE Fighter (LucasArts) 4
AR RMEER | 4 tourney, o the dance con-
% lest? What personage 2. I_.‘nablq (Blizzard) 1
" should she try to impress 3. Myst {BFOGEF?UHG) e i 3
when she visits the palace? N 4, Red Alert (Westwood/Virgin) 2
> The dilalogue and narration 5. Need For Speed II (Elecironic Arts)
arg SUII’IIE'.'HId( repetilive, but the _style of g_amcplay is d|ﬁnrem from EII:IY- 6. Microsoft Flight Sim (Microsof) 6
thing I've ever played. The graphics conlain some anachronisms, which =5t - -
may disrupl some gamers' suspended disbelief. Also, since PM2 is set §- Redneck Rampage (Iiefhicy)
in another culture and another time, some of its obvious sexist assump- ~ [ji8. C&C: Counterstrike (Westwood/Virgin) 5
tions didn't offend me as much as they would have if the game had /9. MDK (Playmates Interactive)

been set in the modern period. However, being male, | may have a high-
er threshold of acceptance than a female gamer. Siill, if Ignite brings

-~ this game inlo distribution at a reasonable price, it's worth looking at
just for its fresh subject matter.—Johnny Wilson

physics SOLDIER BOYZ . _g=
model; spec- This just might be the game =
lacular acci- that drives a stake into the hear!

dents; clever of FMV, SoLpier Bovz, which is basically a shoot-
POWer-ups ing gallery on video, features actors emoting in a
and awards ludicrously overwrought, scenery-chewing style
for stylishly generally reserved for community callege produc-
commitled tions of Tiwelve Angry Men. Limp gameplay is

mayhem; an instant-replay mode that draws out
the comedy in this graphic gore-fest; and brawny,
wide-open environments, [t's DeTH Race 2000
with a save-game function and (he (regrellably)
odd bug. And it's killer—Peter Ofafson

Interplay Productions, (800) INTERPLA

Win 95/D0S CD-ROM

Reader Service #: 305

hampered by controls that redefine sluggish and
unresponsive. Adding to the lameness, Lhis all-
video albatross seems to have been shot through
a scuba mask smeared with Vaseline, resulting in
blurry, Mr. Magoo-like visuals, where enemies are
indistinguishable from trees and airplanes, Such
sloppy, thoughtless design dooms you to con-
stant reloading of saved games.—HRaber! Colfey

SEPTEMBER 193/

+10. NASCAR II (Sierra On-Ling)

£x mwmcm’t.‘gamsmm sallers, as calouated PCBara .
:_dunngﬁ;iaﬂ, 1997 ﬁm _tr |

DreamCalcher Inferactive, (888) 611-9999
Win 95/D0S 5.0 CD-ROM
Reader Service #: 306

Hot

CAPITALISM PLUS

Interactive Magic may have had

|

trouble putling out a good strategy game lately,




THE CARMVIAGEDDON XV/S.

‘Tm@act Caro

the Year.”
Car & Pedestrian Magazine

“Best road-Fill

compacter in

its class.”
J.D. Cower & Associates

“It slices, it dices,
it wives clean in
d]z »n

Consumer. Contorts

_Tue 30, 360°
GRAPHICS ENGINE
FEATURES USER-
DEFINABLE CAMERA
ANGLES, INSTANT
REPLAY AND SVGA
OPTIONS

295 DIFFERENT
VEHICLES, EACH
FEATURING ACCURATE
DRIVING PHYSICS AND

REALISTIC COLLISION
DAMAGE Some race for glory. Some for money. Then there are

96 RACE TRACKS those who drive for the sheer ecstasy of crunching bones

GERnt el cgainst their bumper. A
ENVIRONMENTS FEATURE Introducing Carmageddon. -
MNGCALRLE R The racing game that separat

MOVEMENT the men from the grease __)

_NETWORK PLAY spots on the road.

INCLUDES 7 MODES 4
AND 3 UNIGUE TRACKS Drive whatever you want,
wherever you want, over

= ] -
Bl TNEEENEE  \hoever you want. You make ~ G
the rules. A

WF@» JﬁRRIVII\éG
e LY 1997!
/j

i STOMACH-CHURNH\:’ REALISM . . .
Available on PC CD-ROM CRAGH, CRUMIPLE, BN, P, 4o
BY GAMERS. FOR GAMERS. " Test drive the demo at www.interplay.com GRDUS. 301




920 HORSES UNDER THE HOOD.
EVEN MORE PEDESTRIANS ON TOP.

pﬂWER-;lSS.'STE[J 4-WHEEL DISC BRAKES,
FOR MANEUVERING THROUGH PILE-UPS . . .
OR CAUSING THEM.

> wa HIGH-TENSILE-STRENGTH STEEL

" SHIFFON-THEFLY | BODY PANELS PROVIDE THE
4-WHEEL DRIVE MEANS YOU'LL DURABILITY YOU NEED,
NEVER MISS THE BIG BEACH IMPACT AFTER IMPACT.
PARTY AGAIN. I
7 /) " A=

THE RACING GAME FOR THE CHEMICALLY IMBALANCED.

194 and tradlemark SGi, Al righ Erplay ademark Productions, All nghts reserved, Excl y published
and distnbuted by Interp! Py i arks am tho property of thelr respective BfS.
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. READ.ME

A 3D scene rendered with 0ak Technology's

IERIRRREERTRRE:

Warp 5 chip.

THIS JUST IN

3D Iron

n this edition of the Works, we've got early data on
I NVIDIA's Riva 128 board, as well as early specs on new
parts from Trident, Chromalic Research, and Oak.
We put an NVIDIA Riva 128 reference board with beta 4
drivers through some initial tests, comparing it to Diamond's
Monster 3D (which uses 3Dfx's Voodoo chipset) and
VideoLogic's Grafix Star 600 (which uses Tseng Labs' ET-
6000 chip), running on a Gateway Pentium 166 (no MMX)
with 16MB of RAM. In Quake's TimeDemo lests al 320x200
and 640x480, the Riva 128 goes neck and neck with the ET
6000 board, an impressive feat. On the 3D side, Riva 128's
3D WinBench score Is only two—yes, two—WinMarks behind
the score posted by the Monster 3D. Given that the Riva's
drivers are bela—again,
an impressive feat. STB
will most likely be ship-
ping a Riva 128-based
board as you're reading
this, and we've heard that
another large boardmaker
is also working on a Riva
128 board. STB's board,
the Lightspeed 128/3D,
will hit the street at $199
with 4MB of SGRAM.
Trident, which was
among several 2D chip:
makers o team up with
3Dfx and its Voodoo Rush

orks

part, has announced details on the 3D Image 9850VD, a
full-featured 2D/3D part that will support the 2X AGP inter-
face. Like several second-generation designs, the 9850VD
sports an on-chip setup engine, and supports subpixel
positioning for more accurate rendering. Although no
boardmakers have announced produclts using the 9850VD,
Trident has announced demo ports of Eidos' Toms RAIDER,
TERRACIDE, and APACHE.

Chromatic Research is working on its Mpact 2 media
processor, the successor to the firsl-generation
Mpact/3000 chip. Chromatic's Mpac! does have some 3D-
acceleration functionality, but the chip’s design emphasis
is to be a media processor first and a 3D accelerator sec-
ond. The second-generation Mpact 2, which uses Rambus
memory technology, adds circuitry to bring Mpact 2's fea-
ture-complete 3D acceleration abilities more on par with
the competition. Mpact 2-based boards will most likely be
shipping later this year.

0ak Technology showed its Warp 5 chip at E3, and this
could be a very interesting 20/3D parl. As is Ihe case with
VideoLogic/NEC's PowerVR, Warp 5 has a chunk-based 3D
rendering enging, and supports on-the-fly z-buifering, but
Warp 5 also supports on-the-fly trilinear filtering. The initial
demo looks very impressive, but Warp 5 will only initially
interface with the PCI bus, with an AGP version to follow.

Last, but by no means least, Intergraph has announced
a 3Dix Voodoo Rush-based board called the Intense 3D
Voodoo, which should be shipping soon after you read
this.—Dave Salvalor

but they know a win- ness world. Only hard-care Cyber-Magnates games, and maze games. Compounding the poor
ner when they see need apply.—Martin E. Cirulis gameplay is lame humor. The jokes just don't
one, CAPITALISM was Interactive Magic, (800) 789-1534 have enough action to be slapstick and not

the best business _ PC CD-ROM enough ideas to be conceptual. The only “goofy”
game ever made, and Reader Service f#: 307 component of the X:Decarion will be the folks
this latest installment uninformed enough to buy It—Malthew Schaefer
can only make arm- GOOCH GRUNDY'S Microforum, (800) 465-CDCD

chair market analysts GOOFY X-DECATHLON PC CD-ROM

happier, While C + Do you find the humor of the 2 Reader Service #: 308

doesn't offer enough to be a full-fledged sequel,  Police Academy movies a little cé':é s

it is certainly a power upgrade (I-Magic is offer-
ing a $20 rebate to CapimaLism owners) and
brings the new options, graphics, and markets
that make a big game bigger...and better.
Despite the excellent futorial, this game still isn't
for those wilh only a casual interest in the busi:

CowW

hightrow? Then Goock GRUNDY'S

Goory X-DecarHion may suit you just fine.
Attempting to be a wacky sports game, it seems
closer to ten early-'80s-style arcade games with
snappy graphics, all sold in one package. Events
include variations of running games, jumping

SEPTEMBER 100/




LT you ean see it, you can
be it —when you're an ATI
XPERT@Play™

* Unequaled 3D features and powerful
acceleration for immersive 3D that
blows away game consoles
* High performance 3D, 2D, MPEG-2/
DVD ready video with big screen
TV-out display in one card
* Bruite force 3D horsepower with
T sl 4 . DY setup engine texture cache,
M—— : o [ "_ edge anti-aliasing, texture with
38 : ' decompression and more:
-1.2 million triangles/second
-5 million textured pixels/second
* Optimized for MMX processors
for full screen, full motion
MPEG-2 playback
* Balanced performance for the
. bestin Direct 3D, DirectDraw
. andDOS gaming
=+ . *Up to8MB of high performance
 SGRAM for 1280 x 1024 fully
~ textured 3D resolution
» KPERT@Play supports the
/award-winninq ATI-TV add on
o = /capd - the best TV tuner and
ligy{ia‘d! 8. o e ; I /., Nid ture Card
- : " glne ORMULA 1 ands
- FREE
www.atitech.

FEATURE XPERT@PLy  Creative 30 Blaster Damond Honter 30 (48 il
(RAGEFRO) (Veriie 000) (30fy)

Ly I-.|5<r.. .'

10 Acegenation

Rasdy fot DD Playback

Tres (oo Video in aeey Hode

8 (e|e o e eas |0

Y
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Pursue your passion!

L

Road Pilot...
Wheel Jockey...
Speed Demon...

You defy all descriptions.

As a sports prototype racer, you're a study in extremes:
part engineer, part daredevil.

You alone command the reins of auta racing’s
new thoroughbred prototype —The XCar.

* Forged in a high-tech machine lab, the XCar experimental .
= . prototype is the pinnacle of automotive racing science.

“Drivers, start your engines..."”
The words ring in your ears like a childhood dare.
Craving speed, you gun the engine.

Punching the accelerator, you launch down
the track like a bat out of hell,
Enploding fram the pack, you muse,

‘Speed Demon’ isn't so bad after all...

-'-;Euperlence hri]llant'lnull res ISIIEA] o
¥ graphlcs at sustalnetl lrame rates

1370 Piccard Drive, Suite 120

..... \ Rockville, MD 20850-4304
BBS: 301 990-7552 « Fax: 301 926-8010

Website: hitp://www.bethsoft.com
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Tom Clancy’s New Company Wants To Bring Multmlayer Gammg to the Masses

ccording to an author
acquaintance of
mine, "Everyone
thinks that techno-
thrillers comprise a
hot genre, but that
really isn'l the case. Tom Clancy is

a hot genre pretty much by himself.

If he stopped writing, most of the
rest of those novels would go the
way of the dinosaurs.” One could
say the same about the techno-
thriller as game—it's been several
years since Ren Storm Rising
(MicroProse) topped the PC.besl-
seller lists. So; why is Tom Clancy
moving full-boresinto interactive

entertainment? According to Clancy,

the short answer is, “IL's fun.”

““The long.answer is thatits-also.

potentially.very-lucrative. Red

Storm Enterlainment is much more.

“than your typical venture-capitalist
computer-game startup. Unlike
<manyauthors, Clancy s a gamer:

KOES Tun: Arsak Prase
KGE attacks knw n bb'ww

Internet gaming conspiracies.

0025 F 011203

He cut his gaming teeth on Avalon
Hill and Strategy & Taclics
boardgames, and he has also
played a number of computer titles,
including THe Cotony by Dave
Smith—a complex, late-'80s Mac
hit, which opened Clancy’s eyes to
the-possibililies of-compuler
games. Through.Smith, Clancy
teamed up with the Virtus
Corporation to form.Red.Storm.
«According to Clancy, “The PG
platiormuisn't where it needs tosbe;
although Windows 95 helps. What
we wanl is.lo, be.on-thecutting
edge of multiplayer.gaming.”
‘When Tom Clancy says that Red
Storm will eventually bring PC

.gaming to the mainstream—the
Holy-Grail for all computer-game

companies—you have to believe it
has a better chance than most, if
only because Glancy’s name on
the box ensures a cerfain degree

of market interest.
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TDM CLANCY'S PBLITIKR Suulal political upheaual breeds good- natureﬁ

SEPTEMBER 1937

~would ensue in Russia

- based motif—actually
' playtested-as a boardgame—

 sessions between turns. The.

Red Storm Entertain-
ment's battle plan callsfor™
crafting'games that are sim-
ple mechanically, but-deep in
execulion, like Chess.or Go.
The-first release isTam ~
CLaficY's PoLimika, specifi-==
cally designed for anline
play..This.game focuses on:
the.political free-for-all that

should Baris Yeltsin step
down, and it employs a turn-

that allows for plenty of chat
resullis sort of Diplomacy:

with dice, complete with
hard-fine KGB operatives,

TOM CLANCY Author as game
designer: Can he succeed where so
many have failed?

idealistic reformers, the

resurgent power of the Church, and
even the Russian mafia. Random
political events crop up to keep

. replays from becoming stale.

Les you think that Red

§ Storm simply wanls to rein-

| vent the boardgame on the
Internet, remember that
Pomika will be one of the

il first major Java gaming

Hl releases. Also/in the works is
top-secret project, code:

| named Porenikn, that both

| Clancy and Red Storm CEO

{ Doua Littiejohns hint will rev-
olutionize traditional comput:
er slralegy gaming. When
you consider the military and
| game design contacts that

| Clancy has, including his for-
{ mer coauthor Larry Bond
(HarpooN), it's hard not to
take this new.company seri:

ously. Our only regret is that Red
Storm evidently won't be doing any
Jack Ryan games: Paramount
Sludios owns those character rights.
Butthe gaming industry, like techno:
thrillers, often has plot wists you
can't foresee....—Terry Coleman

DOUG LITTLEJOHNS This decorated
Royal Navy Commodore brings a
wealth of military knowledge,
personnel-handling skills, and
respectability to his position as
Red Storm Entertainment’s presi-
dent and CEQ. He also makes a
good foil for Clancy.




ACES OVER ATLANTA

THIS AIN'T NO SIM: CGW simulation writers Rohin “Samlman" Kim {sulver plalle}
and Denny “Mitty” Atkin (rear aircraft) fly formation over Atlanta in ex-military
T-34A trainers.

In the week preceding E3, Microsoft held a contest in which players ook to the virtual skies in a
pre-beta version of its FichTer Ace online flight sim. The top six players would win the chance (o
engage in real combat over Atlanta in Skywarriors' laser-equipped T-34A trainers. When the scores
were tallied, three of the top four slots went to CGW stalwarts: contributors Tom “Thunk” Basham
and Robin “Sandman” Kim, and Features/Simulations Editor Denny “Mitty” Atkin. We'll have a full
report on the Sandman vs. Mitty flight in next month's issue.

CARMACK KISSES HIS
FERRARI GOODBYE

Dennis Fong, also known as Thresh, of the Legends
Clan, was crowned DeathMatch king, after battling it out
against 15 other finalists in the Red Annihilation
Tournament at E3. The tourney—sponsored by
Intergraph, id, Rendition, Mplayer, and ClanRing—began
back in April, with almost 2000 contestants competing in
preliminary DeathMalches over the Internet.

After an intense battle with runner-up Elvin Kimzey,
ak.a. Entropy9, Thresh walked away with the grand prize,
a red 1987 Ferrari 328 GTS, donaled by id's John
Carmack. (Carmack viewed the gift as a way o give
something back lo the gamers who have conlribuled to
his own success.)
Thresh also won an
Intergraph TD-20
3D Ultimate Game
System—the
machine used by !
the sixteen finalists '
in the DeathMatch

competition. THE GRAND PRIZE: John Carmack’s 1937
—Charlotle Panther Ferrari 328 GTS.

Imags uszd by permission of Xireme Prejudice al wwwxtremeprejudice.com

The Winner of the
Red Annihilation
Tournament,
Dennis Fong,
a.k.a. Thresh.
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10th Planel Belhasda

Aces: X-Fighters Sierra

Age of Empires Microsoft
Agents of Justica MicroProse
AH-64D Longhow 2.0 EAlJane's:
Banshee 301X

Bass Masters Classic THO
Black Dahlia Take 2

Blade Runner Westwood

Byzantine: The Betrayal Discovery Channel

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

Curse of Monkey Island LucasArls
Daikatana lon Storm

Demon Isle Sierra

Die by the Sword Interplay
Earthsiege 3 Sierra

Eplc Warhammer 40K: Redemption SSI
European Air War MicroProse
F-16 Aggressor Virgin

F-22 Air Dominance Fighter DID
F-22 Raptor Novalogic

Falcon 4.0 MicroProse

Fallout Interplay

Fighter Squadron Actwlsmn
Flight Unlimited 1I Looking Glass
FPS Foothall 98 Sierra

FPS Skiing Siema

Golgotha crack.com

Half-Life Sierra/Valve

Heavy Gear Activision

iF-16 Viper Inleraclive Magic
Intel740 3D Chip Intel

Jane's F-15 EA/Jane’s

Joint Strike Fighter Eidos

King’s Quest: Mask of Eternity Sierra
Legends '98 Football Accolade
Madden NFL 88 EA Sports
Microsoft Baseball 3D Microsoft
MIG Alley Empire :
Might & Magic VI New World
Myst 2: Riven Broderbund

NHL 98 EA Sports

NHL Powerplay 98 Virgin

Paclific Tide Sfar

Panzer General 11 85!

Populous 111 EA/Bullirog ;
Prelude to Waterioo TalonSoft
Prey Aponee/3D Realms

Quake I [diActivision

Quest For Glory V Sierra
Redguard Belhesda

Return to Krondor 7th Level
Screamin’ Demons Activision
SimCity 3000 Maxis

SODA Dff-Road Racing Papyrus
StarCraft Blizzard

Starship Titanic Simon & Sehuster

‘Steel Panthers 11l SSI

Su-27 Flanker 2.0 SSI

TFX 30D
- Tomh Raider Il Eidos

Tone Rebellion Logic Factory
Trespasser: Jurassic Park DreamWorks
Unreal Epic/GT Interactive

WarCraft Adventures Blizzard
Warhammer II: Dark Omen SSI
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with red tracers, smoke and explosions. And as the Red Baron himself blasts out

@ of the sun’s glare... as your palms start to sweat and your pulse races... as you
hear the ominous groan of stressed wings the instant before they shatter... you

realize that this is much more than just a game. This is a taste of history. And your next move
will determine whether you become a legend... or another kill in the Baron’s book.

&)[& ullets riddle your plane, shattering wood and shredding canvas. The sky screams

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

The Baron is Back.

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

B s, o
e O —

S 1 E R R A" i oA
é Dynarmi

1997 Sierra On-Line, Bellevue, WA 98007. @ and/or ™ designale trademarks ol or licensed to Sierra On-Line, Inc.
All rights reserved. Windows 95 Is a regislered trademark of Microsoll Corporation. 006713000



ver three years in the making, Red

Baron II is an epic achievement.

From gamer directed features to
state-of-the art technology, it is the ultimate
recreation of the men, machines and
experience that marked the birth of aerial
combat.

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

© User-deflinable dilliculty levels [or players of
all skill levels.

“ Multiplayer dogfighting action [eaturing
internet, network and head-to-head modem
support.

~« Fly single missions [or quick action or select
Campaign play for a full tour of duty.

Over 40 unique aircraft with 22 {lyable planes.

»/4 The Dynamix Mission Builder

™

allows players
lo completely customize their missions.

sl4 Dynamix's revolutionary new ACE Al™

system recreates the skills, tactics and
personalities of historical and non-historical
pilots with unbelievable realism.

» 1« The Plane Paintshop™ allows players to

customize the colors, insignias and look of their
planes, using either provided patterns or by
importing artwork of their own from any
standard paint program.
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Youre being spanked bigtime
in deathmatch, dodging a barrage of
rockets. What are you going to do..
run and hide like a little kid
frantically searching for the right key?

Get Real.. Real 6D.. SpaceOrb 360!

wWWWw. Spaceorb.com

e J TR T
ECJECEECHIE T THE SPAGETEG IMG WEB SITE - WWW.SPACETEC COM

97 m,“
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READ.ME | | PLUG IN.

All AbO(Il‘d - THINKFAST.
the Real- time Bdwag REAL

nce in a while a game company comes along with a
winning formula and, suddenly, everyone else

jumps on the "me too” bandwagon. After the suc-
cess of Commann Anp Conauen, we were hardly surprised e
that every other fitle we saw at this year's E3 just happened s o o INTRODUCING
o be a real-ime strategy game. Here's a quick look at the S Sl
ones you can expecl to see on store shelves before B !
Christmas. And this is just the tip of the iceberg. In our S s 1 Sl : Discovery Channel Games.
Movemnber issue, we'll have a comprehensive guide lo all WarGames
the realtime strategy games in the works, so that you can

find out which games are really worth shelling out for. | R
Prepare your imagination

Age of Empires Microsoft
Army Men 300
Captives Sierra
Close Combat 2 Microsoft
Conquest Earth Eidos
Constructor Acclaim
Dark Colony SSl

Dark Omen SSl
Dark Reign Aclivision
Dominion Tth Level
Dungeon Keeper Bullfrog
Evolution Discovery
Gettyshurg Firaxis
MAX 2 Interplay
Myth Bungie
Netstorm Activision
Outpost 2 Sierra

Populous IIl Bullfrog; e Ry

Rehellion LucasArls

SimCity 3000 Maxis
StarCraft Blizzard
Stratosphere Acclaim

Total Annihilation @T Interactive
WarGames MGM Interactive
War Wind Il

for the real world.

Conquest Earth

‘. o . A
xis W - : i

Coming this fall from

i3 : 0UBI"Y
MULTIMEDIA

CIRCLE READER SERVICE #082

SimCity 3000 s Outpost 2
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IF THE THOUGHT OF

e NSNS

PC Gamercal.led NASCAR Raelng 5|mply the best racmg S|m ever created »
Here's what makes NASCAR Racing 2 even better:

1996 season cars, drivers and 16 tracks provide
up-to-the-minute realism

« Crew chief and spotter audio alert you to track
conditions

= Fast and easy Arcade Mode lets you jump in and
start driving

s New, easier mouse-driven interface
* Network play for up to 8 drivers
» Faster graphics/frame rate in SVGA

: = Officially licensed by NASCAR= « 12T
fun_vosd Swve Owimie Fown ] @ NASCAR- Racing is also available for the Mac
Change tires, gears, suspension, and more to and the PlayStation. Game Console In-car view puts you in the middle of the racing
customize your car to your driving style in Sim mode //j”, / msﬂm ‘»-Qﬂl—:“)g. action.
= .:.4 /(674-’5 :-To:’ VI v NIDS T0 ADULTS

, A O - e
& S 1 ER R A Geges AR ® (i

= See your local software dealer or for a taste of the action, [PEPYRUS B

download our demo from http:/ www.sierra.com/papyrus

©8iena On-Line, Inc. ® andfor ™ designale lrademarks ol, or licensed to Sierra On-Line, Inc. Al rights reserved. NASCAR® Racing 2 is officially licensed by NASCAR®. Papyrus and Papyrus logo are trademarks ol Papyrus Destgn Group,
Inc. PlayStatinn™ and the PlayStation™ logos are irademarks of Sony Computer Entertainment, Inc. The name and likenoss and marks of #3 GM Goodwrench Service stock car and Dale Earnhardl, are licensed with Dale Earnhardt, Inc.
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MAKE ONE

MISTAKE

AND YOU'RE

HISTORY.

we've been talking about them for more 1996. At press lime, a few of the games were

than a year. Yes, these are the games we close to release, some of them were still a long
were looking at in our post-E3 fall forecast last  way off, and others had disappeared altogether.
year, while we were still going under the Can you say VaporWare?

I f these tilles sound familiar, that's because  assumption that each would ship by Christmas

PLANET @ EXPLORER

Title Company Genre Ship Date

— Agents of Justice MicroProse Strateqy November '97
Blade Runner Westwood Adventure November '97
Dark Earth Kalisto RPG September '97
Dog Eat Dog Trilobyte Adventure On hold

— Falcon 4.0 MicroProse Sim Spring '98 L

The Indestructibles EA/BullFrog RPG Dead
Into the Shadows Scavenger/GT Action Dead
The Island of Dr. Moreau Psygnosis Adventure Fall '97 Aldangshaicly sihenticworld
Lands of Lore Il Westwood RPG Oclober '97
NFL Legends Foothall Accolade Sporls September '97
Planetfall Aclivision Adventure Dead
Return to Krondor 7th Level RPG January '98 where the characters, places and
Space Bunnies Must Die  Flux Action Dead
Star Fleet Academy Interplay Space Sim Summer '97
StarCraft Blizzard Strateqy/Adventure  October '97 — mysteries are.so real,.you may never
Ultima Online Origin RPG Fall "97

SEPTEMBER 1897

Lands of Lore Il

StarCraft

CowW

solye your: way out.

Coming this fall from

Discovery

=' CHANNEL

www.planetexplorer.com
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Fébruars’ 1997

FALCONNORTHWEST.
; COHPUTER.SYSTEMS

| “Falcon-Northwest'’s MAGH'Y series gficustom bulll"Pe
' Hand«erafied silieeh for those who aceept only the best

-—"r_— 'E_E;gﬁ;wﬁm Gs'stariing ast-;sz,élgg;é for garfie playing, graphiics, gamedesign’= or §vén getti
pot e o~ ol v

e work done
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b Hipnotic Interactive, developer of Quake
Mission Pack No.1: SCOURGE OF ARMAGON,
recently announced that it has changed its
name to Ritual Entertainment, following a
trademark dispute. The old name was too simi-
lar to one already being used by another game
developer, Hypnotix (which developed
WetLanos for New World Computing).
Despite the dilferent spelling of its name,
Hipnotic was unable get around the trademark
issue. Ritual is currently developing Siy, a first-
person 3D action game using the Quaxe
engine, to be published by Activision.

¥+ Electronic Arts recently entered into an
agreement with SmCiry developer Maxis [0
acquire the company for, approximately $125
million in stock. Maxis stands to benefit greatly

from EA's extensive warldwide distribution agree-

ments, while EA can look forward to adding the
highly successful franchise of Siv products,
including the flagship title SIMCHTY, {0 its line-up.
The merger is expected to be completed by the
end of August 1997, Electronic Arts also
recently announced the appointment of former
Virgin Interactive executives Neil Young
and Chris Yates to manage the company’s
lexas-based studio, Origin. Young will serve
as vice president and general manager of
Origin. Yates has been named yice president
and chief technology officer. Prior to working
al Virgin, Yales was vice president of research
and development at Westwood Studios.

PPrVirgin Interactive has announced a new
domestic publishing agreement with Capcom
that will enable it to publish the best-selling
PlayStation title, Resioent Evit, on the PC.
Available from'Virgin this summer, the PC ver-
sion of the contemporary horror story promises
to deliver the same intense gameplay as the
PlayStation litle, and will have 30-acceleration
support for Rendition, 3Dix, and PowerVR,
amongq others.

prr Some of the industry's best-known game
developers recently released an open letter to
Microsoft, urging the company to actively
support the OpenGL 3D API for Windows 95

SEPTEMBER 139/

and Windows NT games. The group, which
included id Software's John Carmack and
John Romero from lon Storm, indicated
that they would find the means to use
OpenGL as the hardware APl in many
upcoming products, whether or not Microsoft
supported il. Because of Microsoft's control
over the operating systems, however, it would
make life easier for developers if Microsoft
agreed to work with them to provide OpenGL
on ils platforms. As of press time, Microsoft
had nol responded lo the lelter.

> Forgotten Realms’ popular AD&D role:
playing game NeveRwINTER NIGHTS, which has
been available free to subscribers on AOL's
Games Channel, may be removed from the
service when WorldPlay (formerly Imagi-
Nation Network) becomes the primary pro-
grammer for premium games on the Games
Channel. Responding lo the cries of disap-
pointed gamers, Engage Games, which
owns the online license to NeverwinTER NIGHTS,
is looking into ways to bring the game back to
the Web. The transition will not be easy, as the
game'’s code s five or six years old and will
require a considerable overhaul to make it sla-
ble. Another option is to revamp the product
completely, but either solution could result in
a loss of cantinuity within the game. GEMSTONE
111, another popular role-playing game that
faced the same dilemma, has been moved 1o
the Web and is now available through
Simutronics. As of press time, the future of
Neverwinter NigHs was still in question,

#rRed Orb recently announced the name
of the next installment in its JOURNEYMAN
ProJECT Series. THE JOURNEYMAN PROJECT 3
will be subtitled Leeacy oF Tise, and will con-
tinue where its predecessor, BURIED IN T,
left off, following the heroic exploits of Agent
5, Gage Blackwood. As you travel through
the ages to investigale a hislorical lime dis-
tortion, you'll find yourself untangling an
intricale web of puzzles, on your search for
clues critical to the survival of mankind.
Leaacy oF TiMe is scheduled for release right
after this Chrislmas.

Evolution

Tour Gamuv o InteLiiaent L

A Darwinianistrategy .

game where you

NN

either get smart...

or go extinct.

Coming this fall from

evolution.discovery.com
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VYWOU"TVE LOOIKED

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

you'll want to step into very carefully.

“AMAZING
GRAPHIC
EFFECTS™

COMPUTER PLAYER

T GLORIODUSLY
DETAILED
REAL-TEIME
ACTIO N “~

PC GAMER

CONQilkd=5ST=adRTH

VW HERE STRATEG Y
TAKES ON

A NEW FO RM



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

When playing the alien side, you'll experience o
unigue interface with different rules and capabilities.
You'll employ neverbefore-seen laclics and sirategies
to foil your human counterparts.

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

Y EEEIE R L

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

WWW. . CONQUESTEARTH.COM EIDOS

Conquest Earth and Eidos Intoractive aro tradomarks of EIDOS, PLC. © 1997 Eidos CIRCLE READER SERVICE #275




A NEW KIND OF _+
FLIGHT SIMI IS .+
EXPLODING .
SCENIE.

Flying Nightmares 2 isn‘t
just the next great flight sim.

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

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

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

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




“FN2 will dazzle you ...

an intriguing mix of
simulation and strategy ...

with the potential to
redefine the two genres.”

Computer Gaming World

RED TEAM READY ROOM (v, o RED TEAM READY ROOM (7 O
i B L FILE T ST Up T VW ¢ BAGin L AOSTER L URITE § s 1 - 1 BTART GAME |
T R b L

EIRETE

1 NEDEEE
anuce HIEHNEEIEE
, DEETTE |8
= €IDOS
!
| j FonNG O (B SRS e v E
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here’s only
one fhin§
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" Have YOu
gOt YOUrs YET?

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

A 1 e 95% Rating

is the #1 cover girl in gaming, 7o Gamcr x

No other game has won more : _
awards, delivered more action- Game °f the Year

~ Rated 5 out of 5 Stars
~ Computer Games Stratcg)_r Plus

o -
{Game of the Year
‘Rated 10 out of 10
~Computer and Net Player

packed rcalisifn;'-'ér kicked more

ass, Hardcore gamers have

made Tomb Baldcr the -. s

__CHECK O0UT

IO ST
Tﬁ‘E RUANC BT vV EsSNRTH -
ﬁ‘ i !E g'ﬁ www.conguestearth.com =

www. BIdOS! ntaractl\.ra com
www.tombraider.com

e — e S

N W

oS B

Tomb Raider, Lara Croft and her likeness, CORE @ trademarks of Eiclos, P
mssrsmm»mmmummmnmmmmuemmum |




FROM THE COMPANY THAT PUSHES
YOUR 3D CARD TO THe LIMIT

Terracide is the new technological feast from EIDOS Interactive
that exploits the latest 3D acceleration technology.

FEATURES INCLUDE:
* Space-hased and interior full 30 360° flight and combat

* Card specific effects such' a A
full colored struhmg lights

ranslucency, distance fogging,
color-morphing

* Quer 20 lethal weapons, frg ire photon cannons

to gravity homhs Cade. e
e Network play for up to 1E:I|:|_Iayers LAN and I'nterl,l"!,_t'.-suppnrt

e 20 Levels spr-gad_ across 7 ships

Compatible with the fallowing chipsets:

1

S|MIS Terracide is a thadamark of SIMIS and EIDOS Interactive ©1997.  Www. eidosinteractive.com
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by Martin E. Girulis

0, folks, this article's litle
doesn't refer to a game
{hat involves helping
supermodels figure out
how to get out of their wet
cheerleader outfits. I's
about a thing rarely found
in the realm of computer games: High Fantasy
that doesn't insult one's intelligence or maturi-
ty. While your next assumption might be that |
am talking about a CRPG or adventure game,
the reality is that MyTh: THE FALLEN LoRDS is a
tactical level wargame.

Previous journeys into the realm of real-time
fantasy games have yielded such simple giants
as WircrarT and such underappreciated gems
as WanrHaMMER. In actual game mechanics and
tone, MyTH resembles the latter, being a real-
fime tactical battle game with a taste of tradi-
tional tabletop miniatures wargaming—bul it
combines serious attitude and style with some
of the slickest and most detailed graphics I've
ever seen in a stralegy game. If Bungie (of
Mac Maratton fame), the company bringing
us this potential gem, can keep up the slan-
dard of qualily and not fall prey to trivializing
the dark drama of its subject matter, MytH may
just be the kind of breakthrough fitle for “seri-
ous” fantasy wargames that Doom was for
first-person shooters.

IT'S NOT YOUR FATHER'S D&D
The first thing you notice about MytH is that
it isn't another one of those clichéd

Fantasy for
Grown-Ups

Bungie Plans To Take Real-time Strategy
Gaming Into the Third Dimension

~ MYTH: THE FALLEN LORDS

ElffDwarf/Orc universes, where the ratio-
nale for everything is basically “They
fight because Tolkien said 50.” MyTH, in
contrast, seems to draw its inspiration
from darker, more complex and realistic
fantasy fiction, to provide a gaming uni-
verse that makes you want o play the
game as much as it makes you want to
plunge into the battles themselves.
While there is no official credit given,
it's obvious that someone on the design
leam was a fan of Glen Cook's Black
Company series, as this game carries
with it that same blend of politics, com-
bal, and twisled dark magic.

Scenarios and campaigns are the most real-
istic | have seen so far, and have a complexity
that includes everything from betrayal to winter
storms. And these things are not simply props
to hang a battle on; they are dynamic processes
within the scenario, which beg gamer reaction.

Target Release Date; Fourth Quarter 1997
.

THE GHOL A minion of the evil Fallen. The
Forces of Light must try to stop their unre

lenting expansion.

| wasn't able lo play through the complete set of
scenarios that will be included in the final edi-
tion of the game, but the ones | did play were up
lo the highest standards of the genre.

The traditional Light vs. Darkness motif
moves the action in MyTH, but the units

AN INTERVIEW WITH BUNGIE

he revolutionary 3D
engine isn’t the only
surprise Bungie has

their ideas.

T

in store for gamers. They

hope to create a more
compelling single-player
campaign, with story- and
performance-driven scenar-
ios. We were able to ask

SEPTEMBER 1397

Bungie to expound on

CGW: What will the single-
player campaign be fike? Will
performance in one mission
influence the next scenario?

Bungie: Absolutely. We
will allow experienced units
from one level to advance

and replace green units that
you would have begun with
on the next. That's the first
part of the continuity
planned for the game; the
other is having unkilled ene-
mies show up on subse-
quent levels, and this is also
in the works.




involved are nicely varied and drawn from more
esoleric sources than those in your usual fanta-
sy game. The Forces of Darkness are big on the
undead, but instead of the standard zombies
and vampires, there are beings that spread rot
and corruption when killed, floating undead
held aloft by their own decomposition gases,
and possessed spearmen who throw poisoned
barbs, just to name a few. The Farces of Light
have somewhal more traditional troops—
archers, armored warriors, and such—but they
are so stylized and detailed that they fit right in
alongside the Treemen and Dwarven grenadiers.
No fantasy game is complete without magic,
artifacts, enchanted weapans, and heroes, and
MyTH is no exception. Once again, the design-
ers have deftly sidestepped tired clichés by lift-
ing some of the more interesting and obscure
items from classic mythology and combining
them with ideas of their own. | especially like
the Evil Heroes, who hover somewhere between
champion and demigod and have a fascinating
resemblance to Cook's Ten-Who-Were-Taken.

BLOOD ON THE SNOW

0Of course, all this would be so much
window dressing without one of the best com-
bat and graphics engines yel seen in a real-
time wargame,

Every individual is fully represented and can
be commanded through your basic point-and-
click interface. You can use reference keys to
sel groups of units in certain formations and,
even more important—unlike other games of
this type—the formations actually work.
Forming a wedge of swordsmen backed by a
line of Fir-Bolg archers works in the game as it
would in real life. While the fact that each unit
is modeled down o factors such as facing and

morale means that you won't
be seeing any fantasy versions
of the Ballles of Alexander
(i.e., fights invalving 80,000
men), midsize skirmishes of all
kinds abound.

Although Warramuer tried to
cover the same faclical base, it
was slow and the graphics
were a little uninspiring. MytH
narrows the focus a bit, while
increasing speed and jumping
the graphics up to the same 3D
level that only Quaxe gamers
have been enjoying so far.
Bungie has done such a good
job with terrain and atmospher-
ic effects that they are more
like characters in the game
than special effects. The
ground is changeable, craters
form, grass gets scorched and
burns away, tracks are left in

MYTH-ING IN ACTION Seasons will change in the campaign,
and the terrain will be interactive. Limbs will stay on the ground,
and snow will cover tracks.

IT CAME FROM THE DEEP Among
allows you to hide in the water.

BLOODY HELL The 3D engine will allow for terrain bonuses. These archers receive attack and range

bonuses for being on higher ground, enabling them to paint the ground red with their enemies" blood.

all of the Thrall, but it won't
work. The only way to live is to
turn and run, escaping via a
road along the Chalk Cliffs,
whereupon the level will end and
the gamer will advance.

After this has happened a few
times a gamer will figure out that
the world he's in is more complex

the Codex, and bring it back to
safety through a World Knot
{basically a magical teleporter).
But, once the gamer has man-
aged to get the Codex and starls
running for the Knot, he'll find
irresistible waves of Thrall block-
ing his way. He'll probably try a
couple of times to kill or divert

has sent a band of scouts to
retrieve The Total Codex, a tome
of great Power. The scouts are
besieged by the forces of one of
the Fallen and are in danger of
losing the Codex to him. At the
beginning of the level, the gamer
is told that the plan is to fight
through the siege lines, secure

CGW: What's innovative or new
in your campaign design?

Bungie: One unconventional
aspect is that gamers will have to
figure out for themselves how to

finish levels, sometimes despite

the instructions they're given.
For example, on level 4,

Return to Covenant, the Light
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the snow and can be followed, and even snow-
fall is modeled as it fills in those iracks. The
moment when the enemy emerges from the
translucent fog is enough to convince you that
you are fighting a tactical wargame with a
whole new level of environmental realism. Units
struggle through rough terrain or up slopes,
archers have greater range from the heights,
units can hide behind trees, and body parts
even roll downhill.

LOOKING GOOD

At this point, the only major reservation |
have about My is that there seems to be no
plan for a dynamic mission builder, something
a game like this desperately needs, both to
increase replay value and o let gamers get the
most out of the battle engine. Without this, the
current number of set scenarios seems a bit
small. Bungie compensates for this somewhat
with the excellent multiplayer suite and its own
version of batlie.net, where gamers will be able
to create large multiplayer battles to their
hearl's content.

Perhaps a later expansion could intro-
duce a mission builder, along with a ter-
rain editor and some new units. While
there are 20 different types of units at the
moment, MyTH seems like the type of
game thal deserves as much variely as
possible. The interface is smooth, and
the only quibble | have is that the game
needs one more level of zoom—as it is,
your eye seems to hover 20 or 30 feet
from the surface, and that can be a prob-
lem in lrees or sleep terrain.

Unless an unforeseen disaster should
strike in the form of Murphy's Law—or
Bungie tries to sanitize its wonderfully
dark world to attract a younger audi-
ence—| feel confident in selling my
hopes on this one. Certainly if you have
any interest in fantasy wargaming, minia-
tures battles, or {actical simulations that
are slightly off the beaten track, then
start saving your pennies, because if
Bungie stays on course, MyTH will land
squarely in your must-buy sights. &

STUMPED Here is a look at one of the Light
side’s Treemen—agiant, treelike humanoids

HY 'I;URN“Ar'nong the many features of the full 3D engine is a freé camera that can rot

your observation of the game and helps immensely in forming your strategy.

and variable than what's been
laid out in the brief instructions
1o each level.

Finally, on a couple of levels
the game is not strictly linear
There are at least two levels
where if the gamer wins with a
comfortable margin, he'll have the
option of skipping the next level
and maving on with the story.

CGW: How do you acquire
units in the game? Are some
restricted in the beginning of the
game and will there be units that

become available only as you
advance in the campaign?
Bungie: Each level begins
with a preset number of units,
which are appropriate to the
region you're fighting in and
the difficulty level you're play-
ing on—more difficulty, fewer
units. You'll start out with
basic units like Warriors and
Fir-Bolg archers; gradually,
stronger ones like Berserks
and Avatara will become part
of your forces. On some levels

SEPTEMBER 119/

you'll get reinforcements when
you've progressed enough.

In the net game, we're plan-
ning on a “draft” system of allo-
caling units, giving each gamer
points to spend on acquiring units
of various strengths, in order to
eliminate the monotony of battling
against a predictable adversary.

CGW: How does the experience
point system work?

Bungie: Unils get markers in
their status bar every time they
get a kill: For the Light, the

ate and zoom at the gamer’s whim, which benefits

markers are shields; for the Dark,
skulls. Every kill earned allows the
unit to attack more quickly, with
greater accuracy and the ability
to inflict more damage. Thus,
highly experienced units are the
best attackers and are also the
most important to protect.

When they're inexperienced,
units are interchangeable, but
once an archer has, say, 10 kills,
he hits nearly everything he
shoots at and is far more devas-
lating than a standard archer,
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33.
34,
. Flesh Being Torn Off

36.
37.
38.
39.
40.
41
42.
43,
44,
45.
48.
47.
48.
49,
50.
51.

52.
53.
54,
55.
56.
57.
58.
59.
60.
61.
62.
63.
B4,

“We Come In Peace.”
Blasting Ray Guns.
People Screaming.
“You Must Believe Mel”
Exploding Buildings.
Whirring Space Ships.
Brains Being Sucked.
Bones Crunching.
Aliens Phoning Home.

. Metallic Scraping.

. Cars Crashing.

. Kidneys Bursting.

. Inserlion of Probes.

. Heads Exploding.

. "Run for Cover!”

. "Warning."

. Aliens Melting.

. Pods Hatching.

. Destroying the Monster.
. Buildings Imploding.

. Spaceships Docking.
. Boiling Flesh.

. "“Mayday, Mayday!”

. Exploding Spaceship.
. People Running.

. “l saw a UFO!"

. Planes Taking Off.

. “We're at DefCon 4."
. Aliens Communicaling.
. Children Crying.

. Slurp.

. Clinking of Autopsy

Instruments.
Laser Swords Crashing.
“Hyperspace!”

Bones.

“They're Coming.”
Wailing Sirens.

“¥ou Must Die.”
“‘Beam Me Up.”
Zapi!!

Air Locks Closing.
“Oh, My God!"
Lasers Charging Up.
“We Need More Power!”
Ray Guns Blasting.
Calling the Mothership.
Horns Blaring.

“We Won!”

“Lock on Target!”
Cryslals Charging.
Area 51 Guard: “No
Admittance.”
Zap-Zap!

Warning Alarms.

Air Locks Opening.
“Set to Stun!”

“Red Alert!”

Shields Up.

Warp Speed.

“Blast ‘em!”

Eyeballs Squishing.
Spaceships Cloaking.
Radar Ping.

“Fire at Willl"

*Take Me to Your Leader.”
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Target Release Date: Fall 1997
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Interplay’s “Spiritual Successor” to WASTELANDS Looks Promising

by Thierry Nguyen

ere's the situa-
tion: I'm just
wandering
around, minding
my own busi-
ness. Then, this
punk walks by
and starts yammering about how
I'm lrespassing on privale proper-
ty. Of course, | ignore him. So
then he decides to whip out his
9mm and start taking potshots at
me. By that time, | already have
mine oul, and | just shoot him in
the kneecaps. Then | end his exis-

tence with a bullet to the head. YOU TALKIN' TO ME? Dialogues such as this one indicate that a quest is
upcoming. Be careful what you say, as the character will react to your words.

Such is a typical scene in
Interplay's new RPG: FaLLouT,
character-driven game that takes place in a
post-nuclear holocaust California. Using the
vision of postapocalyptic life propagated by
1950s America, rather than the vision in the
Terminator films (which games so commonly
use), FaLLour already gives us a unique slyle
and setting, which is just the start. Peaple con-

I'M S0 S.P.E.C.LLA.L. Here, I'm focusing on a combal-
infensive character—concentrating on combat skills,
buffing up my physique via traits and attributes, and
making myself a “bloody mess.”

sider it the unofficial sequel to the ten-year-old
classic, WasteLanns, and it could be one of
the better RPGs 1o be released this year.

ISN'T THAT S.P.E.C.I.A.L.

One thing that FaLLout concentrates on is
character definition. You can choose lo play
the game with three pregeneraled char-

acters (a fighter, a thief, and a diplo-

mat), or you can craft your own charac-

ter. While it doesn't have DAGGERFALL'S
staggering complexity of classes,
races, and skills, FaLLout manages to
make a pretly good skills-based char-
acler system.

S.PE.CLA.L. is the acronym that lists
all the generally static attributes. It stands
for Strength, Perception, Endurance,
Charisma, Intelligence, Agility, and Luck.
These allributes form the foundation of
your character. In fact, you can modify
them only during creation. Once you start
the game, the slals you pick slay that way.

Adjusting your attributes
determines the general percent-
ages for skills, which is the
heart of the game. Every charac-
ter has the same sel of skills; it
is how proficient they are at
individual skills that makes each
character unique. The skills
range from handling different
weapons to abilities such as
stealthiness and lock-picking.
When you create your character,
you pick three skills to “boost”
and gain some proficiency in.
Whenever you level up, you get
points and can distribute them
among skills. So, a fighter
would concentrate on the com-
bat-intensive skills, while the lawyer would
opt to improve skills such as speech, barter-
ing, and gambling.

After skills come characler lrails. You gel
to choose 2 traits from a menu of 16, and
these traits will further round out your char-
acler. Traits range from mundane ones such
as “bruiser” (bigger and stronger but slower)
lo interesling ones such as “drug addict” (the
drugs last longer and better, bul you need
them like water).

One trait that | found amusing, though not
very useful in actual character development,
was “bloody mess," in which you kill people
in the most violent ways.

Finally, the last customization of your char-
acler comes in “perks.” Every three or four
levels (depending on which traits you adopt),
you get to pick a perk that will hone some of
your skills even further. Among the numerous
perks are “awareness” for better perception,
“explorer” for wandering the gameworld, and
“master trader” for bartering.

CcGW
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PREVIEWS

CALIFORNIA DREAMIN' The world of FALLOUT is
the decimated region of Southern California.
This map will serve as your primary interface as
you wander the world.

A BLOODIER DIABLO

Once you make your character, you step
out of the Vault and into a game world similar
to that of DiagLo. That is, you get a three-quar-
ter perspective on your surroundings in
SVGA-graphics. This is the dominant view-
point system of the game, as exploration, dia-
logue, and combal take place in this view-
point. But the view system is the only mirror
of DiasLo here.

Combat is where FaLLout shows ils grilly vio-
lence. If you have both the game option of
“maximum blood" plus the character trait of
“bloody mess,” expect lo see instances like
punching someone's stomach out, or shooling
them into bloody chunks with your machine
qun. Even when | killed a giant rat with the sim-
ple pistol you get in the beginning, the exlra-
gory touch resulted in one side of its head
being completely blown off and its brains flying
out. FaLtout could even surpass CRUSADER in
graphic violence.

X-COM Meets DiaBLO
ven though Faout has the look of
EDmsLn. it has the combal of X-COM. The

turn-based combat here is based on the
movement point system, where you have a lim:
ited number of points and each action costs
you a certain amount of points. Combat is initi
ated when an enemy spots you and walks up o
you, or when you fake a potshol at an enemy,

While at first disconcerting, the turn:

based combat is pretty good. It gave me

FALLOUT

BELOW THE BELT Targeting in Fatour is quite
good, as each region can have different effects
on your enemy, and you have different chances
of hitting it.

NPC conversalions range irom simple one-lin-
ers that appear over the person’s head to full,
facial dialogues. The facial dialogues usually are
reserved for characters with a quest for you, and
one of FauLour’s selling points are the facial
expressions, which change based on what you
say and how you acl. It is actually pretty enter-
laining to see someone greel you with a friendly
“Hello,” and then get angry when you say some-
thing lo the effect of "You're a complele wuss."

ONWARD WITH A QUEST...

FaLLour begins with the simple quest: You
have lo retrieve a replacement water-chip for
your Vaull. The Overseer gives you 150 days
to finish this quest, and you are sent on your
merry way. While this is the main quest of the
game, there are numerous side-quests you
can take. The ones I've aclually seen are typi-
cal item relrievals, like "Get rad-scorpion fail to
make antivenom with" or “Rescue hostage
from bandits.” While there will be many boring

time to think through my options before
doing anything rash. One cool aspect of
combat is the aimed shot, where instead of
Just hitting someone, you target a specific
place. Cerlain places cause critical damage
(like hitting a guy “below the belt"), while
others will usually cripple them (hitting the
leas or the eyes).

Also, sometimes you may have an NPC
who will tag along and help you in various
lasks. During combat, you have no control

T GOTS SKILLS Use of the skills outlined
in character generation is simply a matter
of pulling up a menu and making the

skill active.

quests, there are some genuinely intriquing
ones as well. From whal I've played, the best
quest so far was where | had to join the
Brotherhood of Steel in order to go undercover
and see if they were behind the attacks on a
cerfain town. Other quests include: assassina:
tion, gelting someone to incriminate himseli,
and either solving or causing a city crisis. And
while things do gel more complicated than
finding a simple chip, | don't want to ruin the
plot for you yet.

The only real negalives for FaLLout are
some minor quibbles, which will hopefully be
corrected by the lime il's released, and its
graphic violence, but that can be tweaked to
make the game less blood-drenched. All in all,
FaLLout looks to be a promising RPG, with a
nice emphasis on character development, a
good take on setting (the first nuclear holo-
caust with doo-wop playing in the background)
and more quest variely than the typical quests
of many recent RPGs. &

over your NPG, however. He will simply do his
own thing in combat. Currently, the Al is
decent, as the NPC will go for the biggest
threat based on the NPC's current condition
(for example, if the NPC is wounded, it won’t
go after a scorpion) Also, the NPC can some-
times gel the last shot in for the kill. The
enemy Al is smart enough to attempt refreat
when the going gels tough. Al in all, the
combat is good, even though it's a bit foreign,
thanks to Diagto conditioning us to realtime.

CGW
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Nations will rise against nations
and there shall be famines,
oestlence and earthquakes i
divers places.

When these things come

o pass, then know that woe

has come upon man,

joanna Southcott
804D 7

the prophecy

Coming this Fall.

Wwww.interplay.com
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While pretty close to a gosh-darn miracle, Dolly — that cloned sheep — really doesn’t
understand the nuances of the butterfly style. In fact, she's a lot like those other hockey
games — the ones where all the little computer guys play the same. Claude Lemieux
doesn’t check like Brindamour in real life, and he doesn’t in NHL Powerplay '98 either.
Our Patrick Roy doesn’t make glove saves like the Dominator, and you'll have a
tough time beating our Beezer through the five hole. We use the actual styles and
abilities of guys like Fedorov, Shanahan, Leetch and every other player in the NHL to
deliver the most realistic hockey game ever created. It's real skating, real physics
and real action — and it’s a helluva lot cooler than cloning sheep. www.vie.com
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IF-16

Mid-air Precision

IF-16 Aims Squarely at the Middle of the Flight Sim Road

by Denny Atkin

riginally slated for release last
year, this F-16 Fighting Falcon
sim comes from the creators
of F-16 Comgar PiLor, an early
slandard-setter on EGA and
Amiga systems. Delays in
developer Digilal Integration’s
previous product, Hinp, as well as the decision
to upgrade the sim's graphics engine, resulted
in IF-16’s delivery date slipping to this fall.
Unfortunately, the delayed praduct is no longer
state-of-the-arl. Slill, indications from our pre-
view copy are that the game, while not a stan-
dard-setter, has plenty to offer the sim fan

chooses to keep things
simple by modeling just
two each of the air-to-air
and air-to-ground modes.
In air combat, Track While
Scan (TWS), which can
frack up lo 10 fargets, and
Air Combat Mode (ACM), &
designed for homing in on
the nearest threat, are
available. While the radar
systems are somewhat
simplified, there’s plenly S8 8
here for the experienced 55§
pilot who wants to play
NATO FIGHTER r
Instead of simulating a fresh-from-the-factory
plane, iF-16 simulates an early-model F-16
that’s been through the Mid-Life Update (MLU)
program. Among other enhancements, this
adds color Multi-Function Displays (MFDs)and  laser targeting capabililies and night vision, it
Low-Allitude Navigation and Targeting Infra-Red  also adds a terrain-following autopilot mode
system for Night (LAN- e _ that makes it much easier to slip
TIRN) pods. Some of = below enemy radar coverage. All
the MLU updates 7 the available instruments and lar-
haven't even been pur- § = geling lools are explained in
chased by the U.S. Air ! detail in the sim’s manual.
Force yet (although Your F-16 is equipped with a
they're slated lo go
into some European F-
16s), so the virtual
fighter you fly will in

wilh oplions such as
enabling Raid Cluster
Resolution or adjusting
the radar scan azimuth,
The LANTIRN system not only gives you

FLIGHT PLAN The

some respects be bet: ¥ Mission Planner lets

ter equipped than the you:alter waypoints and

real thing, adjust wingman com- IS
The MFDs have mands before flight

seven modes: flight
information, weapons management, moving
map, radar, LANTIRN targeting, autopilot, and I

NIGHT RIDER The F-16's LANTIRN allows
you to fly night-attack missions.

aircraft fault status. The real F-16 has an over-
whelming number of radar modes, but IF-16

Target Release Date: September 1997
Developer: Digital Integration
Publisher: Interactive Magic

ga s

NEW. PANELING IF-16 simulates the MLU instrument package, whlch
includes color multi-function displays.

full complement of modern arma-
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T
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ments, including AIM-9 Sidewinder and AIM-
120 AMRAAM air-to-air missiles; laser-quided
and IR Maverick air-to-ground missiles; HARM
antiradar missiles; and general-purpose, retard-
ed, and laser-guided bombs. You'll also find
Durandel antirunway bombs, rocket pods, clus-
ter bombs, a mine dispenser, and an external
30mm cannen pod for those stressful days
when 20mm just isn't enough. Basically, if
there’s something you want to blow up, you
have the necessary equipment to do the job.
You have full contral of your weapons load, and
you can also adjust default salvo sizes for
bombs before laking off.

Cockpit viewing systems weren't complete in
the beta | tested. The current version has a vir-
lual cockpit, bul the exact implementation of a
padlock and fixed views remains to be seen.

Damage modeling is very good. While some
simpler sims display just a percentage of dam-
age, IF-16 models individual system failures.
Engine damage can result in a loss of thrust;
radar, ECM, and FLIR systems can be knocked

CGwW
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out; and even cockpit pressurization
can be lost (at which point you'll need
to descend below 12,000 feet or lose
consciousness). Even in its preliminary
form, flight modeling looks good, with
performance varying with different
weapons loads and al various allitudes.

CAMPAIGN PROMISES

The sim includes lhree scenarios, all of
which seem possible in today's political envi-
ronment: an Israeli-Syrian conflict, a Turkish-
Greek conilict over Cyprus, and a Norlh Korean
invasion of South Korea. In each area, you can
choose to fly single missions, or a nondynamic

campaign consisting of a series of scripted mis-

sions. In addition, there are training and inslanl-
action modes. Missions are varied, with a real-
istic mix of air-{o-air, close support, air-lo-
ground, and even reconnaissance scenarios.
While there's no way lo create your own mis-
sions from scratch—an unfortunate omission in
a sim with a canned campaign—you can use
the mission planner screen to alter your flight's
waypoints and actions on both ingress and
egress. In addition to setting their pre-takeoff

orders, you can give wingmen basic orders in
the air, including "Attack my larget,” “Help me,"
“Follow me," and “Resume flight plan.”

IF-16 promises both head-lo-head modem
play and 16-player network combat, although it
wasn't fully implemented in the version | tesled.
In head-to-head mode, you can fly cooperative
single missions or engage in a duel. Network
mode supports deathmatch, "every pilot for
himself" play, or a caplure-the-flag mode in
which your team must destroy the enemy’s
headquarters while protecting your own.

LAST YEAR'S FASHIONS

Although the very simply lextured polygons
in DI's earlier Hino made for speedy frame rates
on all but the slowest systems, some gamers
aren't willing to sacriice flash and dazzle for
gameplay. In order to make the game more

PREVIEWS

BN appealing to these players, DI updated the

graphics engine lo display much more
detailed texture maps.

Unfortunately, while these improved
graphics would have been impressive had
the game shipped in 1996 as planned,
they're only likely to seem average {o the
eye-candy crowd that's been spailed by the likes
of F-22 LigHtiing 11 or even Interactive Magic's
own IF-22. Frame rates in the beta were slug-
gish at the higher details on a P166, with the
DOS version outpacing the Windows 95 exe:
cutable. Of course, graphics speed is likely to
improve as the game is oplimized before ship-
ping. If the sim does seem too slow on your
system, you can decrease the lexture detail and
viewable distance to speed things up.

While IF-16 isn't a standard setter, it does
look like it's going to be an entertaining and
convincing simulation. More in the vein of
Aracte and Hip than DI's earlier Toanaoo, the
sim should appeal to fans of those helicopter
sims looking for faster action. It should also be
a lasty morsel for sim fans starving for F-16
action, who've been waiting for years for the
waiter to deliver Fatcon 4.0 to their tables. %
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Now you can go hand-to-hand with the enemy on a smoothly " B
rolling 3D landscape the way you've always imagined. The environment g zom— Y #7F
of Myth: The Fallen Lords i so real that every bloody limb, every scattered ~ Sl SR “‘Illf‘ ::' 5
sword, every unexploded charge tossed by a ground-rippling explosion A a7 S 4 g
remains a live element ready to be seized and sed by or against you. ' i i
Not limited to a simple overhead view, you'll rotate around the heads of your 3

BU’*KT a?'s E,. troops, follow the arc of a burning arrow and zoom in on the slaughter.
. 1 Get an eyeful of stunning detail: reflections in the water, lightning frying the enemy

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




B

But don't stare too long. Learn the art of war and the importance of
@ physics as youmove fast to seize the high ground where the archers have
[ qreater range and pyromaniac dwarves can shower targets with explosives.
Multiplayer games include classic scenarios like King of the Hill and
e ; (apture the Flag, and uniquely challenging variants like Assassin and
Steal the Bacon, even in teams! Play over the Internet for free using
bungie.net or turn your local network into your own personal war zone. =
So call 800-295-0060 or surf to www.bungie.com for the only Ve . Y0
strateqy game where “uphill battle” is more than a fiqure of speech. By Gl o
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DEATHTRAP DUNGEON

Target Release Date: September 1997
Developer: Eidos
Publisher: Eidos

Hack and Slash

]

Lara Lends Her Look to Eidos’ Upcoming Fantasy Dungeon Romp

by Elliott Chin

nlil Lara Croft came along
and gave us a peek at her
adventurous lifestyle in Toma
RaiDeR, Eidos was a relative
unknown, a merger of two
companies—Domark and US
Gold—that weren't always
synonymous with quality software. But the
third-person action-adventure in Tome RaDER
changed all that. Instantly, Eidos had a global
spokeswoman and a hil game. Toms Raiper
made people wake up to the potential at Eidos,
and il also rekindled developers’ lrust in third-
person 3D (lo be fair, the other greal third-per-
son game that sparked this renaissance was
Miyamoto's Mario 64).

At this year's E3, | saw more than a dozen
third-person games. Some were serious
aclion affairs, such as Toms RAIDER 2; others
were cutesy animal adventures like Croc;
while still others took the Tome RAIDER look
and gave il a fantasy twist. One of these was
none other than Eidos' very own DeatHTRAP
Dunaton, a game that was in development

FLASH ATTACK Is the amazon's outfit not ridiculous? Is the enemy admir-
ing her attack or her armor?

REX IN EFFECT The boss creatures in Deamirap are great. In addition to dragons and
Hydras, you'll face a T. rex so huge that its head dwarfs your character.

when parts of Eidos were still known as
Domark. Deatntrap Dungean shares much
with Toms Raioer, and Lhe resemblance is def-
initely more than skin deep.

DUNGEON HACK
DeatHTRAP DUNGEON
is a third-person action
game that plays through
10 levels of mazes, dun-
geons, and monster-
filled corridors.
Whereas Tons Raiper
had a healthy dose of
adventure elements o
keep you thinking,
DeartTrap is really a
hack-and-slash ride.
The game is played
from third-person view,
though there is a first-

person camera that lets you see things from
your character's sfandpoint. | found that the
first-person view wasn't very well implemented,
even though many times | wanted to be able to
use il lo get a better look at my surroundings.

You can play as one of two characters: a fully
armored, muscled warrior or a scantily clad ama-
zon. Now, | have fo take a time out to say how dis:
appointed | am in the depiction of the female
character. Her "armor” makes Lara’s outfit seem
prudish: All she has is a chain attached to her
nipples and a scaled thang. I'm no expert, but |
doubt that any sane warrior would march inlo
battle wearing nothing but metal butt floss. I'm
tired of seeing female heroes who look more like
sluts than warriors. Come on, Eidos, give the
amazon some real armor.

INSTRUMENTS OF DESTRUCTION
Since DearrTaap Dunaeon really is all about
slaughtering your way through monster-

CewW
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We Just Started Dating 3 Weeks Ago.
He Seemed So Happy

”““Il

What Went Wrong?

POtJ i AL

Find out at www.gopostal.com

Download the free mini demo on our website ox
call 1-888-797-5867 for a fully loaded demo disk (use the code
words “solitary confinement”). And yeah, there is a chaxge -
but dom’t go Postal - 1it's only § buclks.
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PREVIENS DEATHTRAP DUNGEON

never directly af me. As | said, though, |
played a beta, and I'm sure the monsters will
be a litlle more intelligent in the final version.

Speaking of monsters, here are lots of
them, both in terms of type and number.
You'll fight a gamut of fantasy mainstays:
nagas, orcs, mummies, and zombies, just (o
name a few. The level bosses are quite
impressive. The three-headed Hydra, a crea-
fure that fills the screen, atlacks by rearing
back its heads and spitting torrents of flame.
The purple dragon is likewise awe-inspiring,
gnashing at you with its toothy maw and
spewing fireballs in your direction.

FLYING PURPLE PEOPLE-EATER Here is the mon-
strous purple dragon. He isn't too smart now, but he'll
be a tough boss to beat in the final version.

FINAL THOUGHTS

This rough version of DEATHTRAP DUNGEON
lacks the polish and style of Tome Rainer, but
DesmvTrap will have mulliplayer and Direct3D
support—two things Tome Rainer sarely need-
ed. | wasn'l able to test the mulliplayer fea-
ture, but it should be good for modem and
network play. If the camera-angle problem
can be fixed, deathmatches could be fun.

The version | played was a good game. |
have a soft spot for fantasy games, so hacking

packed dungeons, you get a treasure trove

of nasly weapons al your disposal. There COME GET SOME DeariiTrae offers a third-person 3D away al orcs and dragons proved an ideal way
are close combat weapons, ranged fook like Towe Raies, but also has dynamic lighting and o spend my gaming hours. However, the levels
weapons, and spells. You have short Direct3D support. in this current version seem lo be sparsely

populated; they start with minimal aclion. |
hope there will be more action in the final ver-
sion. Also, the camera angle kept thwarting
me. | had no control over my third-person cam-
era; somelimes | would direct my character
around a corner without being able to see
what was there. The third time an ax came fly-
ing out of the corner before | could see it, |
gave up. After 1 cooled down, | went back in,
but the poor camera angles still made for
moments of frustration. If Eidos can create an
= o L R option for controlling the camera in third-per-
VISCERAL REWARDS ORC-KEBOB Weapons ahound in Deantrap, including son (as does Mario 64), then this game will

swords, long swords, axes, halberds, and
war hammers for bashing and slashing
enemies up close and personal. If you
want to play it safe and dispatch monsters
from a distance, you can pull out a blun-
derbuss, a primitive gun, or even a
medieval rocket launcher—Dbasically a giant
firecracker on a sling. Each spell has a dif-
ferent cosmetic look, but all basically pro-
duce the same resull: the annihilation of
the enemy in a shower of magical energy.

As you might expect in a hack-and-slash melee weapons and fantastic ranged weapons, such.as  Move up several notches on my playlist.
game of this type, you are rewarded for this medieval flamethrower Tome Rainer proved that Eidos can create a
every kill, Heads will fly off shoulders at the killer game. Now, they hope to repeat the suc-
strike of a sword, and legs will come cleanly In the version | played, the Al didn't seemto  cess with DeatiTrap Dungeon, a game with a
off the joint when met by a jagged ax. be implemented, so clowns would just rush up  similar look and gameplay, but with a fantasy
Surprisingly, though, there Is little blood. fo me, even after | had killed waves of their theme. Can they succeed? If they fix some
Perhaps it was because my bela version comrades. The Hydra and the purple dragon minor problems and the game gets the same
played only in low res, but the infrequent (the lalter is the final boss in the game) didn't polish as Lara Croit's maiden voyage, there is a
blood that would spurt from wounded enemies  even put up much of an intelligent fight, some-  good chance that Eidos could add another
was simply a small clump of red pixels. times spewing fire to either side of me but jewel to their crown.
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“Warlords” Al not only blows away the immediate

fantasy-based competition, but other strategic “For this gaming series, third
wargames as well.” ~PC Games Sinesa il ~PC e

[

wm_& gyt CN OF PERDES

%

“Warlords III pushes the envelope forward for turn-based games
— especially for internet play.” ~Computer Gaming World

Unique simultancous movement mode for up to 8 Test your strategies with more than 80 different  Struggle against compuier opponents w!losc Al
players in multiplayer games reveals cach players  animated creatures and warriors, plus countless  monitors your every teadency and plots elaborate
actions in real ime. spells, abilities and rewards over multiple terrains.  strategies against you and your allies.

Hordes of the Undead overrun the Selentine Empire, leaving utter devastation in their wake.
From the ashes, 2 powerful new reign of heroes arises to contend for power and build a new empire.
Arrayed against zombies, elementals and other unspeakables, you must arrange alliances, cast

horrific spells and lead your armies to victory... or be crushed beneath the enemy’s merciless heel.

www.WwARLDRDS3.COM
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A new perspective on 3D action from
the creators of Heretic and Hexen.
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I, Kill at Will.
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22 twisted enemies, each with unique combat
behavior, plus 21 bone-shredding weapons,

(L

o — T
20 non-linear territories: no set path; explore
different territories bef: ploting previous ones.

Zaners, Radioactive waste, Psychos with Gauss
Guns, Welcome to post-apeealyptic hell on Earth,
Your only chance to see tomorrow is to fight
your way into the Dome and steal the secrets of
survival. At least you've got one thing going
for you: unique overhead views that allow you
to see the entire 3D world and everyone in it.
So now you can blow away enemies whether
they are on a catwalk above or an the ground
below. But watch your back because death is all
around you. Coming this October for Windows™ 95,

Py, wed B b b1y b of
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Download demo at www.takenoprisoners.com
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THE MEEK SHALL INHERIT THE EARTH.
. ) » .. ‘
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. THIS ISN’T '

| EARTH.-
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Spectacular animation. Leaders of the fallen Yedda Empire
describe the events leading 1o their dowafall.

View more terrain. Place units in formation and monitor
strategic movement with the unigue zoom mode.

Centuries ago, in another world, a great
civilization crumbles. And in the ensuing
void, four former slave clans are set free
to battle for rule of the planet. Now
you command one of the alien clans
and create your own customized units
in a brutal struggle for power. In this
real-time strateqy game, the strong
survive. The meek die. Coming winter 1998.

www.warbreeds.com
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- THC ©NLY AQPL MR THL FUTURE
- LIES 3,700 YLARS IN THE FAST.

: THE JOURNEYMAN

! PROIECT™3 .
i Embark on an urgent time-travel mission and visit the lost worlds LEGACY }
of Shangri-La, El Dorado and Atlantis in a quest to save mankind. or— T"Vl S loma
Legacy of Time, a new CD-ROM adventure coming in December. = =

www.JourneymanProject3.com

1997 Broderbund Software, Ine. All rights reserved. The Journeyman Projeet is a trademark of Presto Studios, Presto Studios is a veglstered trademark of Presto Studios, Ine.
Legacy of Time and Red Orb Entertninment are trndemarks of Broderbund Software, Inc.
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A whole new world

of gaming.

a division of Brederbund Software, Inc.

www.redorb.com

21997 Broderbund Soltware, Inc, All rights reserved. Red Orb Entertainment is a trademark of Broderbund Software, Inc
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REIGN OF HERDES

The epic fantasy game of strategy and conquest
from S5G." Now available.

RIVEN"

THE SEQUEL TO MYST*

The eagerly awailed follow-up to the all-time
hest seller from Cyan." Coming this fall.

"y THi
e

A new overhead perspective on 3D action
in a post-nuclear world from Raven® Software.
Coming this October.

WARBR3EDS'

A real-time strategy game of genetic
conquest where only the strongest survive.
Coming winter 1998.

RACYMAN

TLEGACY
r TIML.

The next thrilling installment in the
highly acclaimed time-travel adventure series
from Presto* Studios. Coming this winter.
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CGW Gives You All the Top-Secret Info on the

Removing my trenchcoat,
I sat down at the P’C and
clicked on the .WAYV file icon.

“Good morning, Mr. Atkin. Your mission,
should you choose to aceept it, is fo infiltrate
the Electronic Entertainment Expo, also
known as E3. Go behind the scenes, enter
the back rooms, and tag along closely behind
key develop parties v n and lips
begin to loosen. You must bring back the
scoop on what's in store for gamers this fall
and beyond. As always, should you or any of

your CGW force be capiured or killed, your
superiors will disavow any knowledge of your
exislence. Good luck, Denny. This hard drive
will format in five seconds.”

Johnny's assignments were always a
mixed bag. Certainly, we had an exciling
mission ahead of us but, as my drive start-
ed grinding away, | steeled myself to install
Windows 95 yel again.

SEPTEMBER 1297

| gathered the team and made plans to
go lo Atlanta. If anyone could pull it off, it
was this group. Agent Chin, action and
slraleqy expert, had the youthful energy to
check out the more than 50 real-time
strategy games on display in only three
days. Agenl Green, master of vocal dis-
quise, could slip into adventure/RPG and
sports presentations unnoticed. Agent
Salvalor, the hardware expert and under-
cover mole, would dig into cases and see
what gamers would expecl in next year's
game rigs. Agent Panther, our operative
from MI5, could ferret out even the most
puzzling games. Our mullimedia expert,
Operative Anderson, would seek the demos



New Games for Fall—Nohody Does It Better

that would show the real truth. General
Coleman would gather military intelligence.
I'd provide air coverage, and the infamous
Mr. Wilson would be out front, using his fame
and wit to distract the crowds while the rest
of the team worked its magic.

Upon our arrival at the show, we found
that our mission was going to be so easy that
it would be difficull. Thal is, the number of
enticing games on which to gather information
seemed to be at an all-time high. Although
there were few standouls, for once there were
also very few obvious dogs. Instead, dozens of
quality games were in the works. It was going
lo be an interesting show, and an interesting
year ahead for CGIY readers.

The Irends were easy o pick out. A large
percentage of games were being shown on 3D
cards, especially 3Dfx cards. Games with multi
player support were abundant, some of which
even had a good balance of single- and multi-
player fealures. First-person action, real-ime
strateqgy, and simulations were the genres of
choice, far oulnumbering the rest. And people
were still trying to determine the formula for
making money from Internet gamers.

The usual company shifts had occurred
as well. Activision, a company seemingly fad-
ing away only two E3s ago, had a huge booth
that was packed with allendees and a life-size
giant robot. Eidos Interactive, a bit player in its
days as Domark, stole the show wilh ils Lara

SEPTEMBER 1037

Croft look-alikes, 3D sims, and action games.
And MicroProse, a company that's had a
rough few years, hit the show with its strongest
lineup since its heyday in the late 1980s.

In all, it was a successful informafion grab.
The folders that follow provide the vitals on
more than 100 of the hottest titles shipping in
coming months. The only possible gaps in our
data are the ETAs. Previous missions have
shown that even our most informed sources
are sometimes too optimistic, and a game
planned to ship in November is just as likely to
be available just in time for spring break.

The intelligence that follows is broken
down by genre. This magazine will biadegrade
in 73 years. —Denny Atkin




-D animation.

-spraying adventure enhanced
3

ic Production: A staggering 100,000-plus screens
with 25 grisly minutes of full-motion,

and 120 hours of blood

Ep

each with a unique

rimming with 170 horrifying

B

.

enemies and 21 demented spells

bloody graphic.

Gory Combat Action

Inc. Blood

Omen: Legacy of Kain
of their

Dynamics, Ine.
Distributed by
Activision under license,

propertics
respective owners.

© 1996, 1997 Crystal
All other trademarks

Activision is a
registered trademark of
and Crystal Dynamies

are trademarks of
Crystal Dynamics, Inc.
Al rights reserved.
and trade names are

~Activision,
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You were once an innocent man. But having been
brutally slain and banished to Hell has put a bad
taste in your mouth... You are Kain — damned to
the savage existence of a vampire for all eternity.
Revenge consumes you as you journey through the
depraved lands of Nosgoth in search of your
murderers. Quench your desire for vengeance with
the blood of innocents in real-time. Morph into
Wollf, Bat, Vampire or Mist to slaughter those who

stand between you and those who wronged you.

Revenge...nothing is sweeter than the

blood of your enemies.

BLOOID OMEN

Vampire Bloodfest: Drink the blood of your victims,

: _ OF
CRYSTAL \{\ "
then morph into one of four sinister forms to escape

— vampire, wolf, bat or mist. Epic RPG for the PC. Coming this Fall.
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QUAKE 11

.
-

SNEAK PREVIEW

E3 REPORT

The Big One

Target'Release Date: November 1997

QUAKE 1

Developer: id Software

T \|_Publisher: id Software

Id Strikes Back With Wha Could Be lts Best Game Yet

by Elliott Chin and V. Long

his year, we scoured the E3
show floors with a mission:
to strip away the chaff and
find the best upcoming
games to feed your gaming
hunger for fall. What we
found was a bevy of fantastic-
laoking games spread throughout the
genres, but the game we kept coming back
io—the PC game with (e biggest crowds at
ihe show—was id's QUAKE I(, Without a
doubt. it was the Game of the Show.

From all indications, both from the E3
demo we played and from falks with the id
designers, Quake Il wil push he envelope
of immersion light years beyond Quake,
exceeding all our gxpectations. True, the
single-player expectations might have been
low to begin with, but we're confident that
id's latest masterpiece Wil be so good that
it will restore the company’s prominence in
both technology and gameplay.

ONCE MORE INTO THE BREACH...
Quake I, in contrast to QUAKE, has @
tighter plot and story-driven missions. Kevin

Cloud. Quage Il's project leader, describes
{he plot as an aliens vs. hurmans affair:
“Earth is at war with an alien race. We have
peen beaten down for years, and now it's
time to launch a counterstrike

[against the aliens’ plan-

t]. Unfortunately.
the alien race
has a large plan-

elary defense enemy in
system that pre- G ame Of th e Sh ow sight, are
vents us from sending designed to fit the

in any large attack ships. Qur

sirategy is to send in {housands of one-man

pods in the desperate hope that some will

CcCewW

Quake II from id
Without a doubt...the eev

get through. As your pod crashes onto ihe
planet your adventure begins.”

The game isn't broken into episodes,
but rather into three chapters that chroni:
cle your attempt 10 disable the alien
defense system. Chapler one involves
eliminating the security grid that protects
the industrial defense complex; chapler
two deals with destroying the defense gys-
tem: and chapter threg i the final show:
down with the alien DOSSES.

REAL WORLDS, REAL LEVELS
The levels, far from being
linear marathon
sessions (0
eradicate

chapters. There are approx

imately 28-30 levels, categorized into

nunits” consisting of 1-6 |evels (although

SEPTEMBER 1997

MOVE ALONG Getting through this sub-
way is an intrguing puzzle. How do you
sneak into the tube without getting fried
Py the electric rail? The answer might lie
in the power station level's control room.

most units have only 3 or 4). All lev-
els within a unif will be connected, SO
you can travel pack and forth between
the unit's levels.

Whal's most compeling is thal you'll
have to travel between levels Lo solve cer
fain puzzles, such as deactivating power
grids and unlocking doors, To guide you
through the puzzles; there may bea
portable compuler that pops up to pravide
in-game hints. Among the different units
are an abandoned base, & warehouse, a
detention center, @ security complex, a
mine, a factory, @ power station, a hanger,
and a fah. These areas will be more func:
ional than those in QUAKE, meaning that a
hangar will fook like & hangar, complete
with aircraft in storage, and a detention
center will have cells and guard stations,

1d is also going for-a unified look in
Quaxe Il. Gone are the schizophrenic levels
fypical of QUAKE. \We're on an alien planet
now, and everything will be mechanical,



SmartMonsters Duck

Id is improving their monsters' Al to provide a
greater challenge. Certain monsters, such ag the
Gunner; will duck when fired upon. Some will be
able to use the same weapons as you, gnd some
won't stop chasing you. The Berserker, in particu-
lar, is as fast as you, and will hunt you down
throughout the level. They'll track you dawn by

i i in the
i sound. Even if they can’t see you in
) darkness,

they'll find
you if you make noise.
That also means you
can hide from a mon-
ster if you keep still.
That's in contrast to
Quake, where the mon-
sters had an omniscient
awareness of you.

The second weapon is
an uzi-like machine gun,
Firing it on full-auto makes
the muzzle climb skyward,
causing your shots to go
high, Accordingly, you
need to compensate by

pushing your aim down,
The third weapon is

technological, and futuristic. Quake Il s every
bit as dark and moody as Quake, but the
look-is much more consistent, both internal-
Iy and with respect to the story,

the shotgun, which now looks fike a
fuluristic bullpup streelsweeper. You see your
hands pump the gun to chamber the next
shell and, yes, (he magazine drum actually
spins as the shell Qets chambered,

The fourth weapon is a Dooy favorite: the

MORE GORE faster the six barrels spin. At top speed, the

Quake Il will have story, consistency, ang barrels glow white ang Spew a blistering 2,400
well-designed missions, but what about rounds per minute. |d plans to reduce the
destruction and mayhem? At E3, five Weapons cyclic rate in the final version, though,

The most impressive Weapon included at the
show was the rail qun. It fires a high-powered pro-
Jectie that trals a spiral of transparent blue light
behind it, which slowly fades away (like in the
movie Fraser). The Projectile is so powerful that it

{ chain gun. The longer you fire at full-auto, the

viere.working. Quake Il has no melee weapon:
A laser-spilting blaster wil take the axe’s place
/ as defaull weapon, The blaster has unfimiteqd
|

ammo, but if you shoot it tog quickly, it won't
cause as much damage on successive shots,

stopping only
 whenit hils a
i vall.

These
weapons arg
only the
beginning of
Quake I's

RAIL AWAY This is the rail gun,
one of Quake [I's more impres-
sive weapons. Natice the faint
spiral of blue light,

SEPTEMBER 1537

|
|

arsenal. There will be a black

8 hole generator, called the disin-

legrator, that shoots out 2 black

8 hole that casts dynamic dark. |

i ness, which is essentially

dynamic lighting in reverse

Targets hit by the disintegrator

il fade in and out: successive

hits will make them disappear i

forever. No word yet on how it~ |

will work in DeathMatch, /

There will also be a grenade launcher -~ |

and a rockel launcher, just as in Quake. }'
|

Though “rocket jumping” was an accidenl in
Quake, id is keeping it for Quake . There are
also plans to include pipe bombs or proximi- -
ty mines, as in Duke angd Scounee oF
ARMAGON. Quake II's BFG is still undecided:
Quake 11 will have a new inventory system
0 organize the collected weapons and items.
You can slick with the default configuration or
define your own keys for each item. Multiple
copies of an item can be picked up and
dropped. In DeathMatch, if yoy already have a ]
rocket launcher, you can pick up a second one |
and give it to a teammate. /
[

CREATURE FEATURES |
We saw four monsters in the E3 version |
of the game, all half-organic and haf-
machine. There was the standarg Infantry ||
grunt who employed a blaster, and g sleeker |
and taller cyborg called the Gunner. When
he fired, his right forearm split into three
Plates thal pulled back to EXpOSe a blazing |
three-barrel chain aun. The most intimidat-
ing monster was the 0gre-sized robotic Tank.
It had four attacks: 2 laser gun and maching
gun on either hand. a rotating rocket launch-
ér mounted on his right shoulder, and a fist
altack. When it's in melee range or under I
duress, the Tank wil hammer the ground
with his fist, creating a small earthquake that l
will shale the floor ang cause major dam-
age. The last monster we saw was a cyborg
lorso mounted on a pair of mech-lype legs.
There are more monsters planned for Quake
I than were in Quake, including a medic who /
can heal the other monsters
Not only are the monsters betterdooking than |
lhose in Qua, they behave more realistically |
There are realistic animations for each monser ’
when il gets altacked. The animation is so flyig J
|




| thatthe monsters seem alive. It was greal 10 56€

\ the Gunner grab his left side, drop to one knee
and break his fall with his left arm when-shol.
When the Tank was shat, his head snapped
back, and when it came pack up, it was bloody

l and-—even cooler—it was missing flesh.

Inceed, if you keep shooting at @ monster,

L= will start to bleed, sport bullet holes, and

| then grimace. All the monslers show different

\ levels of damage. This not only adds o the
realism of the game, but it also gives you a

\ visual cue for how damaged an enemy is.

| When a Gunner starts 10 grimace and bleed

l as bullet holes ventilate his flesh, you know

l\ he ism't long for this world.

|

ENGINE UPDATES

The engine is also undergoing an : ;

extreme upgrade. There are {ransparencies BLACK LIGHT Here is a look at some the

(in the water and in specia effects such as the rail ~  slippery Of rough. There are rolaling brushes enhanced fighting for QuAKE 1. QUA's dark
qun); glass and certain other lems can be bro- for spinning hallways, rotating doors, and more moodiness is maintained, but the look wil be

\ ken: and there will be new physics, so that when @ flexible and realistic gnviranments. more consistent, :

) monster is hit by a rail gun, you'll see him There is also ambient sound for each type of

: explode away from you in a shower of chunks, not o0, and much of the music is done by the the end cut-scenes in the QuUAKE mission
justin an omnidirectional shower as in QUAKE. same people who put together the Methods of packs. Carmack hopes lo incorporate in-game
You'll also be able to push monsters and objects. Destruction CO (their Web site is Www. “movies” at critical junctures in the story (like

Gamers and monsters are now ableto c\ther—age.cnqucdmain.hhnl], Designer when your squadmales get overrun by the

duck, crouch, and crawl. The sky can now John Carmack is working 10 implement sound aliens) for  totally {mmersive experience.
nave orbiting objects (this is key in the space radiosily for a more realistic feel. Quake Il may (Quewe Nl also uses an updated version of the
sfation levels). Surface allributes can be speci- - Bven support the new 3D sound cards. QUAKEWORLD multipiayer code, meaning there wil be
fied, so a particular patch of ground can be The engine should also allow id to place support for 32-player modem, LAN, and Internet

demos within the game, in similar fashion o DeathMaiches, and a Neiscape plugAn for joining
QuAKE Servers via Navigator Added to all this, QuakE
[Lis Win 85 only.

Also, lhere is-a female character in |
Quake 11, We don't know the details at this ‘l
point, except that il wants to depict heras 2
combat-ready soldier, not an obscenely pro-
portioned bimbo.

With all these improvements, its no
longer possible to dismiss id as the has-
been of action gaming. Ask most anyone
who was at the show what they thought
was the most impressive game, and they'll
utter an emphatic *QUAKE 11" Witk a real
plot; logically grouped and story-driven lev:
els: single-player puzzles, more realistically
rendered, animated, and thinking monsters;
and a 3D engine thal is second 1o none, id's

next game could very well be their-bes!

TANKS A LOT The mammoth Tank here is firing

the machine gun, one of his four ﬁeapcns. Id

| & ; 8 has now added hands to the weapons for a

S & more immersive feel. =7
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Briefing: In our undercover hunt for the
hottest games at E3, the most surprising
discovery was the QUAKE Il file. Id, very
mindful of the criticisms leveled al QUAKE,
is trying to make this version a hetter sin-
gle-player game. Carmack and company
are also attempting to make this a true
sequel, unlike Doom Il which was an
expansion, at best.

Graphically, the game is a drastic
enhancement over Quake. There are better :
lighting effects, more animations for the mons_tem, amazing
special effects, and all-around improved graphics.

All the monsters in Quaxe |l are new, as are the weapons
and levels. Nothing remains from Quake. The game is also more
mission-based. Rather than having linear levels, as in QUAKE,
where the object was to simply run full4ilt through a Ie~l.rel and
blast everything in sight, QUAKE II's tevels are more flexible. You
can go back and forth between levels, so you can_1ea\re a level—
even if you haven't finished it—and go back later if you want o

clear it out or look for an item.

ACTION

Quake |l has the QuakeWorLD multiplayer code, which allows
for 32 player DeathMatches and modem, serial: LAN, and
Internet play. It also has builtin support for joining QUAKE
servers via your Web browser.

For more on Quake II's amazing new graphics, effects, and
all-new monsters, levels, and weapons, check out our Game of
the Show preview for an in-depth first look from E3.

Contact: id SoftwarelActivision, (310) 255-2000,
www.activision.com
ETA: October ‘97

DOSSIER ONE

SRR HEXEN 11

Briefing: HaLr-LiFe was a surprising gem at this year's E3. It is Briefing: Hexen Il is an amazing game, with beautiful graphics and
lhe debut game from Valve, a startup company whose members environments that appear as real-life as you can get. In this continu-
have worked on Duke Nuxken 30 and Quake mods, HALF-LiFe uses ation of the Hexen saga, you can play as Necromancer, Assassin,
the enhanced Quake engine, which, combined with Valve's own Crusader, or Paladin as you try to conquer or destroy the evil ser-
enhancements, gives il a beautiful look, on a par with Sm. penl rider Eidolos.
The game hoasts real-world environments and an exception: You'll travel to four
al Al. In one of the game's rooms in the E3 demo, we saw a sci- different worlds, _
entist and security quard having an argument. During the game, with levels arranged
eavesdropping on such conversalions provides you with valuable in hubs, as in previ- |
information. More characters populate the world in order to simu- ous Hexen games.
late a more realistic environment. Except for a few restricted The game features
; areas, HaLr-LIFE's game such graphic
world is also free-roam- improvements as
ing, rather than broken lransparent mon-
into linear levels. sters, stained glass ¥
? Have-Lire's Al is windows, and a host of other enhancements that all the Quake-
4 impressive. In one based games share, such as rofating brushes. Breakable objecls are
demo, we saw a four- also abundant in Hexen II; everything from windows to barrels to
§'| man comma ndo squad carts {o grazing sheep can be largeted and destroyed. In some
employ surround tac- cases, clues and objects might be hidden behind bookcases or in
tics to trap our player. vases. With its amazing graphics, incredibly gory weapons, highly
e e @ When one commando interaclive environments, and requisite Quake mulliplayer support,
was hit, he cried for a medic and ducked behind some crates Hexen 1 looks ready to possess the rabid spirits of action gamers
for cover. Watch for a full preview in an upcoming issue of this fall. For a more in-depth preview, check out our June 1997
Computer Gaming World. Quaxe Killers issue,
Contact: Sierra Online, (800) 757-7707, www.sierra.com Contact: Activision, (310) 255-2000, www.activision.com
ETA: November '97 ETA: September '97
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SIN

Briefing: Ritual
Entertainment, formerly
known as Hipnotic, explod-
ed onto the gaming scene
several months ago with
the release of the Quake
Mission Pack No. 1:
SCOURGE OF ARMAGON. Il
added obvious improvements to the Quake theme, such as more !raps
and belter level design, and subtle enhancements such as dynamic
bullet holes in walls, great new weapons, and beller Al. Now, Ritual is
licensing the enhanced Quake engine to create its own game: Sim.
Ritual is making its own enhancements to the Quake engine, including
16-bit lighting, that make Si look every bit as good as Quaxe Il. Also,
Sin is designed along mission, rather than level, lines. Thal means
you are given goals that require you to traverse several levels before
completion. The slory behind S has you tangling with an evil corpo-
rate tycoon named Alexis Sinclair. You also have a hacker sidekick
who tags along and provides you with clues on your missions. If
ARMAGON is any indication, S could be a must-have action hit. Stay
tuned for a full preview in an upcoming issue of CGW.

Contact: Activision, (310) 255-2000, www.activision.com

ETA: Q1'98

JEDI KNIGHT

Briefing: Our agents report that UnreaL is indeed close to comple-
lion. The engine is running smoothly, with great animation for the
monsters, impressive lighting effects, and transparencies in stained-
glass windows and murky water. The game looks good, but Is as dark
and moody as Quake was. As eilher a female or male characler, you
start out imprisoned on a slave ship. After escaping, you travel to lev-
els that range from the innards of derelict space ships to alien cloud
cities to mine shafts.

Epic plans to implement multiple puzzles and a variety of cool
weapons. The best weapon in UNReaL's [3 arsenal is a lwo- prunged
weapon that R
fires a spinning
blade that can
be guided with
a flick of the
mouse.

UNREAL'S
game editor is
perhaps the
game's coolest
fealure. The edi-
tor will ship with
the game, and is an object-oriented edilor that gives you the ability to
create the same caliber of levels as the UnreaL designers.
Unfortunately, only the shareware editor will be released with the
game. The full UnreaL editor will retail separately.

Contact: GT Interactive, (212) 726-6500, www.gtinteractive.com
ETA: Fall '97

Briefing: This game was
one of the highlights of last
year's show, with 3D sup-
port and graphics that sur-
passed lhe unaccelerated
Quake. Unfortunately, this
year, JEoi KnichT sporls (hat
same engine, which means
its graphics have now been surpassed by 3D-accelerated UnreaL,
Quake 11, and the other Quake-based games. However, between this
year and last, LucasArls has been improving gameplay and finalizing
the code, as well as implementing Internet play. As a Jedi in training,
you play through levels as they are unveiled through cut-scenes. You
face such familiar enemies as Storm Troopers and Gamorran nig
guards, and you can employ various Sfar Wars weapons, including
the ultimate weapon: the lightsaber. Plus, up to 12 Force powers are
available, which range from invisibility to superspeed to Darth Vader's
infamous choke. Jeor Kuickt comes wilh Internet play, in addition 1o
the standard multiplayer oplions. The game can be played in either
first- or third-person view, and in third-person the breadth of animation
is extensive, with animation for everything—including looking up,
side-strafing, and sideways swimming.

Contact: LucasArs, (800) 9858227, www.lucasarts.com

ETA: Seplember 97

TRESPASSER

Briefing: Dreamworks is reviving Site B as the backdrop lo their
Jurassic Park-based action/adventure title. Steven Spielberg himself
heralds
TRESPASSER a3
the digital
sequel to The
Lost World.
You are
siranded on
Site B (the
island where
all Ham-
mond's dinos
are bred), and your goal is to get off the island. In the process, you'll
face many dinosaurs and real-world puzzles and environments. You
only have whal is available on lhe island to fend off the saurian men-
aces. But everything in the environnienl is available, just as in real-life.
You can break off a branch from a tree for a club or roll a barrel down
a hill to stop a chasing raptor. Dinosaurs act (and react) with intelli-
gence, which means you might not have to fight them if you can out:
wit them. TresPasSER promises to deliver notl only a visceral gaming
experience, but also the mosl realistic environment of any game
world, where thinking and observing are every bit as important as
playing. For a full preview, read our March 1997 CGW cover slory.
Contact: Dreamworks Interactive, (310) 234-7000,
www.dreamworksgames.com

ETA: Winter '97-'98
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£ IADDITIONAL INTELLIGENCE

DAIKATANA

Briefing: Daiamana's gameplay is story-driven, with
puzzles and interactive environments, as well as dia-
logue (courtesy of your two fraveling companions,
Mikiko Ebihara and Superfly Johnson). You play Hiro
Miyamoto, a Japanese sword-swinger who wields a & consider Twinsen's action of advemurc_(it
myslical daikatana that has time-raveling properties [ ; 0 has heavy elements-of both); it is an undeni:
and a host of combat abilities. The game is split into four emsodes crcssmg iuur l|me pen ably fun game: Yot -'bunvarse with'a variety

Tonnsen's Dovssey Twise's is the
sequel to ReLenTLESS, the 3D gctionfadven:

' ture from Adeling that was CGIW's 1994
: advemure game. of the year. Whether you

ods: far future, ancient Greece, Middle Ages, and near future. Each time period has its own . of chiardcters‘and jump and fight your. way +
distinct look, monsters, weapons, and level design. There is an experience system of sorls 3. ‘?through' dozens of levels In this Mario- esque
in the game, as your abilities with the daikatana will increase the more you use the sword. 4 platformer. See our June 199? rssue for

You are also awarded experience points as you advance in the game, which can be distrib- .8 lull preview.
uted across various abilities, such as speed and strength. Designer John Romero hopes to '
make this the best single-player experience vet in an action game, but he also is deter-
mined to bring innovation o the multiplayer arena. For more on Dakarana, read our June
1997 Quake Killers issue.

Contact: Eidos, (415) 547-1200, www.eidosinteractive.com

ETA: November '97

TOMB RAIDER 2

Briefing: Lara Croft is back for her second
adventure in Toms Raioer 2. This time, she
is after the Dagger of Xian, a Chinese arti-
fact that will bestow the “power of the
Dragon” onto any who plunge the blade

Twinsen's Opovsey

_Croc Fox Entertainment's 30 platiorm:
game Croc is nearly identical to Nintendo's
masterpiece:Mari0:64:/As a fovable little - -
crocodile; you waddle, jump, and tail- slap

into their heart. To retrieve this artifact, Lara your way thratigh 50 levels, faclng puzzles,
has to battle Tibetan monks, the Chinese : {raps, and monisters in a variety of téfrain.
emperor's guards, and the cult members of Fiama Nera, who worship the dagger. :~You negd a 3D card to savor this game's

There are more human opponents in Tome Raioer 2, rather than animals, as was the i mostsumptuous graphics. -
case in Toms Raier, The new game fealures ouldoor seltings, including Tibel, the Great - JFIRsy cunmt.'r FiRsT:CONffACT 15 @ game ' 4
Wall of China, and the city of Venice. The changes to the game's look are mostly cosmetic, 558 lha[ Trekkles -and action fans will want to play.
since the engine stays the same. Lara now sporls different clothes depending on her locale: &8 icroR ting out,the game, which is
acoat in Tibet and a wetsuit in the underwater levels. She also has new weapons, new 1 based af the-movie-and Uses the Ungear
moves, and all new levels through which to traipse. . engie. As a more action-oriented game (@s
Contact: Eidos, (415) 547-1200, www.eidosinteractive.com | opposed'to Geneaamions, the adventure

ETA: November '97 + +.game), youhave to retake the Enterprise E

after it's been hoarded by the Borg.
INTERSTATE ’'77

SHADOWS OF THE EMPIRE SHADOYS, 2 -

. Ninlendo 64 title-artiving:this fall on me PC, 7+
Briefing: Taurus is on the road again in Activision's - has nearly a dozen: levels of varying.game-
upcoming InTeRsTATE ‘77, “an epilogue” (o INTERSTATE b+ play that run the gamut from:Doowstyle: =
'76. The engine remains the same, but the premise g shooting torail sequences to snowspesder
and storyline are different. In the aftermath of I-'786, _3- shoot-'em-up action. It requues a:3D accel-
the U.S. economy is still in ruins, and a Vietnam vet . erdlor to play biithas gorgeotis graphu,s
named The General is pushing fo instigate World :
War Il by using Mexico's illegal oil smuggling as an

i1 equalto the 64 version,
I:lnnwuau: ABE’s I!lnnvses Age's

excuse. As Taurus, you'll have to thwart The General and end the illegal oil trafficking. k. ,Oamssa shoulrj turn side-scralling on ils
Improvements in the game include faster frame rate, incremental saves (to allow you lo save  SEEIICEG with a htghiy imaginative story, charac-
al any lime), and Direct3D support for all major 3D cards. There are also new cars and new  SERMGIEIEGHENGHEVA GRS R LRI
weapons. The new multiplayer maps also include several all-racing maps for those who négé‘l‘iates a Vivid'3D envirenment filled +.--
would rather match speed than quns. I-'77 will ship at a low price-point, like an expansion 3 with‘nasties using audio'queuies-and the
set, but won't require you to own InTERSTATE '76. : power of pnsseasmn ‘The game fealures i
Contact: Activision, (310) 255-2000, www.activision.com ' beauln‘ul art and animatlon, and it shoufd

ETA: Fall '97 £+ appealfoa vatigly of players.
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It takes more than a team of computer engineers to create

the ultimate flight simulator. It takes a sense of childlike

v wonder, forever gazing skyward, to

@ 113 go beyond mere flight re-creation

and capture the magic of flight itself. Never before has

a single flight simulator captured this experience so

ductory Cessna 172 Skyhawk

0';_1.!:!15@!1'5’!1!19;5:QI_"_tIT;I'ES'_ || to the dual-throttled thrill of

e Enuumgommn HULTNGINE ARCRAF
SSGNMENTS  [Z] UVE ONAINE AP DSPLAY

a Citation Jet. At the other end

of the runway are 29 photo-




realistic cities and over 3,000 airports, each rendered in '

afforded such faithful geographic

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

rendered with lifelike realism. You’ll hear from Air Traffic

Control and other pilots, and learn to navigate the sky with
the close company of other planes. Then, upon touchdown,
debrief and compare your performance to over 30 full-motion

training videos. This is Sierra Pro Pilot: The Complete Flight

Simulator. Both a statement of what a flight sim should be

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

WWW.sierra.com

© 1997 Sierro On-Line, Inc. All rights reserved. @ and ™ designate trademarks of, or licensed 1o Sierra On-Ling, Inc.
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Briefing: The pretenders come and go, Byt

nobody makes graphic adventure games ik
!_ucasArls. Now, just in time to revive the gam\ (8
Ing world's most troubled genre, LucasAris is B
back with THe Curse oF Monkey IsLanp, their
first adventure game since 1995's Fuly
THROTTLE, This, the third installment of the
classic Monkey IsLan series (Iast visited in
1892), puls you once again in the role of
mild-mannered pirate Guybrush Threepwood,
\-.tho must remove a curse from Elaine Marley, :
h_is true love, and save her from the clutches of the evil ghost
pirate LeChuck. Though Ron Gilbert, designer of the first two
games, is gone, Curst Is in the able hands of longtime

LucasArts developers Jonathan Ackley and Larry Ahern, who

mnsl recently worked on The Dic and FuLL THROTTLE, rer:pec-

lively. Based on what we've seen so fiar, THe CURSE oF Monkey

ISt Tooks like it will deliver everything we've come to

expt_acl from a LucasArts adventure: outstanding animation (in

glorious 2D), clever story-based puzzles, great voice work

(including some from former child-star Gary Coleman), and
of course, hilarious dialogue. While most games’ branching‘
qonv_ersation lrees tend to be exercises in torture, conversa-
tion is always the highlight of LucasAris adventures, and THe
CURSE OF MONKEY ISLAND will be no exception. If you're as -
bummed as we are about the current slate of adventure
games, cheer up: This promises o be a greal one,

Contact: LucasArts (800) 985-8227, www.lucasarts.com
ETA: Fall '97

STAR TREK: SECRET OF

Briefing: Fans of the original Star frek will be thrilled lo
know that not only are Kirk, Spock, and the rest of the crew
coming back for seven more episodes—in the form of a
graphic adventure
game—Dbut the sto-
ries are aclually
being penned by
D.C. Fontana, the
writer of a number
of classic Trek
episodes. Sel in the
23rd century,
SECRET OF VuLcan
Fury centers around
a Vulcan-Romulan
reunification, with each episode focusing on (and allowing
you to play) a different member of the crew: Kirk, Spock,
McCay, Sulu (whom you play twice), Chekov, and Scotly. The
game will be completely 3D-rendered (no video), with voice-
acting from all of the original cast. This is an opportunity, in
the words of one of the game’s designers, for Fontana to
“write the episodes she never got to write” for the TV show.
For Trekkers, it sounds too good to be true. Here's hoping (hat
Interplay can pull it off.

Contact: Interplay (714) 553-6655, www.interplay.com

ETA: Classified

LORD

WARCRAFT ADVENTURES:

Briefing: They've conquered the strategy and RPG genres, and
now the Blizzard wunderkinds are taking on adventure games in
their newest title—and only a fool would bet against them. As most
gamers know by now, WARCRAFT ADVENTURES: LORD OF THE CLanS con-
tinues the story of the epic clash between orcs and humans, as told
in the Warcrar strategy games. But Cuans shifts the batlle to an
adventure game selling. The game picks up where WarcrarT II:
Bevonp tie Dark PortaL lelt off (on the human side), with the orcs
completely beaten down. You play the part of Thrall, a young orc
slave who must escape his human captors, reunite the scattered
orcish clans, and
lead them once
maore fo triumph.
Featuring classic
LucasArts-inspired
2D animation and
professional voice
lalent, LoRD OF THE
Cuans promises 1o
flesh out the world
of Azeroth in a
way a strategy
game couldn't have done. It's a bold move by Blizzard—and we
can't wail o see il

Contact: Blizzard (310) 793-0600, www.hlizzard.com

ETA: Christmas '97
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BLADE RUNNER

Briefing: The movie is 15 years old, and the game has
been in development for a while, bul now it looks as
though Westwood is finally making some serious
progress on Buape Runner—which was the most stun-
ning-looking adventure game we previewed al E3. Setin
Los Angeles in 2019, Buape Runner puts you in the role of S g .
a blade runner named Ray McCoy (not Harrison Ford's characler), who's altemplmg {o deal with a
mysterious upsurge of replicants. Whether to kill the replicants or help extend their lifespan is just
one of the many choices you'll make throughout the game. Characters are randomly assigned as
human or replicant every time you play, meaning the game won'’t play the same way twice—a rarity
for an adventure game. Like the film, though, the highlight of the game, at least from whal we saw
at this point, is its amazing visual look. The awesome 30 graphics, replete with realistic lighting and
environmental effects like smoke and steam, perfectly recreate the film's futuristic, noirish loak.
Contact: Westwood Sludios (702) 228-4040, www.westwood.com

ETA: November '97

ZORK GRAND INQUISITOR

Briefing: Aclivision’s latest entry in the long-running
Zonx saga has the makings of being the best since
Ihe series’ conversion from lext to graphic adven-
lures earlier this decade. While ReTun 10 Zonk was
just too goofy, and Zork NemESIS was averly Serious,
Zorx Granp Inouisitor may hit just the right balance,
as the development team tries to recapture the essence of what made the old text adventures
so greal: brain-wrenching puzzles coupled with a comic, yet engrossing, story. Zork Granp
Inouisior returns you to the Great Underground Empire in the year 1067, where you find that
an evil dude calling himself the “Grand Inquisitor” has taken over and banished the practice of
magic. You'll need fo travel back in time, along with the Dungeon Master (now imprisoned in a
lantern) lo sites from previous Zonk games to recaver legendary treasures that will help reslore
magic to the land. With superb graphics, a new spellbook, and a strong lie-in to previous
games, Zorx Granp Inauisitor should appeal to old and new fans alike. The best news is that
this is just the first in a projected trilogy of games. Long live the Great Underground Empire! P
Contact: Aclivision (310) 255-2712, www.activision.com - Lovedtor: .-Mvsr :s a computer

ETA: Fall'97 L gam 0o "we a?ung With- = = %

STARSHIP TITANIC

Briefing: After making a couple of classic text adventures for Infocom in the early 1980s, world-
class author Douglas Adams hitchhiked straight out of the computer gaming galaxy, seemingly for
good. At long last, he's resurfaced—and nol a minute too soon. Adams' return fo gaming is
Stwnstie Trianic, a goofy science-fiction romp that would make Arthur Dent feel right at home.
Penned enlirely by Adams, the slory involves a gigantic starship from an unknown galaxy that takes
off on its maiden voyage—and crashes right into your home. You board the ship and encounter all
sorls of characters, including malfunctioning robots and a deranged parrot (played by Moniy Python \
alum Terry Jones!), With beautiful graphics, StarsHip
Tmanic transports Adams squarely into the '90s, bul
isn't without some old-school gaming, either. The

W game fealures a comprehensive text parser that lets
§ you lype in conversations with the game's charac-
lers—a perfect showcase for Adams' gargantuan wit.
Contact: Simon & Schuster Interactive,
www.simonsays.com

ETA: October '97
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Mare lewels than a Tokyo skysoaper Tanks, bulldnzers, hoats, forkdifls: Brive 1o kill Ham to fare mmbat mode: Kick bott karate-style

Shadow Wassior is here. Lo Ulang.
11 Hssassin. #1 Yakuza ahuser.
#1 Freak fragger. #1 Mutant mutilator.
1l mason to be scaved of the dark.
#l Son-nf-a-Hitch. S say Sayonara to
all the Minja wannabes that have gone
befere and put on your combat sandals...
Lo Wang is coming to the Land of the
Rising 5un to turn ot the lights.
Shadew Warrior. The Zen is

going ko hit the fan.

“There's no doubt that Shadow Wardor
tremates the campetition.”
bameXlice Weekly

St g, NE
Ton, mulli-calored lighting, tansparent MMare hi-jinks, Lo-Wany speak, and a-Mayer Wanghang {deathmatch), Do-Op and Team
water,..tofal immersionn, tutal interaction than Duke Nukem 30 Pl mmiles with alt-nem Handicapping opiion,



¥
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R

FRESH FROM THE CREATORS
OF DUKE MUKEM 30"

GET YOURSELF A SLICE OF
THE ACTION 1N STORES...MOW!

or download the shareware at
W shadowwarrior.com

o

developed by

=z
W BN ey GT Interactive
| EA[M Software

www.3drealms.com www.glinleractive.com

27

wwrw len nel

Shadow Warrlor™ @ 1997 30 Realms Enterlainment, Inc. Lo Wang and his likeness are tademarks of 30 Realms Enferdainmen, Inc
Al rights reserved, Published and distributed by GT Interactive Soliware Corp. TEN™ and the TEN™ logo are trademarks of the TE
Network, Inc. All olher trademarks are (he property of their respective companies.
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RPG

-
-

DOSSIER THREE

Briefing: Chances are you've heard of
this one before. The great news is thal
despite all sorts of rumars, selbacks, tech-
nical hurdles, and demands from impatient
gamers and game journalists, Umina
Onune is forging afead at full speed.
Where it will be by the time you read this is
hard to say but, at press time, Phase 1of
the public beta test had just been complet:

ed, and Richard Garriott—Lord British to
you—was more {han satisfied with the results. Though Utmiva
OnunE won't be the first (or last) multiplayer online RPG on the
market, it's by far the most highly anticipated, and the qne rpo_st
likely to really take over our lives. The online world of B‘ntlamg is
going to feel so much like a real world—with a dyngmm en_vnmn-
mental and economic system, a confinuously evolving social
slructure, and more—that many of us aren't going to be able fo
tell the difference. At E3, we watched our character impﬂr_me h1s‘
failoring skill, find some cloth, and then make his own shirt. This

is a tiny thing, of course, but it's an example of the level of detail
that Origin is investing in this game. The skill-based char_acter SYS-
tem (with 44 skills), the 64 spells, the macro system (whmh_ lets
you automate virtually any action in the game, stch 'fls setting
standard text strings)—it's all coming together beaulltul!y. Utmima
OnLINE is by far the most anticipated role-playing game In years.
We can't wait to see you there. ’
Contact: EA/Origin, (800) 245-4525, www.ultimaonline.com

ETA: Classified

|

RETURN TO KRONDOR

Briefing: The official sequel to Raymond E. Feist's classic
BeTravaL AT KRONDOR was our top pick in lasl year's E3 roundup—
but now il looks like il's finally back on Irack for an early '98
release. Set in
the faniasy world
of Feist's best-
selling novels,
KronDoR's best
feature is the
author himself.
Unlike some
game licenses
managed by
clueless market:
ing weasels,
Feist—a hard-
core gamer himseli—is directly involved in almost every aspect
of the game's creation. Return To Kronpor takes us back to
Midkemia, where you musl recover an ancient religious artifact,
the Tear of the Gods, stolen from the Ishapian Church. The game
features a brand-new 3D engine, a detailed turn-based combat
system, an alchemy syslem for creating spells, and a lrap system
that will test your thievery skills. The 10-chapter story promises fo
tell the kind of engrossing fantasy tale that Feist fans have come
lo expecl. Lel's just hope the ship dale isn't a fantasy too.
Contact: 71h Level, (972) 498-8100, www.7thlevel.com

ETA: January '98

CGW SEPTEMBER 1397

MIGHT & MAGIC VI

Briefing: Over the last two years, New World Computing had taken a
break from their franchise RPG series fo develop the addictive Heroes
strategy games.
Now series creator
John van

New World team
are refurning fo
their roots with
MIGHT AND MaGIC

Heaven, the most
ambitious entry lo - -
date. Set in the Heroes world of Enroth, MighT ano Magic VI concerns
the disappearance of King Roland and the subsequent chaos that
befalls the land, You'll man a party of up to six characters, attempting
to put things right. New World has built a new 3D engine that will pro-
vide a complelely immersive, first-person perspective. MIGHT AND
Magic VI's world will be a constantly evalving one, with events occur-
ring whether you act or not. The game will include dozens of nonlin-
ear quests, hundreds of NPCs who will freely travel through the world,
and dungeons and forest that will repopulate with monsters. If WorLD
or Xeen looked a litlle dated to you, fear not: MigHT anp Magic VI is
right on the culting edge.

Contact: New World Computing, (818) 889-5600,
www.nwcomputing.com

ETA: October '97




{ADDITIONAL INTELLIGENCE} %
Tile UTina' ONCIR ead: 4 Briefing: Like Utria and MigHT anb Magic,
Sirtech’s Wizarory series is anolher longlime role-
E playing favorite that is making a grand return in the
old: alrpady and |s'geﬂmg leady for e coming year. And like those other games, WizarDrY
‘majeruipgrade this fall: Mermian 59: A Vil is going to be showing off a whole new look, with
'-Reuzuﬂua willibea camplelely nBWVer.. a brand-new high-res 3D engine. Wizarory VIl will
sion; Wllh new graphics, interface, quests, 3 complete the storyline from the previous two games,
: 15, and N?CS The wmld 5. & Banie oF THE Cosmic Forat and Crusapers oF THE Dark Savar. You'll still lead a party of six on your
. adventures, which you can either create from scraich or import from Crusapers or Wizarory GoLD).
Sirtech isn't saying a whole lot about the plot yet, but what they are saying is that they've totally
revised the combat engine to include facing, ranged attacks, and phased turns (no, not real-time).
They've also added area and ranged effects to the spell system, and created new professions and
skills to master. Check our RPG feature next month, when we hope lo get Sirtech to spill more about
this major release.
Contact: Sirtech (315) 393-6451, www.sir-tech.com
ETA: Classified

LANDS OF LORE 11:
GUARDIANS OF DESTINY

Briefing: Here's another RPG that we wrote
about in last year's E3 roundup that never
shipped. But, like ReTurn 10 KRonpor, it looks like
we actually might get to play il very soon,
Westwood's sequel to their popular Lanps oF LoRE o
’ game will again be more of an adventure/RPG hybrid, where you lake on the role of one character
and follow his particular story. Guarotans of Destiny concerns the plight of Luther, son of the evil
Scotia, who suffers from an unconlrollable shape-shifting curse, and must travel through the Lands
lo seek out the magic cure. Throughout the game you'll learn fo master the shape-shifting—which
can lurn you into, among other things, a giant beast and a tiny lizard—and use your new forms to
your advanlage. The game's combal and spell system look great (the intelligent enemy Al is particu-
larly cool), bul the graphics, due to the game's long delay, are now a tad behind the times. (Call this
the DaceearaLL Syndrome.) Still, the story and gameplay look strong enough to make GUARDIANS OF
Desminy worth watching.
Contact: Westwood Studios, (702) 228:4040, www.westwood.com
ETA: October '97

AUEST FOR GLORY 5. DRAGON FIRE

Briefing: Yet another longlime series returns, looking better than
ever, Like Lanps oF Lo, the QuesT For GLory series has always
been more of an adventure/RPG hybrid, and lhe new version, cre-
aled by the series’ designer Lori Cole (along with Terry Robinson)
promises more of the same gameplay that has enthralled legions
of fans for years. You play the role of either a warrior, mage, or
Ihief who has been summoned to Silmaria, a city on the island
kingdom of Marete. Your mission is to help discover who has
assassinated the king, and to help deal with the horde of monsters, mercenaries, and—rumor has
it—a giant dragon that will soon besiege the land. You'll also need to battle four other compelitors in
a “challenge of seven rites” o prove yourself worthy of laking the assassinated king's place. QFG 5's
new features include a new 3D engine, a more flexible real-time combal system, and, most surpris-
5 S8k : ingly, multiplayer support for up to eight players over a LAN, modem, or the Internet.
purts_cmeii_mq parly ‘987 0 g Contact: Sierra On-Line, (206) 649-9800, www.sierra.com

T b ETA: November '97
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’LEGENDS '98

FOOTBALL

Briefing: We wiote about this game in [ast &
year's E3 roundup (when it had “'97" in its
title), and we've talked repeatedly about how
areat it's going to be—and now our sources
gay Accolade is finally serious about releas-
Ing it this fall. We hope so, because when
it's released, it has the potential to be the
most exciting and original sports game of
the year. At a time when virtually every
sports developer is striving to make Ihe
same game—characterized by the sim quys
adding arcade play and the arcade quys
adding better stats—Accolade is taking its football game 1o a
completely different playing field. Here's the deal |n addition o
all 30 1997 NFL teams, you get to play with all the teams from
three other key years in NFL history: 1932, 1950, and 1968 Nol
U{Ify can you play older teams, bul you can play in their ela.
with their rules and their roster sizes, Are the '97 Packers l&ugh
enough to ake on the '32 Bears? And, as coach, which 25
Packers are you going to cut to fit the 1932 roster limit? Along

with .ﬁmiﬂess fantasy play, you can also manage one team over
multiple seasons, design custom playbooks, and, of course play
I(_mlball—in crisp, beautiful 3D. We've been playing beta veri
sions of Leaenns for months—now we're ready for the real deal
Hey Accolade, enough already: In the immortal words of .
Keyshawn Johnson—just give us the damn balll

Contact: Accolade, (408) 985-1700, www.accolade.com
ETA: September '97

MICROSOFT BASEBALL 3D

Briefing: Srike one—it's Microsoft. Strike two—a 3D accelera-
lor card is required. But on the third pitch, MicrosorT BAsesaLL
3D takes a Mark McGwire-like swing and bells one way deep.

- With a ton of
baseball

| games on the

our attention
because,
thanks to Uncle

less pocket-
book, it's a
s—in addition
to the fact that it looks like a lot of fun to play. The 3D accelera-
tion will be worlh il, as the players are amazingly fluid and life-
like—unlike some other games, this is not Quake-ball. Microsoft
is also texture-mapping real player faces on the bodies (cool or
creepy—we're not sure yet) and providing force feedback sup-
port to enhance the feel of hitting or fielding a ball. Finally, the
game will be playable in arcade mode over the Internel through
Microsoft's Internet Gaming Zone. With full licensing and a top-
notch interface, the game looks slick. Now let's just hope
Microsoit knows ils baseball.

Contact: Microsofl, (206) 882-8080, www.microsoft.com
ETA: October 97

Briefing: EA Sports’ NHL 97 was almost universally hailed for its
beautiful, cutting-edge 3D graphics, bul the game's Al (and bugs)
left something lo be desired, especially for those who actually knew
something about hockey. This year, the company hapes to spruce
up the brains of its winter beauty wilh an entirely new Al. Marc
Crawford, coach of the Colorado Avalanche, was brought in to give
the design leam a Hockey 101 class, and it is hoped that this will be
reflected in NHL 98's gameplay, with more realistic offensive and
defensive coaching strategies. Other new features include an
Olympic-style international tournament, dubbed “Winter Break 98,"
that will let you play with 14 international teams; new signature
moves from (e - g e R T
lop players from [ _ = @®nHLDAS
each NHL team: F 4 -“5* \
stadium-specific
audio and visu-
als; and the por-
Iraits of over 500
players lexlure-
mapped onto
their bodies. EA
is also providing
3D acceleration and beefing up its gamepad support. If EA really
succeeds in making this game as smart as it is beautiful, NHL 98
will be one killer game.

Contact: EA Sporls, (415) 571-7171, www.easports.com

ETA: November '97
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THE NEW BREED OF COMBAT UNIVERSE.

WHAT STARTED AS A PAPER-BASED, ROLE-PLAYIHG
GAME IS ABOUT TO REACH EPIC PROPORTIOMNS.

THE HEAVY GEAR™ UNIVERSE. PERPETUATED BY A

WAR BETWEEN NORTHERN AND SOUTHERN LEAGUES.
DEFINED BY A SUPERIOR WAR MACHINE, THE HEAVY

GEAR. BROUGHT TO LIFE BY THE PRODUCERS OF THE o PO e ) I . & r
PILOT ONE OF 16 HEAVY GEAR THE STUNNING GRAPHICS ARE ENGAGE IN A BRUTAL WAR

fH1-SELLING, 3-D COMBAT SIMULATOR OF ALL TIME. WAR MACHINES, AS WELL AS ELEVATED TO THE MEXT LEVEL PITTING THE NORTHERN AND
STRIDERS AND OTHER ARMORED WITH DIRECT 3D SUPPORT. SOUTHERN LEAGUES ABAINST

Heavy GEAR, THE MEW COMBAT UNIVERSE. YEHICLES. (SCHEEH SHOTS FEATURE DED) EACH OTHER,

© 1990 DREAR PO 9, INC. AN TARGET GAMES, AN, BASED OW TRE MOAYY GLAX™ UWIVERSE CREATED AMD (WD BV DREAN P00 6, INC. ACTIVISION 15 A REGISTERED TRADERARE OF ACTIVISION, TRC. O 1967 ACTIVISION, TC. ALL REGHTS RESINVED. ALL OTWER TRADDRARLS AAD TRADE WWGES ARE PEORCETIES OF THEIR RESMLCTIVE
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Jack NickLaus ONLINE GoLr Tourm

Briefing: While role-playing gamers congre-
gate in Brittania this fall, golf nuts will have the
opportunity to hang oul in a different part of the
online world. Accolade's Jack NickLaus ONLINE
Gotr Tour will be & downloadable-only golf
game based on the Jack NickLAUs 4 engine.
The game will lel desktop duffers compete in
open competition. This is not a matter of mail-
ing in your score: This is live, online tourna-
ment play, where hundreds of foursomes can compete in realtime. Accolade will sponsor
regular weekend-long tournaments, complete with prizes, and will keep your scoring history
in an open database, giving you bragging rights o prove yourself as the world's best desk-
top golfer. New courses will be uploaded on a regular basis, and Accolade will also accept
user-crealed courses wilh the Jack 4 Course Designer. Let's jusl hope that Tiger—who is a
big-lime gamer—doesn't get wind of this one. That just wouldn't be fair.

Contact: Accolade, (408) 985-1700, www.accolade.com

ETA: Fall '97

NHL POWERPLAY S8

Briefing: Virgin Interactive’s NHL PowespLay ‘96
debuted last year o surprisingly good reviews, and [
became the game for serious hockey fans who fell
burned by market godzilla NHL 97. The one bum-
mer with the PC version was Ihal it was 2D-only,
while the Sega Saturn version offered 3D polygo-
nal players. This year's madel, NHL Powerpiay 98,
will bring the 3D action to he PC (including optional hardware acceleration) and, with better
name recognition, should give EA's game another run for its money. What PowerrLay has
going for it is a strong hockey Al, with players who look like they know what they're doing. For
the "98 version, Virgin motion-captured hundreds of new moves, including fake shots, hooking,
deflections, and fights. The players have been scaled larger, and additional camera angles
should also up the glitz factor. Other improvements include the ability fo select powerplay
strategies, simulate seasons, and track player stats throughout a season.

Contact: Virgin Interactive, (714) 833-8710, www.vie.com

ETA: October '97

MADDEN NFL 88

Briefing: Sure, we dissed last year's version of
EA's most popular sports franchise—but that's only
because we're real fans, and that version was really
showing its age. Which is why we're as happy as
anybody to tell you that Maooen NFL 98 has Ihe
polential o return the franchise to glory. EA Sports
told us that all of the previous code has been
tossed, and hey're starting from scralch to creale a Bg3 s
naive Win-95 product, which is a huge relief for those 01 us who could barely get Iast year 'S
kludgey code to run. Along with a new interface and 3D-polygonal players (with optional hard-
ware acceleralion), Maooen NFL 98 is getting a new brain with a new player Al; 110-play, leam-
specific playbooks; and an editor for creating offensive, defensive, and special-team plays. EA is
promising live Internet play and slat updates afler each week’s real-world games.

Contact: EA Sports, (415) 571-7171, www.easports.com

ETA: January '98

CGW SEPTEMBER 199/

P ADDITIONAL

By tfie time you read this, Access

| should have Likks LS 298 on the shelves.

The game is now Win-95 native; and -

& includes a number f visual enhancements,

. more camera‘angles; more golfers;Internet
" tournament pilay, and—what everyone's

| bgen wailing for—much, much faster
..streen updates.

INTELL | GENCE|

s¢ Microsoft isturningalo’luihea'dswilh %

their upcoming CART PRecision RACING,

& which promises to deliver thrillingly realistic
. Indy carracing action in the setting of 17
¢ Championship Auto Racing Teamsitracks:
k. With {racks eiectromcally surveyed: 10 within
. inches of agouracy, detailed 30 ear-madels,

and built-in‘support for force-feedback joy-

- sticks, CART Precision RaciG may. bethe
: Jear’s most emhng racmg game

Sieria’s perennial heavyweight, FPS: '
FoorsaLL Pro, returns to the gridiron.with a
‘98 version, but this'year’s edition, priced at

L Just $29.95, will have more cosmetic

: enhancements than anything else, as well as
E a brang-new, mor user-fiendly interface,
¥ Also lookfor FPS! TaopHy Rivess, a fly-

fishing sim based on their phenomenallys*
successful TropHy'Bass;:and FPS: Sia

E  Racine, previewed in the August'97 CGW.
. Acclaim strprised'many people last =

year with'NFL QuarTergack CLs, a strong
arcade-slyle game that became the de facto

jchoice for those disappointed in the sea-

son's other players. NFL QUARTERBACK

8  Cuug "98;promises major Improvements

over the br_iginaT; including more robust:,
roster management options, network and

& modem play, statistical tracking with down:

- loadable roster Ufitiates, and playbooks that
' include plays designed by the game's new
. poster-boy, Brett Favre. All this plbs the
£ biting commentary, of Marv Albert!




REAL







Look around. Crystal clear water shimmers. Shadows shift. Alien architecture fades into the horizon.
Darkness falls. Walkways glow. Godless temples beckon. You are afraid. You are in the real world...but
it is like no world you have ever known. You are an uninvited guest in the fastest, sleekest, most

beautiful 3D world ever created. Live it. Breathe it. Survive it.

Unreal. Alter vour reality...forever.

Al ™
Digital Extremes Maximized for MMX TEChnOIDgy www.unreal.com unreal.gtgames.com
LOOK FOR THE NOVEL FROM POCKET BOOKS
Unreal™ ©1997 Epic Megagames, {n: MI Rmh!s Rﬁtmu Created by Epic Megagames, Inc. in coltaboration with Digital Extrames. Published and distributed by GT Intaractive Software Corp. A = and WindowsS are d
tign. MMX™ and the MIMX Logo™ are of Intel G Al oiher are the property of thér respective companias,
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PUZZLES

-
-

DOSSIER FIVE

y _..-1'zj’z .

P1CT IONARY

Briefing: Hasbro is secretly plotting with the qriginm
Pictionary crealors (0 ensure that the game of quu:k_ :;iraw
retains its style and personality in the fransition to sthon; Of the
six different game types, our agents found ths_.' "?rou-draw cate:
gory lhe most gnjoyable: Unleash the artist within you and hope

that your friends can guess what you're drawing. Sources @ s e S e RS

reveal. however, that if you're lousy at drawing v{m? apen and
paper, you'll be no better with @ mouse. The‘arhshcally ghal:
lenged can pick up points during the other five ga.mes, In one,
you have to figure out that the last word of each picture-phrase
is the first word of the next; there’s also a fast-buzzer round of
matching words and pictures; and you can Ialsq gues.s what the
computer's drawing for you. The game, whicfis set in an art
gallery, with packground music and party panter to enhance the

www.hashro.com
ETA: September '97

ambince: offers single-player, multiplayer, and team play with
hotseat, Internet, and LAN capabilities.
Contact: Hasbro Interactive, (508) 921-3700,

Person, Place
or Animal

T Dave "37‘]
8119

SMART GAMES CHALLENGE =2

Briefing: Try though they might, £
the brainiacs at Smarl Games, Inc. ’ﬁ i |
were unable to keep their plans |3
secret from our operalives. !
CHaLLenge #2 will feature 20 brand |

new puzzles, each with 30 levels. Igﬁ
Among the 600 brain-busters are | TS
Odyssey, in which you must dis-
cover the correct path across a
grid, or get stuck on a never-ending journey, Pipeline, a strategy puzzle for cerebral plumbers;
and The Fool's Jewels, a spalial puzzle in which you must remove all the pieces of coal, leav-
ing behind only jewels. Other hidden delights are jumbled picture puzzles, scrambled sound-
bytes, and over 800 lrivia questions.

Contact: Smart Games Inc., (800) 788-8815, www.smartgames.com
ETA: Oclober '97

YOU DON'T KNOW JACK 3 &
YOU DON'T KNOW JACK TV

Briefing: Data intercepted from Berkeley Systems reveals that Jack 3's new question types
include Threesomes, a mulliplayer version of the Dis or Dal question; Impossible Questions;
Fiber Optic Field Trips To The Dead; and a What Is This? piclure question (a picture of an
everyday object taken from a unusual angle). Level-10 couch potatoes take note: Jack TV fea-
lures renovaled graphics and grealer customization. If
you decide to play on a weekend, for example, your hosl
may greet you with remarks like “Hey loser, why are you
slaying home on a Saturday Night?" Agents are encour-

 WillewBwaBowl

i aged to investigate in parties of two or more to ensure

i 'E':I' oo | sufficient backup.

5t M! llns M"m Contact: Berkeley Systems, (510) 540-5535,
www.berkeleysystems.com

| ToRusiawihns
. ETA: September/October '97
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- LosSE Your MARBLES as 3 clever

£ ADDITIONAL
" INTELL IGENCE

- Our operatives unmasked &

Ternis-clone in which you clear

* your'marbles (hefore your oppo-

§  nent can clear his) by lining up

“ three or more of the same color.

- LosE Your MarsLes will be avall:

£ ableffom SegaSoftin

™ September, and Is playablg hot-
£ seafor LAN. Other top-secret

' Hashro projects include BoasLe

(October), Soray! (November),

“and‘for those Who just can't get
~.8nguah of Luke; Leia,-and Co.; a

Star Wars edition of -
MonopoLy—complete with

 footage from the recently :
“restored Star Wars trilogy. Finally,

thé‘chess wars continue, with

indscape’s CHESSMASTER
5500 and Sierra’s innovative
Powen CHEss *98.




Monster
3D graphics!
Monster
3D sound!
(Gaming has
never been

so fierce.)

MONSTER SOUND:

» THE FIRST PC| BASED SOUND CARD

* AcCELERATES DIRECTSOUND, THE NEW i
MICROSOFT AUDID STANDARD pifiee ¢ combine the amazing new Monster Sound PCl-based

> IDEAL FOR HEADPHONES OR 2+4 SPEAKERS ;

> FREE FULL-VERSION GAMES INCLUDED

It doesn’t just surround you. It swallows you with

realistic, heart-pounding 3D sound. And now, when you

" 3D audio card with our award-winning Monster 3D

graphics accelerator, you'll have the ultimate gaming system for your Windows 95 PC.

MONSTER 3D: ) / . . 5

Using ground-breaking A3D Interactive technology from Aureal—initially developed
» Wickep DIRecT 3D AND GLIDE GAMING ACTION
» AWARD-WINNING, REALISTIC 3D PERFORMANCE for NASA virtual reality simulators—Monster Sound provides stunning, digital-quality
» WORKS WITH YOUR EXISTING GRAPHICS CARD 3D positional sound. And, according to Computer Gaming World, the Monster 3D

* BUNDLED WITH MORE THAN 20 FREE GAMES

graphics card is the ideal solution “for no-holds-barred blistering 3D perfor'mance."

Separately, they bring the absolute best out of today's most outrageous

A
games and Web sites. Together, they deliver
performance that blows everything else away. DIAM°"D

M U LTI MEDIA

I.
| kkk ]

Visit www.diamondmm.com/monstersound
for your chance to win Monster Sound

and Monster 3D! Accelerate your world.
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_ Cader 10
x Caprain, you'll Go rom 1aking orders 10 giving them. Thépower & the
# responsibility of commanding ax entire fleer of ships will be yours.
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Conseguence of Action - i's wor just il you win or lose, or evex
% low you play the Game. Everyihing you do derermines low the Game is
even played ar all.
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Roshambo Combar Sirateqgy - Space combar with a nwist. Your

ship is a rock, Axother is paper. Anothice is scissons. You can’t bent

them all & they can‘s all bear you, Plan your ariacks accordingly.

R ( e

\ |

A Thickening Plor - Wit ax usparalleled depih of play, ser against out-ol-
this-world SGI qraphics, fiqure our a consantly clianging story AS you maneu-
ver & masten four lighters, while dealing with thiee dilferent aliex races,

% RATING PENDING
@rcord el

WAWW. RIPCORAGAMES.COM
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SIMULATIONS

-
.

DOSSIER SIX

Briefing: MicroProse kept the sur-
prise sim hit of the E3 show under_
need-lo-know security throughout its ¢
developmentin an effortomake a  |EEEEE
big splash when it was revealed, and
all that secrecy had its desired effect.
Due in the first half of 1998, M1 Tank §
pLaoon |1 is a worthy successorto
the original, maintaining its parent's | :
feature set and platoon management RS
system, all the while adding modern _
Al and all the requisite bells and whistles. Praroon |l spurl§ glori-
ous graphics (what we thought was the 3D-h?fdmre version of
the game was, in fact, the 2D version) in ac!dmon fo beefefl-up
gameplay. Written on PaQs, it's aimed at mid-range machines
with 2D cards, but even better imagery awaits 30-card owngrs.
Viewing distance extends to an unprecedented 10km, allowing
listic engagement ranges.
g Pumungilgspons five dynamic campaigns that follow actual
military doctrine. In addition, a dozen scripted missions recreate
Gulf War and other historic battles. In the campaign, you actasa
platoon sergeant, and you can set waypoints (with wait time,

action state, and formation settings) in the battle builder. You can
also create scripted batiles with this tool. Crew management is
important; you'll promote and transfer crewmembers as neceg-
sary, Sevenly vehicles, more than 80 weapons systems, and eight
types of ground troops are modeled.

Eight-player network support fealures head-_\o-head haltles as
well as co-op play. In this mode, players can drive Challengers,
Warriors, Leopards, and Martyrs as well as M1AZs.

Contact: MicroProse, (800) 6954263,
www.microprose.com
ETA: First half of '98 J

Briefing: Gathering intelligence on Longsow 2.0 was a snap—it
was the buzz of E3. On display in full-size replicas of AH-64D
cockpils, the helicopter sim wowed showgoers with ifs all-new
3Dix-supporting graphics engine. You can now fly the OH-58D
Kiowa scout and UH-60L Blackhawk ulility helicoplers in addition
to the AH-64D; cooperative and antagonistic multiplayer support
- - allows a pilot and
| gunnertoflyina
single helicopter.
¢ (Quake fans will love
Ihe Blackhawk's
' door gun.)
The game looks
& parlicularly good dur-
* ing night missions,
with dynamic lighting
from missiles, explosions, and flames illuminating Ihe landscape.
Plus, this title sports the most convincing night-vision-goggles
display seen yet. Day missions are just as impressive, with four
limes the graphics detail of the original and a virlual cockpit from
which to view that rich detail. Lonssow 2.0 isn't just about graph-
ics, though. The game features an entirely new dynamic cam-
paign engine with battles set in Irag/Azerbaijan and at the Army’s
National Training Center.
Contact: Jane's Combal Simulalions, (415) 571-7171,
www.janes.ea.com
ETA: Fall '97
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F-22 AIR DOMINANCE FIGHTER

Briefing: The
subject code-
named TFX3:F-22
has been split into
two products: DID
F-22 Air Dominance |
Fiatrer (ADF) and |
F-22 ToraL AR War
(TAW). Apparently &
the campaign in
this EF2000 sequel
was so ambitious,
the developers
determined they wouldn't be able to get it finished in lime for the
October "97 ship date. So, they split the original $60 praduct into two,
the $40 ADF sim and the $20 TAW add-on. ADF, which features the
most impressive terrain graphics of any jet sim we've seen, lets you
fly the F-22 and send orders to aircraft from an AWACS station. ADF
will feature three tours of duty, single missions, and an instant-action
setup, as well as multiplayer combat. Thorough ACMI combat replays
are available. No more stalic ground largels here—look for tanks kick-
ing up dust as they move across the desert to take ground obijectives.
The TAW expansion pack, due out a couple of months after ADF, will
add a fully dynamic, real-lime campaign, as well as an enhanced mis-
sion planner.

Contact: Digilal Image Design, (301) 916-9302, www.did.com
ETA: Oclober '97 (ADF), January '98 (TAW)




[A10 WARTHOG
Briefing: Our investigators weren't able to ferret out many details on
this follow-up to Interactive Magic's IF-22, as 1A-10 WarTHoa isn't slated
to ship until the first quarter of '98. A mole within the company lold us
that the sim will feature an improved version of the graphics engine
introduced in IF-22. This time around, human-drawn art will be used
instead of satellite imagery, since the latter pixelates at the low altitudes

at which the A-10
attack jet flies.
Campaigns will be
dynamic, in the vein
of IF-22, but with
more control over
mission orders and
farget selection; you'll
be able lo manage
altacks at the
squadron comman-
der level. You'll fly missions over Kuwait, as well as two of the IF-22
combat theaters (which are yet to be determined). It appears that "Wild
Bill" Stealey is on the way to creating an electronic batliefield on the
Internet, although Interactive Magic has yet to announce any intentions

lo do so. But with the F-22, A-10, and M1A2 Abrams modeled, and con-

sidering the company’s ambitious plans for its I-Magic Online division,
plus the fact that all these sims sport mulliplayer capabililies, the idea
doesn't seem that farfetched.

Contact: Interactive Magic, (919) 4610722,
www.imagicgames.com

ETA: Firs! quarter '38

JOINT STRIKE FIGHTER

Briefing: The Joint Strike Fighter (usually referred to as JSF) is
slated to go into
service soon aflter
the turn of the
century. This
stealthy jet will
replace F-16, F/A-
18, and Harrier
aircraft in the
Navy, Air Force,
Marines, and UK
Royal Navy. Gurrently, both Lockheed-Martin and Boeing are building
prototype aircraft to compele for the JSF contract. This new sim
from Eidos will let you engage in your own flyoif between the two
madels in five different dynamic campaigns. The terrain is absolutely
breathtaking in detail, with smooth hills, trees scattered about, and
hundreds of structures in cities—yet it runs at a silky-smooth frame
rale at 512x384 resolution with no 3D card on a P166. The smooth-
ness of the graphics has to be seen to be believed. JSF seems far-
geted more al the action simmer than the hard-core; this is backed
up by the developers giving the JSF prototypes bogus X-32 and X-
35 designations. Still, if you're looking for fast aerial action in an
immersive environment, JSF should be worth close investigation.
Contact: Eidos Interactive, (415) 547-1200,
www.eidosinteractive.com

ETA: QOctober '97

Briefing: Just hours before E3 started, Virgin signed the new F-16 sim
from General Simulations, Inc., a company launched by DID cofounder
Phil Allsop. F-16 AcGresson features an odd combination of realistic
flight dynamics and a storyline slraight out of Hollywood. You play a
near-future mercenary pilot flying missions in various African slates.

(This isn'l that wild; a recent
issue of World Air Power
Joumal documented merce-
nary pilots flying modern
jets and helicopters in
African conflicts.) You've
been hired by a
Greenpeace-style organiza-
tion to further its causes
through the use of a little force. Despite the fanciful premise, the devel-
opers are striving for dead-on realism in the plane’s performance. The
flight model is being designed by a team that has done simulation work
for the U.S. military. Joystick response is designed to precisely simulate
the stick in the real F-16, where a certain amount of stick movement
applies a precise G force lo Lhe plane’s movement. Color depths up lo
32 bits will be supported on 30 cards.

Contact: Virgin Interactive, (714) 833-8710, www.vie.com

ETA: Fall '97

JANE'S F-15

Briefing: Although the game was fealured in-depth in CGW's July
'97 cover story, we were able to get more defails on this realistic
F-15E simulation. Perhaps the biggest news is thal mulliplayer and
3D cards will be supported in the release version. Because 3D sup-
port is being implemented late in the game, you'll still be able lo fly
at a smooth frame rate even without hardware acceleralion.
Depending on available time and the complexily of coordinaling
hundreds of targets across a network, mulliplayer may be limited to
head-lo-head combat

in the initial release;

we wouldn'L be sur-  jeses
prised to see coopera- -:j":f"
live play in an add-on
pack, though. We also
got a look at some of
the minutiae that will
please detail hounds:
accurate tail insignia for each squadron, all the way down to the
proper serial numbers for each aircrait; optional resource manage-
ment in the war, forcing you to decide whether you really need to
bring along those expensive laser-guided bombs; and flight model-
ing that's already the most impressive we've seen in 4 jet sim.
Contact: Jane's Combat Simulations, (415) 571-7171,
wWww.janes.ea.com

ETA: First quarter '98
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W | ACTION. MMX technology delivers feverish, finger-blislering combat with action faster than any other real-time strategy game.

S s
v,

v, ATTITUDE. Your voracious band of ruthless mercenaries gels smarter as they collect mutilated bodies for cold hard cash.

@ | ANARCHY. Wage war with up to € legions via modem, LAN or Internet—then deploy action element cards to wreak havoc on enemies.
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ALWAYS SALUTES HIS VICTIM.

(il

d/‘(-_ﬁ'

Scream through combat
strategy and savor every
GUT-WRENCHING moment of
annihilating your enemy.
With rage in your veins and
AssAssiNATION on the brain,
be prepared to command this
7th Legion™ battalion in the
ultimate UNTAMED DEATH FEST.
Because once you're in-it's
all about balls-to-the-wall
real-time combat action
where “paying your respects”
is done with a dignified

SINGLE FINGER SALUTE.

CIRCLE READER SERVICE #196
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FALCON 4.0

Briefing: We've had Faicon 4.0 under surveil-
lance since late 1995, and our latest intelligence
indicales that the product is indeed in danger of
actually shipping sometime after the holiday sea- _
son. The feature set for this serious F-16C simula- ‘ qood & year for thosefighting for their ;
tion continues to come together, with its fully I share of the market's dollars.).

dynamic campaign up and running, many of the plane’s systems implemented (we saw [ Dynamix looks ready toremake s

4 With at rIeast 23 flight'sims-alene o

display-at E3"and more than' Sﬂ in deyelop-
" ment, lt's.going o be a'greal; ﬁsar fof'sim-
* ilation fans: (Althoiah pethaps not as

impressive air-to-air radar modes, although air-to-ground systems are sfill being developed), *name:as a {op-notch sim designer with

and numerous highly detailed ground objects in place at airbases. Given the ambitiousness ‘Bed Baron Il Aces X:Fighters (which y
of the game’s multiplayer campaign, which lets pilots jump into missions in progress on a was.running atitiie shiow'in 3Dfx'splendor),
LAN or via the Ten online gaming service, our impression is that Facon 4.0's developers ~and Sierra Pru Pilot; Along with iF<16 1
could end up spending a lot of time debugging the multiplayer aspects of the game. Still, a : {prevlewed in th'ls issug)and 1A<10,
worst-case scenario is probably first-quarter 1998. The game promises (o be worth the wail, ! Warﬂmg. Interaclive Maglc was also

with the realism and Al you'd expect from the Farcon series, innovative multiplayer features, b shiowing iPanzer '44. This’

and breathtaking visuals and sound effects. T

Contact: MicroProse, (800) 695-4263, www.microprose.com
ETA: First Quarler '98

FIGHTER SAUADRON: SCREAMIN’
DEMONS OVER EUROPE

Briefing: Take a flight and physics model that makes the
acclaimed modeling in A-10 Cugal look primitive, layer on a
two-years-inhe-making 3D engine, and finish off with a mis-
sion planner that gives you complete control over the air war,
and you already have the potential for a standout sim. Add an |
Open Plane Interface that lets technically sawy users import | . fdemgnars B IM1AZ Asrams and will fealure:
their own aircraft in addition to the nine meticulously mod- : “Infantry, {rees, and'a wide Varlety/of WWIIE
eled planes included with the sim, and you have the Quaxg of lanks and suppnn vehicles, Sixteen:bit

World War Il tankisim comesfrom 1he

flight simulations. Figher Sauapron should address all the complaints about A-10 Cueal with ils - colo graphrcs dnda muttiplayer mode with
mission editor, textured graphics, and thick, paper manual. It features three combat regions over Sherman, Panier, and Russian T34 tanks
which to fly: the English Channel, North Africa, and Germany. Aircraft include the P-51 Mustang, ¢ round out this tille. - :
B-17 Flying Fortress, P-38 Lightning, Hawker Typhoon, Avro Lancaster, De Havilland Mosquito, ‘-.ﬂfg]n 5 Sahre Ace was one of many
Messerscmitt Bf-109 and Me-262, and the Junkers Ju-88. Realism maniacs be warned: new sifs on tilsplay with supporl for lorca- ;
Although the physics should be right on, the combat arenas have been compressed to allow | teedback joysticks, and Looking Glass
yau to get right into the action, eliminating the need to fly in real-time to the larget. pleased sim fans by cannrmmg Direct 3D
Contact: Activision, (310) 255-2000, www.activision.com  supportin Fllght. l.lnllrnlted 11 (Eventhe
ETA: November ‘97 k carly 3Diversion was dlsiurbing!y real on a
3D card) MicroProse’s European Al -
w0 R ? = War has'also recelvedithe 3D treatment; it »

N IO e Wil support 30fx Voodog and Refidition il
Briefing: Developer Rowan is slated fo have released | ﬁ;ﬂ_ SRS \ite-basad oards. Anofter bonus INEAWIS.
both 3D and muliiplayer patches for Empire’s Fuving it }.‘% e e capabllity to- modify your plang'smpse art:
Cores sim by the time you read this. Those aren't the : e A  Along with JSF; Eldos had Fiying -
only enhancements in store for this WWI sim, though. e —— LIligllhnams 2 and Team: Apache:on dis:

A new version, Fuying Cores GoLo, will incorporale SUSREE N RN i play; the latler fielicopter sim had'spectactlr
those improvements and a number of others. These include a mission editor that allows you to  graphics; buthad'HUD features which made
creale your own scenarios; place aircraft, balloons, tanks, AAA, and buildings throughout the it luuka bit Iesssenausiy modeled than &
world; and direct ground and air activity across the front. The game will fealure new aircrafl, Lousscrw 2:Notably absent fromihe floor
including the Fokker D-VII, as well as support for force-feedback joysticks such as the CH L Was {hia Confirmed Kill online sim.
Products Force FX. Also, the artificial intelligence is being fine-tuned (this improvement should “Forfinfoian Microsoff's Fighter Ace '
also be present in the palch), equipping your wingmen with better performance—and a clue. “and Flight Simulatdr 98, see Denny

Contact: Empire Interactive, (301) 916-9302, www.empire-us.com b Atkin's collimn elsewhere fihiss I';sue
ETA: October '97 I
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CongratulaTions.
You Just 63\/9 Birth to 2 BOUHC}h(j
Baby Norn Named Toby!

Q) __
4».% . L1 with your Norns as they explore.

¥

your Norns
to eat, speak and
interact with you 18

and other creatures, SAIN 7 Cat il nR
< . - ' '?'e" .1"3',"1.'-4-:&«'1:«."\
@%ﬁ& iudl
e your

creatures to breed.

- your Norns
from Nasty .~
Grendels.

new
generations of creatures
with other proud parents
over the Internet.
www.creatures.mi :
?k we ea ndscape.com
Windows* 95
Wi . e oo,
£ : . s
AN Create Real Life on Your PC S
| ——
A . : : MINDSCAPE
I}Ullﬂl'llie at Software Retailers Everywhere or call us at 1-800-234-3088 ERTERTHERRELT

Creatures™ and ©1996:97 CyberLife Technologies Ltd. All rights reserved. Published and distributed by Mindscape, Inc. under exclusive license from CyberLife Technologies. Produced under exclusive license from
GT Interactive Software (Europe) Limited. Mindscape is a registered trademark and the Mindscape Logo is a trademark of Mindscape, Inc, Windows and Microsoft are registered rademarks of Microsoft Corporation.
Macintosh is a registered trademark and Mac is a trademark of Apple Computer, Inc. All other trademarks and registered trademarks are the property of their respective holders.
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THE FINE ART OF
CONQUERING

THE WORLD

t's one thing to create a working civilization,

quite another to lead that civilization to
world dominance. IMPERIALISM" inspires
you to do both. Combining elements of resource

i i Ju il :-..AL__ "

management, economic trade, exploration, diplo-
matic maneuvering and military conquest, this
multi-faceted strategy game allows you to attempt
what few in history have dared: unify the world
under one leader!

To achieve victory you must develop your
country’s infrastructure through deft manipula-
tion of delicate economic, diplomatic and military
resources. Then, skillfully maneuver it to a posi-
tion of dominance in the Council of Governors.

Easy to say. Difficult to accomplish.

Your Cabinet Ministers will, of course, offer

varying amounts of advice.




But ultimate control over the fate of your nation is
yours and yours alone. However you handle it, the
vigorous climb to the top of this earth-like world is
a challenge with no equal!

IMPERIALISM.
The World is Within Your Grasp.

www.imperialism.com

Developed by Frog City.
To Order: Visit your retailer or call 1-800-234-3088
(USA & Canada) with Visa or MasterCard.

IMPERIALISM is a trademark of Strategic Simulations, Inc.
EN1997 Strategic Simulations, Ino., a Mindscape Gompany.
All nights reserved., Al other trademarks and

registered trad ks are the property of |
Aheir respective holders.

IMPERIAL
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THE FINE ART OF CONQUERING THE WORLD



DOSSIER SEVEN: SPACE SIMS

Briefing: WinNG COMMANDER:
proprecy (don't call it Wine
Commanoer V in front of the
development team) was a single
vote away from winning our
“gest of Show" crown, which
was snagged by QUAKE I1. And if
we were a bit more wimpy, we'd
have called it a tie. Because
while Quake |l takes a popular
game concept and fine-lunes it
into something wonderful, Wing
COMMANDER: PROPHECY lakes 2
popular game concept, blows it
to smithereens, and reassem-
bles the parts into a new arche-
type that redefines and refresh-
es a stagnating space-simula:
tion genre.

Fear not, WinG COMMANDER
fans, this game still has the prop: .
er flavor. This time around, though, you're not “Old Bluehair” or
Mark Hamil (although you do get fo interact with Blair in the
game). But while the character has changed, you're still a pilot
ior the Confederation, Tom Wilson's Maniac is still around to
make life annoying, Ginger Lynn Allen’s mechanic is still around
to make life exciting, and the universe is still counting on your
piloting skills and charm fo keep it infact.

The big difference is that this lime the game is more
about the game than about the movies. Cinematics take the
back seat to a new game engine that immerses you like
never before in the battle to save the Confederation.
Certainly, there are still video interludes, but as the develop:
ment team put it, “Before, the movies drove the game. This
time, the game drives the movies."

I\ seems the Prophets of Kilrah had predicted the end of
their world. Unfortunately, they also predicted that evil would
devour the universe soon after the destruction of Kilran. Origin
is still staying mum on the name and look of the alien race
you'll face, but the game's designers assure us thal they're not
big, cule kitties this time around. In fact, the designers enlisted
Sid Mead, the designer behind the looks of Blade Runner and
2010, 1o creale an alien race so frightening, S0 disgusting, thal
you'll take special pleasure in disintegrating it. We did see the

alien ships in action, and we were impressed with their Babyion
5-gsque organic appearance.

Look for mare dynamic mission branching as the game pro-

gresses—you're not as fikely to feel as if you're being pulled
down a path (as was the case in previous games). In addition,
missions don't always end in victory or defeat; here can be
degrees of win/loss, Finally, ook for missions of more realistic
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scope and length. A capital ship won't be knocked out by a sin-
gle forpedo (no matter what Col. Blair tells you about his experi-
ences in a past life); you may need five missions to get past its

defenders and lake the ship out.

Along with the primary plot, look for multiplayer combat.
Multiplayer mode features dynamic entry, 0 you can joina
mission already in progress; optional power-ups, S0 you can
pick up missiles and other enhancements as you batlle; and @
spectator camera that lets you watch the action if the game you
want 1o join is full, or if you want (0 see how the masters do it.

A variely of new ships will spicé up both single- and mul-
tiplayer combat with very different flying characteristics,
which should prevent boring turning-fights. The Panther, for
instance, vectors its thrust from side to side, so it's very
maneuverable in the yaw plane. The Vampire, on the other
hand, excels in pitch response.

The game engine itself shows major tuning. We witnessed it
running at smooth frame rales with glorious dynamic lighting
and 16:bit color. Yet both systems were running vanilla P133s,
and only one had a 3D card. Numerous enhancements have
also been made 1o the interface fo remove combat annoy-
ances—Ilook for one-button adjustments for power reallocations,
shield adjustment, and so on.

Origin may have pulled off the unlikely here, creating a game
with enough WING ComMANDER flavor o keep fans satisfied, bul
providing a very different, gameplay-oriented experience thal
will engage even those Wi Il fans who wrote off WiNG IV as
just being more of the same.

Contact: Origin, (415) 5717171, www.origin.ea.com
ETA: Fall '97




EARTHSIEGE 3

Briefing: Sierra's Dynamix division pioneered the PC giant robot sim
genre when it created the original MecHWarrior for Activision. Now they're
back with a vengeance, no longer conlent to allow the ErTHSIEGE series to
play second fiddle to the competition. Eammisicee 3 promises a belter sto-
ryline, an enriched environment, and a top-notch graphics engine.

In addition fo Hercs (giant robots) and fliers, you can also pilot {anks,
armored scouts, and hovercraft. Qer 50 components are available for
vehicle customization, Cybrid vehicles now feature an eerie, biomechani-
cal appearance, and you'll fight them on dazzling 16-bit color rolling
scenery. Plus, the fransition to combat in interior locations is seamless.

Other features include comprehensive 3D-graphics card support,
3D sound, and Windows NT and mulliprocessor support.

The EanhsiEGE series has been accused of being “lighter” than
MecHWaarior in parl dug to its less:developed backstory, Dynamix
hired science-fiction author
David Bischoff, whose credits
include coauthoring Tin Man
(one of the best episodes of
Star Trek: The Next Gen-
eration), to pen a background
bible for the series. The mis-
sion structure is nonlinear;
there are plot-focused mis-

sions, but between them you can lake any number of other missions
o fill your coffers and upgrade your forces.

Contact: Sierra/Dynamix, (800) 757-7707, www.sierra.com

ETA: November '97

HEAVY GEAR

Briefing: With the MecHWAarnion license passing to MicroProse,
Activision was forced to look for a new universe for its giant robot
series. Heavy Gear, the resulting game, is an intriguing mix of the
familiar and the new.

The game’s engine has elements which smack of the MecH\WARRIOR
series, but it's seen massive updating. On standard graphics cards, the
textures look much better than before, although the game really shines
on a 3D card. The deformable terrain features rolling hills that should
make for valuable cover in multiplayer games.

Play is a bit different, since the Gears actually carry their
weapons. (Yes, a giant
robot carrying a giant gun
seems quite silly, but
Gears were originally ;
designed as construction [\~
machines and don't have
room for internal weapon-
ry.) Contral is much more
fluid than in MecHWARRIOR
II; your Gears can crouch,
sideslep, and are maneuverable enough lo perform their own ver-
sion of the Quake strafing maneuver.

Contact: Activision, (310) 255-2000, www.activision.com
ETA: Fall '97

e

S

series' third developer is the
company that created the
BartLeTecH universe, FASA.
Because of lhat, indicalions
are that this game will be the
lruest to the universe’s lore,
And although the game isn't
slated Lo ship until nex! year,
it's already looking well-armed for the upcoming market batle.

MEecHWagrior IIl will fealure 18 Mech chassis, 4 of which were
designed by FASA specifically for this game. Of course, each Mech can
be completely customized—not only in equipment, but in paint job as
well. You'll even be able fo create your own decals, The Mechs them-
selves will offer new flexibility—articulated arms that let you fire to the
side when looking to the side, withoul having to twist your Mech's torso.

Look for a universe with better physical modeling than in previous
MecHWarrior games. You'll not only traverse hills and valleys, but also
fight battles in small towns and big cities. Trees and infantry are other
welcome additions. Your Mech can enler the water, and doing so will
give you a cooling advantage. Equipment modeling sees new delail as
well. For instance, lasers actually act like lasers instead of the “energy
projectile” weapons common in computer games. Firing is instania-
neous, allowing slicing atlacks.

The campaign will be fully dynamic. As a Lance Commander, you'll
be able to set all mission parameters and waypoints. A random mission
aeneralor and several canned missions will be available as well.
Contact: MicroProse, (800) 695-4263, www.microprose.com
ETA: First half '98

sim genre. Refreshingly, instead of zooming through deep space, you'll
actually be defending Earth from alien invasion this time around. It's up to
you, the lone survivar of an alien attack, to help save your home planet.

The ability to fully customize your spaceship is an exciting fealure in
Tre 10 Praner. You can install more than 100 pieces of equipment—
engines, weapons, compulters, shields, and the like. This should make
the game's multiplayer mode particularly popular.

The game is nonlinear. Instead of being led through a series of
missions, you'll be able to ufilize a strategic simulation and base man-
agement system to make your own plan of attack. You'll also be able to
research and use alien technology to get the jump on the bad guys.

Although the game is far more than just a space shooter, il excels al
good old-fashioned combat.
The game sports 3D card
and force-feedback joystick
support and a particle sys-
tem for flying debris.
Contact: Belhesda
Softworks, (800) 677-0700,
www.hethsoft.com
ETA: Fourth quarter '97
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The AD&D game’s most famous world, the FORGOTTEN REALMS"®

setting, 1s now powerecl ]Jy the awarc[-winning‘ Descent engine.

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

AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING

DUNGEON  LABYRINTH LOCATED BENEATH THE CITY OF

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

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




Expcriuncu more than 25 different levels that come
alive in full 3D 360° lIL'L'liL from a dwarven lcmp]c

to an ancient Egyptian crypt.

Build your character using true ADED role-playing
elements — 0 different races and :;inglu or multi-classed
options. Your choice of character class leads to unique
abilities and will also affect the way the dame |r].|_v:: —

il you choose a thiel character you can climb walls!

Battle more than 30 dilferent 3D monsters —

sl:elelnns, mummies, giant insects and more. ..

Seek out and utilize more then 160 magical items and
40 different spc"s. including the powerful magic missile

that homes in on its targets and the fireball that ungn”s

its target in a shroud of {lames!

LATING PEND

887 Inferpliy Produchans. All nghts resarved. Descent ©1997 Parallax Sottware, All ¢
Forgatten Realms, Advanced Dungeons & Dragons, ADSD, and the TSR le the
CIRCLE READER SERVICE #079 Al rights reserved. All other trademark



STRATEGY

DOSSIER EIGHT

%

STARCRAFT

Briefing: Leading ihe charge in this year's overwhelm:
ingly reaktime strategy lineup is Blizzard's STARCRAFT,
ihe heir to WARCRAFT II. Our spies report that the game
is inching closer to completion and, at this stage, the
campaign scenarios and play halancing are the two
malor issues Blizzard has Vel to-work on. Most of the
units and special abilities of the Terrans and Zerg ar_e |
finished; the Protoss, the most powerful and complical-
ed race to play, are being implemented last.

Blizzard has decided on a style of resource marv-
agement. Players will mine one resource, but will then
be able to refine that mineral and create @ second resource.
However, when raw resources are refined at the factory (our word,
not Blizzard's), the refined materials wil autnma?ically appa:_{r
around your factory as they are finished. This will make in:]r inter-
esting resource wars, since you, o the Al, will be free ‘m m\rade
enemy territories and ofeal their refined resources, which will, of
course, be more valuable than the raw variely. .

Blizzard is also making the interface more iniu_mye. Now,
context-sensitive help will be available for every building
option. If you move your cursor over a research fab, for

instance, a little help window will pop up at your cursor listing
the prerequisite buildings. .

The cloaking, improved fog of war, lighting, transiucencies,
and other visual effects look even better than when we last snuck
a peek at this game. For @ more n-depth look at STARCRAFT, anfi
more information on its innovations in gameplay, see our May a7
CGW cover story.

Contact: Blizzard Entertainment, (800) 953-SNOW,
www.hlizzard.com
ETA: October '97

AGE OF EMPIRES

Briefing: Among the realime juggernauts this year, Microsoft's
At oF Empires is perhaps the most sophisticated, and the one
most likely to seduce the turn-based lovers of CviLizanion and
Master of Orion. Go-designed by Bruce Shelley (who was the co-
creator of Civ), AGe OF EMPIRES resembles an abbreviated, real-lime
version of CiviLization. You can play as one of twelve ancient civi-
lizalions, from the Minoans lo the Shang Chinese dynasty. The
game stretches through four ages—Stone, Tool, Bronze, and
Iron—you advance by building a certain number and type of build-
ings and acquir-
ing different tech-
nologies. The
gameplay is much
more diverse than
the typical taclical
realtime
wargame; you
have 1o explore
your surround-
ings, hunt for
game, harvest food, research technologies, build cities, and wage
war against your opponents. In short, it's a fun game that com-
bines the depth of a turn-based 4X game and the adrenaline and
mulliplayer advantages of real-ime. Next month, we'll bring you a
full sneak preview of AGE OF EMPIRES.

Contact: Microsoft, (206) 862-8080, www.microsoft.com
ETA: Fall '97
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DARK REI[GN

Briefing: Aclivision leaps inlo realime strategy this fall with Dark
Reian, an ambi-
tious tille that
hopes to chal-
lenge Blizzard's
STARCRAFT for
the real-time
crown. Combat
will be more
realistic than in
the previous
generations’
realtime
games, wilh terrain effects governing to hit percentages, damage, and
firing rates. Now, units on higher ground will have superior attack
bonuses, while troops ambushed at the bottom of a ravine will be at a
laclical disadvantage. The lerrain features will also make for more
interesting map designs, as you can place bases on plateaus restrict-
ed to all but air units, meaning that an offensive to take this base
could be done only by airlifting ground units, a costly endeavor
indeed. Dark Reigi's other innovations include customizable Al and
behaviors, so you can lell lroops when Lo retreal and how far Lo pur-
sue fleeing units. Add Internet play over Aclivision's new, free online-
gaming service and multiplayer options like resource trading, and you
have a real-lime force that will demand altention.

Contact: Activision, (310) 255-2000, www.activision.com

ETA: September '97




POPULOUS 11

Briefing: PopuLous: The THiRD Commig is the second follow-up to
Poputous, the god game that launched Bullfrog into gaming stardom,
The original PopuLous gave you the powers of a god, which allowed you
to create and shape a world, and also to control both the population
and nature of that world. In THe Thiro ComiNg, you are again on a quest
to conquer and shape worlds, but this time, you can do so from a per-
sonal level, viewing things from only a short distance above the ground,
or from an omniscient
level, viewing the
N entire globe on your
screen. You are also
represented in the
game as the Shaman.
Through him, you
recruit the wild men
o living about the

i s i : worlds, train them into
sl o S ——1 yseful minions,
research tech, and build structures. The game will have multiplayer
capability, so you and friends can hurl civilizations of wild men and
spells of destruction at each other. Coupled with a steady stream of
worlds to conquer, Popuous; THe ThiRo Comi should provide endless
fun for controlling strategy gamers.
Contact: EA/Bullfrog, (800) 245-4525, www.bullfrog.com
ETA: Fall '97

SIMCITY 3000

Briefing: SimCrmy is one of the grandfathers of the sirategy genre, and
is no less influential and important a work than CiviLizarion. It had not
only the depth to appeal to hard-core gamers, but also the fun and ease
of use to seduce nongamers. Now, Maxis is set to deliver a sequel, one
that hopefully

| will restore the
fun and easy
play, as well as
add new twists
| tothe game-

= play SmCiry
3000 isn't set
in the future;
the fitle simply
| indicates that it
is third in the

4 SMCry line.
The game will be 3D, with improved graphics and a host of new build-
ings. What s particularly innovative is that you can now walk the streels
of your city and query your citizens on the city's status, asking for feed-
back on the crime, pollution, or transportation situation. SimCiry 3000
will also allow you to micromanage individual buildings. There are even
more new features—including one that lets you design your own build-
ings and disasters—which we'll cover in an upcoming preview,
Contact: Maxis, (800) 33-MAXIS, www.maxis.com

ETA: Fourth Quarter '97

REBELLION

Briefing: While previous Star Wars games put you in the role of a par-

ficipant in the epic conflict between Empire and Alliance, ReseLLion

aives you full control of the conflict. It is much broader in scope than all

the other real-time games, including AGe oF EMPIRES, as you rule an
entire half of a galaxy, controlling all aspects of its management, from
diplomatic envoys to space exploration to ship and building production
lo tactical com-
mand. The goal, |/ /8
of course, is to
bring victory lo
your side: You'll |
gither crush the
Rebellion or free |
the galaxy. You |
can achieve that ||
through vio- |/
lence—which is |
played out in g
full-3D tactical space battles—or diplomacy. Sending Princess Leia fo a
planet on & mission of peace might work just as well as sending in
Admiral Thrawn's star destroyers. The victory conditions are unique;
You have fo capture key enemy leaders and destroy their base of opera-
tions. There will be an emphasis on characters, who can influence
diplomatic, scientific, and lactical endeavors, and multiplayer support.
Read our January 97 cover story for a full preview.

Contact: LucasArls, (800) 965-8227, www.lucasarts.com

ETA: Fall '97

MYTH: THE FALLEN LORDS

Briefing: While some games like AGe oF EMPIReS are adding political
and economic aspects to their tactical engines, MyTH is taking the
opposite tack and abandoning all resource management in order to

have a full laclical wargame. That isn't to say that the new game isn't as

sophisticated, it's just a different direction, as complex in its tactical

gameplay as AGE OF EMPIRES IS in its economic gameplay. As a warrior
on the side of the Light, you have to battle through intelligently crafted
and dynamic scenarios as you battle the undead legions of the Fallen

Lords. In each scenario you'll be bequeathed a set number of units, and

depending on your
performance in the
campaign, that num-
ber could grow or
dwindle. MyTH's
engine is technically
impressive, fully 3D,
and interaclive,
Dwarven explosives
will warp the terrain,
and objects will persist in the terrain (so you can leave a dwarven bomb
lying on the ground and set it off later in the game). Read this month's
MyTH preview for more information.

Contact: Bungie, (312) 563-6200, www.bungie.com

ETA: Fourth Quarter '97
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Jack said, “I am sorry, Don.
Your Java’is not 100% Pure Javar

So your data is not safe.

Anyone can get to it. Anyone.

“Oh, no!” said Don.
«What about my trade secrets?”

“They are not so secret

anymore,” said Jack.
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built-in file pro-tec-tion

no non Java code

com-plete da-ta se-cu-ri-ty

Pure and Simple.

To see how leading banks, freight carriers and telecom firms use
100% Pure Java, visit http://java.sun.com/100percent/benefits.html
or simply call us at 1-800-JAVASOFT.

BREWED BY

X Sun

microsystems
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WARLORDS I111: REIGN OF HEROES

Briefing: Before the advent of Heroes and WaRCRAFT, the WaRLORDS
series was the most successful fantasy strategy franchise in the indus-
try. After a two-year hialus, it's coming back to try lo reclaim the crown.
Wrrioros lll is a turn-based wargame. The emphasis isn't on resource
management or discovery so much as it is on combal. You command
armies of mythical creatures, such as dragons and minotaurs, huriing
them at your opponents'
holdings in an attempt to
conquer the world. To lead
your troops, you can find and
hire heroes who command

1 amazing spells and special
abilities. There is a bit of role-
playing in Wartoros Il as
well; your heroes will grow in
— =1 experience and ability and be
free to embark on personal quests. Wantoros [l will offer simulianeous
lurns for mulliptay, with support for email, modem, LAN, and Internet
play. Red Orb will also offer a free maiching service, called Red Orb
Zone, for finding available Wastoos Il games. For more information,
read our June sneak preview.

Contact: Red Orb Enterlainment, (800) 548-1798, www.redorh.com
ETA: Fall '97

WARHAMMER

MECHCOMMANDER

Briefing: FASA's BArTLeTECH universe is rich with story and depth, and
MicroProse is hoping to leverage that into a real-time strategy game.
MecHCommaanner puts you in command of a 12-Mech unit, as you battle
enemy Mechs and Elementals in a branching campaign to take Port
Arthur from the Smoke Jaguar Clan. Your troops will gain experience
as you advance through Ihe scenarios, moving from cadets to
Mechwarriors. The condilions of your Mechs, vehicles, and troops will
also carry over into successive scenarios in the campaign. The cam-
paign will have branching missions, which when coupled with the car-
ryover of troops and experience, create an evolving and dynamic cam-
paign that
has been
lacking in
stralegy
games. Like
the game-
play in
JAGGED
ALLIANCE,
your individ-
ual Mech-

=2 warriors will
have their own skills, which will improve in tandem with experience. In
the campaign, you'll manage supplies and resources, as well as outfil
your Mechs and command them in battle. MecHCommanper will have
multiplayer support over LAN and modem.
Contact: MicroProse, (800) 695-GAME, www.microprose.com
ETA: First half '98
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DARK OMEN

Briefing: The original WARHAMMER, SHADOW OF THE HORNED RAT, Was a
real-time fantasy strategy game from Mindscape that had cool role-play-
ing elements and a true 3D engine, but suffered from slow speed, inter-
face problems, and the occasional bug. SSI is overseeing the sequel,
Dak Omen, and the crew at SSI is determined to iron out those mis-
lakes. Dark OMEN Sports a gorgeously updated 3D engine with faster
frame rate, more detall, and 3D card support. The engine also allows
for a free camera with rotate and zoom options. Plus, the interface has
been simplified, mak- & ; -
ing commands only
one or two clicks
away. The best fea-
ture of the first
WaRHAMMER, the role- |
playing aspecl, is just | ¢
asstrongin Dapk |
Onen, with more
characters and units, &
more magic, and more items. The original’'s branching missions, which
gave players a limited sense of control over their own destinies, is also
in Dark Omen, WarHAMMER'S lack of multiplayer support is also being
addressed with head-to-head modem, serial, and LAN play.

Contact: SSI, (800) 234-3088, www.ssionline.com

ETA: Winter '97-'98

IMPERIALISM

Briefing: Perhaps the most ambitious of all the strategy games this fall
is SSI's turn-based ImperiaLISM. In it, you must conauer the world
through military, economic, or diplomatic means. As one of more than a
dozen major and minor powers in a fictitious 19th-century world, you
control every cog of your national machine. There are armies to com-
mand and civilian workers (0 order aboul. These you use to build your
nation’s infrastructure, which provides you with the necessary buildings
and farms to establish economic and scientific supremacy. There are a
number of
diplomalic
oplions to carry &
out with respect S84
to your neigh:
bors, including
trade agree-
ments,
alliances, and &
non-aggression [l
treaties.
Commerce isa
big part of this game, and as this is a simulation of a global economy,
every nation will have needs (which can be met by importing goods)
and excesses (which can be exported for profit). With strong Al and
multiplayer support, IMeeriaLisM will provide an excellent lesson in what
it means to exploit a world.

Contact: SSI, (800) 234-3088, www.ssionline.com

ETA: Winter '97-'98
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GUARDIANS: AGENTS OF JUSTICE QRARDLTIONAL LHIELLSEHEE

MicroProse’s third X-Cas game, X-
Com Arocatypese, reduces the scale.and
F  Nowencompasses Earth's last megacity,
& " rather than the éntire planet. Aliens are
now infiitrating corporations, and-youll
~have to root:them out and battle:them.in
glassic turn-based X-Comifashion-or. in a
new real-time mode,

Briefing: Our agents have discovered that
SimTex, the developers behind such hits as
MasTer oF Macic and Master oF ORion, are busy
at work on GUARDIANS: AGENTS OF JUSTICE, a furn-
based strategy game that puts you in command
of a team of superheroes. Unlike its MasTer -
series, SimTex's Guaroians is small in scope. You %
choose from among 14 heroes (or design your
own) to form a band of heroes who then must
move and batlle through randomly generated isometric maps. Your heroes must explore
cities, destroy terrain, and battle supervillains. The look is akin to X-Com, and is a change
from the galactic proportions of previous SimTex games. The game's best feature is the more
than 80 superpowers that can be combined and altered lo create a variety of unique heroes.
Guarpiang will have multiplayer support for play over modem, LAN, or Internet.

Contact: MicroProse, (800) 695-GAME, www.microprose.com

ETA: Winter '97-'98

CDIIGUEST Eanti:is one of the more

PAX -IMPERTA: -EMLINENTHDOMALN visually impressive: real-time:games, with

Briefing: After being dumped by Blizzard,
Pax Ivperia 2 found a new home and a new
name with THQ, which has turned this game
into a compeliing, real-time space strategy
epic. The gameplay Is In the same vein as

Master oF Oron. As part of a budding galactic [Jil

16:bit color-and picture-in-picture movies

- that run while you'play. The two sides—

human and Martian—have different abili:
ties and units, and'even different inter:
faces. Action fans will:be happy to'know
ihat you can control'individual units in

civilization, you must explore the galaxy, arcade fashion.
expand your empire, exterminate your rivals,

and exploit new technologies. You'll start with

While we wait for:Cav 1, M[r_:mPrnse is
offeringUtmimare Civ. I, which'is basical-
one planet and then, as you research technologies, upgrade your ships and colonization abiliies S0 Civ I with a collection of new scenarios
until you can strike out into the stars and settle more planets. Once you meet align races, you'll & and an intuitive scenario-editor. thal
be able to negotiate with them, attack them in a separate real-lime taclical setting, or engage in b makes creating your own games much
espionage to undermine their holdings and steal their tech. In a season when epic space edsier:than:before.

games are lacking, Pax IMperia could attract the MOOQ crowd, ./The: ungmal MAX. uﬁs afurn-hased
Contact: THQ, (818) 591-1310, www.thg.com game with areat depth and a simultaneous

ETA: Fall '97 :5' furns option for faster multiplay. M.AX. 2

now adds a real-time option; and has cur-
TOTAL ANNIHILATION

lailiad a bit.of the depth to. make the game
gasier-to digestand more workable in real
Briefing: Il's easy lo gel jaded when develop- time. Look:for it this fall,
ers start describing their real-time strategy -~ 'Ourpost 2 is slated for arfival later
game as lhe second coming of the genre, bul this year, and it'is (thankfully) nothing
TomaL AnniHiLATION certainly has much to recom: like thes origina{' 's‘now real-time
mend it. The most obvious innovation is the 3D & slrategy, as you attempt'to establish
terrain, which translates inlo more realistic com- .'your colony:on-a hostile planet occupied
bat. Line of sight now becomes an issue—ele- i
vation heavily influences attack factors, and terrain can be used as obstacles. Per the game’s i DunaeoN Keeper, Bullfrog's realtime

by an:enemy outpost;

altention to detail, when a tank moves up a steep incline, you'll see it strugale up the cliff, fantasy.strategy gamme, should be out by the
inching up slowly and then cresting the top before returning to a faster speed. ToraL time yoli read {His, offering you the chance
Annsiarion will offer dozens of single-player scenarios, in which you'll command more than a to/play the.evil dungeon master-who mus!
hundred possible units. GT Interactive also hopes to make new units available weekly to keep Fward offiintrusive do-gooders intent.on -,

the game interesting. With the requisite multiplayer support in tow, ToraL AnniHiLATION stands a £ stealing your [oot.
very good chance of living up o its hype. Rt e
Contact: GT Interactive, (212) 726-6500, www.gtinteractive.com
ETA: September '97
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The next generation of War Gaming!

=

% %  ll-Star Contributing Designers % % & ==~

JohnTiller ~ Bob McNamaraw. - ChadlleXibler -~ - ‘Jim Dunnigan - Dana Lombardy Richard Berg
TalonSoft's ‘ASE-Advanced Squad -~ -ASL-Red Barricades®, -~ Panzerblig® - T 1 Streefsof Terrible Swift Sword®,
Battleground™ Series - “={eader®TalonSofts ~  ~ TalonSoks .~ ~Founderof SPl - -

- Stalingrad® Great Battles of

= Bardeground™ Series Bardeground™ Series Alexander®, Blackbeard®

Bottleground™ is a registered trademark of TalonSoft Inc. All other trademarks are property of their respective holders.

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

Lead a lightning Blitzkrieg through the Red Army, or defend Mother Russia from the German invaders!
Setin a new, unique campaign format, EAST FRONT puts you in charge as company commander, in either
the Wehrmacht or the Red Army. Replacement shortages, mud, snow, endless river crossings and all those

fun things from the Russian Front are just a mouse click away! EAST FRONT features a totally new e, T
engine, a full-blown scenario/map editor and many preset scenarios, such as Kursk and Stalingrad! mmugn
Available Fall '97 at Software Retailers World Wide! Reserve your copy today. H@
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Briefing: | evaded the alarms, expertly
picked the multiple locks, and dosed the :
guard's coffee with a sleeping aid of my own |e
concoction. | then quietly opened the :
dossier, read il, and let out a long, low whis- | S5 (48
tle. Our operatives had already warned Us of [ENE, %
the improved Al and the more robust cam- G
paigns—including mini-campaigns from the
Allied side—but HQ had dealt adequately
wilh those factors. The breathtaking graph-
ics, which are attained without any compro-
mise of the elegant interface, are more likely to overwhelm our
rgaming chums back home.
i gAs | gelved farther into the robust combat system, | noﬂpeq
several improvements: ranged fire for heavy hardware; the ehm
nation of strategic bombers; and overhauled ambushes and air-
field rules. Yet, at its core, the game Was still the PANZER GENERAL
we had been hypnotized by heretofore. Shaking my head, lest |
fall too deeply under the game’s insidious speilt | removed the
impressive array of “whatif* scenarios, that | might study them

WARGAMES

from the safety of the hard drive in my secret hideout. As |
stealthily made my way out of the SSI comple;, | resolved to
test he interactive impulse turns and time limits, both on and
off the Internet—for research purposes only, you understand.
(Agents wishing o access the full declasgilied report should
request clearance to review last month's in-depth PanzeR
GeneraL |l feature))

Contact: SSI, (800) 601-7529, www.ssionline.com

ETA: November '97

2
2
~
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2
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SID MEIER'S GETTYSBURG ACHTUNG! SPITFIRE

Briefing: Our scouts inform us that this is no mere markeing Briefing: All right, lads—through use of Her Majesty’s new tech-
bivouac. Led by none other than General Meier, EA intends to nology, radar, we have spotted yet another wave of turn-based air-
do us some real-time harm. No twilch and flex, mind you, but a craft poised on the horizon. But this time, you must first intercept
serious bit of campaigning, including plausible historical alter- the opposing

nalives. Should we whip their powerful Al, human generals squadrons in

shall fight us, even o’er the Internet! This is hardly the most an overarch-

detailed tactical simulation, yet it presses home the attack on ing real-time

the flank of fun, with sufficient historical flavor. We can find fault operational

with neither the morale system nor the manner in which the manner

combat manifests itself, seemingly as sophisticated as the cus- before mov-
= lomary turn- ing into Over

based lactics. THE Reich-

The greatest slyle lactical

fear is that after combat. -

we master the Right. All pilots are reminded that these 1940-era aircraft are not as

campaigns from maneuverable as the planes to which anyone familiar with this sys-

both sides, we'll tem is accustomed. Thus, they will require thal you master different

fall prey to the tactics in order to survive. Furthermore, we have broken the Internet

randomly gener- code, and may now pursue the enemy even in stormy weather

ated scenarios, areas, such as AOL. In addition lo defending the homeland in the

which our foe Baltle of Britain, you may also fight in the skies of our French allies,
holds in unlimited reserve. So if you will excuse us, sir, we go or even coordinate and lead Jerry's attack. Finally, keep in mind that
now to prepare for the unrelenting assault of this awe-inspiring all we have lo fear is fear ilself, and possibly our pilols succumbing
example of martial beauty. (For a full ballle plan, see last to fatigue—which is an element new to this simulation. Queslions?
month’s cover story,) No? Time for tea, then.
Contact: EA, (800) 245-4525, www.ea.com Contact: Avalon Hill, (800) 999-3222, www.avalonhill.com
ETA: September '97 ETA: August/September '97
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ADDITIONAL INTELLIGENCE

. Just because TalonSoft has developed

its-new Wil enging, don't think that the
old one.won't'go out v_.rith a bigibang, In
BarrLeaRounp 8: PRELUDE To WATERLOD,

EASTFRONT

Briefing: Comrade, | have escaped from the
front with alarming news! The forces of

TalonSoft are massing on the borders with a ter- f

rifying new engine. Da, it is beyond anything

they have done before on the battlefield. | have
reconnoitered their fall buildings and SVGA: -
graphics soldiers, and | have uncovered the hexagons underneath. But tovarisch, they are
huge—enough o hold an enlire Soviet rockel battalion with no degradation in graphics—
complete with multiple zoom levels! And the sequence of play is so streamlined it is like the
finest vodka on a cold Leningrad evening, yet it still manages to deliver a potent WWII
punch. Whether climbing Mamayev Kurgayen or struggling through all the streets of
_ E Stalingrad, you may fight from plaloon all the way to corps level. Never have | seen a turn-
can pulliitoft; the:result would be the mostH based assault quite like this one, as it strives to bring the great battles of the Eastern Front
lulfrilmg campaign ever for Napnleomc era. 4 to modem, email, and Internet alike.
gaming, b Contact: TalonSoft, (800) 211-6504, www.talonsoft.com
" Siarra should be putting the nmshmg ' ETA: Fall '97
touchesson Civie War Genenats this fall, *

complete-with ‘battle‘and map editors. Sierra § _
wants to do for generals Grant and Sherman SLusE Cht=AT L

you face the quintessential Napoleonic
dilemma: How-can the French-forces

defeat two'major armies before Wellington
and Blucher unite {heir forces? In addition 3
lo the batlles of Quatre:Bras and:Ligny;
TalonSoft plans to et would:be Bonapartes ¢
carty. their. results:over to the:campaign

game of BATTLEGROUND: WATERLO: IF they

whal fe first game did for Lee Marse
Robert is still around It the sequel, with the
additionvof (finally!) the'Seven Days" Baltles.
. Another sequel, STeeL PantHers Il
movesito a larger-scale, somewhere

Briefing: The recon pilot asks if | need to make
another pass over the farget. | decline. I've been a
trained observer loo long fo deny evidence right
befare my eyes. It's hard to believe, but this sequel
Igaves the original in an abandoned foxhole. It's

between the original STeEC PANTHERS and!
Panzer GeneraL 11 It will include new’sce:
narios for battles from both-Sveev I'& I, as

more realistic, more interesting—Market-Garden
rather than France '44—and il finally has a dynam- & L
ic campaign, as opposed o a bunch of scenarios gern,rman:fered logelher Line-of- s;ghl and
well as new systems for armlery and air field-of-fire have a dramatically improved feel as opposed to the original game, and are
support; Don't expect this oue until-late. enhanced by the new visuals for multilevel buildings. The maps of Arnhem are probably the
fall, at the"earliest, most detailed and accurate of any game ever published, and they give the impression of being
GREAT. BATTLES OF HANNIBAL, the sequel 5 in a real city. Best of all, CLose Comear Il is aclually a game his time around. If it isn't one of
lo AL_mrmau (see the review this issue), the most popular Internet strategy titles around, I'll swallow my stogie.
promises to spruce up:the game'engine. It % Contact: Microsoft, (206) 882-8080, www.microsoft.com/games
- Willbe interesting to see if Erudite Seftware -8 ETA: November '97
“andInteractive Maglc can continue 1o I
improve the alrgady challenaing Al.'This ' &
game should:make its late fall shipping " 3
date;’but don't expact the third game fn'the Briefing: Milord, | have returned from the
series, JuLls CAEsaR; until next spring:or = witches’ cave, where the old hag has divined
sUmmer; _ ; the particulars of Sir-Tech’s plan. It is much
: like the tactical combat of LoRDS OF THE
Reaum, complete with boiling oil with which
o fricassee one's enemies. But where that
game faltered upan the open fields of battle,
Siece wisely restricts the conflict to the con-
fines of the castle walls. You may build siege
engines and train archers, knights, and even peasanis—for, alas, someone must hold the
assault ladders. The castles themselves are not striclly historical, though they are indeed
inspired by great walled towns, and crafted so exquisitely as to give the most seasoned stone-
mason pause. The real-time fighting moves at a stately pace—the weight of armar, we sup-
pose—lhat seems ideal for Internet clashes of sword upon shield. We await yon flaming arrow,
ey : or perhaps a finely tuned catapult, with heightened expectation.
BATTLEGROUND 8: e Contact: Sir-Tech Software, (315) 393-6633, www.sir-tech.com
PRELUDE 10, WATERLOO 4 Z ETA: Fall '97
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Briefing: Though our operatives Were well within the i'nner
sanctums, we had them scout the outer perimeter lo vent_y
unconfirmed reports we'd had about @ dastardly new de:.u;e.
Sure enough, there it was—bright red painted girders, sinister
black plastic seal, with tubes leading to a hidden power source
peneath the platform: the Rock 'n’ Ride. A
The Rock ‘n’ Ride is a compressed-air-operated, “ful mouuq
seat tha responds o joystick inputs. It optionally ;hips with an air
compressor, but can use any compressor that delivers at]easl 2
cubic feet per minute. Although the pistons gengrate a _shgmly
jerky motion, the whole thing is a hoot to play w‘_th. as it tits you
60 degrees in any direction. You strap your monitor to a platform,
which also has a swing-out joystick tray. There's also a foolrest
and, most importantly, an optional, gimbaled beer-can holder.
Normally, pulling back on the joystick generates a backward
motion, but you can reverse the axis with a switch so thatlpush-
ing forward on the stick pushes the seat hackﬂ]gsl lhe lhmg for
driving tilles. And while the Rock 'n’ Ride's not dirt-cheap, It
does come in al a fairly reasonable $800. .
Rock 'n' Ride does have some limitations; the monitor rack
only supports up to 30 pounds—definitely problem for 17

inch monitors, There's currently no second joystick rack for
throttle, although the footrest for the final product ma}y suppc_m
pedals. If you're yearning for a true full-motion expenem;e with
your sim, arcade flight game, or driving game, check this out.
Just don't forget the Dramamine.

Contact: Rock 'n' Ride, (888) 431-9893,
www.rocknride.com

ETA: Available Now

THRUSTMASTER RAGE 3D

Briefing: We've uncovered a plot by Thrustmaster to deliver
a digital gamepad that's comfartable for large-handed gamers
(and you know what that means: big gloves). This new con-
traller, dubbed the Rage 3D, uses a "lizard-eye” thumb pad in
lieu of the more traditional thumb dish. The resull is much easi-
er operation and reduced fatigue from prolonged usage.
Though the Rage 3D is a digital gamepad, it offers an analog
setting as well. The analog setting provides belter granularity
for minute movement, but is somewhat less responsive to dras-
tic movement, whereas Lhe digital setling shortens the thumb
pad's overall throw, and provides much quicker response.

Rage 3D also makes use of Thruslmaster's new Direct:
. Connect technology, which

assigns controllers an 1D, so
when that controller is con-
nected, the driver will know
which control panel o invoke.
DirectConnect driver will also
/| allow you lo choose which
controller (or conlrollers) you

want to be active (gamepad, stick/pedalsithrottie), and also allows
you to configure them, DireclConnect devices will need litile or no
calibration. Rage 3D should be shipping now.

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

ETA: Available Now

CcewW SEPTEMBER 1997

SAITEK PC DASH

Briefing:
Slipping unno-
ficed into the
foyer, and using
the cardkey he'd
removed from
the unconscious
guard, our agent
was able to
uncover details
on UK manufac-
turer Saitek's new PC-Dash. And from what he found out, it looks
like the Brits have done a nice job on this one.

This touchpad device can partially replace keyboards. Unlike
Quickshot's Masterpilot, a similar product, PC-Dash is a program-
mable device that can either be programmed via direct download
from a Windows-based utility or through a built-in bar-code reader
that can be printed out and saved with the software ulility. You can
design your own templates and even assign graphics or text to the
lemplate bultons. Templates designed by Saitek can be downloaded
from their Web site, and a number of game companies will be
including templates in their boxes. The only thing that seems to be
lacking now is a support o allow the PC-Dash lo sland vertically,
but Saitek is studying that possibility.

Contact: Saitek, (310) 212-5412, www.saitek.com
ETA: Available Now
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a n d t b e

SCIENCE of

GOLF

gnlroducing the Links LS 1998 Edition. The

forces of art and science have e
combined to produce a golf o e
‘lf"g
. ) g
experience like never il
before. This new version i sl

of the Codie Award winning |
golf simulation is packed with Nty
over 25 new features! Here's just a few:

Natice the new waving Mlags, birds, e
airplanes and other background
animations with up to 8 of your

friends over expanded
internet play!

Brace yourself for lightening-fast redraws, main
view in a window capability. and up to § additional
“smarl” camera views.

Our course designers have given even
more allention Lo detail including new
waler reflections, improved textures
and enhanced sky backgrounds,

..-‘_ | r/-_‘ F&E >
= / Phone Toll-Free 800.800.4880 ¢ Fax 801.359.2968
NA Y ) (’1_/

Website-http://www.AccessSollware.com
— SGFYWARE INCORPORATYEDL  Available for the PC
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ADD | T 1ONAL INTELLIESIENCE'
Briefing: Xitel is sounding off in 3D with their new
Storm PCI sound card, which is based on Oak’s OTI-
611 chip. This new chip incorporates Aureal
Semiconductor’s 3D positional audio lechnology, the
most impressive we've heard to date. Now you're prob-
ably thinking, “Diamond'’s Monster Sound, which also
uses Aureal's technology, has been shipping for sever-
al months now, so whal's Lhe big deal?" The big deal
is that Xitel's Storm will hit the streets for about $100, Smkabs were all Showing force-feedback
half the price of the Monster Sound. To pull this off, ) ' steering wheels. The Thrustyds a very
Xitel has made some trade-offs: Storm has no Sound-Blaster supporl (il leaves lhose earty prototype, but the wheeland Shifted

| -Alterihe rafd'en SaiteRyour people
had atoughitime: making® au £5Cape:
Everywhere they turngd, !ney Were s
‘rounded by'foroe feedback gear,
which Was practically popping ‘out
ofithe WoodWwork: Escape‘provedito
e a'challenge:

Thrustmaster, GH, SG&T afd ACT:

chores lo an already-installed Sound Blaster), doesn't come standard with a hardware * [ooked muchilike'the Formula T2 CH's
wavetable synthesizer, and ships with no bundled titles. Still, Storm does bring convincing wheel (s VEry compact; with-a singte
positional 3D-audio technology at a very affordable price that will round out any gamer's . clampifioldingithe body ofthe Wheel
audio sub-system. dowpn. THe'ACT Wheel looks like'a minia:
Contact: Xitel, (512) 331-5544, www.xitel.com  {ure dashboard: It also.has a cartridge

ETA: Available Now slot for upgrades. If:yougetthe PC2

* Wheelifor $99, you can add'a $20 Cay:
GATEWAY DESTINATION

t[ldge and presto—you haye a

. PlayStation/wheel..Other carlrrdges will
Briefing: Our mole (disquised as a prairie dog) b available forother platforms: The
infiltrated Gateway 2000's encampment lo reveal SORT Wheel wasn'tias Striking in its
that Gateway's latest Destination Big Screen PCITV 3 ppeardncs, but seemed functional, ,
will now be equipped with a Toshiba DVD-ROM, "SForce feedback joysticks are fn evi- -
which is a logical evolution for this living-room ; (enieg, oo, There isa secretpratatype’
home subversion, er...entertainment device. Gateway SEEEY.
is using Chromatic Research's Mpact media proces-

gk tngiLogilech stick from [mmersion
¢ Technn!ogy Microsafts Sidewinden

sor as their MPEG-2 decader, which will also decade DVD's Dolby AC-3 5-channel audio. \+Force Feedback seems 0/be every-

This welcome addition of a DVD drive and decoder will allow you lo get a big eyeful of DVD * Where. The good'news'is that

movie titles and play DVD game titles as they begin to ship. Immersion's version 2:0 teshnalogy:will
For gamers, our mole reports thal the Destination will soon also have a long-missing -~ be partof DlrectX 5.0

component; a 3D graphics accelerator. The transmission trailed off with some mention of * Finally, Gybernet hasts force-feed:

stampeding mad cows closing in, and there's been no word since. So while details are cur- . back flight yoke. This stauld be Juskthe

rently sketchy, a 3D accelerator will comprise a very important piece of the puzzle to make tickat for.civil‘aviation buffs who had

the Destination more appealing for hard-core gamers. . bieen'eyelng force: ieedback combat

Contact: Gateway, (800) 864-0552, www.gw2k.com sticks with envy. [t's Tooking fike 1998 will

ETA: Available Now beithe year furce feedback makes its

STIDW.B”GI'CE
CREATIVE LABS RPC-DVD

Briefing: Also making waves on the DVD [ront is
Creative Labs, with its PC-DVD upgrade kit. One
thing that's kept the DVD party from really roaring
has been the kits' prices, which usually ran
belween $500-800. Stand-alone DVD players
haven't been any less expensive, coming in around
$600-800. Our deep-cover man informs us thal
Creative has just the fix: a DVD upgrade kit for $379, which includes an MPEG-2 decoder
board. This more atlractive price makes the decision belween upgrading lo a fast GD-ROM
versus DVD a good bit more interesting. And while 1997 has, so far, been wanling for DVD
game litles, 1998 will have a number of DVD titles hitting store shelves. Currently in the
works for release later this year is an enhanced version of Origin's Wing Comuanne [V,
Contact: Creative Labs, (408) 434-5700, www.soundhlaster.com

ETA: Available Now

CowW SEPTEMBER 199/
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DOSSIER ELEVEN
WORST TRENDS

1

1. ME TOO-15M

We saw well over 100 impressive
new titles at the E3 show. And we saw
only about 10 new ideas. Too many
marketing weenies see a hit game and
think the best road to a hit is lo copy
(and try to improve upon) it. So look for
the current wave of real-time games to
make way for a line of Toms RAIDER
clones, before the inevitable transition
to DiagLo-alikes.

STRATEGY OVERLOAD

A corollary to the last entry. There
are more than 50 games in the works
thal are variations on the CoMMAND AND
Conauer and WarCrarT models. Even if
there are 15 real winners in the bunch,
many are doomed lo failure simply
because gamers won't be able to pick
them out of the horde.

3. THE BIMBO FACTOR

We're ecstalic to finally see some
female heroes in
games previously
dominated by
males. But the
ones we've seen
so far aren't going
to do anything lo
et our wives, girl- §
friends, or daugh
ters interested in
gaming: No |

s

,X
¢ ;E\ !

1y

female is going to buy exploring Aztec
ruins in short-shorts and a halter top.
Don't these development leams realize
it's possible to be sexy without being
half-naked? From what we saw at E3,
though, look for even more pneumati-
cally enhanced females attempting to
grab the attention of young male
gamers who get their kicks from big,
bouncing polygons.

4. 3D-CARD CONFUSION

Developers are jumping on the 3D-

card bandwagon, but they're all choos-
ing different ways to ride. One game
supports Direct3D, the next has only
custom drivers for Rendilion and 3Dfx

cards, while the next supports OpenGL.

It's as bad as the early days of sound
cards, and gamers are stuck having to
get their Maslers in Driver-ology in
order to figure out which standards are
supported by their home PCs.

5. BAD WRITING

In days past, Infocom alone put
out more good stories each year than
the industry as a whole manages lo do

today. The major-

ity of fantasy sto-
ries are AD&D
clichés, most
new science fic-
tion plots would
have been reject-
ed by the pulp

and flight sims

inspiration for its heroines from visits to strip clubs.

SEPTEMBER 109/

mags of the '30s,

Worst _//

keep rehashing a Russian invasion of
the Ukraine, C'mon, folks, you'll spend
a million on a cool 3D-engine. Ever
notice how cheaply writers work?

8. HOLIDAY OVERLOAD

The industry has fixated so hard
on the admittedly active holiday buying
season that a disturbing majority of
games are released between Oclober
and March (counting all the ones
which miss Christmas and thus ship at
the end of the first financial quarter).
What do they expect us to do in the
summer, go to the beach?

7. BRATUITOUS PHYSICS
Everyone's claiming “real physics.”
I's one thing when it's a flight sim or a
driving game. But we're seeing such
claims in space sims and even first-per-
son shooters. What's next, Pac Man 3D?

8. |[HALF-ASSED
ONL INE |cAMES
Is Asteroins really that much bet:
ter a game with other players around
you shooting at rocks too?

8. HUGE HARD DRIVE
INSTALLS
We kept hearing 50-75MB mini-
mum install figures for new games. Hey
quys, new systems are coming with 16x
and 24x CD-ROMs. At least give us the
oplion to fry running the game from CD.

No matter how many ship
dates they miss, developers and
marketing dweebs still don't seem
to be able lo realistically lell how
much time it takes to do a top-
notch game today. Look for lots of

B HEROES OR BIMBOS? With Riana Rouce, Dearvrrap Dunceon, and  games slated for November lo be
Towms Raioer 2 on its plate, Eidos Interactive seems to be getting

available just in time for the
Easler holiday.
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SWHEn'Gateway created the Destination™ Big ScreetiPCAIVARTAD

Worm of nirvana descended upon the world — PC*#aming fre

r couch.

Now, just as other companies start to follow, we’re raising the stakes
out second-stage rocket booster;
dvd.
The newest evolution of the Big Screen PC/TV features DVD’s pristine digil
graphics and video sp_las’.}jili'g around the Destination system’s 31-inch monitor.

erally tt of options,

oyster. Add DVD and you’ve
heavenly big screen in the industry.

dia an d video are your playthings. All the

“You've got a friend in the business."®

800-846-8571

www.destination.com

CIRCLE READER SERVICE #1056



“Meimum dala transfer rate dependent on
centain variahles including particular
modems with which you are mnummrtmmg

Gateway Dertmanonm Bzg Screen PC/TVs

® [ntel® 166MH; Pentium® Processor
with MMX™ Technology

= 32MB SDRAM

m 512K Pipelined Burst Cache

® Destination 31" VGA Color Monitor

m STB® 2MB Graphics Accelerator
with Cable-Ready TV Tuner

® 3.2GB 12ms EIDE Hard Drive

m 12X min/24X max CD-ROM Drive

m 35" Diskette Drive

® Ensoniq® Wavetable Audio

» Boston Acoustics® MicroMedia™ 3-Piece
Speaker System

m TelePath® Modem for Windows
with x2™ Technology”

m 7-Bay Charcoal-Colored PC Case

| Wireless Keyboard w/ Integrated
EZ Pad® Pointing Device

m Wireless Field Mouse® Remote

® Four-Channel RF Receiver

® Microsoft® Windows® 95

® Home Software Gallery"™

m MMX Technology-Enhanced Software Bundle

® Gateway Gold™ Service and Support*
for Big Screen PC/TVs

$2699 As low as* $94/mo.

® Intel 233MHz Pentium® I1 Processor
with 512K Cache
= 32MB EDO DRAM
| Destination 31" VGA Color Monitor
® STB 2MB Graphics Accelerator
with Cable-Ready TV Tuner
® (.4GB 10ms EIDE Hard Drive
» DVD-ROM Drive
» DVD Decader Card
m 3.5" Diskette Drive
® Ensonig Wavetable Audio
» harman/kardon High-Fidelity Sound System
| TelePath® Modem for Windows
with x2™ Technology”
m 7-Bay Charcoal-Colored PC Case
m Wireless Keyboard w/ Integrated
EZ Pad Pointing Device
B Wireless Field Mouse Remote
® Four-Channel RF Receiver
®m MS® Windows 95
| Home Software Gallery™
m MMX Technology-Enhanced Software Bundle
m Gateway Gold Service and Support*®
for Big Screen PC/TVs

$3999 As low as* $139/mo.

“"The Home Software
Gallery features popular
titles like Road Rash,”™
Dream Works Interactive:
The Neverhood, Earthworm
Jim" Launch® Magazine,
Issue 13 and more!

telephane lines, ¢
Al RO peseat el “You've got a friend in the business.”®
*The Destination 317 VGA monitor is
covered by a one-year limited warranty.
B 800-846-8571
www.destination.com p_eol'!til.lmQI[

610 Gateway Drive, P.0. Box 2000 » North Sioux City, 5.D. 57049-2000
Phone 603-232-2000 = Fax 605-232-2023

©1997 Gateway 2000, Inc, GATEWAY 2000, black-and-white spot design, Field Mouse, "G logo, TelePath, "You've got a friend in the business” slogan and EZ Pad are registered trademarks, and Destination and Gateway Gold are trademarks of Gateway
2000, Irc. The Intel Inside |.0|;o Inlel and Pentium are registered trademarks and MMX is a trademark of Intel Corporation. Not all Gateway Destination Big Screen PC/TVs contain the Pentium [ processor, All other brands and product names are
trademarks o registered s of thesr respective o ies, All prices and configerations are subject to change without notice or abligation. Prices do not include shipping or applicable sales tax. Many Gateway 2000 products are custom engineered 1o
Galeway 2000 specifications, which may vary from retail versions of the software and/or hardware in functinnality, performance or compatibility. *Financing available on approved crodit issued and administered by MBNA America® Bank, N.A. Payments
based on 36-month term at an Annual Percentage Rate as low as 14.9%, CIRCLE READER SERVICE #105




LOYD CASE ¢ TECHNOLOGY

Performance

on Iral

Windows 95: Boon or Bust for Gamers?

t5 been said that the

jury still out on
Windows 95 for games.
What if Windows 95 was
actually put on trial for
its “crimes” against
gamers? How would that
jury find? Here’ a tran-
script from the gamers’
trial of the century.
Prosecution: Your honor,
ladies and gentlemen of the jury, we are
here today lo show that running games
under Windows 95 is a ludicrous idea.
Performance of DOS games on
Windows 95 simply doesn’t pass muster.
“The Windows 95 versions of popular
games can't keep up, and Windows 95
simply hasn't lived up to its hype as a
gaming platform.

Defense: We will show today, your
honor, that these charges are unfounded
and bascless. Windows 95 has proven to
be a boon to gamers everywhere. Came
developers no longer have to write their
own device drive —

Prosecution: Objection! We're not
talking about game developers! We're
talking about game players!

Judge: Objection sustained.
Relevancy, Counselor.

Defense: Your honor, I do wish the
prosectition would stick to the facts and
not throw oul random objections
because it sounds cool on TV,

Prosecution (incensed): Very well,
here are some facts. During the discov-
ery process, we took a look at DOS
games running under DOS and
Windows. We examined Windows 95

versions of popular DOS titles. Lets
look at them one by one.

Rowans IFtyive Cores shipped with
both a Windows 95 version and a DOS
version on the same CD), and simply
put, the Windows 95 version runs
abysmally. We tested it on a Pentium

200, and here are the results:

Fumc Cones, 640x480, all details tumed up
Frame Rate

Windows 95 Native
DOS version, under DOS............ 9-10fps
DOS version, under Win 95 ........8-0fps

As you can sce, the Windows 95 ver-
sion doesn't hold a candle to the DOS
version — even when the DOS version is
running under Windows 95!

Defense: Your honar, we helieve the
Windows 95 version is puorly pro-
grammed, and would submit our own
example: QUARE. The defense wishes
to enter into evidence our findings test-
ing the DOS version of QUAKE, both
under Windows and Windows 95, as
well as the newly released WINQUAKE.
Heres what we found:

TimeDemos 320x200 6402480
WinQuake.........40.7fps  16fps
Quake in DOS ....43.9fps  16.8fps

Quake in Win 95
DOS hox .........41.6fps  16.50ps

Please note, your honor, that although
the DOS version is faster under DOS,
the overall performance difference is
about 10 percent, as Microsolt has
always claimed, and that the differences
at the higher resolution are much less.

And sinee QUAKE is a multiplayer game,

~—

its much easier to use under Windows
95 —whether its the DOS version or the
WINQUAKE version — than to try to set

G& what it

Windows 95
was actually
put on trial
for its ‘crimes’

up networking under DOS,
Prosecution: Setup, schmetup. The
fact is, there’ still a big performance hit.
And hard-core gamers know how to load
a few measly networking drivers. In fact,
let’ take a look at another poapular game:

EAs ATF. We set up a “blank mission” dagain st
(one plane only) on a runway and - ’ ’
checked out the frame rate. Note that gamers:

we used ATFGoLDp for the Windows 95
test, since Windows 95 chokes on ATT"
Here, then, are the cold, stark numbers:

ATF [BADx480, sky and water textures tumed off)
Frame Rate

AIED05).....coecnenemmsaneniios 18ips

ATF Gold (Windows 95)....13.5fps

I'would submit, your hanor, that the
difference here is vastly greater than a
mere 10 percent.

Defense: We have two issues with the
prosecution’ technique. First, theyre
stacking the deck by using only ports of
DOS games. Although we couldn't cap-
ture a frame rate number from these two
games, its clear after extensive gameplay
that both FarTHSIEGE 2 and X-WING Vs,
TIE FIGHTER run very smoothly on
even Pentium 100s — eertainly no worse
than if they had been DOS games.

Prosecution: We strenuously object to
this tactic, your honor! This is merely
anecdotal evidence! Can the defense
offer any real numbers?

Judge: Objection sustained.
Counselor, do you have any data?

Defense (vexed): Yes, you ignorant

CoCW
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LOYD CASE

twit— er, sorry, your honor, | meant the
prosecutor, not you. At any rate, back to
the whole DOS games under Windows
95 issue, we would like to offer into evi-
dence DESCENT [1:
Descenr Il (DOS game only)
Frame Rate at Start of Level 1
MS-DOS Mote...................32(ps
From Windows 95.............. 30fps

Asyou can see, the difference is triv-

ial. IFyou couple that with the ease of
selup— DESCENT [l uses AutoRun —
then games become much mare accessi-
ble. We feel —

Prasecution (indignantly): Your honor,
the defense has raised a very salient
issue. We've received numerous com-
plaints of Windows 95 game installations
rendering systems completely unusable
unless the disk is formatted and
Windows 95 is reinstalled. Games like
the ill-fated WinG CovmanneRr
KiLrari PACK would install DirectX
without first asking the user.

Defense (coldly): And to think that
the prosecution excoriated us for using
anecdotal evidence. We acknowledge
that some Windows 95 games have
been, shall we say, poor citizens.
However, things have improved greal-
Iy. The latest versions of DirectX care-
fully check version numbers before
installing, and if it thinks DircetX
needs to be installed, it asks first.

Prosecution: Your honor, the sctup
issue s a red herring, In fact, setup for
DOS games was improving when this
Windows 95 juggermnaut ralled into town.
The performance of Windows 95 games
is highly dependent upon the graphics
card and the card drivers. In fact, SVGA-

TWEAKBIOS

The true measure of a PC hard-
mess around with their BIOS. (Okay,
so l'doitabit, too))

~ However, many BIOSes are
“dumbed down” and don’t allow

LAB NOTES

much tweaking at all. To the rescue of
peeks everywhere rides Miro Wikgren,

who has written a ity lttle BIOS
tweaking utility appropriately named
TweakBIOS. Download a shareware

cCwW

ware geek is whether or not they try to

SEPTEMBER 1997

graphics performance under DOS was
very consistent —

Defense: Objection! SVGA-graphics
performance under DOS is very depen-
denton the installed graphics chip,
VESA implementations, and other
issues. [twas at least as confusing as
dealing with the graphics cards under
Windows 95— perhaps more so.
Consider also the new generation of
Windows 95 games— 3D titles that will
take advantage of 3D aceclerators.

Judge: Objection sustained. Seems
like six of one, half-dozen of the other,
M. Prosecutor.

Lets move this debate along, Present
your closing arguments,

Prosecution: Windows 95 has proven
to be the bane of gamers everywhere.
Poor performance of DOS games and
the inability to even run some DOS
games have caused greal frustration and
headaches for users everywhere. We
submit that game developers should
return to the well-known principles of
DOS game development and ignore the
dictates of the Redmond rabble-rousers.
Given that some Windows 95 games
perform only half as well as their DOS
versions, should gamers have to keep
paying for faster and faster hardware, just
to try to keep up with the ravenous
demands of Windows 952 We think not.
We rest our case.

Defense: As usual, the proseeution trics
to pass off innuendo and nimor as fact.

Do game developers really want lo
retum to the arcane intricacies of DOS
gaming? Do they really want to spend
time developing drivers for multiple
picees of hardware? We think not.

version from Wikgren’s Web site at

www.helsinke fi/~wikgren/tweakbios/.

EZBUILD FOR WINDOWS 95

Il you're the proud owner of one
of Thrustmaster’ programmable
sticks, you're also probably one of
the vast majority who simply down-
load existing templates. These tem-
plates are helpful, especially
because programming Thrust-
masters sticks is an arcane art at

And given the increasing popularity of
multiplayer games, we would also submit
that Windows 95 is far simpler to config-
ure than DOS. Lastly, Windows 95
games are embracing new technologies
like 3D-pasitional audio and 3D-aceeler-
ated, high-resolution graphics; these are
features that DOS games aren't willing
to address. As game developers improve
their understanding of Windows 95 game
development, the games will only get
better. The defense rests.

YOU BE THE JUDGE

"The case now goes over to the most
demanding jury of all: gamers, Ultimately,
you have to decide whether Windows 95
games are betler than their DOS coun-
terparts. Speaking as one juror/gamer, I've
evolved my system to the point where |
rarcly boot to the DOS prompt anymore,
even for DOS games. And almost all of
the hot titles currently in the works are
Windows 95 litles.

I do believe game developers and
Microsoft are trying to atone for the sins
of the recent past. Some new games, like
X-WING vs. TTE FIGHTER, install easily
and perform pretty well. In the end,
though, you must decide whether this
brave new world is for you. Change is
never casy, but with titles such as Jipi
Knicr, SEmpEr Fi, 1F-22, and others
coming down the pike, | know that its
the titles that count. If theye good
games and good PC " citizens,” then all |
care about is how they immerse me. Let
me know what your experiences are and
how you, the jury, lind.

Return your verdict to: lease@pac-

hellnet %

best. Marlo Casabar thought so too,
50 he wrote EZBuild for Windows
95, a shareware front-end for pro-
gramming Thrustmaster gear. It’s
especially handy for the more com-
plex setups, like the FLCS/TQS
combo. Tb run I5ZBuild, you'll also
need the latest set of Thrustmaster
files. Get a copy of EZBuild on the
Web at heml.passagen se/kallesel/.
Make sure you send Marlo the
shareware fee.
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Check out these powerful PCs.

Available now:

Are you ready to dish up computer

MICRON™ MILLENNIA® MME P200 MICRON MILLENNIA MME WITH FUSION 3D™ f

entertainment - real entertainment like

Intel® 200MHz Pentium® processer with MMX™ technology Isﬁelga m]lh P;IE:‘IIH “m:esﬂﬁ ﬁ&mm fechnology

ipeli beime ) N .
?ﬂg §L’$’ N e, e g8 A8MB gunm graphics-intense games or video-packed
4GB Ultra ATA hard drive SN e e AR e —_— a il
24X EIDE variable speed CD-ROM drive Honster 30 grphics card il 4HB ey Internet sites? Check out our Millennia
35" floppy drive 11" Micron 700 16.0 i i i i
100MB lomega Zip drive z#,ﬂﬁ”mﬁm%m";"“‘:ﬂ models featuring Fusion 3D. Our Millennia
32 voice wavetable stereo sound with speakers 15 lrive . :
U.S. Robotics Sportster S6K x2 internal data/fax modem” 100MB lomega Zip drive XRU and MME models are built with Intel

32 voice wavetable stereo sound
dvent 3705 — speakers/subwoaler sys
ULS. Robotics Sportster 56K x2 mldah!lumdm

Took-free minitower or deskt
Fuslnn k) gams ad: M‘Eﬂl Warrior2: Mercenaries 30fx

version, AH-64D Longhow, LS. Navy Fighters ‘97,
Command & conquer. Popular 3Dfx Racing Sim
Microsoft Intelimouse, 104-key keyboard
Microsofl Windows 95 and MS Pius! CD
Microsoft Office 97 SBE CDs

Universal Serial

PCI 64-bit 30 video, MPEG, 4MB EDO DRAM

17" Micron T00FGx, .26dp(16.0" display)
Tool-free minitower

Microsoft” Intellimouse ™, 104-key keyboard
Microsoft Windows™ 95 and MS* Plus! CD
Microsoft Office 97 SBE COs

Mullimedia Xcitement Pak:

(Comprised of MMX technology-based software)
Universal Serial Bus connections
Syear/Tyear Micron Pener™ imited warranty

Pentium processors featuring MMX
technology, 3D video, USB connectors,
MPEG and 24X EIDE CD-ROM. That means

you get unsurpassed speed, performance

and easy upgrades. Visit our Web site or

,299

Bus Lesa Yala call today - get a Millennia at a price

that will have you licking your chops, and

MICRON MILLENNIA XRU WITH FUSION 3p™
Intel 266MHz Peatium Il wmmr (features MMX technology)

MICRON MILLENNIA XRU

everyone else eating their hearts oul.

Intel 233MHz Pentiom 1| processor (features MMX technology)

SIZKE internal L2 cache, 2MB BIOS SL2KA internal L2 cache, 2MB B
e R,
4GB EIDE hard drive 3
241 EIDE varable speed CO-ROM drive R TV I wex R AREHE N

» ; Monster 30 card with 4MB memory
3.5 floppy drive P
00ME lome: ¢ 19" Hitachi CMTSL 26dp(18.0" display)

ga Tip drive

32 voice wavelable stereo sound %ﬂ%m Ms:m fst, 3.5 floppy drive
1L5. Robotics Sportster 56K x2 internal data/fax modem” £4 Cool VD PCI decoder cand
PCI 64-bit 3D video, MPEG, 4MB EDO RAM U1S. Robotics Sportster 56K 12 internal data/fax modem”
17" Micron 700FCx, .26dp{16.0" display) ME 64 sound card, Cambridge SoundWorks/MicroWorks
Tool-free minitower or desktop {2 speaker satellite with subwoaler slereo system)
Microsoft Intellimouse, 104-key keyboard Toal-free minitower or desitop

Fusion 30 game pack - Mech WarriorZ: Mercenaries 3Dfx

Microsoft Windows 95 and MS Plus! €D verson, k4D Longhon, 1S, Ny Fighters ‘9

Microsoft Office 97 SBE CDs i
Multimedia Xeitement Pak: M;“&T:ﬂdu:mmmﬁmlmu 3mllh( v S
(Comprised of MMX technology-based software) Wicrosoft Windans 95 and MS Phus! CD

Universal Serial Bus connections Microsoft Office 97 SBE CDs

S-year/3-year Micron Power limited warranty Universal Serial Bus connections

2,699

Bus. I.ease *82ima.

Bus. Lease '136/ma.

“Maximum transmission speed of up to 56Kbps when downloading data and 33, Skhgc s when uploading. However, actual
performance is dependent upon numerous factors and observed transfer rates may be less than the maximum potentials.

** The CD ROM drive will be removed upon the purchase of the DVD upgrade.

MICRON

POWER — ll o order
Ul e oLt | D DOShIBE G926 PENEE e veeveeseeeaeseneernessennees 1 . 8 .6 6 9 o 09
Binreninime h WP Laserleb Bhad prldlie- sy s i Siin weim i s s na e e

e s T4 80 o ik e 7 B o gt
ek

Nicron Sales Hours: MoreFri Gam-10pm, Sat 7am-Spm (MT) Technical Support Available

24 Hours A Day-7 Days AWeek Tollree from Mexico: 95-800-708-1756 «

Tolltree from Canada: B00-708-1758 Tolifree from Puerto Rico: B00-708-1756 - ntemational Salas: 208-803-8970 «
International Fax: 208-803-7303

MICRON

LECTRONICS

1997 Micron Electronics, Inc. All rights reserved. Micron Electronics i not respons [ : m raphy All purchases are subwect 1o avaik
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Intense 3D 100...

power-game performance
at an entry-level price!

Here's your weapon if you demand outrageous 3D
and 2D performance. Based on Rendition's Vérité
graphics technology, the Intense 3D 100 delivers
mind-stunning frame rates and intense images from
games like Tomb Rainders, IndyCar II, Quake, mdk,
Duke Nuken and many more.

The critics have chosen Intense 3D 100, too. And
awards like PC Magazine's Editor’s Choice, Family
PC's Best Buy, HomePC's Reviewer's Choice, (G's
4-Star Rating, Windows Stellar Award and
Computer Life's 4 Star Rating, mean you'll have
the winning edge.

Key features to help you crush your opponents
include 4MB of RAM, bi-linear and tri-linear
filtering for smooth, realistic surface and blood
textures; anti-aliasing to remove jagged edges
from flat foes; and, gouraud shading to provide
photo-realistic shading effects which you can't live
without. Also included with every Infense 3D 100
accelerator are four accelerated 3D

games 50 you can massacre your
enemies...and friends...in style.

So race fo your local computer retailer
and demand Intense 3D 100. Tell them
the world will end if you don't get it. But
tell them with a smile!

Intense 3D 100...

it’s made by Intergraph
Computer Systems,

so it’s got to be great!

S e E T ey LT R
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Call for your nearest retailer 1-800-763-0242
Visit Infergraph on-line at www.intergraph.com

latergraph and rae buergraph loge are registered irademarks and faense 30 s a tredemark of imergraph Cavperation. Messzer Trudk Modaess and Helibeader are irademarks of Micresch Corporatien. Rendinion Ready is o trademark of Rendirien, Int. IndyCar Il Is o regisrered trademark ol Popyrut. Cuwake b o rodemerk ol
Seltwere Voodio ond 300 Interoutive cre regatersd irademcrky of 301t nbsractme. Orher brandd and produn nomes ate rademarks of their respective cwmers, Conyright 1997 latergrozh Corperation Hontralle, AL 35854-0000, MC 370482 7797



Intense 3D Voodoo...

the most powerful
3D graphics accelerator
available!

Here's the weapon of choice for Voodoo fans
wanting fo teach those with inferior geara
major lesson. And because Intense 3D Voodoo is
based on Voodoo Rush technology from 3Dfx
Interactive, you totally dominate your opponents
with the absolute finest 3D performance and...get
true, accelerated 2D for Windows for when you're
feeling o little less dimensional.

So now you can have the ultimate game thrill
along with stunning performance for all your

other PC needs like Web surfing, real-time video,
multimedia, standard Windows applications
and more!

With features like 6MB of RAM, S-video and
composite video out, anti-aliasing and full blending,
the Intense 3D Voodoo is an unbeatable weapon.

Don’t wait! Get fo your local computer retailer and
g tell them you want the Intense 3D
Voodoo graphics accelerator.

Tell them you've got to have it to win!

Intense 3D Voodoo...
it’s made by Intergraph
Computer Systems,

so it’s got to be great!

INTERGRAPH

COMPUTER SYSTEMS
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HARDWARE

Price: 5225 (slreet
price w/o SCSI

host adapter)
Manufacturer: Plextor
(800) 886-3935
www.plextor.com
Reader Service #: 316

Price: 5279 (approxi-
mate street)
Manufacturer: Quantum
Corp.

(408) 894-4000
www.quantum.com
Reader Service #: 333

* K k k& REVIEW * PLEXTOR 12/20 CD-ROM DRIVE

Spin Gity

by Loyd Case

he effort to increase the speed in

CD-ROM drives has resulted ina

shilt from CLV (constant linear

velocily) to CAV (constant angular

velocity) CD-ROM drives. CLV
drives move data under the head at the
same rate and constantly change rola-
tional speed, whereas CAV drives keep
rotational speed constant, producing a
variable data rate, depending on the
location of the head.

Plextor has taken a slightly different
tack with its new drive. The 1220 is a
partial CAV drive, meaning it changes
speed, but only in discrete intervals on
the disk. In other words, it shifts gears
depending on whether the head is clos-
er to the inside or the outside of the
disk. The “12220" refers to the minimum
and maximum speeds (relative to a

single-speed drive). This is a refreshing
bit of honesty in the midst of all the
marketing hype about high-speed CD-
ROM drives. .

Like all Plextor drives, the 1220 is a
SCSI device, but unlike earlier Plextor
products, its oftered only in a tray ver-
sion. The 127205 street price is lawer than
that of earlier Plextor products —around
$225 (sans SCSI host adapter).

Looking at the numbers, this is one
fast drive — il easily outpaces some
“24x” drives, and it comes in witha
WinBench 97 CD WinMark of 1400
on a Micron Millenia 166M1z
Pentium system. Most E1DE 24x drives
come in at roughly 12001250
WinMarks. Sequential throughput
seems better, too, probably due to the
large 512KB buffer. One other nice

feature is its support for reading the
new CD/RW (erasable) CDs.

Givén the combination of lower price
and bam-buming performance, thisis a
terific CD-ROM drive if you want a
SCSI device. Given that DVD drives
will probably come of age in the next
12-18 months, the 12/20 may be the last
CD-ROM drive you'll ever need. &

PAPPEAL: Those wanting the ulti-
mate in CD-ROM drive performance.

PPROS: Fast, fast, fast; reads
CO/RW.

PCOMNS:
Requires SCSI
host adapter;
still more expen-
sive than EIDE
offerings.

kkkk = REVIEW * QUANTUM FIREBALL ST 3.2

More Storage
in Less Space

by Loyd Case

he new Fireball ST represents the

leading edge of EIDE hard

drives, and has all the spiffy fea-

tures youd expect in modern

hard disks: magneto-resistive
(MR) heads (which can read more
tightly packed, smaller tracks) and
Partial Read Maximum Likelihood
(PRML) read channels (for predicted
read-ahead caching). Because its MR
heads allow for reduced individual
track size, it can pack 32GB into a -
inch-high form factor. Most important-
Iy, it supports the new Ultra DMA/33
(aka. Ultra ATA) EIDE standard. Ultra
DMA/33 doubles the theoretical maxi-
mum throughput of EIDE from
16.6MB/sec to 33MB/sec.

CCwW

I'slipped the drive into a Pentium
MMX system with the new Intel 430X
chipset, which supports Ulira DMA/33,
Using WinBench 97, the drive posted a
score of 966 with Ultra DMA/33 dis-
abled, and just shy of 1,000 with Ultra
DMA/33 enabled. This seems like a fair-
ly minor speed improvement, but the
overall feel of the drive was certainly dif-
ferent. 'm used to running systems with
high-speed, wide SCSI drives and,
unlike other EIDE systems ['ve used,
this one seemed quick and responsive.,

The Fireball ST can be found as low
as $279 mail order — certainly not a bad
price for a leading-edge, high-capacity
EIDE hard drive, Although the Fireball
ST will run just fine in a standard FIDE-

SEPTEMBER 1997

based system, you'll need either a 430TX-
based system or a PCl-based Ultra
DMAB3 drive controller, But if you've
oulgrown your current drive, or want bet-
ter performance from an EIDE drive,

take a good look at the Firchall ST. %

PAPPEAL: Those wanting fast,
cost-effective hard-drive perfor-
mance.

PROS: Small; fast; relatively easy
to install. P

PCOMNS: Needs
a new mother-
hoard or a new
disk controller
for maximum
performance.




STICK |
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IEStick is built O EIERS
imulations. Plus yoESTIRIED]

www.chproducts.com’ S S ; it ; www ]anes od. l:om

cand "We Bulld Shuts Ly tllt" ROQR" are TR mar ks,
" : . ! et s 4 registered tiademar k\ofdane’s Infaimation
"1997 CH Products, A Joystick Technologies Inc . - L B JLombat Simulations is ahv Kektronic Arts:Brand,,
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Price: $50

System Requirements:
Syslem with USB-aware moth-
erboard and BIOS USB Palch
or Windows 95,0ne USB port.
Vendor: Thrustmaster

(503) 615-3200
www.thrustmaster.com

Reader Service #: 317

REVIEW * THRUSTMASTER TOP GUN USE JOYSTICK

Highway to the USB Zone

by Dave Salvator

espite great advances in processors,
graphics, audio, and other archilec-
tural improvements, PCs still have
afrequently used wart: the 15-pin
joystick port. Gamers who want lo
use multiple controllers have had to buy a
switch-box or invest in Advanced Gravis'
GRIP. Then there are calibration head-
aches and thermal drift, owing to sound
card vendors” use of cheap A/D convert-
ers. Digital controllers have salved this
problem somewhat, but you can still use
only one at a time. "The Universal Serial
Bus (USB) will soon go a long way to solv-
ing this problem, allowing digital con-
trollers to be attached/detached sans
reboot, and with a hub, support four or
more controllers simultaneously.
"Thrustmasters first USB offering is its Top
Gun stick, an entry-level stick which turns
out be a solid Win-95 performer,
The first remarkable thing with this
"lop Gun is how simple the installation

is, though you'll need to have a USB-
aware BIOS and Microsofts USB patch
for Windows 95 before getting started.
Because USB devices are hot-swap-
pable, Windows 95 immediately finds
the Top Gun when you plug it in, and
prompts you for a driver. One floppy
later, Top Gun was ready to roll. Because
"Top Gun is a digital stick, it holds calibra-
tion very well, with no noticeable drift.
We took the Top Gun for a spin through
USNI'97 and INTERSTATE 76, and in both
litles, it was a very able performer, delivering
“Thrustmasters usual taut feel.
Unfortunately, Top Gun USB can'tbe used
with a separale throtlle or pedals, so serious
light jockeys may want to look elsewhere.
“liming to DOS, the driver we used didn't
yet have support for DOS titles ina
Windows 95 box. At press time,
Thrustmaster stated this support would be
in an updated driver. USBS serious down-
sidde is that not all USB implementations will

have native DOS
support, and since not all DOS tilles are
well-behaved when run within Windows 95,
USB isn't quite the savior we had hoped.
Thrustmaster also makes a joystick port

version of Top Gun, which is about $20
cheaper, supports DOS titles, and works
with a throttle and pedals. And while the
USB version is a fine performer, consider its
limitations before making the investment &

P APPEAL: Part-time fly-boys partial
to Windows 95.
»PROS: Stupid-simple installation;

good feel in Windows 95 titles; solid
calibration, cheap.

PCOMS: No
onhoard throttle;
DOS titles sup-
ported only with-
in Windows 95;
can't be used
with throttle or
pedals.

* &

HARDWARE

B — -~ —]
Price: $299

with 4MB SGRAM
Manufacturer: Diamond
FireGL 1000

Distributor: Diamond
Multimedia, San Jose, CA
(800) 468-5846
www.diamondmm.com

Reader Service #: 318

by Loyd Case

he 3D Labs Permedia chip is one

of the long-awaited 3D-accelera-

tor chipsets. When coupled with

the 3D Labs Delta chip—a float-

ing point setup engine —it
becomes the core of a moderately
priced, professional 3D-accelerator.
Diamonds IfireGL 1000 is just such a
card, but for gamers, 3D Studio Max
performance probably isn't of interest,
rather, they should pay attention to how
well it handles games.

On the surlace, the specs are relative-
ly impressive, but when you dig deeper,
you find a few holes in the architecture,
For example, to do bilinear fillering,
Permedia uses only 3-bit precision —and
it shows. In the 3D WinBench quality
tests, the image quality of the FireGL
10005 filtering leaves a lot to be desired,
praducing visible, chunky pixelization.

CGW
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REVIEW * DIAMOND FIREGL 1000

So Where’s the Fire?

Performance is a mixed bag. We
tested the card on a ABIT ITSH with a
Pentium P54C/200 with 64MB of
EDO DRAM. WinBench 975 business
graphics WinMarks comes in at 58.1
(1024x768x16) and 57.1 (S00x600x24).
On 3D WinBench 97, FireGL posts a
score of 53.1, well below the 120 posted
by Diamond’s 3Dfx-based Monster 3.
DOS performance is weak, with the
Duke NUKEM 3D benchmark showing
281ps versus the 45fps from STBs
[7T6000-based Lightspeed 128. QUAKE
is a little slower as well, with a score in
TimeDemo | of 44.1fps at 320x200 ver-
sus 48.1 for the ET6000 card. Finally,
there’s no VESA 2.0 support in ROM,
so you'll need to get a utility like
Display Daoctor.

FireGL 1000 supports up to 8MB of
SCRAM, and comes with a sel of ulilities

tuned to the needs of CAD and 3D mod-
cling professionals. It also capable of
high refresh rates at high resolutions. If
you're looking for a graphics card that is
primarily a 3D CAD card at a low price,
with gaming as a secondary feature, then
IireGL s a contender. owever, its
pricey, and the Direet3D performance
and image quality aren't great, so its not a
good answer for hard-core 3D gaming &

PAPPEAL: 3D CAD designers who
moonlight as part-time 3D gamers.

»PROS: High memory capacity; good
2D Windows per-
formance.

PCOMS: Poor
3D image quali-
ty; expensive;
so-so DOS per-
formance.




RUNNING OUT

It's Turn-Based, It's Tactical.

It's Tetifying!

TIME 1|15

Available 4th Quarter 1997 e
Visit our web site at htip://www.bluebyte.com or call (800) 933-2983 for more information.
© 1997 Blue Byte Software, All ights reserved. Source Code: INCCGW997 s
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166 MHz TD-22

® |nfel* 166 MHz Pentium® Processor
* 16 MB Synchronous DRAM
* 512K Pipelined Burst Cache
* Intergraph Intense 30™ 100 Graphics
w/ 4 MB EDO RAM
= 1.7 GB 10ms EIDE Hard Drive
* 12X EIDE CD-ROM
* Microsoft® IntelliMouse®
= 2 USB Ports, 2 Serial Ports, 1 Porallel Port
= 155d67 Monitor (14.0"viewable)

$1,559

b
200 MHz TD-25

* [ntel® 200 MHz Pentium* Processor with MMX™ Technology
* 32 MB Synchionous DRAM

» 512K Pipelined Burst Cache

* Intergraph Intense 30™ 100 Grophics w/ 4 MB EDO RAM

* 5.2 6B 10ms EIDE Hord Drive

« 12X EIDE CD-ROM

= Ensonig™ 30 Wavetable Card plus Amp, Speakers & Mic

* Microsoft* IntelliMouse™

« 7 UISB Ports; 2 Serinl Ports, 1 Parallel Port

* 175d69 Monitor (16.0"viewable)

$2,329"

233 '1;-2; new!

* |ntel 233 MHz Pentium™ Processor with MAXX™ Technology
* 32 MB Synchronous DRAM

* 512K Pipelined Burst Cache

* |ntergraph Intense 30™ 100 Grophics w/ 4 MB EDO RAM
* 5.2 6B 10ms EIDE Hord Drive

* 12X EIDE (D-ROM

* Ensonig"™ 3D Wavetable Card plus Amp, Speakers & Mic
 Microsoft* IntelliMouse™

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

* 175d69 Monitor (16.0"viewable)

* 33.6 Boud Fox/Modem

$2,639

Systems include: 30-day money-back guarantes, 3 year limited warranty; one year on site, Windows 95°w/30 Days Free Phone Support,
Windows® 95 ready 104-key keyboard, tool-free mini fower case




I.ive “'le 3D experiente. This is no game. Qur 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 of these prices! You et real 3D acceleration for
Direct3D” apps, mind-blowing 3D games and mulhmedm It's a world of 3D realism with
correct fextures, Gouraud shading,

i . Y I
environment mapping — (e, |isw||ere.
serious stuff, ol ik youre going.

* 3D Sound. Totally 30. ' > ' We’ “ I'(Ike
Our Ensonig™ 3D sound card, & A ¥ you there.

mic and speakers deliver stereo
surround, wrap-around effects and wavetable synthesis, plungmg you info a realm of

3D sight and sound.

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

This is it! The 3D PC you want. Got to have.
} And the 3D is FREE! Don’t wait. Get it NOW.
| Get Intergraph.

INTERGRAPH

COMPUTER SYSTEMS

266 MHz TD-225 “Ew!

- U
* Intel 266 MHz Pentium™ |1 Processor with MMX ™ Technalogy order Dlrec' "ow
* 64 MB EDO DRAM @
* 512K Pipelined Burst Cache
* Intesgraph Intense 30™ 100 Graphics w/ 4 MB EDO RAM
* 5.26B 10ms EIDE Hord Drive I -800-692 -8069

* 12X EIDE CD-ROM

* Ensonig™ 30 Wavetable Cord plus Multimedio Keyboard o)

* Miciosoft™ IntelliMouse® or order on-llne

* 2 lUSB Ports, 2 Serial Ports, 1 Parallel Port "

* 175d6% Monitor (16.0"viewable) www.ln'ergruph.tom / express

$3’| 19~ Nexi-duy shlpmeni avallable.

bocsttorns, 30-day many -bock policy dos net ioledy vl
7o, One Modisa ndeial Pork, Mad Siep (R080

h 3 ries da net inchule shipping end banding L

b adersie ond 10 & madamark o [ateegranh Corperation. The litel Lesidy loga, Peetio Pro, Pestiorn, eod WM ore regrsesnd rodemorks of Lot Compoetion, Windows iy

Cerpestien UCY10472 Intergroph Computer Systems 1-205-730-5441
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YET ANOTHER EVIL PLOT TO UNDERMINE THE
PRODUCTIVITY OF THE AMERICAN WORKER.

Lose Your Marbles. Bringing America
to a grinding halt this September.

Free Demo available now at wwwsegasoft.com

Work fast to match up marbles
and make them disappear. System requirements: Windows 25 IBM PC or compatible with P60 MHZ

processor, CO-ROM, | MB SVGA, 8 MB RAM, Direct X 3.0, Lockable

door. Disconnectable phone, Authority to cancel prior commitments,

Teo win you hs
Lose Tour Marbles.
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The Most Respected Reviews
in the Industry for 15 Years

GG Choice
Games This Month

EXTREME ASSAULT

S

.....

SCORPIA'S REVIEW

dancers/naked captives; Legacy oF Kam's
chained-up babes waiting to be drained
by our vampire hero (why only women
captives?); and Tome Ruioer's Lara Croft,
We finally get a strong woman central
character, but she's been given a
physique that's definitely Barbie-esque.

Is this because the target audience is
not only 97 percent male but also
males who have never gone on a date?

What can be done? How about a
first-person 3D shooter like Quake that
gives you the option of “sex of player”
along with “your name” in the multi-
player setup? Thus, triggering the
appropriate male or female voice when
you jump, are wounded, killed, and the
like. Could id issue it as a patch?

Also, thanks for the Mvst explanation,
Keep up the good work.

Reader Quote

| (agree) with Sandra Allison's letter.
Too many games do have women killed,
maimed, beaten, and naked. Don't get
me wrong. I'm the guy who thinks
WoLrenstein 3-D should have included
more than a few grateful frauleins for our
hero to find, liberate, and thus get some
well-earned R&R (if you know what |
mean). Still, in my limited gaming experi-
ence | still can't figure out: Duxe Nuxem's —Howard Hapkirk

HOW DO WE RATE?

Review Quote Of the Month

“CALLAHAN'S CROSSTIME
SALOON is the funniest
game I have played

in four years.”
—Charles Ardai

We only review finished products, not pre-release versions. The ratings are as follows:
* Outstanding: Very Good: Average: i Weak: Abysmal:
* The rare game * A high-quality A mixed bag. It A game with seri- The rare game
* that gels it all game that suc- * can be a game ous problems. that gets it all
* right. The graph- ceeds in many that reaches for * Usually bugay, wrong. This is
Y | ics, sound, and i | areas. It may {he stars, but S | seriously lacking § | e | reserved for those
gameplay come have minor prob- falls short in sev in play value, or products so
fogether to form a lems, but s still worth eral ways. It can also be »  just a poorly-conceived buggy, ill-conceived, or
Transcendent Gaming your money, especially if 1 a game that does what 1 game design—you valueless that you won-
Experience, Our strongest | you're interested in the it does well, but lacks should think long and der why they were ever
buying recommendation. " subject matter or genre. ' flair or originality. ' hard before buying it. released In the first place.
SEPTEMBER 1097 CCW




LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS.



TODAY, WE'D LIKE TO SHOW YOU HOW NICELY THEY'VE GROWN UP.

CIRCLE READER SERVICE #234
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Price: $39.95

Minimum System
Requirements: 486/66,
DOS 5.0 or Win 95, 8MB
RAM, 2x CD-ROM drive,
VESA-compatible or
SVGA-graphics card,
mouse; supports all
Sound Blaster-compatible
and other major

sound cards.
Muitiplayer Support:
None

Designer: Legend
Entertainment

Publisher: Take 2
Interactive

New York, NY

(212) 941-2988
www.kaizen.net/legend/
Reader Service #: 319

*k k%7 REVIEW * CALLAHAN'S CROSSTIME SALOOMN

= Puns of Steel

Belly-laugh up to the Bar in Legend’s Hilarious Romp

by Charles Ardai

have a confession to
make: Despite Uris mag-
azines enthusiastic sneak
preview, | didn’t expect
much from CALLAHANS
CROSSTIME SALOON. |
don't know why: Spider
Robinson is a very gnn(l,
very funny, science-fic-
tion writer. Josh Mandel,
the game’s designer, coanthored
one of my all-time favorite
games, Sierras FREDDY
PHARKAS, FRONTIER PHAR-
AACIST: The publisher, Legend,
has done some good work and
some great work, but never any-
thing really bad.

But...games adapted from warks of
science fiction so rarcly work, Robinson
wasn'L writing the game, and Mandel
hac also coauthored Sierras SivCE
Quisst VI, which was weak even by that
series” declining standards. Plus, comedy,
which is probably the hardest thing to get
right in science fiction, is even harder to
gel right in a computer game. So, [ went
in prepared for the worst. | came out,
many hours later, with what might mod-
estly be called a changed opinion.

BAR NONE

CALLAHAN'S CROSSTIME SALOON is
the funniest game | have played in four
years. 1993 was the year that not only
FrREDDY PHARKAS but also LucasArls’
hilarionus Day o THE TENTACLE came
oul, Since then, there have been sequels
o almost every game you can name, but
never a FREDDY PHARKAS 2 or a RETURN
or 1HE TENTACLE; and although
altempts at comedy have been reported
from time to time, the sound of actual
laughter has been scarce indeed.

"This game, as in the Callahan books,
gives s a peek insicde a Long Island bar
that is rather more unusual on e inside
than you'd expect from its convenlional
exterior. Mike Callahan, the proprictor,

CowW
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STRANGE BREW At Callahan's, you'll meet all sorts of creatures,
such as the incomprehensible, multilimbed Squish.

muns a friendly neighborhood joint, but the
neighborhood he serves spans galaxies
and eons. Time travelers, aliens, robots,
vampires, and the oceasional seruffy
human all take their place at the rail.

Now, this notion is not unique to
CALLAHAN'S — Lawrence Watl-Evans’
award-winning story“Why | Left 1 arry’s
All-Night [ Hamburgers” told of a similar
joint, and George Lucas’ cantina in Star
Wars seemed Callahanian, at least in its
biological diversity. Steve Meretzky’s
new game, Tt SpaGE Bak, has alittle
CALLAHANS Lo it as well,

But what sets Callahani apart from
the other exotic watering holes, and what
keeps readers coming back, is its over-
whelming good nature. No blaster duels
here — the weapons of choice in the
nightly showdowns are puns, not guns.
Not that Callahan’s is some sorl of sissi-
fied feel-good yuk parlor; it’s just that the
people (and other eritters) who go there
all have enormous affection for one
another, sort of like CIiff, Norm, and the
rest of the gang al Cheers.

The universe they inhabit is often a hos-
Lile one but, by working logether, they beat
the threals every lime. What better
premise for an adventure game? You've
gola wide range of colorful characters, a

series of interesting prob-
lems to solve, and a cen-
tral location to retum to
between every two Icgs of
the adventure. The stories
have obvious adventure-
game potential, and they
include keeping a lonely
ampire from killing him-
self by reuniting him with
his lost love, rescning a
kidnapped bar buddy who
happens o be a talking
dog, and so on.

GAG ME

Still, it all would fall
apart if the jokes were
lame. Thankfully, they aren't. Here there
be wit! Actual, honest-to-god wit! Furny
remarks, clever puns, relentless running
gags— and plenty of them. How often
doces a computer game make you laugh
out loud even once? This one had me
laughing from start to finish.

You can spend hours just clicking on
one object after another simply to see
whal jokes you uncover. There aren't a
lot of locations in the game — fewer than
adozen in cach of the games six“mis-
sions” —bul you can examine each 360-
degree view, and there are gags packed
into every corner.

On anairstrip in Brazl (where you golo
save the best chocolate in the world from a
clear- culting inclustrialist), you see a g ards
shack in front of you, a man working on a
jeep, and the plane you flew in on. All you
have to do is knock the guard out with a lit-
tle morphine, steal some supplies, and
but if thati all
you do, you'e missing all the fun.

Click on the shack and your characler,
seruffy human Jake Stonebender, remarks
that it looks ready to keel over—which
waoulkd be particularly funny if the guards

head offinto the jungle

name was“Neal,” since then you'd gel lo
see “the shack keel an Neal” A groaner,
ves—well, maybe you'd rather pay more



Its tlme to see what the critics and
gamers are all talkmg about

097 “...offers one of the most
bsorbing fantasy-horror game
nces avallable %, A

of 5 stars CGW May 1997.
covers all the bases.”

f 5 stars _
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ing out of 5 Game Pro
97. “Youw’ll have a fme time
in this Realm.”
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REVIEW ¢ CALLAHAN'S CROSSTIME SALOON

the funniest is). There are also delicious  astypos (“dlipts” for “splits,”“Your are in
dialogues, such as an argument you have  the pot” for“Your beans are in the pot”),
in Transylvania with a coachman who others of which include bugs that cause
grows more convinced that you're really  the game to crash completely. That the

a closet vampire the more you protest final version of a game this good still con-
that you're not. Even the obligatory Star ~ tains abundant crash bugs is embarrassing,
Trekjokes are a cut above —instead of But make no mistake: CALLAHAN'S is a
some weary Spack or Scotty shtick, wonderful, wonderful, wonderful game,
Mandel tosses in subtle gags about and I'm not just saying thal because [ get
Losira (from the episode “That Which paid by the word. CALLAHAN'S left me
Survives”) and the white-hored mugato.  with one of the biggest damn smiles a
computer game has ever put on my face,
And Id come back in a heartbeat. &
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PARTY CRASHING?
CALLAHAN'S doesn't slow down for a

STREET MART To get to Brazil and save Josie's beloved
cacao frees, you're going to need a passport. Maybe this ~ 5¢CO! 1. Il you don't know what a mugato PAPPEAL: Not just Spider

i is, the iss that particular joke, but Robinson’s readers or sci-fi fans
hip '70s leftover can help you. is, then you miss that p Joxe, anyone who finds Leslie Nielse:
it doesn't matter because therc are moﬂ:: Mn:;?wfll [mi;l'g garr':;.s

attention to the jeep? Click on the spare
tire on the ground beside it and the narma-
tor will point out,“The gentleman with the
jeep is obviously not working tirelessly”

another dozen racing at you at all times
(jokes, not mugatos). That the stories are
well told and the puzzles intricate and
satisfying is almost beside the point—

MPROS: Densely packed with wit
and nonsense—there's more laugh-
out-loud jokes in any nne scene than
in most entire

Click on the jeep itself and you'e told, there is plenty to praise here, but its the games.
“That old wreck is getting a sparc tire. And - comedy thal makes the experience.
50 is the jeep hes working on. Sorry, that Maybe the most impressive thing about ber of flaws;

was a jeep shot.” this game is that the comedy is so good, it ranging'frnm
And not all of the comedy is of the even makes up for a number of really csrashllng ghugs.

punny one-liner variety (though some of  shocking flubs, some of which are as small

“A DOUBLE MUST-HAVE,
Anyone who plays computer games
will want this AMAZING CHAIR!"
Marc Spiwak
POPULAR ELECTRONICS

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

4o cnmm SHOPPER

A 100 watt suhwnufer hultl Intn the base
uanamtes low frequency. sound that resonates
through the wave chamber hidden inside the
chair. Thus you not only hear but FEEL your
simulation. Paired with your amplifier, the
ThunderSeat makes your favorite flight sim as
realistic as it can be without a motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mause 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 S$159.95!

For a FREE CATALOGUE CALL

1- 800 - 8-THUNDER

tFJ‘ﬂ @ temnle of yod:

NASCAR o recull of your Chain &
ThunderSeat lets you blast off to a neuﬁ"
level of realism. -

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

714 + 851-1230 Fax: 714 - 851-1185
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Features
* 64,000 color gaming world
* 360 degree seamlese
animated display -

: ~ sensibleinteraction
. '+ Fully animated inventory
- Grab a system .

: Demo— here ‘ # Incredible atrﬁbsphem;thafg.
.impaclgames.coﬁI encompasses sight and sound
"'“5'_[.9'_‘“‘.’ "’I “gameplay in Dogday is an exceptional piece of work”
— jr:’ ﬁ “the atrl_'loéphare sucks you right in"»“real world style puzzies”

ﬂm “sensible interaction” » “beautifully rendered”
(S —— PYL e ey SRS
Sl = ?h'" 3 . ‘
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FUTURE WAR IMMERSION
FOR THE PC.

“ Wwwuw. 3D0.COM [HCO-ROM .,

UPRISING is a trademark of The 3D0 Company, © 1887 The 3DO Company. All rights resorved,
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WESTWOOD STUDIOS

AN AWESOME ARRA
INVENTORY l'rzﬁ's

ood Studios, Inc.
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Price: 548.99

Minimum System
Requirements: Windows 95,
Pentium 90 or faster (P166
recommended), 16MB RAM
(32MB recommended),
75MB hard drive space,
high-color graphics for
6540x480 16-bit color (2MB
video RAM minimum and
must be compatible with
DirectX), 4x CD-ROM drive,
DirectX-compatible sound
card, MMX supported,
mouse.

Mulliplayer Support: None.
Designer/Publisher:
MicroProse

Alameda, CA

Phone: (510) 522-3584
WWW.microprose.com
Reader Service #: 321

REVIEVW ¢ STAR TREK: GENERATIONS

‘Make It So-So

STAR TREK: GENERATIONS Blandly Goes
Where Others Have Gone Before

by Robert Coffey

hat makes a
greal Stir
Trekepisode?
Is it the excit-
ing forays into
treacherous
alien worlds?
"The frequently
thoughtful,

message-

driven plots? The cut of Counselor
Trois velour jumpsuit? The most
enduring episodes have deftly blend-
ed all these elements, resulling in
television that quickens pulses as ably
asit lickles cerebral neurons,

STAR TRER: GENERATIONS aspires (o
master a similarly delicale balancing
act, mixing puzzle-solving adventure
fare, phaser-blasting shooler action,
and a smatlering of ship-to-ship space
combal. Unfortunately, GENERXTONS'
ambition is unfulfilled, culminating in a
game likely to disappoint all but the most
rabid Star Trek fans with its tepid play.

SHOOTING STARS

CENERATIONS takes its plot from the
.-iiiT11'|;!r|_\' titled film of a (.'t)t'l".lll: years ago.
A twisted scientist named Soran is trving
to get swept up once again in the Nexus,
a galaxy-swimming ribbon of energy
that r‘rv;ilt-.-;1|ni(|1l(.-p:lr;l(liwﬁ F()rt:\'vr_\'
individual it engulfs. Soran has a prob-
lem, though: To reunite with the Nexus
he will have to alter its course through
the universe. The good news s he has a
plan. The bad news is it involves implod-
ing assorted suns with trilithium missiles.

Not surprisingly, the Federation boy
seouls decide that the wholesale destruc-
tion of entire solar systems complete
with all the life forms contained therein
is probably a bad thing, so Caplain
Picard and crew are dispalched to thwarl
the efforts of Soran and the Romulans

SEPTEMBER 113/

@ AHARCDSA

AMARLOSA SO

2 BILLION VEAR DUD F-TYPE
STAR WITH TOTAL LUMINOSTY
1020 TRALION TERAWATTS.

0 YRE UTAT (RETURT OF THE LOTATION BT 1T PUAVNED LATETE (TIT. APPARTHTLY. TNT WTARON [AM BT FIOFD 0N

and renegade Klingons with whom he
has allicd himsell All of this is set up in
the opening film sequence, which uses
fontage from the movie.

"That footage and the quality voice-
acling do a greal job in giving GEN-
ERATTIONS that special Star Trek flavor.
The sneering malevolence of Malcolm
MeDaowell as Soran, the dignity and
determination of Patrick Stewart as
Picard, and the lighthearted whimsy of
Data (intoxicated by his new emaotion
chip) all highlight the gameplay. If any-
one falls short of the thespian mark, its
William Shatner. His vocal performance
as Kirk borders on a preening parody of
himself, the nadir coming with the
1(’(|r1}'—11(-;lr—il1—:1—|:i||m\'—fi$;hl soumicls he
makes when hit by phaser fire,

NEEDLE IN AN
INTERSTELLAR HAYSTACK

Play begins with Picard and Data in
Stellar Carlography: This interactive
planetarinm-cum-atlas is the hub of the

MAP OF THE STARS Lots of time is spent in Stellar Cartography scanning planets and
ships, plotting courses, searching for Soran, and reloading saved games.

game. From here you conduct both long-
and short-range scans of plancts and
enemy v essels, searching for Sorans bio-
signature in orcer to pursue him and foil
his machinations. Using a straightforward,
mouse-driven interface, scanning planets
and setting courses for the Enterpriseis a
snap. Scanning planets rightly consumes
game time but none of the information is
saved, forcing you to perform redundant,
time-wasting scans when following up
clues for specific planets, Why a computer
system as highly evolved as the
Enterprises is incapable of retaining such
basic information is patently illogical.
Once Soran is located, Picard will
order a crew member to beam down for
asolo away mission, and the meat of the
game begins. Away missions take place
ina first-person perspective in 3D worlds
with .\'prilv—h;l-.('{[ objects and ereatures
Fully half of the sereen is taken up by a
needlessly huge inventory/aulonap/
health status display. With the game
world passing by only in the letterboxed
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CAPTAIN COURAGEOUS Picard's efforts to stop Soran on
the Enterprise are thrilling, but replaying the entire mission
because you couldn't find the deflector controls isn't.

top portion of your menitor, the effect is
similar to squinting through a mail slot.
Items lying on the floor are easy to miss.

Why GENERATIONS requires a
Pentium 90 and recommends a P166 is
beyond me. Craphically, the game is
nothing special, with worlds constructed
in woefully limited palettes with pre-
cious little in the way of animation, and
no interaction. Movement is uniformly
sluggish, and attacking creatures and
aliens mave as stiffly and naturally as the
characters in Disneylands Pirates of the
Caribbean. Missions can take nearly two
minutes to load, and textures grow pixe-
lated at just medium range. Where is all
that horsepower going?

MIXED BAG

Eiven though it bills itself as an action
game, GENERATTONS is really an adven-
ture game with sporadic action elements.
Fvery away mission requires some fairly
unchallenging puzzle-solving to complete,
but many of the missions actually encour-
age you to avoid firing your weapon.
Gamers looking for the Star Trek equiva-
lent of QUAKE aren't going to find it here,

Mission design is pretty uniform in its
lack of inspiration, and missions demand
that very little be done. When Worf infil-
trates a renegade Klingon base, lor
example, he merely needs to find a secu-
rity pass in order to access a ship, which
he then easily sabotages. Many of the
missions take place in fairly restricted
worlds. Those that have larger areas lo
explore have nothing in them to make
exploration worthwhile —no plot, no
powerups, and no fun.

Withall the different characters, the
designers missed a real chance to make
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REVIEW ¢ STAR TREK: GENERATIONS

the away missions something special by
utilizing the characters’ personal attributes,
Why can't Ceordi use his enhanced vision
to his advantage? Why can't Troi use her
empathic abilities? Granted, "Trol would
probably just say, “l sense something, but
its so alien I'm not sure,” but still....

"The ship-to-ship tactical combat
sounds promising, but is essentially an
exercise in choosing one of a very limited
selection of commands in order to destroy
adistant target during unexciting battles,
The Enierpriseis often drastically out-
numbered and outgunned, but most of
these conflicts can be viewed as simple
harassment sorties, since just showing up
and then warping out before even engug-
ing the enemy is sufficient to stop Soran
from destroying a sun—which allows the
game to continue apace,

STAR TREK:
THE NEXT FRUSTRATION

Although some missions do start to
draw you in (abetted greatly by the
voice-acting), the enjoyment is quickly
squelched by two things: sloppy controls
and an abysmal save feature. The
mouse easily aims your weapon, but
keyboard keys control your movement.
Though the keys can be reconfigured,
the traditional DOOM setup isn’t possi-
ble and you end up with something
awkward instead.

Trying to run is the biggest problem,
Holding down the Shift key starts you
running, but only in a straight line—
Starfleet may want to add tuming while
mnning to Academy curriculum. Fven
worse are the jumping sequences that
pepper the game, Running jumps are
often required, but once you start running

PISTOL-PACKING BETAZOID Deanna Troi goes undercover as
a Romulan to stop Soran. Avoiding confrontation at all costs,
she carries a disruptor, and is stunning in her Romulan ge

you're stuck running — often right off the
pillar or platform you just leapt onto —
unless you take a quick, sprint-stopping
step backward, Seemingly constant disc
reads disrupt your jumping efforts and
compound your aggravation.

But CENERATIONS' biggest downfall is
its save feature. You can save only in
Stellar Cartography, never during away
missions, which forces you to start every
failed mission from the beginning. Aside
fram having you thwarted by enemies,
GENERATIONS packs other ways to ruin a
mission: The chief offenders are dead-
end areas and alien machines that you
must figure out inside of a minute at the
end of a mission, GENERATIONS' save
feature is a blatant attempt to pad the
playing time of a game that most gamers
would finish quickly.

Had the designers provided more
game than frustration, GENERATIONS
could have been a winner. As it is, it
fails to provide an engaging Star Trek
experience and it should fail to get your

gaming dollars. &

FAPPEAL: Only those Star Trek
fans with phaser sound-effects key-
chains.

MPROS: Great voice-acting that
hrings characters to life.

PCOMS: Paor game engine; simple,
horing missions; first-person and
ship-to-ship action is sporadic and
unexciting; slop-
py, game-thwart-
ing controls;
lack of incre-
mental save
ensures the con-
stant reloading
of games.
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Price: $49.99
Minimum System
Requirements:
Pentium S0 (P133 rec-
ommended), VLB-com-
patible graphics card
(PCI card recommend-
ed), 16MB RAM, 2x
CD-ROM; supports
Sound Blaster-compati-
ble sound cards and
most joysticks.
Multiplayer support:
LAN (1-4 players, one
CD per player).
Designer: Blue Byte
Software Inc.
Publisher: Blue Byte
Software Inc.
Schaumburg, IL

{847) 995-9951
www.bhluebyte.com
Reader Service #: 322

Kk kki} REVIEW ¢ EXTREME ASSAULT

Extreme Gaming

Blue Byte Assauilts the Senses With an Action-Packed 30 Heli-thriller

by Gordon Goble

voice sereamed from
within me, “Now
you've done il You've
assaulled me for the
last time. Sensory
overload was not part
of the arangement.”
And with that, iy
brain tried to make a
run for il. Seems that it
had been exposed to a little too
much stimuli recently, and it put the
blame for its weakened condition
squarcly on Blue Byle Software’s
explosive 3D arcade-thaller
ENTREME ASSAULT.

Luckily, we struck a last-minute
deal, and the old eerebellum
remmained intact. But it was a deal

with a heavy price. Sure, no more
headaches and game hangovers, but no
more Blue Byte games as well? | mean,
thats torture, man!
Although by strict definition Fx1rin®E:
ASSAULT is a 3D action shooler, you can
take vour definitions and stick ‘em where
the sun don't shine, because this babys so
good that genres just don’t matter. Unless
you're completely opposed to heavy
artillery, Fxirine Assaurr will tingle
vour spine, raise vour hair, and thill your
soul in a way that very few games can,

SLOW START

Itk curious, then, that this extravagant
affair opens in such an unassuming man-
ner, without ostentatious introduction or
fanfare. You'll start off by customizing
your controls (1 had some temporary
problems configuring multibutton CH
sticks, although the Thrustmaster equiva-
lents are directly supported) and then
picking a pilot. Four are available, repre-
senting casy, normal, difficult, and
extreme gameplay (but only the latter two
will see you through all six campaigns).

You are in charge of the futuristic Sioux
AH-23 attack helicopler, and your

upcoming challenge is a mystery to you

cGwW
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BRIGHT LIGHT The pyrotechnic displays in Extreme Assaunt are awesome. In fact, the
game boasts some of the best 3D graphics of any game.

as the fighting begins. From your first-per-
son perspeelive you see a pair of chop-
pers approaching in the distance. Target
the first, wait for raclar lock, begin shoot-
ing, then repeat this procedure, 115 slow
going, but later, things get interesting
[ach mission thereafter is prefaced
with instructions from the robot-like big
boss. Yet his robotic tonal qualitics are
offset by the urgency of this enigmatic
situation. “Find their stinking hole in the
ground and smoke the bastards oul,” is

the sentiment that T remember best.

THREE-DIMENSIONAL JOYRIDE
While computer shooting has rarcly
been this much fun, the environment for
your aclivilies is darn near revolution nary.

3D worlds are nothing new, of course,
but 3D this convincing, this interactive,
this colorful, this detailed, and this varied
is. |, for one, am hard-pressed to remem-
ber any 31 action game that looks and
sonnds this good, and that covers such a
wide range of locales,

Iin the cockpit, you'll have a full-screen
view of whal lies ahead, which conld be
anything from steamy jungle to ice floc 1o
underground cave to the intemal work-

ings of a monstrous alien vessel. Should
you venture outside the sometimes-small
conlines of each theatre nl'n[n’nilinn‘ the
game brands you a deserter, and ends
your current mission, but these restric-
tions are oullined on your radar sereen
and are rarely annoying.

A high resolution with detail options
cranked, EXTREMEASSAULL is simooth,
solid, and floater-free, with erystal-clear
abjects and lighting that are above
reproach. Convoys roll down highways, lit-
e trains (which, of course, you can blow
up) run over realistic little bridges,
branched trees sprout from mountainsicdes,
and rivers un through it all. Underground,
you'll dart inand out of the light amongst
pillars and rails and machinery:

Shoot at anything, and the bullets
leave an authentic impression. Fire a bar-
rage at a building and you'll see a plhime
of smoke, then a wonderful depiction of
[Tames, and finally, an explosion of
immense graphic and aural ferocity.

Your reasonably intelligent opponents,
meanwhile, are varied lo the point of dis-
traction. Blue Byte says there are almost
20in all, but it certainly seems like more.
Basic hielicoplers are prevalent at first, fol-



lowed by other aitbore attack cralt;
tanks; horizontal and vertical gun place-
menls; rolaling lurrels; crc;lking mechani-
cal spiders; converted RVs; and watercraft
of all shapes, sizes, and capabilities.

READY...AIM...FIREFIGHT
These mechanical menaces will hit you
with rockets, lasers, illuminating death

rays, and anything else they can get their

ASSAULT LIKE A PRO

evil paws on, Even the concussions and
debris from nearby explosions can take
their toll on your craft. s a stunning
pyrotechnic display, though some of the
weaker weapons often look like little glow-
ing diamonds— a bit hokey, but forgivable
in the grand scheme of things.

Naturally, you'll locate some firefights
along the way as well. Bigger and better
siuff is available throughout the game,
both as a reward for successful kills and
as a bonus, tucked away in secret depots.
Simart bombs are especially impressive,
and divide into several separate and
powerful shells to home in on every tar-
gel within range,

Those who enjoy supervising mass
destruetion from altemate viewpoints
will find a number of exceptional exter-
nal views, cach featuring correct per-
spectives and accurate movement, The
game reaches ils visual pinnacle with
ane of the most showy and rewarding
conclusions I've ever had the pleasure to
wilness.

X TREME ASSAULL
doesn't allow for man-
ual saves. Instead, it
auto-saves at the last
completed level, or
gives you the option of
aulomalic replay,
should you fail. The
game sporls six cam-
paigns and nearly 60
diverse missions in all,
mnning the gamut
from all-out attack lo
surveillance and
exploration lo defen-
sive assignments.
Whichever is the case,
the action gets contin-
ually more frenzied and difficult as the
game progresses,

Adding to this frenzy, or so you would
think, is the “next generation T1 battle

GESTAGY LAWYy

ONE LESS CONVOY In this game, shoot at anything and everything. These smart
" bambs, which divide into multiple warheads, mop up the battlefield quickly,

EXTREME ASSAULT ¢ REVIEW

tank” Blue Byte has included as an allerma-
live to the ALE23, The ideais o find it, hop
in, and enjoy a new perspective on things.
Unfortunately, the s damed hard 1o
locale, has nowhere near the fun factor of
the chopper and, in single-plaver mode, is
supported on very few levels. Apart from
multipyer modes, where it can be select-
ed as the vehicle of choice, its more
curiosity than anything else and certainly
doesn't spawn the“2 games in | secnario
some carly rumors have suggested.

During installation, EXTRENE
Assauer will run a test on your equip-
ment lo determine which of its many
supported video modes are right for vou.
Ahost of graphic options, including
MMX support, the ability to tum trans-
parencies on or off, viewing distance,
and ground detail will further tailor the
look to suit your computing power.

IFyou've gol a fast Pentium, with or
without MMX or a 3D accelerator, get
ready lo be blown away: Just don't forget
1o tell your braiin that it just a game. &

S0 SIOUX ME This is the Sioux AH-23, your vehicle in
Exvrene Assanir, as seen from one of the game's many
useful external views.

PAPPEAL: Arcade helicopter
pilots; anyone who appreciates great
3D and skull-crushing explosions.

FPROS: Superh 3D environment;
lovely visual effects that don’t require
an accelerator card; pounding audio;
variety of missions in an amazing
array of outdoor and indoor locations.

PCOMS: Some controller problems
when configuring; viewing hats only
work with ==
Thrustmaster or
programmable
units; some mis-
sions are short;
T1 tank a non-
factor; no manu-
al save feature,
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vehicles and locations. With your 3D accelerator, it's a fast, sharp, colorful universe - so detailed, in fact, you can see

Enter Prince Xizor - the newest villain of the Dark

Side. In Shadows of the Empire, you'll encounter

him along with a host of new Sfar Wars characters,

the trigger of a blaster. Enter the fray in 5 gameplay modes; ground shooter, space combat, speeder bike,

jet pack and snow speeder - all in an effort to protect Luke from the evil clutches of Xizor - a face

of evil so dark, you'll only find him in the shadows. W W .lUcasarts.com
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Price: $42.99
Minimum System
Requirements: MMX
Pentium processor,
16MB RAM, 35MB hard
drive space, Windows
95, 4x CD-ROM drive,
16-bit PCI video card,
Windows 95-compatible
sound card.
Multiplayer Support:
Modem, direct connect
(2 players), LAN,
Internet (2-8 players).
Designer: Fenris Wolf
Publisher: GT
Interactive

New York, NY

(212) 726-6500
www.gtinteractive.com
Reader Service #: 323

REVIEW ¢ REBEL MOON RISING

Lunar Travels

Liberate the Moon in Fenris Wolf's First-Person ReseL Moon Sequel

by Loyd Case

here’s an old aphorism that’s
often said about weddings —
something old, something
new. You need a bit of each for
good luck. RepeL MooON
RISING is a 3D shooter that is
also a mix of the old and the
new— both in terms of game-
play and teehnology.

THE STORY SO FAR

REBEL MoON Risine is actually the
second in a planned trilogy of games.
The first game, REBEL MOON, was only
available bundled in the Creative Labs
3D-Blaster line of graphics accelera-
lors. The series covers the eventual rev-
olution and seeession of a lunar colony
from Earth. Your character is a soldier
in the Lunar Defense l'orce, taking on
the blue suits of the United Nations,
not to mention the real baddies from
NDE (which is really Germany, rehorn
asa 111i|il:1ry power).

THE HYPE AND THE GLORY

First, lets cover the technology issues
so we can leave them hehind and check
out gameplay. REsEL Moo RISING
makes use of Intels new MMX technolo-
gy. Fenris Wolf used MMX lo gain a rea-
sonable frame rate at high resolutions
with 16-bit color. This let them create
dynanmic lighting effects that could
change on the fly and even move with
the different characlers. For example, a
moving orange glow might indicate a
nearby enemy jump frooper.

Another new technology feature is
voice recognition. One carly Windows
95 game, ACES OF THE DEEP, used
speech recognition, but the implementa-
tion was very limited. In Repin Moon
RisING, the list of usable words is quite
large. While you can actually give orders
to Al squad miates ina limited way, its
mostly used to communicate with
other players in multiplayer games.

You can speak inlo the microphone to

CCwW SEPTEMBER

chat, rather than having to hunt for key-
board commuands —something especial-
ly handy for Intemet pl;l_\; which the
game also supports. Of course, the
vocabulary that’s actually put on the
sereen may vary a bil from what’s spoken
into the microphone — lets just say that
colorful language translates into a more
refined choice of phrases.

Where REBEL MOON RISING doesn't
break new ground is in graphics.
Although it does use 16-hit color, the
style is still “2 12D,” in the style of DukE:
Nukem 3D, The characters and some of
the scenery are rendered as sprites with
limited viewing angles, not as real 3D
shapes. "The textures look a bit better,
though, and don’t pixelate until you are
right up against the wall.

HUNT THE WUMPUS

ReBEL MOON RISING is conceived as
a fairly difficult game — one for experi-
enced players of 3D shooters. So, its a bil
surprising that the first several of mis-
sions are really training missions. Once
you launch into the meat of the game
(after mission four) the true nature of the
AME CIerges.

Once you gel used to the relalive
darkness of the environ-
ment (the game takes
place on a lunar
colony and space
station for most
of the time),
vou begin lo
really
appreci-
ate the

GALACTIC CIVIL WAR Reser Moon Rising has some nice innovations in technology and
gameplay, but also suffers from some repetition and a dated look.

lighting effects, which add some nice
cues to the game. The mix ol weapons is
also pretty good. The problem with
Resir, MooN RISING is that too much
time is spent hunting for hidden switches
or secrel doors,

Another potentially interesting part
of the game that ends up being a bit
flawed is oxveen management, Since
vou're on the moon or a space station
for most of the mission, O, is a limited
resource. Nearly every mission starts
you out with a small amount of oxygen.
Either you complete the mission very
quickly, or you spend a lot of time
hunting down exygen reeyelers.
Sometimes the regenerators are in
plain view, and you just have to figure
out how to reach them. Okay, Il grant
vou that oxygen will be in scaree sup-
ply (particularly early on in the game).
But as you become one of the clite
LDF commandos, you'd think your
commander would give you an O,
recycling unil—especially since you've
found a few by the later parts of the
game. And having limited oxygen on a
supposedly pressurized space station
borders on the silly.

Some of the level layouls are quite dif-
ficult, and they force you to test every wall
and jump on every platform
you can



The LDF
reach. It all gets ll["“'“al

For some quick cheats for
ReseL Moo Rising, check out
this month's CG Tips, where
we list the codes to give you
. weapons, jump levels, and
scause the piz- gain invulnerability, among
arbilrary other goodies. For a complete
and difficult, not walkthrough of the game, visit
because the game Fenris Wolf's Web site at
| QIEENTE  www.fenriswolf.com.
bigger.

MISSION PLAUSIBLE

Where Resen. MooN RISING does break new
ground in 3D-action shooters is in mission design (
) ign). There are a couple of missions

switch that will bring in reinforeements. The reinforce-
ments are about as dumb as the Al

BABY-SITTING Here we're escorting an alien baby, as
taser blasts light up the environment. This is an example of
the more creative mission design.

escort prisoners—in one case, alien babi

off point. The suspense gets prely inten:
ge and try from pick-
ing them off. 115 also somehow more personal than simi-
lar missions in flight sims. When one of the alien babies
led, [ felt a very real sense of outrage and empticd

ing for and destroying
more creative than Ul
phy inmaost 3

Allof this takes place in the contest of a relatively inter-
esting story. 15 too bad that Fenris Wolls budget didn't
enable them to do some animated cut-sc eel
some of the missions. Also, it would have been interesting
o ion to have squad mates along for the whole
mission, much like in Bus aies MARKTHON serd

THE DIVINE ENEMY
Like most 3D shooters, RMR supports multi-
player play, cither over a local area network (IPX or
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Send a chain letter
on your

Ritzay orothis ANRcdd ikt Widh
gemstone.net/go/cgwii

You are not alone LCimitless as your imagination
Join the most popular game online. Day or GemStone lll is a vast, MUD-style game
night, you'll find thousands of other players specifically designed to bring thousands of
eager to quest for treasure, romance, magic, players together in a continuously evolving
monsters and adventure. adventure. The world inside GemStone lll is

so rich in inventions and possibilities, your
p[ay it right now game may never end. All you have to do
Five minutes is all it takes to download the is begin.

free software. Then the giant doors swing

open into a fascinating fantasy world already @& Only $9.95 for a month of play'. Try it
alive, thriving and filled with new friends. & now and play FREE for your first
- two weeks.

i Created by "’%;L
—— ;Em LI T H Q L] E c b CIRCLE READER SERVICE #150 ﬁf
%EOHPORATnoN

£
© 1997 by Simutronics Corp., all rights reserved. Simutronics and GemStone are trademarks of Simutronics Corp. All rights reserved.



WATCH MY BACK More clever gameplay includes the
ability to call in reinforcements, as well as fight at the
squad level in deathmatch.

TCP/P), Internet TCP/AP, modem, or direct con-
neet. The scenarios are combat (deathmatch-
style), squad (leam deathmateh), and capture the
flag. In capture the flag, getting the flag back to
your own base is worth [0 fmg.\— but to get credit,
your own flag needs o be at your base as well. In
both squad and capture-the-flag play, you can call
for Al assistance (but only once, until all teams
have done so), but Al kills don’t count toward the
teamn tolal. [n an interesting twist, you can swilch
sides at any time, thus making new friends and
new enemies in a single keystroke.

Internet play has the usual lateney problems,
though not as bad as in some games. Its very casy lo
set up an Internet game — RMR will even run
winipefg (an 1P configuration utility built into
Windows 95) for you, which enables you to get your
current 1P address.

MAKING THE GRADE

REBEL MOON RISING is a reasonably good,
entertaining game that uses new It:{.'ll]:{;]ﬂ;;)' in
interesting ways. While it's not outstanding, it has
an interesting story and some highly ereative mis-
sions. If you have an MMX system, it’s certainly
worth giving the shareware version a try— bul
remember, the first four missions aren’t really the
game, This game is almost worth having just for
the escorl missions. Multiplayer is nicely imple-
mented, and while the sprite-based look is a little
dated, it makes for

some funmulti- ) AppEAL: 3D-action gamers
player action. It's who want to see what MMX can
just too bad that really do.

most of the time is ~ PPROS: Interesting back story;
spent hunting several creative missions; good mul-

switches and oxy- tiplayer action.

pen recyclers; :CC:NS: SIIJI‘HB
evels are frus-

these artificial witing hiks: for

puzzles add a jar-

switches and 0;
ring and frustrat-

supply; requires

ing clement to an MMX system;
therwise the graphics are
OUICTWISC a bit dated.

solid game. %
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¢ ¢Fly a chopper that make: e : G Processors
8 the AH-64D look like a . ) % : ] /|
broken blender.??
Gamespot On-line

¢ ¢__with graphical details
that puts Tomb Raider
to shame.??
PC Gamer

¢ ¢Non-stop action are the
words that best sum up this
latest offering from Blue Byte.??
Computer & Net Player

=

¢ 6. .a total kick to play, and
looks better than anything
like it now on the market.??
Computer Games Strategy Plus
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powerful 21st century attack helicopter!
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GRAND PRIZE

Extremely Gool Falcon Northwest Mach U™
Computer System (Approx. refail value $5000)

Pound the alien invaders with a heavily o4 IR
- armed, state-of-the-art battle tank! [N LSSt e
' 3 20[] MHz Pentium® Processor with MMX"" technology ® 32MB RAM o
3.1 GIG Hard Drive = 21" Monitor = 16X (D-ROM drive =
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The gameplay’s packed with strategy, First person shooter action lels you After you gun down (he last outlaw,
puzzles, and plenty of gun fighting action. sel your sights and pull the trigger. you'llride off triumphantly into the sunse.




Get ready for he good, he bad, and (e even worse.As Marshall James Anderson youll ace
horde of ornery, gun-Singing outlas. Youll shootyour way througha bisted plot of greed and
revenge. You'll arm you‘r'sel[_wilh firearms, as well as your wits. You'l fight
alone, or engage'in mulli?playergameulay over modem,

LAN or ]nlerﬂel S0.00 ahead and make jour day.

hitp://www.lucasarls. cam
12 1997 Lnceshuts Erderbainment Compiny: .Hlmjﬁresem! Oulins :swmtdumuinmmommf mmumoasammmarlw.mw e e autrarization Tmmmmhammn brieractne Degital Sofbware Associsl on.
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Price: 539.95
Minimum System
Requirements: 486/100
for DOS play, Pentium 60
for Wing5 play, 16MB
RAM, 4MB hard drive
space, Windows 95 or
DOS 5.0, 2x CD-ROM
drive, SVGA graphics,
100-percent Microsoft-
compatible mouse,
Sound Blaster-compalible
sound card.
Multiplayer Support:
Hotseat (2 players)
Designer: Silicon &
Synapses Inc.
Publisher: Interplay
Irvine, CA

(714) 553-6678
wwuinterplay.com
Reader Service #: 325

REVIEW * NORSE BY NORSEWEST

Lostin 2D

The Lost Vikings Return in Interplay’s 2D-Action Platform Sequel

by Kelly Rickards

n a market that embraces all
things 3D — especially action
games—it s refreshing to see a
solid 2D title like NoRrsE By
Nowrstwest. In a nutshell, NBN
(the sequel to the platform game
T LostT VIKINGS) is a 2D, side-
scrolling action/puzzle game. You
play three bumbling Vikings who
are set adrift in time and must
find the evil Tomators time-travel
machine lo get back home.

SCANDINAVIAN TROIKA

Each Viking has specific abilities and
attributes that the gamer must master in
order lo complete each level. Eric the
Swift is the fastest-moving character, and
he is the only one who can swim, so you
need to use him to activate underwater
switches and grab sunken items. Eric is
also the only Viking who can jump.
Baleog the Iieree has a sword and, more
importantly, an extending bionic arm,
which he can use for swinging (PrivaLL
| |_-\I{il‘|1sl)-'lt), attacking faraway enemies,
or grabbing out-of-reach items. Olaf the
Stout is useful for holding enemies at
bay with his shield. He also has the abili-
ty to, ahem, fart lo destroy unstable
floors or to give him an extra lift while
gliding, In the later levels, the gamer can
also control two additional characters,
Iang the Werewolf and Scorch the fire-
breathing Dragon.

NORSE BY NORSEWEST is basically
one of thuse “itens” games. Get all the
items (keys, switches, power-ups) and
vou progress lo the next level. If you miss
anitem, you won't advance Lo the next
level. Also, you cannot complete the
level if any of your Vikings die.

ACTION OR ADVENTURE?

ook at Norst: By NORSEWEST as an
aclion gil] ne \\'ilh L‘H\'im['llllclltﬂj PIL?_ZIL‘S.
It the way each level is designed and how
the items are placed that give the game its
puzzle element. The game starts out with

CCwW
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UNDER FIRE This falling lava (which Olaf has to block so the others can pass) is the
first easy puzzle you encounter. The latter ones get exponentially harder.

shorter, more predictable levels but, as you
progress, the puzzles become increasingly
difficult, with later levels introducing twists
to previous Inw[cs or, in some cases, new
puzle clements entirely,

The big problem with the game is that
vou can control only one Viking at a time
and you sometimes must trade items
between Vikings, which in effect, pauses
the gameplay. While this presents less of
a problem in the carlier levels, later in the
game some of the puzzles and items are
so spread out that it really becomes “stop
and go” gameplay. At times, it seems as if
you spend a third of your time switching
between Vikings, another third moving
your Vikings across the level one at a
time, and only one third of the time
actually playing the game.

To be fair, this doesn’t happen all the
time, and its a relatively minor gripe.
Overall, Norse By NORsEWEST is a
well-designed gane. The character ani-
mation is smooth as silk, the artwork is
casy on the eyes, and the gameplay is
challenging, with brain-busting puzzles,
For those who are looking for a unique
and fun 2D-action game that massages
the brain and doesn't take itsell seriously,
Nogrst By Norsewesis it Ifyou'e
looking for a game with good replay
value, however, look elsewhere. &

LOST VIKINGS II Norst is the sequel
to Inferplay’s 16-bit platformer, Lost

Vikines. It has nice graphics, good 2D
gameplay, and the Lost Vikings humor.

P APPEAL: Action fans looking for
a smart and fun 2D platform-game.

PPROS: Good graphics and anima-
tion; challenging puzzles; fun 2D
gameplay.
PCONMS: Too
much switching
between Vikings
in later levels;
gameplay is a hit
too linear; some
puzzles are awk-
ward.




3-D ULTRA MINIGOLF * REVIEW X Xk Xk

Par-tee Time

Sierra’s MiniGolf Is a Fun-Filled Frolic for the Whole Family

by Charlotte Panther

fyou're looking for an enticing
way to lure your Luddite father or
your lechnophobic granny into
playing computer games, 3-D
Urrra MisiGowr could well be
the way to win them over. Sierras
simple, yel captivating, electronic
version of the popular pastime
(which translates surprisingly well
to the PC), combines traditional
elements of mini golf with the wacky
originality and high jinx we've come to
expect from the 3-D Ui series.

TEE TIME

“I'he game is made up of two nine-
hole courses which can be played sepa-
rately or together as an eighteen-hole
course. O, if you're in a real hurry, you
can play just one hole at a time.
MiNiGoLr offers three styles of game-
play. Normal MiniGolf follows the same
basie premise as the outdoor version —
hit the ball in the hole, and do it under
par. Hole-By-Hole is a do-or-die compet-
—4 players, in which the
first person ta sink the ball wins the
point, regardless of par. The final option,
Race Play, allows you (and up to three
compelitors) o play against the clock.

MiNIGOLF mixes a few familiar holes
(The Windmill, The Lighthouse) with a

itive round, for 2

whole host of new sur-
prises. Fach hole has
background music
that can be toggled on
and off, along with
erazy sound effects,
animation, and great
commentary (check
oul the Valley Girl in
Neptunes Kingdom,
who chides, “Hey blue,
getaclue”) that made
the other 3-D Urima
titles hits.

On your quest to hit
a hole-in-one, you'l
journey from the North Pole to the jun-
gle; from Fairy Land to the Jurassic age.
Ifrogs and bats will carry your ball toward
the hole, while other creatures will throw
it back lo your starting point. You'llmeet
penguins, polar bears, even the
Abominable Snowman on paths laced
with obstacles. Lasers inside The Rocket
will zap your ball to dust. And beware:
I"lowing rivers of water and lava cost
penalty poinls.

On the downside, although all this
flotsam and jetsam definitely adds to
the game, it can, al times, prove overly
frustrating. More than once, my ball
gol stuck beneath a pile of stones in
Jungle Ruins. Unfor-
tunately, unlike in real
mini golf, in which you
can use your club lo
poke the ball out of a
tight spot, the only solu-
tion here is 1o restart
the hole,

Another disappoint-
menl was the absence
of Internet, moden,

ARCHAEOLOGIST WANTED It may look easy, but
digging through the rubble to reach this hole is
guite a challenge.

and LAN play. While
hot-seating works well,
the game seems like il
wauld be an ideal can-
didate for these other
multiplayer options,
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DAILY GRIND While Mr. Dino labors away, you must
shoot the ball through the hollow log.

A COURSE TOO SHORT

While the game offers two skill levels in
the form nfpul ting options — [Rasy Putt,
which requires just a click of the mouse to
getthe ball rolling, and "True Putt, which
allows you to control the force and angle of
the putt with your mouse — experienced
gamers will not find MiNIGOLF oo dilfi-
cult to master. It look me less than an hour
ta complete the whole course the first time
around, and while the challenge lies in
replaying the game to lower your par, the
novelly of the holes soon wears thin,

"Ihough not as challenging as the carlier
3D Urimatitles, (3-1 Uriiwa Pivga and
Creernictn), MiNIGoLs is nonetheless a
well thought-out, original, entertaining
game that will appeal to more than just the

mini-golf fanatic. &

PAPPEAL: Families who want a
game that will appeal to everyone;
newhies and veteran gamers looking
for desktop distraction.

PPROS: Easy to pick up; main-

tains humor and personality of the
3-D Uiran line; great graphics and
animation.

PCOMS: Holes
are too easy and
too few; low
replayability; no
Internet, modem,
or LAN play.
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Price: $44.95

Minimum System
Requirements:
486DX2/66 (Pentium rec-
ommended), BMB RAM
(16MB recommended), 2x
CD-ROM (4x recommend-
ed), 12MB hard disk
space, 30MB swap file for
small install, Windows 3.1
or higher, 640x480 graph-
ics with 256 colars,
Sound Blaster 16 or 100-
percent compatible,
Microsoft-compatible
mouse.

Multiplayer Support:
Holseal (1-4 players)
Designer: Dynamix
Publisher: Sierra On-Line
Bellevue, WA

(800) 757-7707
www.sierra.com

Reader Service #: 326
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Price: $29.95

Minimum System
Requirements: Pentium
processor, 8MB RAM (16MB
RAM recommended), 40MB
hard disk space, Windows
95, SVGA graphics, CD-ROM
drive, registered version of
Quake (additional 80MB
hard-disk space), mouse.
Multiplayer Support: n/a
Designer: Virtus Corporation
Publisher: Macmillan Digital
Publishing USA

Indianapolis, IN

(800) 716-0044
www.deathmatchmaker.com
Reader Service #: 327

REVIEW * DEATHMATCH MAKER

Mans R Us

DEATHMATCH Maker Makes QUAKE
Level Design Easier Than Shooting Fish in a Barrel

by V. Long

ny time id Software, the
creator of QUAKE, does
something —whether it be
an announcement or a
release — garmers sil up and
take notice. So Virtus
Corporation, best known
for its 3D-CAD tools, was
thrust into the spotlight
when id gave the nod for
Virtus” DExmmmarcn Maker to be the
first authorized Quakt: level editor.
Indeed, what makes DiEsiivarc
MAKER stand out from the other level
editing programs is its relative ease of
nse. American McCee, an id level
designer, remarked, “This [pro-
gram| makes QUAKE editing avail-
able to evervone.”

THE DEVIL'S TOOLBOX

"The main interface consists of
four parts: tabs for the galleries and
textures, an enlarsement of the
selected item or texture, the design
window (where the actual editing
takes place), and the walk window
(where you can actually walk
through the level in realtime as you
are constructing it).

DEATHIMATCH MAKER includes a
varicty of prefabricated templates
for rooms, hallways, ind sloping
walkways under the gallery tab. "The
gallery tab also includes other ready-
made objects, such as bad guys,
auns and ammo, lights, slipgates,
power-ups, and more. Simply drag
and drop e selected rooms and

memm e s mm e mm e e s e mm s mmmmmmmmmm—m =y

objects to the design window, where
you can manipulate them to your
liearls content. It doesn't get much
easier than this.

To give novices a flying start on
level design, DEATTIMATCH MAKER
also includes templates for ten
entire levels — just pick one and

CoW
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modily it as you please. Veterans will
appreciate the various time- and effort-
saving capabilities, such as hulling (for
creating hollow objects like rooms,
shafts, and corridors), layering (for con-
tiolling the complexity of the displayed
objects), and vertex m;mipnl;llinn (for
generating a convex object of any size
or shape by clicking and connecting
points in space).

The OBSP, LIGHT, and VIS utilitics
(required for compiling, lighting, and
visually optimizing vour creations info
boma fide QUAKE levels) are fully inte-
grated into DEATHMATCH MAKER.
DEXTHMATCH MAKER can generale

More Tools

single-player levels as easily as it does
multi-player, and levels created with it
will also work with G1LOUAKE.

3D IS 3D

Making sense of 2D maps on a 2D
computer monitor i la Doowm or DUKE
NUKEM is fairly casy for most people.
However, everything gets complicated
extremely quickly when you try depict-
ing and manipulating 30 objects and
spaces on that flat 2D display. So even
the best tools won't do the trick unless
there’s some guidance to help the first-
timer up the steep part of the 3D-
design learning curve.

When.it comes to'level editing, experienced enthusiasts each have their

'I'he suiccess of almost.any project depends heavily. on the tools used.

own preferences, and rabidly stand by their choices. Many of the current
shareware and.freeware editors—like BSP, gED, QuArK, Stoneless, Thred, and

Worldcraft (see
February 1997,
CGW, p.160)—are
quite powerful; but
suit.different styles.
Fortunately it won't
cost you $29.95.10
find out whether
DeATHMATCH MAKER'iS
for'you. Test-drive it
for free by down-
loading the demo
version:from
www.deathmatch-

maker.com.

EDITING MADE EASY Deattmarch Maxer is perfect for
easy level editing; it has an intuitive drag-and-drop inter-
face, and an info-packed manual.
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REVIEW * DEATHMATCH MAKER

F:‘\ﬂllﬂ!l'{'l\'_\lll'h - Thi
virdes an eveellent maml, W E
which inclides thorongh = [l
explanations of evervthing B

vonr' Il meesel ey kpewye 1o get
started with confidence. "The
manal shows vou how lo
plan a level <hares tips anel
(ks and deseribes all fune-
tions tnols, menns, aned
interfacesin DIEATIMATCH
Makrr, 1 also inchides a
tutarial that will have vou
building vour first finetional

 BEFORE... On the top you'll see
the editing environment, with

i your gallery, design window,

| and walk window, where a spiral

staircase is being built.

level within 30 minntes,

As easy as DExTH-

MATCH MAKER is 1o use, keep in mind
that the design and implementation of
large, richly detailed environments like
the kind you find in Quakt: or its mis-
sion packs reguires o lot of time and
skill (which only comes with even
mare lime),

No matter how casy any level editor
makes the design process, so far, none can
save you from the two common mistakes
that are not entirely exelusive to newhies:

placing the players starl
position partially or total-
ly insicle a solid abject, or
completely forgetting to
inclucle the player start e —
position at all, ?...AND AFTER On the bottom is the finished product,
ALL'S NOT WELL dard object-creation tools. [ found only
Although Dixtiivarci MAKER pro- — two object-creation tools: one for ree-
vides extensive capabilities for manip- - tangular objects, and the other for con-
ulating abjects, it conld nse more stan-— vex, irregularly shaped objects.
DEATHMATCH MAKER requires

'Lqp:mi;:g-.-'i l _
GREAT DEALS

in Cyhersnac
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a lot of hard-drive real estate for
the full installation, primarily
because Virtus had to include its
own textures. Also, unless vou
have a lot of RAM, make sure you
have enough swap space on your
drive left after the installation or
DEsTHIMATCH MAKER might
refuse to run,

So the next time you hunger for
some mavhem in the hallways of
your school or office, try your hand
al recreating those killzones with
Dexrinaren Maker. Maybe it'l
help vou work off some steam belore
vou do some real damage. %

PAPPEAL: Novice and veteran
level designers looking for a
fast, easy Quake level editor.

PPROS: Intuitive drag and drop
interface; prefahricated levels,
objects, and textures; excellent
manual.

PCONS:
Hard-disk
hoy; could
use more
standard
object-
creation
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Price: $54.95
Minimum System
Requirements: P90,
Windows 95,16MB RAM,
high-color capable 1MB
PCI video card with
DirectDraw support,
20MB hard drive space,
4x CD-ROM drive, mouse,
keyboard, sound card
with DirectX support;
supports Gravis
gamepads and

other joysticks.
Multiplayer Support:
Modem, serial link (2-4
players on 2 computers,
1 CD per computer),
Hotseat (2-4 players),
LAN (2-4 players on 2
computers, 1 CD per
computer).
Designer/Publisher:

EA Sports

San Mateo, CA.

(800) 245-4525
www.easports.com
Readler Service #: 328

REVIEW ¢ TRIPLE PLAY 98

Growd Pleas

TriPLE PLay 98 Ups the Ante for Arcade Play,
But Realism Still Strikes Out

by Jim Gindin

hen it comes o
knowing the mar-
ketplace, A Sports
is tough to beat.
Over the last lew
vears, the folks in
San Mateo, Calif,,
have compiled a
series ol action-
oriented sports
games that have dazzled the eyes and
dominated the charts, Last years TrieLE
PLay 97 was no exception, and casily
ranked as the best of the arcade-style
bascball games. Now, in maybe the most
compelitive season ever, FA s allempl-
ing to hold onto the crown witha sequel.

TrIPLE PLay 98 s a true FA sports
game, Altention fo visual detail is the EA
hallmark, and this game pays attention.
Players fill one-fourth of the screen in
some camera angles, and, as 1A leads the
trend toward polygon-based fligures, these
players are beautifully detailed. Fven at
lower resolutions, you can read uniform
numbers and the players” names across
their backs. You can modify player height
and weight, and even choose from two
different styles of goatee. Touches like
having infielders throw underhand when
thevre within a few feet of their target
lend a nice quality of visual realism.

EA provides each major-league ball-
park in great detail, including the Dome
in Tampa Bay and the soon-to-be-
constructed retraclable-roof stadium in
Arizona. You can play from several cam-
era heights, either facing the pitcher or
the batter. You can choose to play the

game from a fielders perspective as well.
1ZA has built a flexible stadium world and
gives you many ways Lo use it.

ON THE FIELD

Like most A games, TRIPLE PLAY is
geared for use with a four-button
gamepad. The game centers around

CowW
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PITCH OUT Don't let yoursell get behind in the count—you'll pay with either a

walk or a higher ERA.

pitching, and pitchers are rated from
50-99 in one or more of eight available
pitches. Unlike in many other games,
these pilches are realistically depicled,
even though the ratings don’t translate
well into performance. After selecling a
pitch, you choose the general location
and whether you wanl the pitch aimed
inside or outside the strike zone. After
throwing the pitch, you can guide it
toward the plate. Obviously, you can't
do this in real life, but this is becoming
the norm for arcade baseball, and it
gives you more of a feeling that you're
affecting the resull.

Pitching success seems almost
random, except that throwing pitches
down the middie of the plate without
alteration is almost always rewarded
with a stinging line drive straight into
the outfield. I've found that mixing up
pitches and keeping them down leads
to lower scores. But getting behind in
the count often leads to trouble —
especially since [ didn't throw a called
strike even once, and most pitches not
throwin 1o the center of the plate will
be called balls.

On the field, you can choose to play
with dark circles on the ground marking
the point where the ball will hit. Ifyou can
field without them, you're a far betler
arcade ballplayer than Il ever be. The
camera angles don't provide the full trjec-
tory of a hit ball, especially when itk
launched near the foul lines. I've found
fielding with the right or left fielder to be
quite challenging, and doing anything with
the first or third basemen downright
impossible. The viewpoints don't give you
enough time or control over the infielders
in ground ball situations, making anything
but a grounder right at the highlighted
ficlder an exercise in frustration.

It also too easy to throw Lo the
wrong base, and while the infielders do
a good job covering for overthrows, lil-
tle things like the pitcher covering first
base on a ground ball to the right side
aren’l implemented properly. There’s
also no infield fly rule.

BAT MAN

FA decided to continue its practice of
implementing hitting without forcing
the batter to choose where o swing the
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REVIEW ¢ TRIPLE PLAY 98

bat. Until true 3D graphics
exist, [ think this is an excel-
lent decision. Hitting in
TrIPLE PLAY 98 is an exer-
cise in timing, [fyou time
your swing properly, and the
ball is in the strike zone, you
will make contact with the
ball. The better the timing,
the farther it travels. You
can choose one of three
buttons to start the swing,
One hits normally, one hits
for power (while sacrificing
quality of contact), and one
bunts. You can also choose
the direction of contact and
whether you're trying for a
fly ball, line drive, or ground
ball by moving the directional controller.
In real baseball, you'd be penalized for
trying to pull an outside fastball, but, like
the pitching aftereffects, it helps the
arcade feel of the game.

Baserunning is not well designed,
because the outfielders all have Raul
Mondesi cannonlike arms, and your only
real control is to push up or down on the
game pad. Sometimes all the runners
respond, and sometimes they don't. You
often end up with two base runners on
the same base, Needless to say, that
doesn't help your offensive game. You
also have to choose lo slide and time it
properly, making it a little more difficult
ta steal bases or lo take an extra base.

STRIKE OUT

Wit all the detail put into gameplay,
the rest of TriPLE PLaY 98 suffers. You can
manage a league of sorts, but its very diffi-
cultto add or trade players, You can cre-
ate 25 of your own players, but you can’t
really translate the ratings you're asked to
enter into any sort of perspective.

aver, in at least
ference to Reggie

BATTER UP A successful batting average in TrirLe Puay is all a
matter of timing. Get it just right, and you'll have a Ken Grifey
Jr. kind of year

The game also provides Arizona and
‘Tampa Bay for individual game play.
These teams will even hold an expansion
draft from the free-agent pool. The pool
is imade up ol relievers and ulility players
who are b;m:ly }Inkling on to major-
league jobs, however, which makes these
two teams unusually bad. They can per-
form adequately in arcade mode, if you
don't mind the computer Al swilching
pitchers every few pitches because of the
strangely implemented fatigue factor.

Commentary comes from sessions
with Jim Hughson and Buck Martinez.
1ts the requisite bascball cliché talk, with
some nice pre-game noles on the home-
team starting pitcher. Bul the comments
are repelilive and random. For instance,
you can slap a single on the first pitch
and hear, “He really worked the count to
get the pitch he wanted,” as a reward

Season play is possible, although it
takes TRIPLE PLAY 95 aboul two hours
to simulate a full season. The numbers
aren’t worth the wail, as theres little dif-
ferentiation among players. While Ken
Griffey Jr. can hit 50 home runs, team-
mates Rich Amaral and Joey Cora,
who have 22 home runs between them
in a combined 16 seasons of big-league
experience, cach reached the 30sina
single season. Most teams end up with
about 300 home runs, well above the
major-league record, during the course
of a season. Backup players are hardly
ever used, many going Lhe entire sca-
son without playing.

Pitching is even stranger, with each
team assigned an unchanging four-man
rotation, The starlers universally have
records like 15-0 and 17-2 in their 40
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starts, while all the relievers
have horrendous records.
Theres always something hap-
pening in the ninth inning, so
even the best closers have
FRAs near 5.00, Norm
Charlton, who is kind of in the
middle among relievers, posted
a 1044 ERA despite 29 saves in
83 appearances. Fach team has
amiddle reliever who has
25-35 decisions, mostly losscs,
and a lot of innings pitched.

‘This is not a game for those
interested in statistical accura-
cy. Nor is it for those interested
in in-game strategy. When play-
ing single games against the
computer, you can offen
change only the computer teams roster,
not your own. TRIPLE PLAY 98 doesn’l
understand how to assign fiekders
choice, so vou'll see lots of infield hils
scored as outs. The game saves league
statistics, but only creates leader lists for
the 1996 real-life statistics in its database,
so finding league leaders in your own
leagues is next to impossible,

BOX SCORE

Allin all, TripLE Pray 985 graphics
and gameplay should keep arcade fans
happy, although some of the gameplay
quirks may cause frusteation, If you're
interested in simulating baseball seasons,
hawever, the lack of a reasonable statis-
tics compiler and the problems with
managing lineups make TRIPLE PLaY
very difficult to recommend, even lo
those of you least interested in the num-
bers. This is a real step backward even
from last year’s version, And, of course,
there$ still the Home Run Derby, where
you can set the opposing pitcher to use a
“tormado-style” delivery. Now that’s
knowing the marketplace, %

PAPPEAL: Baseball enthusiasts
who like to play (rather than man-
age) the game.

PPROS: Crisp, polygon-hased play-
ers; attention to visual detail; enter-
taining arcade action.

PCOMS: As sta-
tistically accu-
rate as a polili-
cian hehind in
the polls; diffi-
cult, if not
impossible, to
handle league
simulation.




This is ABC Sports College Football: Heroes of the Gridiron™

CD-ROM game, a realistic simulation of what it feels like to go
head-to-helmet against the best players to ever attend the school

of hard knocks. It's not some plaything, it's the real thing. It's what
happens when you cram entire team rosters, cheerleaders, mascots,
rabid fans and 36 years of ABC Sports experience into a little

plastic disc. What happens? You wind up with Dan Marino and

Tony Dorsett playing for Pitt against Notre Dame’s Paul Hornung
and Rocket Ismail. Awesome, huh? Awesome, then some.

EXTREMELY LIVE.

Developed for

Windows" 95 (§ A
nr ‘m: onicinon i CIRCLE READER SERVICE #249
©1997 OT Sports, LL.C., ALL RIGHTS HESEFWED. Al trademarks are owned by their ! Ollicially nroduc: of Pla'ws Inc. The P!ayers Inc logo s a trade-
mark of the NFL Players. The Oflicially Licensed Collegiate Producls label is Ihe sxclushm pmpwlv ol Ths Colleg d Product® labed Is

the pmq:mrty of the lndamrl:’vanl thaﬁng Group. All names, logos, and with the ane the | s properly n! theit iswecuvs universitios,
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Price: 554.95

Minimum System
Requirements: Pentium
60 (P80 recommended),
Windows 95, 16MB RAM
(32MB recommended),
SVGA graphics, 25MB
hard drive space (65MB
recommended), 2x CD-
ROM (4x recommended),
mouse; Win 95-compati-
ble sound card. Modem,
LAN, or ISP connection
needed for multiplayer
games.

Multiplayer Support: hot-
seat (1-4 players, 1 CD
per player), modem (2
players, 1 CD per player),
LAN (1-8 players, 1 CD
per player), Internet (1-64
players, 1 CD per player).
Designer: Vance Cook
Puhlisher: Sierra On-Line
Bellevue, WA

(800) 757-7707
www.sierra.com

Reader Service #: 329

REVIEW ¢ FRONT PAGE SPORTS: GOLF

In a Great Rookie Effort, Sierra’s FPS: GoLF
Debuts Near the Top of the Leaderboard

by Scott A. May

ot long after Sierra ¢hris-
tened its FRONT PAGE
Srors line, golf was sup-
posedly near the top of the
wish list for future fitles.
Several years down the
road, itk finally happened.
Tortunately, the resulting
package lums out to have
been worth the wait.

NICE VIEW,
ROUGH LIE
Here's a good
example of FPS:
GouF's superb mix
of graphic styles
and 3D visual
effects.

The driving foree behind FPS: Gorr
is Vance Cook, who is best known [or his
work on Access Softwares WoRLD
Crass LEADERBOARD and LINKS series.
Cooks love of golf gives this simulation a
distinet personality, and penmeates its
swing mechanics, intuitive interface, and
ball flight dynamics. Theres a unique
tactile quality to gameplay that’ readily
apparent when you connect club to ball.
In a word: realism.

THE HOLE TRUTH

The game ships with two profession-
al 18-hole courses: the challenging Pete
Dye Golf Club and Hawaii’s scenic
Prince Course. So far, add-on courses
include Coenr dAlene and Black
Diamond Ranch, It also offers 12 types
of play— the most of any golf sim
yet— inclurling team variations of
medal, maich, Stableford, skins,
seramble, and best ball,

Graphics are photorealistic, and uli-
lize a combination of digitized bitmaps,
3D-rendered objects, and texture-
mapped polygonal terrain. Unlike most

CeW
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of its compelition, the game uses polyg-
onal golfers instead of video-captured
images. Though they are less lifelike, the
payolf comes with faster animation and
a much wider range of motions (and
emotions). 'The game looks great in stan-
dard SVGA-graphics resolution
(6405480, 256 colors), but is downright
stunning when bumped to 1024x768 and
64K color depth.

FORM FACTOR

An intuitive inter- r

_ face offers preci-
- slon adjustments

of stance and
club loft.

The games biggest innovation is a
new style of swing mechanics dubbed
"TrueSwing. Using the mouse as a virlual
club, TrueSwing offers plavers real-time
interactive contol of backswing, power,
and ball contact. Simply move the
mouse backward lo raise the club, and
forward to strike, This technique feels
natural and is easy to pick up, but like the
real thing, it takes practice to master sub-
tleties such as fades, draws, and spin
(which is accomplished with sideways
motion at the end of your swing).

‘o be fair, Maxis beat Sierra to the
punch with its MouseSwing in
SGoLE: But it was still a latent
approach to interactivity, with several
lechnical drawbacks. Put through a
grueling 72-hole marathon, TrueSwing
proves a rousing success, delivering tan-
gible, hands-on control. Dichard mouse-
clickers take heart —TrueSwing can be
switched off in favor of the traditional
triple-twitch swing meter.

Multiplayer modes include modem-
to-modem, LAN, and Internet gaming
(via Sicrra’s free online service, where up

- Let’s Swing

to 64 players can compele in a single
tournament). Unusual options in player
setup include variable scaling of shot dis-
tance and ball direetion. This is not so
much a cheat as a technique for helping
hcgilmcr.\' to improve their game.
Another terrific option lets computer-
controlled players actually learn from
every stroke, ensuring tough competi-
tion for even the hardiest pro.

HOT LINKS

Whats missing? Beyond a course
architect — grmted, Accolade’s Jack
NICKLAUS 4 has that feature sewn up—
theress little fault to be found with FPS:
Gor It T had to be picky, the following
would be the game5 biggest fault: Balls
are nearly impossible Lo visually track fol-
lowing a hit. Sure, there’ a ball-tracer
aption, and a drive window view, but a
more dynamic ball tracker, similar to thal
in Interplays VR GOLE is sorely needed.

But overall, Sierras first goll simis a
winner, with key features like 'In ieSwing
elevating it above the fray in an increas-
ingly crowded genre. &

PAPPEAL: Golf nuts of all skill levels.

PPROS: Superh graphics and intu-
itive interface; TrueSwing is the best
alternative yet to traditional swing
meter; multiplay- Vg

er options well-
implemented.

PCONS: No

course editor;
balls can be dif-
ficult to track.
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> PLAYING
BY YOURSELF

F'LAY HEAD-TO-HEAD
ON THE INTERNET
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INTERNET CHAMPIONSHIPS
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- DETAILS IN EVERY GAME
= < GREAT GAMES! 3 WAYS TO WIN!
, e
b Now you can play ABC Interactive's extremely live sports CD-ROM games
— in a live competition on the Internet.

It's the Quest for the Best Internet Championships.

Huddle up with thousands of sports sim players from across the country and play

head-to-head sports sims in real time. Here's how to play:

* Purchase any or all three games: ABC’s Monday Night Football '98;
ABC Sports Indy Racing’or ABC Sports College Football.

* Register at www.abcinteractive.com

+ Compete in qualification rounds.

+ Advance to the finals and compete for the $10,000 grand prize for each title.

s 2 Finalists in each competition are flown to the ultimate on-site location:
ABC’s Monday Night Football '98 at SuperBowl XXXII°in San Diego, ABC Sports
Indy Racing at the Indy 200"at Walt Disney World®or ABC Sports College Football
at The Rose Bowl®in Pasadena.

So pick up ABC Interactive’s CD-ROM games and practice, practice, practice.
Because this isn't a game, it's a competition. If you're not ready to compete,
stay home and play something less challenging. Jacks, anyone?

ExXTREMELY LIVE.

Competition vold in AK, OR, MD, ND. VT and PR and where prohibited h? law. See ABC's Monday Night Foatball '98, ABC Sporls College Foolball and ABC Sporls Fnrd&__'
Racing CD-ROM games for details. Contest snﬂo ect 10 (ull rules on-line al www.abcinteractive.com or by sending a sell-addressed, stamped #10 envelope to; QUEST F
THE BEST RULES REQUEST, RO, Box 7981, Malville, NY 11775-7981 Qualilication for ABC's Monday Night Football '98 ends 12/197, ABC Sporls College Foolball ends
1122/97, ABC Sports Indy Racing ends 12/6/97, U.S. residents 18 or older only. Four winners will ba selected each week 1o advance 1o the playoffs (two for Indy Racing).
Dales and terms subject 1o change. See wabsiie for detalls, €1897 OT Sports, LL.C,, ALL RIGHTS RESERVED. All tradamarks ara ownad by their respective companies.
HEROES

Developed for Windows® 95
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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 exalt when you knock Choose from an array of fine golf apparel. Be the first, and quite
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

putts.Bite,baby.8ite!  the beauty of TrueSwing™ by Front Page Sports®. With the handy assistance of your

No video golfer here, Our exclusive real-
time 30 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 tour 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

players. And the ball flies, bounces, rolls, spins and

Think you've mastered
hitting a tiny little ball
itha f little stick? . . . ¥
Nowimagnetheball  Ficochets just like the real-life ball. FPS: Golf, smell the grass,
muoving at your head at
90 miles per hour, Next
stop, the Big Unit and
Front Page Sports: 4
BaschallPo'ss.  hear the sprinklers, crush the ball.

£ 1997 Sierra On-Line, Inc. All rights reserved, ® and ™ designate trademarks of, or licensed to Sierra On-Line, Ine www,sierm.comfgu”
CIRCLE READER SERVICE #3861
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_Playstation

All 26 NHL Teams and over 600 Players
Plus historic NHL team logos and jerseys

Proprietary Motion Capture Graphics

Momentum-based checking and
goaltender specific play styles

Actual NHL Playbook-Based A.l
Team scouting reports hy Keith Tkachuk

Hi-Res Polygonal 3D Graphics

Numbers on sleeves, names on
sweaters and teams' third jerseys

Total Team Management

Create, trade, develop, sign
and release players

Variahle Player Sizes

From mammoth defensemen
to speedy wingers

NHL

-
BREAKAWAY 3

The difference between winning and losing is in the details. Tape to tape passing. Penalty killing.
Checking. Finding the five hole. Keeping your skates out of the crease. Line changes. You think our
game should be any different? NHL Breakaway™ ‘98 is a powerhouse of freeze-frame detail: from advanced
coaching strategies to season and playoff stat tracking. This is a whole new level of hockey. Play it.
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ACCLAIM*

Ny SRS

NHLPA

www.acclaimsports.com

Keith Tkachuk
1996-97 NHL" Goal Scoring Champion
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Price: 524.95

Format: Windows 95.
Multiplayer Support:
Internet (1-7 players).
Publisher: Sierra On-
Line, Inc.

Bellevue, WA

(800) 757-7707
WWW.SIerra.com
Reader Service #: 330

REVIEW * HOYLE POKER

Ante Matter

by Charles Ardai

fter How i Casino and Hovi g
BLACKIACK, it was inevitable that
Sierra would further milk the vener-
able Hoyle name with IHovi g
Poker. No one should own all
three, and probably not even two, But if
p(ﬂ\'ur is YOUr gaime, i il )ml'\'v i]I\\'iI_\'h
wanted a spiffy compuler version that fea-
tures many of your favorite variations,
Hovte: Porer mostly delivers the goods.

POKER FACES

Of course, so do 20 other poker
games published over the past dozen
yedrs, as do hundreds of shareware titles.
What sets Sierra’ relilling of this well-
worked soil apart is its trademark slick-
ness, Fom the TV-commercial-quality
opening animation of dancing cards and
poker chips to the impeceably laid-out
interface and the breadth of gameplay
choices, you know you're in good hands
from the very beginning.

Its almost too slick, thoughy; the high

Foyisey
5iCafd raw

2D FOUR-FLUSHERS At least the
stereotypical computer opponents play
better than they banter.

gloss seems intended to distract you from
the basic fact that this is just a poker
game. Also, poker is a multiplayer game,
and the computer players you have to
deal with here are extremely annoying,
both because of their Central Casting
appearance (the old lady in lace, the
homeboy in a leather jacket, the southern-
er in string tie and goatee) and because of
their puerile comments.

While you can tum the comments off,

you can'l casily replace the
artificial opponents with Tuman ones over
the Intemet, given Sierras buggy fink. The
two dozen different poker variations,
inchiding Baseball, Omaha, and
Cineinnali, give youa decent way o prac-
tice for your real-world games with friends,
but how many hands of simulated poker
can a person sit through? [ wonder whether
Sierra could publish a tie-tac-loe gaime
under the Hoyle license and still get 525 for
12 At this rate, we're sure to find out. S

PAPPEAL: Poker enthusiasts who
found Hovie Casino tame.

PPROS: Stylish visuals; dead-on
sound effects;
plenty of
options.

PCONS:
Annoying Al;
unreliable
Internet
competition.
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Price: $19.95

Format: Windows 95.
Multiplayer Support: None.
Publisher: Virgin

Irvine, CA

(800) 874-4607
www.vie.com

Reader Service #: 331
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REVIEW » GOLDEN NUGGET

Iron Pyrite

by Charles Ardai

ith all the assistance Virgin
received from the actual
Colden Nugget casino while
producing this game, they
should have been able 1o
make it stand out from all the other casi-
1o games that have recently appeared.
Whete they were successtul is in the

incicentals: or instance, the process of
choosing which game to play feels more
like walking through a real casino tan in

HOLY BAD SCRIPT, BATMAN! Adam
West, trapped In a needless plotline, utters
lines devoid of any intentional parody.

CGW

most competing titles. Placing a betis a
graphically rich (and needlessly complicat-
ed) affair, In addition o the usual spinning
roulette wheels and rolling dice, there are
card dealers who deal out and then pick up
each hand of cards. There is also a storyline
that plays outin MV belween rounds.
Bul the games are the usual games,
without much of note to recommend
them. In adelition to roulette and craps, you
have several variations on poker and black-
jack, Keno and"Big Six,” and a variety of
slot machines. These are all games you've
played before; here, they'e o better and
no worse than usual —and thats only as
long as you tum off all the fancy anima-
tion before playing, since leaving it on
slows down the gameplay intolerably:
Dan't get me started on the paralyzing-
ly awful FMV sequences, which star
Adam (Batman) West, and contain lines
like *Crime never folds its hand when jus-
tice is showing a pair of deuces!” Then
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there the pointless-
ness of a compuler game ver-

sion of a slot machine. (You pull the
handle. The wheels spin. Thats it.)

IFyou have a hankering for simulated
gambling, you conld do worse than
GoLbiEN NUGCGET: Just don't expect it lo
be any better than your average shareware
casino litle —at a higher price. &

PAPPEAL: Did you see Honeymoon
in Vegas and call your travel agent
the next day?

PPROS: Authentic Vegas sets and
sounds give these very bland
games a little flavor.

PCOMS: Gameplay
slow with anima-
tion on, horing oth- \§
erwise; cinematic
sequences and
dopey plot are
almost heneath
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I 0f & Lenent.

HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A PERILOUS
ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN. FROM THE DEPTHS
OF THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND

OF ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE.

TR B

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

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

 WWW.3D0.coM 800-251-9563
CIRCLE READER SERVICE #144

1 Miht and Magic are s andior regs domarks of The 300 Company. & 1397 The 300 Company. All rights reserved.




kK k k7 REVIEW ¢ GREAT BATTLES OF ALEXANDER

Truly Great

I-Magic Charges With the Best Ancients Game Yet

by Jim Cobb
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Price: $49.95
Minimum System
Requirements:
4860X/100 (Pentium
100 or better strongly
recommendad),
Windows 95, 16MB
RAM, 51MB hard drive
space, SVGA graphics,
2x CD-ROM, mouse;
supports Win 95-com-
patible sound cards.
Multiplayer Support:
Modem, LAN, or
Internel (1-2 players).
Design: Erudite
Software with Mark
Herman and Gene
Billingsley

Original Boardgame
Design: Mark Herman
and Richard Berg
Publisher:

Interactive Magic
Research

Triangle Park, NC
(B00) 789-1534
www.imagicgames.com
Reader Service #: 332

omputer games that cover
ancient tactical warfare have
fallen victims to the topick
seermning simiplicity: Basically,
you just line ‘em up and
charge. Yet anyone whe has
read of Caesars exploits in
Gaul or the campaigns of
Alexander the Great knows
that ancient warfare had its

" A MERE SPEAR'S THROW

share of twists and complexities. GMT'
Games' Great Battles of Alexanderhas
always been the foremost game in captur-
ing the many nuances of command con-
trol and combined arms in ancient war-
farc. So, instead of reinventing the chariot
wheel, Interactive Magic brought the
acclaimed boardgame to the 'C. In fact,
Interactive Magic was so happy with the
resulls that the company is already Tard at
work on GREAT BATTLES games covering
Hannibal and Julius Caesar. After playing
ALEX, theres a good chance you'll be as
happy with the results as I-Magic lounder
“Wild Bill” Stealey himself.

IT'S YOUR MOVE—MAYBE

Atthe core of ALEX are leaders, who
have two facets: initiative and command
range. 'The computer checks to see
which commander goes first, with the
probabilities weighted by each leaders
initiative. The activaled leader then
issucs a number of orders (equal to his

(<4

sicle. In ALEX, however, whenever a leader

SEPTEMBER 1207

splintered control, Knowing when to use a
command lo maintain control is as impor-
tant as attacking.

ALEX has ten different types of units
representing infantry, cavalry, and auxil-
iaries. ISach unit has a troop quality
(TQ), cohesion hit number, size, and
movement points, all varying by type
and nationality. TQ is simply a measure
of training and weapons, while cohesion
hils are the amount of
damage a unit can take
before being routed. Size
is measured in increments
0f 70-100 men.
Movement points are
expended per terrain type
and zones of contral.

Il managing all of these
factors reminds you why
you gave up boardgaming,
never fear: ALEX presents
them all painlessly. The
values of selected units,
active leaders, and units
o) the cursor is over are represented in a bar
below the map. A leaders command
range shows on the map, as does the area
i whicli an unit may move, This arca is
diminished as the unit moves or pivols. To
designate shock combat, the eursor tums
into a sword over a possible target. Missile
fire is designated by clicking on the appro-
priate icon and getting a spear cursor over
highlighted targets. An oplional window
gives a unning commentary of cohesion

initiative) to the troops that are in his
command range.

In a typical phased-movement game,
the initiative would then pass to the other

has finished, the computer checks to see if
that leader gains momentum,
Momentuim allows the same leader o
keep going for one or two more phases,
rather than end his tum. Thus, its possible

Here is:an overview of the battle of
Granicus, complete with strategic
map and running commentary.

5, Theclose-Up view
. shows: Alexander
4 and the troops
fe directly. com-
mands near the
famous river,

for the Macedonians, since their leaders
have relatively high initiative, t over-
whelm their enemies and consolidate
positions quickly, before the other side has
a chance to reacl, Also, it doesn't hurt that
Alex can frumpenemy iniliative attempls
twice per game — guiess thats why they
call him Alexander the Great.

A command can encompass more
than ane action, One
command can allow an
unit lo move, pivol, fire
missiles, and target an
enemy for shock. ‘To rally,
restore a unils cohesion, or
move aleader, your active
leader must spend a com-
mand for each. Obviously,
you must coordinate com-
mands with cach leaders
initiative rating and unit
status, or you'll suffer

HURRY, CLOSE THE TRUNK! Elephant charges are
common, and include pachyderm trumpeting and the
screams of men trying to escape.
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effects of movement and missile fire gives them an advantage in this, y CLASH OF SPEARS (EII'Id Unit Types)

received during movement. A small although the Als play for either side is S

overview map gives the big picture evenif  more than adequate. Unlike many Elephants They

the game is played in the closest of three phased-based games, ALEX works well paralyze cavalry and

possible views. Being able lo rotate the over modem and Internet. have good missile

map 180 degrees greatly aids your plotting ‘The 10 battles of ALix range from and shock value.

of movement and tactics. Chaeronea (with Alexander as a lieu- However, when they
tenant to his father) to his last battle at \# rampage (and they

COHESIVE WARFARE Hydaspes in India. In most battles, the . will), they inflict casu-

Combatis divided into missile and
shock action. Missile-equipped units can
fire anytime during movement at a range
of one or two hexes; the computer handles
defensive fire automatically. Although mis-
sile fire is the anly way to kill leaders, it
doesn't cause much damage and primarily
softens up a target for shock combat. The
real damage is done by shock, performed
after a leader is finished. A units shock
value is a function of its weapons (superi-
ority), facing relative to its target (clash of
spears), TQ, size, and terrain.

Combat results aren't just dead bodies;
hits are taken as unit cohesion losses.
When accurmulated hits equal one less
than the units TQ, the computer“wolls a
die” and the unit is routed if the roll is equal
to or larger than the TQ. (Cohesion hits
are also taken for moving over certain ter-
rain.) Each unit can be rallied once per
game. Unrallied units leave the field and
count against that sides victory level,

Combat animation is terrific, with
weapons jabbing, riderless horses bolting,
and bodies falling or drifting down a
river. The game automatically zooms to
close-up for gory details. Routed units
flee, victors advance, and a battle win-
dow describes results in terms of cohe-
sion hits. The key to tactical success is
maintaining a cohesive line while apply-
ing pressure at the enemys weak points.
‘The Macedonian unity of command

Macedonians win by routing the enemy
or killing Darius, the Persian commander,
within ten tumns. By playing the other side,
viclory can be had by staving off defeat,
killing Alexander, or routing the
Macedonians. Major exceptions to this
format are the unlimited slaughters of
Granicus and Hydaspes. A campaign
game gives a player ten rounds to match
or better Alexanders world conquest by
fighting all len battles, garrisoning
provinces, and abstractly subjugating
Egypt and Persia.

CHIPPED SPEARPOINT

ALIXS primary problem is tat the
graphics slow down gameplay: Ona
P150 with 16MB of RAM, a normal
(SIMBY) install rivals the speed of
molasses while a full install (I3IMB) is
playable but still annoyingly slow,

"lurning off options helps, but. ...

Historically, Alexander led charges
and tried to duel his counterparts.
Giving leaders combat modifiers when
they are personally involved in combat
would be easy to do. Finally, a fog-of-war
option is needed. All troop and leader
values can be gained from the board and
the manual, giving the player more infor-
mation than a historical commander
had. Hiding or changing some values
would add replay value.

Petty as these criticisms may seem,
these shorlcomings
detract from an

history, and well-
writlen and
thorough manual

(| AP alties on friend and

foe alike until killed.

Chariots Obsolete for 700 years by Alexander
the Great's era, chariots are hard to maneuver, lim-
ited to certain terrain, and cannot be rallied; perfect
infantry targets.

Heavy Cavalry Peculiar to the Macedonians dur-
ing the ancient period, heavy cavalry has tremendous
shock values. All'cavalry can perform an “orderly with-
drawal” from most units by passing a TQ check.

Douhle Phalanx These represent large disciplined
Greek infantry units. They. cover two hexes and pivot like
a gate, Phalanxes are the only units that can about face,

1
]
&

|

and their-high TQ values count double for rout purposes.
These are the defensive backbone and offensive hammer.
of Alexander's army

Skirmishers These are nimble little missile units;
such as archers and slingers: With the exception of the
two Macedonian Agrianian unifs, they cannot:indulge. in
shack combat, You move thern up, fire, and pray. they
can get back. Skirmishers can perform an orderly with-
drawal from heavy infantry.

Oxybele These long-range bolt throwers represent
the only artillery:in:the game. Oxybele may: fire without
expending a command, and are often devastating.

> PAPPEAL: Any gamer remotely
otherwise _ﬂa“’l““ interested in ancients, or who just
product. The scam- wants a great strategy game.
less interface, use- »PROS: An elegant interface and
ful graphics, great rich, accessihle combat system.

Good historical accuracy and flavor,
with a nice campaign mode and
tough AL The best ancients game
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yet on the com-

make ALEX simply puter.

the best-ever »COMNS: Slow

ancients system. Its engine; no

also one of the leader vs. '3":“'

5 most innovalive duels; where’s

DISMEMBERING YOU Even though it's phased combat, Auex . the fog-of-war

strategy games option?

is plenty bloody. Note the severed amm floating down the river.

about any era. &
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The first ever STAR TREK space battle simulator.

Translucent texture mapping for
unprecedented cloaking effects.

Real-time color light sourcing for startling realism.

Enemy artificial intelligence that learns
and adapts to your battle StYIE.

No one this side of Kirk has flown énything this advanced.
Until now.

“The most anticipated space sim
of the year” — Computer Gaming World

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

“STAR TREK fans are finally about to get a simulation
worthy of Starfleet itself.” — pc camer

Fur ur To FoOUR FEDERATION STARRING WILLIAM SHATNER, WALTER KOENIG Over 20 CHALLENGING MISSIONS
STARSHIPE AGAINST 30 amMazING AND SPECIAL APPEARANCE BY BEORGE TAKE! IN SPECTACULAR 3-D ENVIRONMENTS
3-D POLYGON ALIEN SHIPS IN THEIR LEGENDARY ROLES OF CARTAIN KIRK,

CommanpDeEr CHEkOvV anD CaAPTAIN SuLu




STAR TREK

Developed and Published by

Mo Foay

WWW.INTERPLAY.COM
WWW.MACPLAY.COM

o (R

Starfleet Academy Sultware ©1997 Interplay Produs tom. Tradermark aid ©1997 Paramount Pictires. All aghts seacnasd Star Beh Sbamioet oo
are trademarks of Paramount Pictures. hMacPlay and Intergtay ane ageniatks of Interplay Productions. All nghts eeseoved Play St
of Sony Computer Entertainment, Ine. Al nghts reserved. Windows® 95 is a registered trademark of Microsolt Comporation. ATl aughis
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Beyond the world of Krondor
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INTERACT WITH TRAVERSE THE
OVER 200 UNIQUE BREATHTAKINGLY

EHAEADTERE./ IMMENSE 3D REALM.

FAMILIAR AMND
INTUITIVE INTERFACE
TAKES YOU THROUGH
A WORLD OF MYSTERY,
INTRIGUE AND DAMNGER.

CUSTOMIZE YOUR
CHARACTERS'

SKILLS, POWERS AND
ATTRIBUTES AS YOU
UNRAVEL ANTARA’S
ABSORBING MYSTERY.

ACTIVATE SPELLS
AND OTHER UNIQUE

WEAPONS.

- It Swing
_ Everedee A GOOD REST IS
CHECK YOUR """“‘ " Damage: 79 ALL YOU NEED TO

Avconracy: 1858 = Enemy Defense

CONDITION RING RESTORE FLAGGING

TO SEE HOW HEALTH.

BADLY YOU'RE

INJURED.
HACK, SLASH AND

/| REsSEAREH AND COMBAT DVER 50O
CREATE OVER
40 POWERFUL
SPELLS WITH
THE ENHANDOED
SPELL-CASTING
SYSTEM.

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-PLAYING 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-B00-757-770%7.

DOWNLOAD YOUR FREE DEMO AT: WWW.SIERRA.COM/ANTARA

A o R
ANTARA .2

EROM THE MAKERS OF BETRAYAL AT KRONDOR®  iefemwioctericemitoSerson o
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Price: $59.95
Minimum Syslem
Requirements: 486-
33, Windows 3.1 or
better, 8MB RAM, min-
imal hard drive space,
VESA 1.2 compliant
SVGA graphics, 2x CD-
ROM, mouse; sup-
ports Windows-com-
patible sound cards.
Multiplayer suppaort:
1-7 players, hot seat
or email.

Developer: Colorado
Computer Creations
Original Boardgame
Design: Ragnar
Brothers

Publisher: The Avalon
Hill Game Company
Baltimore, MD

(800) 999-3222
www.avalonhill.com
Reader Service #: 335

REVIEW ¢ HISTORY OF THE WORLD

- Rise & Fali

AH Fails To Make History With Its Latest Boaragame Conversion

by Bob Proctor

istory of the
World is one
of the all-
time great
multiplaver
boardgames,
Its premise is
lo take 56 of
the greatest
empires in
history, divide them
chronologically into seven
Epochs of eight empires
each, and let each player
play one empire in each
Epoch. When theyre all
done, the one with the
mast points wins, While
the premise has classic
simplicily, the grealness is
in the details. The flow of play requires
many small decisions, each of which
will affeet at least one other player.
This promotes interaction. There is an
inevitable progression from imagined
injuries lo small paybacks followed by
hurt feelings, implacable grudges, and
wholesale back-stabbing. While those
who feel out of the running attempt to

HISTORIC OVERVIEW While it's too small to show terrain features, the
strategic map does show units and has all the controls needed to play the
game. Here in Epach five, the Mongols are deciding whether to take China
or go for Europe. Notice how little has happened in the New World.

scllle old scores, the middle of the
pack campaign to “get the leader,” and
the leader tries to canvinee everyone
that he or she is not the real threat.
Creat stull.

Avalon Hill seems to feel that
HistoRy, like its other boardgame con-
versions, must be an accurate imple-
mentation that lets you learn lo play or

practice strategies.

The assumption is

WINDOWS TO THE PAST During play you will have several win-
dows open. The largest is the map; smaller ones show the cur-
rent empire in play, the current event in play, and a thumbnail
map that can be used to jump anywhere on the big map.
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that you will be
playing the
boardgame in the
future; indeed,
that you would
preferto be play-
ing the board-
game. Playing a

good game witha

group of friends
around the table
cattbe one of the
hest experiences
in gaming, But |
alsa believe thal
plaving a goad
game with a
group of friends

over the network can
be one of the best
experiences in gam-
ing. So, why isin'ta
company that pro-
duces some of the
best multiplayer
games in the world
trying to convert
them into the best
multiplayer comput-
ergmes?

HhisToRry has no
provision for net-
work or modem
play, and in 1997,

this is inexcusable
for a multiplayer
gamne. Hotseal play
may work for two
gamers, but [ can't see it for six or
seven, 'To be fair, email play does work,
though you lose the spontancily and
passion that happen when all players
are .\‘imnll;lllcmlshf engaged.

I CAME, T SAW,
I FLASHED IN THE PAN

HisToRy has some good things going
for it. Itis an aceurate re-creation of the
popular boardgame, The graphiics are
colorful and functional, with large, casy
lo read maps. The game plays very
quickly and easily. In fact, with a fast
Pentium system vou can play a game
versus six computer-controlled players in
less than an hour on the fastest setting!
"T'his is a fot faster than any group of
seven humans conld play, for the obvi-
ous reason: No chitchat, negoliation, or
politics is going on. Alterward, you'll
have (m]}' the fﬂgs;i(‘\'[ notion of w h_\' the
final standings tumed out the way they
dlicl. This reveals a second reason for the
quick play and another problem with the
design, You're not getting any informa-
tion about the other plavers except their
score. Now, its certainly possible o
select a slower rate of play and watch
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. Trapped between good and evil,
8 ) . ! ' 3
youll find yourself at... ‘
OLOUIR S ate |
L
h "..one of the most anticipated RPG titles for the PC" 1
- Next Generation Online WA b
; ' S B
' | . . i
-,;; The Adventure Begins this October. i
1Y GAIERS, FOR GAMERS, " il
www.interplay.com 1
4 ADVANGED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks owned by TSR, Inc. BALDUR'S GATE is a 1?5 ; y
trademark owned by TSR, Inc. Trademarks are used under license rmmm::;]ﬂt&?%:cﬁw:m@?f Interplay Productions. All rights reserved. All other trademarks méhq,.; :
CIRCLE READER SERVICE #076 J|~: i




v
Eesid
-
=
| -
(-~
=X
=
——
-
()
Eofad
f==
=X
(=5
=
v

REVIEW ¢ HISTORY OF THE WORLD

change from
Parametar to Piot EpOCl'I to L'POCh
A5 Some areas
o (such as North
[Faos America)
i ifau become more
|i ;S:" important and
e others (like the
&5 Middle East)
become less so.
R, = Atthe end of
P Vervca o Lws Lo each of your
lurns, you score
EPOCH EVALUATION There are a few reports you can sUmmon ke value of each
about the game in progress. Here's a line chart showing how area if you occu-
scores have fluctuated epoch by epach. py at least one

carefully to see where the computer
players attack and what event cards they
play, but whats completely missing arc

the details of scoring.

Let me briefly explain scoring. The map
of the world is divided into 13 areas and
each is worth 0—4 points. This value can

You Dyaw Uinted States, Turn 6
‘Yout Can Keup Tha Empire O Pass

ISTORY OF THE WORLD'iS not an easy game
1o win. Trying to'get out:in front and
stay there almost never succeeds.
Instead, think like a bicycle sprint racer

- In‘the Qlympics. In the early laps, position is
©entirely unimportant, and as you get close to the
. last lap; being in front is actually a disadvantage!

This s due partly to the “get the:leader”

- syndrome but also to a clever design for decid-
ing which player will play which empire. Every -

empire has a strength rating that is the number
of armies: brought into play. The numbers
reflect how powerful or large the histarical

' empire was and ranges from 4-25 (the

Romans). Each player keeps a cumulative total

i of the strength of all the empires over the

course of the game and this total determines

Land init. This is
called having a Presence. If you oceupy
more Lands than any ather player (but at
least three), then vou Dominate the area
and score double, [f you occupy every
Land in the area then you Control it and
score triple. Some Lands are resource-rich
and for every pair of these you oceupy, you

MINOR POWERS
NEED NOT APPLY

At the beginning of each epoch, empires
are assigned. Here Apolio has drawn
the United States, a minar empire in

L 10th-century terms, and can either keep
it or pass it to someone without an
empire. Mars (blue) is 30 points ahead
of all other players and would be a good
candidate except that he has already
heen given an empire. Looks like
Hermes (purple) gets it.

the order for drawing empires in each epoch.
The lowest total goes first and this s an-advan-
tage because you can either keep the empire
Or pass it to-any player that does not have one
vet. So if you draw the Romans in Epoch

three, you should keep it. If you draw the Celts
Instead (strength 8), you should pass it.

Who would you pass it to? Probably the leader
after two epochs—unless that happened to be
the player who drew the Persians. This is
because the Perslans are the largest empire in
Epoch two (strength 15) and play last while the
Celts go first in'Epoch three. So this player would
still occupy all-of the lands from Epach two,
could add a few more in Northem Europe with
the Celts, and then score all of them again! Such
are the intricacles of History.
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can build a Monument. Monuments,
Cities, and Seas under your control add
more points to the folal.

DATA AT YOUR
FINGERTIPS...NOT!

In the boardgame, scores are counted
out loud and all players at the table are
aware of the details. The compuler, of
course, is great at handling all the book-
keeping — but hiding the mechanics is
one thing, and hiding the results is
another. You will find, for example, that
the Blue player suddenly has 30 more
points than you; until you become very
familiar with the scoring system, you will
be hard put to know where those points
are coming from. Knowing, for example,
that Blue is getting six points per turn for
Domination of India is critical informa-
tion to the decision making process that
elevates good HISTORY players to the top.
The game really needs a summary report
at the end of each player-tum that shows
how each scored.

Iiven better would be to have an
Advisor that actually teaches you some-
thing about the game and the scoring
system, Instead, we get an inane little
window that pops up to confirm the
event card you've just selected or to tell
you to retreat a unit; in effect, just a glo-
rified information box. There are sever-
al bugs in these routines, as the Advisor
will sometimes pop up when ather play-
ers are playing,

In the end, HISTORY OF THE WORLD
is hoth a good game and a disappoint-
ment. [ts challenging, and a goad tool
for the next boardgame tournament or
casual session around the dining room
table. Still, you can’t help but wonder
why this wasn't tuned into a killer net-
work game. &

PAPPEAL: Devotees of the
hoardgame, or light strategy
enthusiasts.

PPROS: Colorful graphics; snappy
performance; competent Al; faithful
to the original.
PCONS:
Minimal multi-
player interac-
tion and too
much hidden
information; a
good game that
should have
been hetter.
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How: db.you outgun a great game like
Robert E. ' Lee: Civil flbr;ﬁcnrm_n’? With
Civil War Generuls 11 you' can' now com-
mand Confederate or Union Armices,
And ’\_':itll can put yourself'in the boots
of Lee,y Grant, or Sherman as you
attempt to rewrite hf'stc:[_\.;.— s

Civil War Generals Il comes L'l||||'|v.ll-rr..1l|)'
with-40 h'g['lld.li'}‘ hattles fram hoth the
Fastern .mﬂ Western theatres. Bul il you
wanl o AVAIZE YOUE (0WT1L Wars, Lse the ap
vilitor to create terrain, armies, and
commanders. Then go online to test

your cunning in head-to-head hattles.
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This war isn't just hell. It’s
history. And you'll experience it H P
as never: before with an insight-

ful new collection of Mort
Kiinstler paintings and all-new multi-
media mini-documentaries on the men,
weapons, and tactics of the Civil War.
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WINDOWS® 95
(h-ROM

www.panzergeneral.com

ANZER GENERAL® II. More: than
Pa sequel. An entire generatmn P
beyond anything yet seen in strate-
gy games. And seeing is behe\npg.
Witness the LIVING BATTLEFIELD" @ new
standard for strategy game __artworl':i

Featuring the heightened realism
of hand-rendered maps — thirty
painstakingly crafted battlefields
that are faithful to the real ones
of WWII — the LIVING BATTLEFIELD %
also showcases detailed BD-renderecl*“
combat units with six facings.

Of course, this beauty is beyond
skin deep. The phenomenal game
play of the second generation ;
PANZER GENERAL game engine is truly :

!\ THE LIVING BATTLEFIELD SERIES =

features the enhanced realism of

hand-crafted maps and photo-realistic =

3D-rendered combat units.
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awesorme. Battles rage through
WWILs Eastern and Western Fronts,
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PANZER GENERAL

_ USA, Play one large campa1gn and*
g mini-campaigns, — - someof..

- which-are playable‘as e1ther Axis -
'br Allied‘-foices. Edit scenario-and
‘unit-data with the powerful Battle
~ 'Editor for enhanced gameplay and
% pxtended replay. And with full

muiti'player support, battles can

_ mclude up to four players.

PANZER GENERAL II. ;
The New Face of Strategy Gaming.

To Order: Visit your retailer oricall o s

1-800-234-3088 (USA & Canada)
with VISA or MasterCard.

W18 - Panthat a0 Fuelild dneadl

Developed by
the SSI Special
Projects Group.

A s -

A
A MINDSCANE® COMPANY.

PANZER GENERAL is a repistered trademark of Strategic Simulations, Int. LNIHG MTTLEI'IELD s a trademark of Strategic Simukations, Inc. ©1997 Strategic Simutations, Inc.. 3 Mindscape Companry. All rights reserved,
Al other trad are the property of their respective holders.
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STRATEGY/WARGAMES

Price: $29.95

Minimum System
Requirements: 486/66,
8MB RAM, 5MB hard
drive space, 2x CD-ROM
drive, DOS 5.0 or Win95,
SVGA-graphics card,
mouse; supports all
major sound cards.
Multiplayer Support:
Modem, serial link (2
players), Hotseat, LAN,
Internet (2-6 players).
Designer: Cyberlore
Publisher: New World
Computing/300
Woodland Hills, CA
(800) 325-8898
www.nweomputing.com
Reader Service #: 336

Get Ready for More Addictive
Strategy Gameplay From New World Computing

by Elliott Chin

fever there was a game that
deserved to be labeled an addic-
tive substance, HEROES OF
Micirranp Macic I would be
it. At the height of my HEROES 11-
binge, | could never get enough
of it and, in fact, I played it so
much that my girlfriend once
threatened to throw the disk
away. Sadly, after | finished both
campaigns in the original game, there
was nothing left to do in the HEROES 1]
world, and [ was forced to play other
games. But thanks to New Worlds
HEROES [1 expansion set, PRICE OF
LovALty, I've got an excuse o bool up
my favorite turn-based strategy game
again and relive my addiction.

A SWEET DRUG

As | played the expansion set, |
remembered why HEROES [ was so
addictive. You always want to play that
one last turn, and because you get so lost
in the many things to do, you never real-
ize that your one last turn has tumed
into two hours of gameplay (until its too
late, of course). In THE PrRICE OF
Lovatay, this is ever more the case, espe-
cially since there are four new cam-
paigns that are much more challenging
than the originals. There are two short
campaigns, composcd of four scenarios
each, and two longer campaigns, which
have cight scenarios apiece.

The campaigns are as well designed as
the originals, and have a logical progres-
sion of connected missions. In one of the
missions, you have to shepherd a ship-
wrecked knight back to his home. You
start out with the lone knight, and have to
fight your way through a hostile island lo
capture a shipbuilding town. In the next
scenario, you'te actually miﬁng ﬂ:mngh an
archipelago on your way home. In another
SCeTArio, you arrive home (o a civil war, in
which you have to choose sides,

CoW
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There is a good mix
of scenarios in all of the
campaigns, as well. [n
some, you have to build
a {)*pic:ll empire, exten-
sively explore your envi-
roniment, anmass roops,
and conquer the enemy:
In others, you have lo
capture a town or
retrieve an artifact while
being timed. Some sce-
narios are built like
mazes, with time
enough only to explore
one of the several possi-
ble routes through
them. The addition of two new strue-
tures to the game — tents and barri-
ers— aids in the more clever scenario
design. In the expansion scenarios,
magic colored barriers block certain
areas. 1o break through them, you have
to find the corresponding tent, usually
located on the other side of the map,
where you are given a password that
will dissipate the barrier. The idea isn't
bad, but in sume scenarios, the barriers
are superfluous, and act as ledious
impediments to nothing more than a
store of gold or resources.

EXTRA GOODIES

In addition to the tents and barriers,
Cyberlore (the developers) has added a
slew of new artifacts, several new
heroes, and new structures, There are
now structures on the map for recruit-
ing elementals and even ghosts (poten-
lially game unbalancing, bt they so
rarely occur that they hardly impair the
balance of a scenario). The alchemists
hut, missing from HEroES 11, is here,
allowing unlucky heroes to rid them-
selves of cursed items like the Fizbin of
Misfortune. [ didn't take much notice
of the new heroes, except in those sce-
narios where one was a central

k ok k Ak * REVIEW ¢ HEROES OF MIGHT AND MAGIC Ii: THE PRICE OF LOYALTY

Heroic Encore

NEW HORIZONS Cyberlore has outdone itself with this
Heroes |l expansion set, adding four new campaigns, new
artifacts, and new structures (like the barrier at top).

character who could not be lost (as in
the knight lost al sca). Some of the new
artifacts are galrdm-\'arict_\' magic items
that add bonuses to attack or spell
power, bul some, like the suil of
Anduran, are great. "This artifact is
actually a combination of three lesser
artifacts (all powerful in their own
right) that conveys additional bonuses
and spelleasting ability,

Though the multiplayer problems
from HEroEs 11 are still there (such as a
lack of simultaneous turns, and the
in;ll:ﬂily to view your territory when it is
nol your turn), the expansion disk is
pure, classic HEROES fun. If you are a
strategy fan, [ would heartily recom-
mend THE PricE oF Lovatiy. &

PAPPEAL: Anyone who likes strat-
egy games; role-players who want to
try some strategy.

PPROS: All the great Henroes |1
gameplay; well-done new campaigns
and scenarios;
some cool new
artifacts and
structures.
FCOMNS: The
same multiplayer
faults from
Henoes |1




Operation Market Garden Casualties:
16,822 troops, 97 tanks, 118 planes
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Change history this fall.

www.microsoft.com/games/closecombat
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“One of those games that keeps us
at the office late.”

- Ultea Game Players (June '87)

“Constructor is fun and challenging
on o many levels.”
v BimESﬂI]I (June '07)

Qops! Your Psycho Clown lit a match

Manage your finances or bean-counting
and took out an enemy block.

bankers will descend like vullures!

“Constructor takes the Sim yame
idea to the Nth degree.”

- EGM (Aprll '87)

“Gonstructor grabs you with its humop

and keeps you lued to your seat with

its well halanced and compelling
resource management aspect”

- Gomputer & el Player (July ‘A7)

“The humor is sharp, the graphics
are well-composed, and the gameplay
is intelligent without being dull.”

Mess with the mob and you'll be
taken out with the trash!

Hooligans are down for a 4 player - GameSpol (June ‘87)
network (or modem) party!
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ademark of Acclaim

WARNING

URBAN UNREST AHEAD

Another day, another mobster to pay off, another drunken rave to bust up, another commune to fumigate.
This is no ordinary sim. This is a city where the foremen take graft, unlicensed repairmen screw up

Entertainment, Ine ACCLAIM is & registered tr Entertaloment, Ing, Delginal concep! developed by System 3 Window g iegiataied 1eademark of Microsofl . Corpora 0 1996 M 1gft Corporation

your apartment buildings and psychos roam the streets. We gave life to your simulation in all its funky,
misbegotten, low-down glory. So if you want to build sprawling utopias, get rich and rule the world —
you're gonna have to get your hands dirty.

HEY, IT'S YOUR CITY...DEAL WITH IT!
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© ATTENTION!

SCUD DISPOSABLE ROBOT ASSASSIN:
HEART BREAKER SERIES 1373

& /i
Gty
_ ! o
THIS UNIT WILL SELF-DESTRUCT e |
I UPON TERMINATION OF TARGET i’

Multiple Missians pit Scud against a bizarre Obliterate up to 16 opponents Top down view and easy to master
collection of villains and enemy Scuds. over LAN or HEAT.NET. controls keep acrlon fast and furlous.

www.scud.com



SCUA /s the coolest robot assassin i ever be dispensed from a vending ,{("
mackine. HE's programmed to self AeStryct, but imtem on sticking around )
quite a bt longer. He's a com operated killer #ellbent on customer satisfaction,

But there's alays one sick tvisted £reqk whe Wort listen to redson

Gee, The ths,yckmg Abdomax foco_or

what shouvld 1 Scud: Indvstrial Evolution
spend my minimum
paycheck on?,

IS the kind of
’ y Compared to this
. That's easy, get senseless violence > mf’w( e
Scuds Industrial Evolution! \ that makes You ib a’:nl-:;u 15 de_;"

You get to Wreak _ d Feel varm an y iy
bloodY havec Puzzy inside.

With aten
of PowWervps and Fg}ggi /g ro{i};f;r‘s hs
Weapons. ‘ ]
in Wﬁ/p/dy er
competition| -}

PC games are ‘ T
wack 1d rather hopeless
tune my tummy.

*Ilustration bY Edyis"

* Tons of powervps| * Multiple Weapons/
*Single player, myltiplayer, or compete on HEAT.NET/

Stop bY WWW.Segasoft.Com or Call /-888-SEGASOFT B:]

CIRCLE READER SERVICE #268
© 1597 Segasolt Inc. Al nghts reserved. Scud character € 1997 Rob Schrab. SegaSoll and the SegaSolt logo are tradermarks of SegaSolt Inc, Scudt Industrial Evolution and the Scud characters are trademarks of Rob Schrab. Windows is a lradomark of Micrasatt Corp.



The most lethal aliens in the

universe are on a manhunt and

your star system is their next

stop. Experience real-time combat

strategy in Final Conflict, the
ultimate inter-gala:ti:. battle.

Resource management, arsenal

develﬁpment and technological
research feature in this multi-
player clash, coming home to
yvour*PC this Fall.

R.l. SOFT SYSTEMS  SQUND SOURCE
| Sixwars Emginsared 13 e 1 st |

For more information: www.soundsourceinteractive.com

ETRATELCY

WIN 95 CD-ROM

Final Conflict TM & © 1997 Rhode Island Saft Systems. All Rights Reserved.
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SCORPIA ADVENTURE/RPG

Leaveltto

Return to the Land of Traditional CRPGS
in Sirtech’s SHapows OVER RIvA

HADOWS
OVER RnvAis
the third entry
in Sirtech’s
ReAams or
ARKANIA series,
and the con-
clusion of the
Northlands
Trilogy. Of
course, you don't need to have played

either of the two previous games (BLADE.
oF DESTINY and STAR TRAIL) to play this
one. Like its predecessors, Rivaisa
stand-alone product, equally playable if
you start a new team or if you bring your
favoriles over from STARTRAIL,

While some changes have been made
to the Arkania model, Riva still uses basi-
cally the same engine and mechanics as
before. Much will be familiar to those who
have played any of the earlier games. The
biggest difference is the size of the game
world, which, in some ways, is smaller.
“There are still plenty of places to visit and
dungeons to explore, but everything hap-
pens in and around the town of Riva, No
long tramps through the countryside, wor-
rying about starvation or disease. No need
tovisit rultiple tlowns and run all over to
find the right person to talk to.

“The magic word is convenience, and
it has made the game much more
playable. By reducing the world to this
one particular spot, redundancy is elimi-
nated, and while the game itselfis large,
it doesn't become boring. "Thats usually
a problem with large-scale RPGs: After
awhile, C\'::r_\'lhing hecome repelit s,
This is one flaw Riva doesn’t have.

GO QUEST, YOUNG MAN
So what are you doing in Rivaz At
the start, all you know is that something

is not right here, and it§ up to your party

of characters to find out whats going
on. The beginning of the game is a bil
vague, and it remains that way for
awhile. After a time, however, that
changes, and the party’ actions
become more directed by various
people and groups.

It gives the gnme an odd feel, going
from poking .mnllu[ looking for some-
thing to do to riding the Quest Express.
On the other hand, just about every-
thing you have to accomplish is related
in some way lo the main plotline, which
makes for tighter construction.

The game really
starts with your party,
and here you have
four choices. The
first is to bring over
your group from
STAR TrAIL.
will transfer relatively

[hey

intact, though some
items may not make
it across.

The second
choice is to go with
the characters
already created
belorehand, who are
actually in the party
when the game
begins in the Travia

Temple. They are a reasonably decent

bunch, and you can probably finish the

game with them.

The final two possibilities are to create

vour own characters, either completely
by hand or by letting the computer do it
for you. Using computer generation, you
simply pick the class you want and let
the software do all the rolls and skill/spell

point allocations.

To do it all yourself, you
first go through a series of die

rolls for the character stats
until you have what you want, then do

all the point distributions. Naturally, this
is lime-consuming, but is well worth the

‘ ‘ SHADOWS

Over Riva is

effort; you get the best characlers this
way, whatever their class.

manna for a
CRPG-starved

LEVEL UP

Beeause the opposition will be tough,
any character under sixth level — creat-
ed or transferred — automatically goes
through several level increases when

added to the party. Brand-new ones thus

PARTY OF SIX Don't travel alone. You can create new characlars fur an or you can
carry over your party from Sis TruL or Wizarory GoLD.

gel five free level increases right at the
start. “This holds true throughout the
game: [l you decide to drop someone
from your party and replace him with
someone new, the replacement also gets
the increases when he joins up.

You need to make the most of these
free increases. While there is much to
do in the game, experience is on the
cheap side. Very likely, your characters

SEPTEMBER 1507 CeW
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DRAGON ME DOWN The world of Riva is full of dangers—
don't go outside or underground until you're prepared to

do battle with critters of all shapes and sizes.

FEELIN' HEXY Rw's combat system is turn-based, and
switches you into a third-person, overhead perspective,

Minimum Syslem

Requirements: 486/33
or faster processor,
BMB RAM, 2x CD-ROM,
MS-DOS 5.0 or higher,
BOMB free hard drive
space, mouse, sound
card, 256-color VESA
or PCI local bus video.
Mulliplayer Support:
None.
Developer/Publisher:
Sirtech

Ogdensburg, NY

(315) 393-6451
www.sir-tech.com
Reader Service #: 337

will enly be about ninth level at the
end, so how you set up your group at
the start is very important.

The town of Riva itsell is safe to
walk around in, at least until your party
is framed for murder, Then walking the
streets is a bit chaney, as you might be
attacked by guards. Until that point,
though, you don’t have to worry aboul
hostile encounters.

Outside of town is another matter,
Whether you're in the tiny wilderness
area past the gates or a dungeon, you
can expect to meet any number of
unfriendly eritters. Sometimes, il’s pos-
sible to avoid innnediate combat,
cither by a bribe or by being stealthy
{or even, on occasion, by running
away). When you can’t do that, or if
vour bloodlust is up and you want to
fight, combat begins.

Fighting is turn-based, tactical com-
bat. Who goes when is determined by
hidden initiative rolls. It might be some-

one on your side or it might be an

CCW
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opponent. The view changes from a
first-person perspective to overhead,
with all combatants displayed individu-
ally. The floor is marked off in squares,
for caleulating movement, and attack
lines for spells and missiles.

On a characters turn, he or she has
a number of choices: move, attack,
casla spcll, use an item (must be in
hand), switch weapons, and so on. The
game wails unlil you've decided what
to do and have actually done it before
going on lo the next participant. This is
good, as you have time at the start to
plan out a strategy for the fight. And, if
you're in over your head, or your party
is getling creamed by the opposition,
vou don't have o wait for the inevil-
able; you can restore to a previous save

in the middle of combat.

MY OLD SCHOOL
While it doesn't feature super-high-
res art, the games graphics are adequate
(except for many of the character faces,
which could have used some work).
The two best points about Riva are
having a full party of characters and
turn-based combal. We have not had
cither of those features ina CRPG
since THUNDERSCAPE, two years ago. In
fact, there haven’t been many CRPGs
al all in recent times — and those that
did come oul were all of the solo-
adventurer, real-time combat variety.
Those are all well and good, but it gets
to be a bit much after awhile. [t was a
great joy to play again in the traditional
made of CRPCs.

The game ran smoothly and without
problems on my 486/66. Its nol surpris-
ing, as the minimum computer listed is a
486/33. Not something you conie across
too often in these days of “Pentium
supermachine required.”

BAD TIDINGS

For allits good points, however, Riva
is not without some flaws. In the Minor
Idiocy Department, there is one place in
the Magicians Tower where you have to
leave behind one member of your party.
“This unfortunate soul thus loses out on
all the experience available on the upper

levels. There is absolutely no reason for
this to be in the game.

Far worse, though, is the endgame.
First, you go into it with nothing. No
weapons, 1o anmor, no potions, nada.
You do get to pick up some third-rate
stulf along the way to the big battle, but
none of that compares with what you
had to leave behind. The whole point of
acquiring Neat ltems, or even just good
ordinary equipment, is o prepare your-
self for the inevitable Foozle encounter
at the conclusion. I'or the toughest fight
in the game, you want the best possible
weapons and armor, not cheap substi-
tutes of little value,

And the Queen istough. She hits
multiple opponents simultancously for
serious damage, and she can east spells.
With junk for equipment, your fighters
are reduced to being a buffer for the
mages, who do the actual work of killing
her off with spells,

[t doesn't get belter afterward. When
the party returns to Riva, the god Rohal
appears lo them and says, in so many
wards: “Ya done good. But no one’ going
to remember whats happened. So you're
still wanted for murder, and you better
gel out of town while you can.”

This is nol a greal ending, Itisn't even
satisfactory, particularly when you con-
sider this is a series conclusion, Slinking
out of town branded as cutthroats and
murderers is not exactly in the heroic tra-
dition. [t is, unfortunately, in the tradition
of far too many game designers. Perhaps,
by the time they finish a game, designers
are too mentally exhausted to come up
with something worthwhile. I personally
believe they should start with the end of
a game and work their way to the front, It
just might make getting to the conclu-
sion more rewarding for gamers.

Riva is yel another of those products
that aggravate me more than outright
turkeys: It is the game with many good
features and a large flaw that takes the
edge off enjoyment. Arggh!f But, for all
that, SHADOWS OVER Riva is still
manna for a CRPG-starved gaming
public. [f you can live with (ar overlook)
the downbeat ending, you can have a
good time with this one. %




From the world of the award-
winning role-playing game _
DAGGERFALL® comes a desperate
tale of mortal conflict. The
Celestial Citadel of Battlespire has
fallen to the armies of a black-
hearted Daedra Lord. Challenge
the Prince of Destruction alone or
as a team in multiplayer mode.
Engage in mass destruction in team
vs. team. Create your character.
Conspire with— and betray your
enemies. Storm castles. Face fiends
so sinister that they smell your
blood, and track you like prey. \?ﬁ?
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IN'X-WING VS.TIE FIGHTE
YOU WILL BATTLE
"HEAD-TO-HEAD AGAINST

AN ENEMY MORE l‘?t.UT'H'L].ESS THAN
" JABBA THE.HUTT

AND MORE.SINISTER FTHAN"

DARTH VADER.

- . - L] . " a ‘ - L

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 Lucasfilm Ltd. Al Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and 1he LucasArts logo are registered trademarks of Lucastim Ltd. The ratings icon is a trademark of the Interactive Digital Softveare Association.
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—The \mmMORTAL FIGHTERS
L. have ReTURNED TO CcLam

| DEIR RIGHTTO WORLD
Oocmn ATION

3 g Wide var lety of fighting moves

and Dazzling rapid-fire combos

| Multiple camera angles sl
'Powerfu[ sound effects

wOne or/ two-player modes -

including network support

BU

ON]_V ONE
CAN RuUle,

A victorious
product from

malofilim

interactive

B = <
To find out where to buy Time Warriors, call 1-888-438-2556 & Supported by: " ATILNE 74
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cople are
always sur-
prised when
[ tell them
that the
average
reader of this
magazine is
aman in his
thirties.

They
shouldn’t be: One tends to have more
disposable income, both for purchasing
magazines and for purchasing computer
games (not lo mention purchasing com-
puters), as an adult than as a youth. But
surprised they are, and [ can't pretend
that their surprise surprises me.

Why? Because to a casual observer,
computer games seem mostly o be
pitched at an audience of young hoys:
whal with their never-ending litany of
haseball games, car races, swooping
spaceships, broadsword-wielding
barbarians, and giant clanking robots.
These are the metaphors of preadoles-
cence, a phase boys go through when
they haven't yet discovered girls and still
think “gross” and “cool” are synonyms.
Its a phase during which adrenaline is
still the bodily fluid they prize most, and
the most fun they ean have involves
blowing something up.

Its also a phase most of them leave
behind. Though an Indiana Jones flick
can still stir the old yearnings, as cana
ball game or a car race, a thirty-year-olds
fantasies and tastes tend to differ from
those of a preteen. Why, then, do so
many computer games display the sensi-
bility not only of a preteen, but of a par-

ticularly creepy one?

Toys for Boys

When Will Computer Games Grow Up?

A BLOODY BUSINESS

Its not the bascball, or even the
explosions, but the blood that so aptly
illustrates my point. Lately, an awful lot
of the stuff has been seeping into com-
puter games, and even more into the
marketing campaigns that sell the
games. | suppose this is thanks to
MoRTaL. Kompar and Doow, those
hallmarks of bloodletting by the bucket.
But recently, the emphasis has shifted —
the focus is not merely on the violent,
but on the repulsively so.

Look at the gatefold ad (in CGWand
other magazines) lor SHADOW
WARRIOR, featuring a skull with a
shuriken embedded between its eyes,
another character with his brains splat-
tered against a wall, and an exhortation
to the player to “annihilate” and “muti-
late.” Later in the same issue you see a
bloody skull impaled on stakes (SECRETS
OF THE LUXOR), a fanged monster ina
sort of SS uniform stepping on the
throat of a bloody corpse (CAVEWARS),
an IV drip bag filled with blood
(PROFESSIONAL UNDERGROUND
Leacuk oF Pain), and a man soaking in
a bathtub full of blood (BLoon).

While it’ easy to pick on the ads, the
real problem is that this repulsive atti-
tude pervades the games as well;
BIOFORGE, for instance, opens with a
mutilation (yours); DREAMWEB conlains
several bloody homicides (performed by
you); HELL [eatures all sorts of writhing
torture victims; and this doesn't even
count Sierras PHANTASMAGORIA games,
or any of the DOOM clones.

Some people say that this material is
inappropriate for kids. | would argue

that it’s inappropriate for anyone. Kids

CHARLES ARDAI °

SEPTEMBER 11/

CRITICAT LARGE

have an inexhaustible tolerance for
blood, never having spilled any of their
own; they enjoy these games at an
abstract level and forget about them
before reaching adulthood. Adults, on
the other hand, should know hetter,

‘ ‘Why do so

many comput-

and those who are attracted to this sort

of gore worry me. er games

We expect different levels of diserimi- 2
nation from children than from adults. di Sp lay the
The nine-yczl@]d who giggles wh.m sensibili ty
confronted with extreme screen violence

does 50 in innocence; the twenty-nine-

not only of a
preteen, but
of a particu-
larly creepy

one? ’ ’

year-old who does so is, at best, imma-
ture and, at worst, sociopathic.

[ prefer to assume that game publish-
ers and their ad agencies think they are
reaching nine-year-olds. This is better
than assuming that they think they are
reaching sociopaths. But either way,
they are wrong — just as the people who
do a doubletake when | tell them our
average reader’s age are wiong,
Unfortunately, one reinforces the other
in a nasty feedback loop.

‘There is nothing wrong with making
games that will appeal to kids (though it
would also be nice to see more titles
that target adult tastes). There issome-
thing wrong with making games that
appeal to the worst in our kids and in
ourselves, and something more subtly
wrong with perpetuating the public
misconception of computer gaming as
a hobby for the Faces of Death wing of
the Dungeons and Dragons set. We
owe il lo ourselves not to give pcopk' an
excuse to sneer at us. [ urge compuler
game publishers to use better judgment
the next time their ad men say, “Lets
show some gouged-out eyes — gamers
eat that stuffup.” %




[Eye Be Nimble, Eve Be Quidk,
Or Eve Be Sliced y[ Qoie’s Big Stidk,

S

"Win 95 Demo. )
Supplies Limited
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Dark Rift brings out the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to
move Eve into the path of his axe. And you'll need your best, because Dark Rift gives it up. Dark Rift delivers more fight, more
often with more speed than you have ever seen before. Check out Dark Rift for Né4 or Win 95 and get flesh scorching
-projectiles, hyper quick ten hit combos, blazing frame rates and some very unpleasant surprises for the competition.

Nintendo™ and N64 are trademarks of NINTENDO OF AMERICA INC. " . Fiy 1
Dark Rift™, Kronos™, their logos and characters are liademarks of and © 1996 Kranos 0/ =00 =0 : Qi VIC TOKAIINC
Digital Entertainment, Inc. All rights reserved. Distrinuted by VIG TOKAL INC. Pry . s - 22904 Lockness Avenue
: nmONDS. - Torrance, CA 90501
LGITAL SHILHTANENT R ! {31Uj 326-8880
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The First Newcomer Takes On the Online Sim World

neof the
things that
has held

Y back
online sims
for so long
| has been
their inae-
cessibility

; : | totheless
hard-core mmputcr leu ‘The soft-
ware itsell has had a fairly tough leaming
curve, and the regular players are bor-
derline fanatical in both enthusiasm and
ability. Now, two new entries in the mar-
ket, Microsofts IiGHTIR ACE and _
ConFrMED KiLL from Fidos, are aim-
ing across the spectrum of users, work-
ing to he accessible to beginners while
providing a feature set that will appeal to
established online-sim fans.

The established sims aren’t conlent lo
sit and be passed by the new guys, how-
ever. The Kesmai AIR WARRIOR develop-

B Flight Egrmuiatof_f_QE- il g
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Even the oldest flight sim

player bandwagon. Set for
release in November, Micro-
soft’s FLIGHT SiMuLaToR '98 will
support free play via the
Internet Gaming Zone. There's

around Is jumping on the multi-

Battling Over

BATTLE OF BRITAIN Warnios 2.0 includes the Bf-110, as well as early Spitfires,
Hurricanes, and Bf-109s,

ment team is working to add Direet 3D
graphics support, as well as a new online
seenario setup Wt will allow players to
fly more historical missions profiles.
[-Magic Onlines WARBIRDS is also
soon to undergo the 3D Ireatment,
and its gelling an interface-lift that
should make the game less intimidat-
ing to newbie pilats.

¢ still no combat, but Microsoft

i hopes players will want to orga-
i nize events such as virtual air

i shows and fly-ins.

i Other new features will include
i a Bell 206 helicopter, improved
i flight modeling, force-feedback
i joystick support, better instru-
i ment panels, more cities, and
i 3,000 airports. Best of all, the
i creaky graphics engine is get-
i ting a Direct3D update, which
i promises better scenery and

i faster frame rates for owners

! of 3D cards.

SEPTEMBER 1397

RESTORING WARBIRDS

WARBIRDS 2.0, duc out by the time
you read this, will feature a revamped
interface that aims o end the days of
having to learn commands like *.ord 3"
just to load your plane with bombs and
rockets. (The dot commands will still
be there for old-timers.) You'll now be
able to select a plane from a pull-down
list. I you're familiar with all the craft
in the game, you'll see a list of specifi-
cations as well as an external view of
the plane. You'll also be one click away
from detailed historical information on
cach plane. From the portions in place
in my preview copy, it seems I-Magic
Online has made the interface both
attractive and accessible, without mak-
ing it unwieldy.

One of the biggest improvements
to the game isn't exactly new, Farly
beta versions of the game featured
rolling terrain, which not only allowed
for interesting low-level dogfights, but
also made low-altitude sneak attacks
a possibility. Alas, this was lost when

CowW

ﬁ ‘ WARBIRDS

is no longer
the new kid
on the
block, but
it’s steeled
to handle
the competi-

tion. @ @
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ROLLIN', ROLLIN', ROLLIN'
Ralling terrain makes sneak attacks possible in WaRBIRDS
2.0. Graphics are kept simple to ensure high frame rate; the
upcoming 3Dfx version should be more visually exciting.

Warsirns 2.0 features a new point-and-click interface that
eliminates the need to memorize obscure dot commands.

VIRTUALLY DEAD
FiaiTer Ace includes a superb padlock and virtual cockpit
feature that makes it easy to track targets.

the developers swilched 1o a new
graphics engine. Well, say goodbye to
tabletop terrain, because in
Warsirns 2.0 rolling terrain is back,
and the hills are alive with the sound

of 20mm gunfire.

SEPTEMBER 1997

You'll find the some real
improvements in ground arma-
ment as well. Instead of the overly
deadly, too-accurate AA guns
found in earlier versions,
Warsirns 2.0 will feature a variety
of ground-based defenders, includ-
ing individual soldicrs brandishing
machine guns, as well as fixed
20mm and 40mm guns. In addi-
tion, flak bursts now appear al high
altitude, giving Buff (bomber) dri-
vers something else to worry about
besides patrolling fighters.

You'll find more structures on
the ground now, along with
improvements to existing struc-
tures and vehicles. ‘Torpedo a ship
in WarsirDs 2.0 and it does more
than just cateh fire: It lists, begins
to sink, and eventually goes down
withiits serew being the last thing
vou see. The scenery has likely
been made more populous in
preparation for adding a strategic
war in the near future, Other
recenl improvements include voice
support and free head-to-head play.

While the interface graphics
have seen dramatic improvements,
the flight engine is still based on
detailed, non-texture-mapped
polygons to ensure the best frame
rate. Still, there are some nice
improvements evident, such as
hazing in the distance, Look for
WARBIRDS to get a dramatic super-
charging in the graphics depart-
ment soon after version 2.0 is
released, when the company
releases a special version designed
to run on 3Dfx Voodoo-based
graphics cards,

Check www.icigames.com for
the latest update. Fven if you have
no desire lo spend the hourly fee
for enline play, you can take advan-
tage of head-to-head modem or
Internet play at no charge.

ACES OVER REDMOND
Microsofts entry inlo the online sim
fl‘il}" El(l\’;’" 1Ces ”1(’ gl‘.l'tl'(.' ina Ill'lllll_I('T (]f

respects, in both technical and financial

models. The preview version of MGHTER
ACE that members of the press could
compete on just prior to the E3 still need-
ed quite a bit of fine-luning, however,

Perhaps the most revolutionary aspect
of FeHTER ACE is its pricing model.
Instead of the hourly rates charged by
AR WARRIOR [ and WARBIRDS,
FIGHTER ACE will allow players to pay by
the day or month on the Intemet
Gaming Zone. Removing the pressure
of the clock ticking away at your credit
card is a superb feature, and I'd imagine
that Kesmai and I-Magic Online will
have to reevaluate their pricing models.

Fioimmr Act: is the first online flight
sim lo feature a madern graphics engine.
But this turns out lo be a mixed blessing,
On the plus side, battling detailed air-
eralt over realistic terrain does immerse
you in the game. However, the detail of
the terrain makes it very difficult to pick
outaircraft at a distance. Thus, you end
up turning on player name and range
displays, which are easy to pick out, but
you spend more time chasing flying
words than aircraft.

Because the version we played was
preliminary, without all its features
implemented, it was too early to judge
the flight models. I things remain as
when we competed, though, your'll find
the planes a bit easier to fly than the cur-
rent crop of online sims.

"The combat was amusingly one-sided,
with a flying mix of both dedicated sim
journalists and less-specialized game
wrilers. Hard-core sim pilots like Robin
“Sandman” Kim and Tom “Thunk”
Basham racked up kills right and left
against hapless beginners. When the
game goes live, it will [eature a variety of
arenas, so expert players will quickly
progress to the more advanced arenas,
“This should keep the hotshots from prey-
ing on newbies.

This preliminary version wasn't fully
play-balanced yel (if you were damaged,
it was way too easy to just exit the game
to avoid being killed, for instance), so a
full evaluation will have to wait for the
game lo go live. You should be able to
check it out for yoursell now at
www.zone.com %
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A baffling string of horrific serial

murders. A shadowy brotherhood in
pursuit of unimaginable power.

An unholy ritual revived from the
distant past. This is Black Dahlia;
Amecrica’s most sensational unsolved

murder case, now becomes a haunting

T ————

adventure of occult mystery.

o A superh storyline from the creators of Ripper and iuspired by actual events.

e A stunningly n'n'r'f(’r‘c_ti._ amazingly real 3-Dimensional game world that
includes over 80 locations on hwo continents.

e More than 70 challenging and seamlessly integrated puzzles.

o A unique interface immerses you in the ultimate adventure game experience.
o An onlstanding cast of professional actors starring Deunis Hopper, TSIV AP AT

Terri Garr and Darren Eliclker. www.bdahlia.com

*AB9T Black Datha and i T.ilkn_}_ 2 lago are rogistened tradematis af Take- Twa Intoractive Software, e, AEnghts: resenved
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They called it the Korean "Conflict." But

we'll let you be the judge. Put yourself in

the pilot seat of an F-86 Sabre jet, fly one

of its 45 missions ripped directly from the
THIS FAI-I- ON pages of history, and engage in brutal

combat with a MIG-15 while a pack of
WlNDUWS® 95 bogeys blast away at your tail. Then tell us

if you think it's still a "Conflict."

trademark of Virgin Enlerprises, ltd. Microsoft, Windows and the Windows Loga are registered Irademorks of Microsoft Corporation.

@ SABRE ACE: Conflict over Korea is a trademark of Virgin Interactive Enterlainment, Inc. @ 1996, 1997 Virgin Interactive Entertainment is a registered
Virgin Interactive Entertainment, Inc. 18061 Fitch Avenue: Irvine, CA 92614 U.S.A. visit us on l'he WEb: WWW.VIE.Com

(Iéf" ~ INTERactive
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STRATEGY/WARGAMES

Alien in Sheep’s

Glothing

Where Are All the X-COM Clones?

or stralegy gamers,
the most beloved
sci-fi hit of the past
decade was X-
COM, which dom-
inated the CGW
readers’ poll for
more than two
years. This sleeper
won CCWs overall

game of the year by blending Civ-

ILIZATION-slyle research and a real-time
strategy game with the best tactical com-
bal squad-level system to date —some-
how managing to perfectly capture the
hizarre mix of fact, myth, and wonder that
makes up UFO mania. However, whal
X-COM dicln 't do, despile ils success,
Was spawn a host of imitators.

SECRET ALIEN PACTS?

The most recent cloning attempts,
such as FFatLen Faven and WAGES or
WAR, failed to understand why the origi-

nal X-COM was so much fun. Their lack
of personality and focus mired them in
their own mediocrity: Even the X-COM
designers themselves seem to have fallen
prey lo this insidious alien plot. Months
ago, when | tried to divine where they
were going with APOCALYPSE, they
answered,“This virtual cily is really where
we've wanted to take the design all along,
[t5 the only real direction for the universe
to grow.” When [ asked why they wouldn't
let gamers play he aliens this time
around, they replied, “Why would anyone
want to do that?”

The designers further hedged their
bets by giving X-COM: APOCAINPSE
both real-time and turn-based play (see
Martin Cirulis” sneak preview in the July,
1997, CGW). One has to wonder why
this is so: Either the market is there for a
true X-COM sequel or it isn't.
Personally, | look forward to a real-time
X-COM about as much as a tum-based
WARCRAFT 11, or a roasted tofu burger.

F Ry /

-

Clearly, if the originators of X-COM
aren't loo enthused about their original
game system, the rest of the industry is
less likely to take up the tun-based
torch. Could it be that the advent of
real-time strategy games has passed the
X-COM system by? The evidence
doesn'treally support such a contention.
X-COM: UFO DEFENSE and X-COM:
TERROR OF THE DEEP together sold over
amillion units worldwide in a competi-
live strategy-gaming market. And since
this was achieved with budgets that
comprised mere fractions of say, RED
ALERT or WING COMMANDERs -V,
it’s fair to assume that the retum on
investment for the X-COM duo was
more than satisfactory. For whatever its
worth, MicroProse seems to still enjoy
publishing turn-based games, especially
since Civ 11 has evidently sold more
than three-quarters of a million units.

So, given that the jury is still out on X-
COM: APOCALYPSE (although rumors

MEN IN TIGHTS Acents oF Justice has such an authentic
comics flavor that you can almost feel your superhero
musculature beneath the spandex.

SEPTEMBER 1997

STREETS OF SAARBRUCKEN The view in SoLoiers at War may be
typical of X-Com clones, but the WWII European streets are gritty
and realistic.

‘ ‘ Whether

you shoot

Germans or
slug it out
with super-
villains rather
than green-
skinned
aliens, these
games promise
a refreshing

change. ’ ’
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CHECK YOUR SIX! — PROGRAM

b

ROCKER SWITCH TOZOOM

ol
IN/OUT OFYOUR RADAR HUD

MACRO 1: INDEPENDENCE DAY~
Macro 2: F-22 LiGHTNING II”
“THIS IS A WELL-CRAFTED, WELL-DESIGNED

FLIGHT STICK” — 1997 BOOTWORTHY GAME
Macro 4: JETFIGHTER III CONTROLLER boot Magazine

Macro 3: AH-64D Longsow™

“PROGRAMMING IS WONDERFULLY EASY
N AND CAN BE DONE WITHOUT A SOFTWARE
: INTERFACE” PC Gamer

“DECENT STICK OFFERS ON-THE-FLY
PROGRAMMABILITY FOR A SONG”
Computer Gaming World

o “A VERY POWERFUL CONTROLLER FOR USE
: ‘ : WITH GAMES THAT ARE BETTER SUITED TO
| STICKCONTROL”  Computer & Net Player
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abound that a deal for X-COM 4 is very
close), where do fans of the system go
from here? Ironically, the best X-COM
clone isn't science fiction, but a contem-
porary-era game that focuses on meree-
nary actions. Sir-Tech’s JAGGED
ALLIANCE: DEADLY GAMES captures
more than just the mechanics of X-
COM. The psychological profiles of the
various meres range from loyal and intelli-
gentto bloadthirsty and paranaid, but
they all manage o be interesting. And
while the missions in JAGGED ALLIANCE;
DEADLY GAMES aren't quite up lo the
night terror excursions of X-COM, they're
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still plenty tense and enjoyable. Best of all,

its multiplayer, something the X-COM VE ARE READY TO LAUNCH One of the best missions in SoLoiers a1 War requires
folks haven't yet managed. that you take out an enemy V-2 site.

On the other hand, if you've already
played JAGGED ALLIANCE to death, or AND JUSTICE FOR ALL of the year, Nearly two years of develop-
simply can't go back to the dated graphic “These who believe that comics are just — ment have streamlined the design in some
look, what can you do? The bad newsis—— Tor kids probably think FIARPOON is pri- areas for accessibility, while simultaneous-
that there just aren’t many X-COM marily played by adolescents. Well, its ly enriching the gaming environment.
clones in the works. The good news is their loss il they pass up AGENTS OF AGENTS OF JUSTICE creates a futuris-

that those just over the horizon are look-  JusTice, one of the freshest-looking titles tic world where mutant beings of
ing very nice indeed.

.
.
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STARSHIP TITANIC.

ssssEEseESRAREERREnE

CON GAME

By the time you read this, most of
the summer gaming conventions,
including Origins and AvalonCon, will
be history, but you might possibly
squeeze into GenCan. Taking place
this year from August 7-10, the old-
est role-playing convention celebrates
its 30th year with an increased
emphasis on board- and computer
gaming. SSI has confirmed thal they
will be making the trip, and also will
debut new products at the show. If
you can't attend the convention in
person this year, check out reports
from yours truly and other CGW edi-
tors on www.computergaming.com
and www.gamespol.com.

Fentible:
Personable and charming DoorBof.
d to) welcome possengers
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reserve your berih now at hﬁp /[ www. storshlphmmc com

CIRCLE READER SERVICE #251 SEPTEMBER 1997




Lahd .All'- &.-Sea Combat -
That Spans the Globe'

- Welcome to the Pacific, one of World
: Wa1 II's most magnificent battlefields. o
~“Welcome also, to PACIFIC GENERAL,"  ozmmm, ¢
one of the wmld S most magn:ﬁcent strategy games!

Bu1It around 2 mgmf' cantly modified 5- STAR Srml S
game engine, PACIFIC GENERAL features a newly = -
created naval combat model for high-seas realism.
Campalgm and scenarios playable as Japanese
- or American forces. True head-to-head play
2 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"
Dk and ALLIED GENERAL."

E,'___\Imagine the possibilities!

TO ORDER Visit your retailer
s or call 1 800-234-3088.

EPULAUAN ARUS




FEEDING FRENZY

Quick: How many MysT-clones can you remem-
ber that you liked at all, much less recom-
mended to your friends? Well, the same thing
is happening in strategy/wargames, except it's
worse. The conservative estimate at CGW has
more than three dozen real-time strategy
games shipping this year, with three to four
times that number slated for 1998. If the
majority of them were anywhere near as good
as WaRCRarT Il or C&C: Ren ALert, you'd get
no complaints from me. But most of these
designs are simply poor derivatives trying to
cash in on the recent real-time craze.

Here's an example of how out of control industry
marketers are: In a product demo for a racing
game | recently attended, every few seconds, the
words “real-time racing” would flash on the screen
in 34-point type. | was so irritated that | finally

fantastic powers vie for world domi-
nance. The Tech Lords sport fabulous
gadgets that could make Iron Man jeal-
ans, while the Shadowyn nse their ninja
powers in more sublly evil fashions, and
the Claw seem lo be the 21st century’s
version of egomaniacal super-thugs. You
lead the Star Council, fighting for truth,
justice, and. . .yon get the picture.

The X-COM similarily comes [rom
the tactical isometric tum-hased com-
bat, but ACENTS features heroes and
villains whose graphic splendor strikes

a nice balance between the classic style

of Stan Lee and the dark knights of

Jaceen ALLiance: DEADLY GAMES IS cur-
rently the best X-COM clone, but con-
tenders are aclively seeking its crown.

CIRCLE READER SERVICE #251

recent graphic novels, Fans of the origi-
nal X-Men will thrill 1o the mental
altack possibilities, some of which put
the Ethereals of X-COM 1o shame.

Modifying vour own superhero is a

C ADVENTURE FROM
DOUGLAS ADAMS

TERRY COLEMAN

raised my hand and asked, “I'm confused. Was this
originally a turn-based racing design?" The worst
part was that the marketing people didn't get the
joke. The next thing you know, we'll be getting
demos of “real-time” flight sims.

The worst thing about the glut of real-time strat-
egy product is that some good games are going
to get lost, simply because the market can't
support them all. | saw two really good turn-
based games at the recent Computer Game
Developer’s Conference and asked the designers
why they were still doing “dinosaur games.”
Their reply was that there were, at most, 12
good turn-based games a year: "We can com-
pete against a dozen games in our category. If
you're doing real-time strategy games, you com-
pete against 112." Six months ago | would have
considered that comment an exaggeration; |
don’tanymore. WrContinued on pg 269
mini-game in itself, reminiscent of the
joy derived from designing your own
ships in Mastir oF OrioN. With hun-

dreds of nefarious p]uls thal are ran-

domized with cach new game, AGENTS

f you don't see it aboard the

STARSHIP TITANIC,
just ask.

Marsinta Drewbish:
e

Irnascible but efficient DeskBot.

Not known fer her soft and

¥ compliant tone, but she can

| getyou what you want, if

o ' q_}_‘('m"ia\;\?’haw to'ask.

8 T A R 8 H I P

[TANI(

reserve your berth now at http://www.starshiptitanic.com
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‘!ég& To order, visit your retailer
" or call 1800 447 1230

© XFire* is a registered trademark

of Sir-tech Software, Inc.

CIRCLE READER SCRVICE #4125

Tel: (315) 393 6633

Fax: (315) 393 1625

E-mail: webmaster@sir-tech.com
www.sir-tech.com
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WCofinied from pg 267 A
In any case, having watched a scintillating Kentucky ~ real-time strategy games. Keep in mind that CGW e
- Derby mere weeks, before press time, | couldn’t accepts no responsibility for late injuries to mounts =
reslsi _d_om_g my own handicapping of upcoming or for programming jockeys jumping to rival stables: 3
| Against All Odds: The Real-time Wars ==
Game Company Racing Notes 0dds
|| StarCraft Blizzard A thoroughbred trained by the best 1:2 g
Command & Conquer Il Westwood/Virgin Going for the real-time Triple Crown 2:5 S
|| Sid Meier's Gettyshurg Firaxis/EA Master jockey still has great hands Even :
|| Dark Reign Activision Best-looking relative of C&C/WarCraft, and it's hungry ~ 3:2 i
| Rehellion LucasArts Delays are worrisome, but it's still a prime stable 2:1 —
| SimCity 3000 Maxis The original real-time stud is still tough down the stretch 5:2 =T
Pax Imperia: Eminent Domain  Heliotrope/THQ Trimmed down filly could set early pace 3:1 (=4
| Close Combat II Atomic/Microsoft A much improved breed 41
Age of Empires Microsoft Bruce Shelley-trained mount looks fresh 5:1 v
|| Tone Rebellion Logic Factory Beautiful steed, can it go the distance? 10:1
| WarBreeds Broderbund Sci-fi stallion has spirit, may not be enough vs. comp  15:1
J' WarWind Il S8l It is a sequel driven business... 25:1
| Warhammer II: Dark Omen Wil Will 3D support be enough? 50:1
| Dutpost Il Sierra Never underestimate Sierra's retail muscle, or Pat Cook 75:1
| Field anyone & everyone  Don’t bet the farm 1000:1
oF Justick will keep you bashing bad So, even if you have to shoot Germans promise a refreshing changer. By this time
guys until the Comics Code comes and slug it out with supervillains rather next year, we may even get some sci-fi X-
home to roost. than green-skinned aliens, these games COM clones, who knows? &

NO SARGE REQUIRED

If you've ever watched old episodes 3
of Combat! on late-night TV, you £ Forti]_lian can t :EiK it, you

already know the plotline of SSI's 7

upcoming SOLDIERS AT WAR. The shouldn t ]3 c
streets are dusty, the buildings are
often cracked and reduced to rubble,
and the whole effect of this X-COM

clone is gritty, and it gets down to busi-

drinkin g 1it.

ness in WWII Europe in a way that'd
make Sgt. Rock proud.

The three-quarter SVGA-graphics
view works very well with the fog of
war to keep you wondering whether
there really is a German sniper in the
church tower over yonder. ‘The game is
intended to be about as realistic as

for m W|'rh the appro riate tonic.
PanziERr GENERAL on a small-unit PP P

"*""*Mw-l!ll e any good barkeep Fortillian
can, tg“cand talk..and talk.

scale, but the morale system has a lot of
the correct feel. Plus, the scenarios are
ariot; everything from night infiltration
missions to blowing up V-2 rocket sites
is included. If the Al turns out as nicely

as we expect—and if the likely modem s T AR B HIP

play works, too — this should be a very AN EPIC ADVENTURE FROM <// I ANI
big hit for SSL DOUGLAS ADAMS -

e BIEITAL
viLLasl
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Theme Hospital

Get Your Virtual Hospital Running Smoothly, Stat!

by Dawn Jepsen

he last shreds of your already pathetic life are slipping
away. Your diet of late has consisted of whatever non-
perishables can be kept within arm’ length. Your
lower back is throbbing. Your mouse hand is cramped
and clawlike from overuse. Your eyes, glazed and
scratchy, laok like a “before™ picture for Visine. If all of
this sounds a bit loo familiar, stay calm. The bloody
Brits from Bullfrog have made a TriEME HOSPriaL

addict of you, And just when you thought there was a

light at the end of the tunnel, along comes a patch that
adds new features. The only possible cure is to win, Our prescrip-
tion? Take two of these tips every four hours and you'll be up and

w‘llking away a viclor in no time,

Admissions S =

When you start any new level, especially Level 6 and higher, its MORALE BOOSTERS In diagnostic rooms, wards, and facilities
important o sean the layout of the hospital and the town map. On you can add plants, fire extinguishers, and extra furniture to
higher levels, additional buildings you purchase might be connected increase the morale of the staff and the overall value of the
to the main hospital, so its important not to block off future halls hospital. Don't bother making treatment clinics too elaborate—
with treatment rooms, little time is spent there.

Atmore difficult levels, you should alter the game speed to Slow
during the initial building phase, so that you can set up the basics of wnﬂ“ A“ Elsa Fails
your hospital without the distractions of emergencies or impending
epidemics. While you're building, your less-talented doctors can f you're suffering from an epidemic of losses, you can
acquire new and better skills under the advisement of a consultant. always cheat. To enable the cheat mode, you must enter a
Because doctors are on the job market for only a limited amount code on the fax machine screen. (Build a receptionist and
of time, you'll want to hire all available physicians at the beginning of  BERVEIEIEIETMITIE g0 TTRENRUEREITERVIREILE

the game —especially surgeons, researchers, and psychiatrists —and when the first patient comes in.) When the machine appears,
place the ones with minimal skills in the training room. Always be on enter the number 24328 on the fax machine keypad and click

the lookout for good employees, especially those described as “care- on the green Send button. The following cheats will now work:
ful and dependable in an emergency.” Don't worry aboul having loo Shift-C  Get $10,000
many doctors al first; they Il be needed when you have eight differ- Ctd-C Al research completed
ent treatment clinics up and ranning, Ctr-M  Go to the end of the month

Hospital layoul is important. On every level, its a good idea to CtrY Go to the end of the year
begin with at least two general practitioners offices, since all patients You'll then need to respond to the fax normally. Also, if you
must be seen there first. You'll also want to put at least one pharmacy enter 7287 on the keypad, you will go to a rat-shooting level
as near as possible to the main entrance of the hospital. Many emer- after you win the current level.

gencies require immediate treatment from either the pharmacy or

CowW SEPTEMBER 1837
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STRATECY & TiPS: THEME HOSPITAL

psychiatry, so make these rooms easily acces-
sible, with plenty of nearby seating,

Arrange your rooms so they can be han-
dled by the fewest possible staff members.
lor example, one nurse can effectively man-
age the ward, the pharmacy, and the fracture
clinic (if these areas are grouped together).
During an emergency, drop a doctor or
nurse inlo the proper lrealment room to save

time. If they have a poor “allention lo delail”
rating, they will often ignore pages asking
their assistance.

epidemic breaks oul, vaccinate all infected
patients before sending them home. Nol
cloing so will result in a very large fine.
Speaking of cash flow, be sure to click on the
various awards and statuetles that appear at
times on each level —you'll see nice bonus
rewards for good performance.

Group Therapy

srab the THEME HOSPITAL patch from
www.bullfrog.co.uk/themedownload. This
not only treals some of the game’s minor bugs,
but also adds
three difficulty
levels and a
multiplayer
mode that sup-
ports serial,
modem, and
IPX network
connections.
Multiplayer pits
you against up
to three human
hospital man-
agers in a battle
for patients, rep-

ulation, and dol-

lars. Gameplay

BLOWUPS HAPPEN In later levels, equipment explosions can destroy

is essentially the

machinery and render rooms Useless for the rest of the level. Be sureto | Same, withthe
have plenty of handymen with machinery repair as their priority. | added elements
2k o ! of bidding for

Also, watch for occasional bugs such as
people getting stuck in a doorway. [fyou
suddenly don't see any of your handymen,
check the various doorways for a pile of them,
then use your pinchers to pull them out.

Treatment

Once the hospital is laid out according to
your liking, increase the game speed to its
fastest setting, This will speed up the training of
the junior doctors and bring more patients in
the door. Also, go to the research sereen and
increase the priority of diagnostic machinery
and medications, all the while decreasing spe-
cialization until later in the game.

During emergencies, slow the game down
unlil you see where the emergency patients
need to go and ensure that the appropriate
doctors or nurses are in place. When an

CcGwW

expansion buildings, recruiting other gamers’
staff, and planting nasty litter bombs in your
opponenls” hospitals,

Here are some tips for getling ahead of
your opponents in multiplayer mode.

Belfore doing anything else, view the doc-
tors available for hire. Your opponents will
be hiring from the same pool, so you should
ideally hire all of the good ones for yourself
and leave them the dregs. If they get the
good staffers, wait until the game gets
rolling, then liberally poach your opponents’
staff. If vou click on a doctor who's unhappy,
he'll make an outrageous pay demand of his
current employer. Ifits not met, he'll come
work for you. ISither you end up with a new
stall member or your opponent ends up
with higher costs. A win-win situation. But
pay close attention to your own staff’s

SEPTEMBER 1097

satisfaction level or you may find this tactic
being used against you,

When placing litter bombs, look for a nar-
row, horizontal hallway. Bombs are hardest to
see here and are more likely o go off before
vour appanent can find them, because there’s
no oplion to peck through obstructing walls,
Hold bombs in your hospital for as long as
possible, then drop them off, giving your
opponent less time to discover them and drop
them back into your hospital. &

On the Level

fthere's a level you just can't get
Ipast. you can use a command-line

switch to-force THeME HospmaL to go
directly to a-certain level. If you're run-
ning the MS-DOS version, simply start
the program using the command
HOSPITAL -Lx, where x is the number of
the level in which you want to start.

This procedure also works in the
Windows 95 version, but it's a bit more
complicated, as you have to modify the
command contained in the program's
icon. First, click with the right mouse
button on Windows 95's Start button,
then choose Explore: Work your way.
down the directory until you find the
THeme Hospimaw [con (by. default it will be
under Programs/Bullfrog). Now right-click
on the icon and choose Copy. Right-click
again andichoose Paste.

Right-click on the new copy of the
icon and choose Properties, then click
the Shortcut tab. At the end of the
Target line (which should read some-
thing along:the lines of “C:\Program
Files\Bullfrog\Hospital\Hospital.EXE"),
add a space and then -Lx, where X is
the level number you want to play. (Note
that the portion you add should be out-
side the quotation marks.)

Now you can just double-click that icon
to go directly to the chosen level, To alter
the level, simply repeat the procedure
above, changing the level number after
the L. Or, make multiple copies of the
icon-and set a different level for each one.







Scorpia’s Mail

Scorpia Reaches Into the Mailbag Once More to Help Puzzled Adventurers

¢ll, as | suspected last time, there aren’t many new

adventure or role-playing games lo be found on the
racks right now, Of course, as [ write this, SHADOWS
Ovir Riva has just come out, and there are myslerious
murmurings about BETRWAL AT ANTARA, which may
be released by the time you read this...or maybe not,
what with the way games get pushed back these days.

.f\.aulu from that, the prospect for anything good coming out before
autumn is rather bleak. So, whatever you'e playing, try o make it Tasl
a while, because we're probably in for another long, dry summer. In
the meantime, let’s get to the mailbag,

Daggerfall

IFyou haven't been keeping up with the patches, you should be. As
you likely know from hard experience (hehl), the side-quest dungeons
are large, and finding the necessary items can be a pain, Bethesda has
changed that now. The most recent patch re-enabled some of the
playtester cheat keys. One of them allows you to breeze through the
dungeon to the room that has the item you're looking for. Something
like that is, of course, a great templation, but it can certainly help
when you'e really [rustrated. The patch is available from many online
services, as well as from Bethesda’s Web site, www.bethsoft.com.

Discworld II

Here, mousie mousic. Actually, getting the mouse isn't a problem.,
Getting his blood, well, that’s something else again. You really need to
sink your teeth (or someone’ teeth) into the matter. Alitle help from
a fly-by-night is certainly necessary. A pity that dawn is so far off; its
nothing to erow about. Or is it?

Fable

Getting started in the Land of Mists may be a bit difficult for some
gamers. There doesn’l seem o be a ot to work with, and there scems
lo be no way past the tower guard or the woman in the swamp.
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However, don’t be ina hurry to bum your bridges; sometimes, its bet-
ter to look under them instead.

Crusaders of the Dark Savant

One of the more roundabout tasks here is finding out the names of the
four witches. First, you'll need to pay a visit to the Giants (no relation to
any football team, helt); they have something of great importance, Then
its off to the vicinity of Ukpyr. I've heard the woods around there ean be
very informative at night, especially for the properly dressed character.

Wizardry Nemesis

"The fire on the second floor in Nithera is an obstacle you have to over-
come. Unlortunately, no hoses are available, so you'll have to find a more
indirect way of putting it out. Y'know, there might even be a control some-
where lor this, if only you could find it. You might want lo look somewhere
lower down, and try not to butt your head against any walls.

The Pandora Directive

Gamersin Expert mode may find themselves having a frustrating
time in the Mayan pyranmids fireball corridor. “That’s no surprise, because
the answer s rather inane. You simply have to make your way across and
try all four doors. It doesnt matter which one you start with, or in what
order you do it; whichever door is the fourth ene you try is the one that
will open. This is not one of the better puzzles in the game, alas.

Dark Sun II

After along hiatus, this one is showing up again (love them shovel-
ware CDsl By the way, just as an aside, if you're suffering from CRPG
wilhdrawal, you miay want to check out some of the collections on the
racks these days). Anyway, down in thase mines, you have to find the
killers before you can proceed to the main event. | suggest a quick trip
lo Luckout Tunnels, and then a quick lour of the other mine levels
(but not as far up as the entry level). Move fast, because the killers
won't be waiting around for you. Onee they're dead, a seeret door
opens elsewhere, and

you'll soon be on your
way to a romp in Mind
Flayer country (just
what you've always
wanted!).

“Ihats about it for
this look into the mail-
bag. Until next time,

happy adventuring! %




ome people lose
their car keys.

These people lost a
‘whole continent.

©1997 CRYO Interactive Entertainment Interplay Productions. 1-800-INTERPLAY.

1592 Union Street #155, San Francisco, CA 94123 Windows 95 and Mac.
wnw.cryo-interactive.fr, See your local retailer or call 1-800-468-3775. ESwa

Uncover the mysteries of an advanced civilization in this epic game of adventure.
Breathtaking visuals. Exotic locations. Plot twists and intrigue. All to be found in Atlantis.
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Sports Game All-Stars
We Pick the Bestin_
Football, Basketball, {

e PLAY to win.
e SUBSCRIBE
to save.

Here’s the move
that’ll blow’em away:

Call
1'800'827'4450
And grab the rock-bottom rate

other gamers would virtually die for!
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QI.I;\R'I'ERDECK-

SQUEEZE every LAST DROP OF MEMORY OUT OF YOUR SYSTEM FOR ITS SPEEDIEST, MOST POWERFUL
GAME PERFORMANCE. QEMM 97 wiLL EVEN GET YOUR DOS GAMES MORE MEMORY, SO THAT YOU CAN
PLAY FASTER AND OVERALL FEEL JUST A LITTLE BIT, WELL, JUICED. TO LOOK INTO MAKING WINDOWS 95's
MEMORY MANAGEMENT GAME FRIENDLY, VISIT US AT WWW,QUARTERDECK.COM, OR CALL 800-683-6696 AND MENTION
CODE #01006. QEMM 97 IS AVAILABLE AT THESE FINE RETAILERS: CoMPUSA, CoMPUTER CITY, BEsT Buy, STAPLES,
Orrice DepoT, OFFICE MAX, EGGHEAD COMPUTER, ELECTRONICS BOUTIQUE, FRY’S ELECTRONICS, AND MICRO CENTER.

©1997 Quarterdeck Corporation. All rights reserved. Quarterdeck and QEMM are registered trademarks and the Quarterdeck Q" symbol is a trademark of Quarterdeck
Corporation or its subsidiaries. All other products are trademarks or registered trademarks of their respective holders.
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ComancHES

® Although COMANCHE 3 has commendable
flight modeling and challenging missions, your
teammate (the Army’ tenm for wingman)
exhibits an amazing level of stupidity. When you
send him to a largel, he often seems to lose his
instinct for self-preservation and goes for the
Kamikaze run.

Of course, you can try to keep him alive by
not sending him ahead against targets, but that
can be detrimental to your owr health. [t seems
that your teammate, Griffon 27, not only
skipped combat training, but is also oblivious to
your existence. If he’s behind you and he spots a
target in front of you, he'll fire on it—more than
likely hitting you instead. So make liberal use of
the N key, and go on and send Giiffon 2-7 in
againsl the lough targets. His carly demise
means you'll probably live longer.

» [fyou're behind Criffon 2-7, be careful not to
follow him too closely. He scems to be flying a
Super-Comanche that can slice through trees
without a scratch. You're not so well-equipped.
* [f you're having problems getting smooth
response from your helicopter’ collective con-
trol, use the Options menu to tun off the verti-
cal stabilizer. "This will keep your collective val-
ues from jumping all over the place.

Need for Speed Il Cheats

hile NFS II might not be the sequel

we'd all hoped for, it's still a fun rac- it

- . il
ing game. Here are some codes to unlock D At ﬂ‘ [ i
secret vehicles. : :
Type these codes while you're in the
main menu.
redracer: Enables Indigo bonus car
hus: Enables school bus

volvo: Enables Volvo station wagon

hmw: Enables BMW
vwhug: Enables Volkswagen Beetle armytruck: Enables Mercedes Unimog
vwib: Enables Volkswagen fastback army tnuck
semi; Enables semi truck cab snowtruck: Enables Mercedes Unimog
miata: Enables Mazda Miata Sovow: trock

mercedes: Enables Mercedes-Benz

vanagon: Enables Volkswagen combi van
jeepyj: Enables Jeep YJ
landcruiser: Enables Toyota Landcruiser
fuatiro: Enables Audi Quattro
commanche: Enables Commanche pickup
truck

And here is a cheat for a secret track:
hollywood: Enables Monolithic Studios:
Hollywood track

ReseL Moon Riswe
ith a good mix of missions and squad-level gameplay,
REBEL MOON is a breath of fresh air in the 3D-shooter

category. Here are some cheal codes to help you win inde-
pendence for the moon. These codes only work during sin-
gle-player mode.

fwmiga = Gives all weapons

fwmarit = Gives health and oxygen

fwwarp01-21 = Warps to different levels

fwhert = Gives jet pack

fwmithra = Gives invulnerability

fwigiveup = Gives win current level and advance level

fwjack = Toggles MMX hooks

fw, then fwcount = Measures frame rate

fwplay01-05 = Plays demos

pf = Captures a screen shot

Front Paee Spomrs FooreArL 97~~~
he latest patch—now final —has solved a lot of problems with modem play, and renewed
interest in this game for online play. Of course, it might also have something to do with
the fact that pro football training camps have begun i the real world, and FPS FoOTBALL '98
is still months away. . .but we digress.
Before you try to emulate your favorite coaches against a human opponent, keepa
few things in mind:
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- Puzzles/Classics

Hovie Poker Tips
* Qur first tip is that you install the
hard-drive only version of the game, so

music CD while playing, instead of
the inane comments of your computer
thatyou can listen lo your favorite opponents,

* When you play wild-
card saturated games like
Murder, don't wasle your
time on a Straight or

Flush —the winning

rarins
Texas laldiem

hand is almost always a
IFull House or better, and
Five of a Kind hands are

Wigh Card
COMImon.

HOW TO BEAT AT OPPONENTS:

Anna; Be very conservative; don't call
her bluff often.

Bart: Bret Maverick he isn't; squeeze
him with small raises.

Elayne: When she winks at you,
she's nervous; bluff her.

Kathryn: Good at wild-card,

unsteady in slandard poker.

Mrs. 0'Shea: She's good at stud,
lousy at most everything else.

Rick: Scruff-boy is the best of the
bunch; play him straight.

Sterling: He's too clever for his own
good; call his bluff often.

T-Bone (the dog): Man's best friend bets
too much; give him a long leash.

Strategy/Wargames

Heroes oF Migat Anp Masic 1

0 ne of the most addictive If that same town has a level
games ever designed,

IEROES | requires patience and

three mage tower, its ballista
attacks as 10 archers with +3
attack. Each turret attacks as half
that many archers (thus 5
archers), with the same attack
bonus (+3). The maximum
power your main ballista could
have then is 20 archers at +5
attack. The two turrets would be
at 10 archers and +5 attack.

in-depth strategic and tactical
planning to achieve victory.

CASTLE DEFENSE

When defending your castle,
make sure you've built as many
structures as possible and that
you've upgraded your mage

tower. Your main ballista strikes Upgrades do not count, but you
with the force of as many archers get one extra archer each for your
as you have buildings. So, if castle and mage fower.

you've got 10
buildings in
your lown,
your ballista
attacks as 10
archers. Your
ballistae are
thenmodi- B
fied for every [
level of your
mage lower,

® Responding to criticism that FPS FoomsalL 96 was too lenient on Agility
ratings, the designers downgraded those ratings severely for “non-skill” posi-
tions in FPS FOOTBALL '97. So, make sure that when selecting your team, your
linemen have both high Agility and high
Endurance ratings. This is particularly crucial
for your Center, since he must deal with agile
nose tackles and blitzes coming up the middle.
So, given the mediocre ratings for Tim Ruddy,
you'e better off picking a team other than the
Dolphins — unless you want o see Marino
miss more garnes than he did in the real NFL.
» One problem in FPS FOOTRALL'96 was that
receivers didn’t extend properly, and often had
to tum around to catch passes. This meant that
“possession receivers” were deprived of their greatest assels: great moves aml
clutch hands. This problem is fixed in FPS Football '97, so use it o your advan-

tage. Especially in third-down passing situations, an extra slot receiver with
Hands rated at 72 or better is a must—especially if he has a Speed of 68 or bet-
ter, which will often enable him to find seams in your opponent’s deep zones.

@ One lactic that often works against the computer is to design
§ comerback blitzes that exploit the gaps between the guard and
tackle. Don't try this against an experienced human coach! If
%88 | aliers his blocking schemes o compensate, you'll soon find
that your safeties won't be able to rotate fast enough to cover
the hole in coverage left by your blitzing comer.

| * Finally, its sometimes boring, and even cliché, but pick a

| team with a “banger” running back and a big, obnoxious offen-
i sive line, so that you can run the ball consistently, Its worthiit
just to hear the whining of opponents who can't run their pass-
| happy attacks for several minutes. Often, your opponent will be

so frustrated by lack of offensive activity that he'll try for too much, and maybe
even provide you with a gift-wrapped turmover.
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STOCK DAILY]

'FREE SOFTWARE
SWITH FVERY PURCHASE N
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ECK OUT OUR H_Q n

CALL US NOW

FOR A FREE

CATALOG!

18008648334

Inreaner Voice Man

Lets users send &

| receive voice moil

| over the Internet for
frea o ‘anyone with
on Internel R—
email address. 3.‘_JOC"LTEC
As easy and )

versalile o : v
25

Lets you tolk for free

using your Infernet
connection o rovle
long distonce

email.
59306

| ExeLornG Lost Mava Wito Arrica 2
il Covering over 40
sites in four countries,
| you can explore the
history, evolution, cul
ture, & demise of the
ancient
Mayan
| people.

porks & the endon-
gc:c—:i onimals that
inhabit them. See
Botswana, Zimbabwe,
& beautiful national

‘24

* White supplies lost. Shipping tharges apply to free offers,
**Orders received os late o5 9:30 pm (CST) for Znd day air,

Coll for other deadlin times.

Specicl offers, item ovailability and prices may vary
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erors

49937

Iverner Pone |

aver the Internel, F

colls. Offers ol |8
the feotures of o |
regular phone. |

59301 $42

Visit Africa's notiong! |

"
5949432 :

Capit Fever

Sizzling fullmotion video
| opponants with an

awardwinning pn[(lzl
| engine, interactive slory
| elements & o “pointof-
view" interface that

hate  ANTRNVODC
29

With four gorgeous

willing & able to bet
olf you.”

action.
57648

- Iapimaust Dewuge
| Match wits with five

appanents who are ',_ other companiel in

it all for the chance I8
to "beat the ponts £

§ for a new
8 occupation!

51066 lfel

SLOPE STVLE: The definitive journey info 1ba extreme WrH of snows
bearding. Feotures 27 comprehensive lessons, Included is the Slam
seclion featuring crash ‘n’ burn footages of your fovarite pro rides.
MATHEMAGICS: This is the unique tool you've been welling for to
master mental math, After learning the simple yet omazing meth-
ods you'll never need o colculator ogain

LED Wans

The world is dominated
by mighty mullinationals
who each have their
own private army, You
I you're smar, you have been given ¢ very
win. If not, look simple fask by your

56?‘19 529 e 29
Sope v $19
Habenogcs $ @

29

a race fo build o
commerciol empire

Garuge
52698

GARAGE BAND: Your bockstage pass into the music business. An
insider's look at what bnnds need to know in arder to advance
A i ol A lov

| FRonT Pace Seorts Gotr BirtmicHT
Two championship golf Setino 3D
courses included: The
Prince course in Kawa,
8 Hawaii, and the Pete

Dye Golf Club
in Bridgeport, West

! Virginia
‘47

palifical intrigus,

mogic & sword- |
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heroes.
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~ Brain Foop Games
8 Feed your brain what
medieval world of §

strange olien races, |

batfle |

.'jI1I . |

VeGas Fever
Discaver how to
master the art of win-
ning. 26 exciting,
games include:
Texos Hold 'em,
Kano, Slats,
Rouletie, Poker,

& morel

il croves! Smart
Gumes Word Puzzles,
Wheel of Fortune,

8 Jecpordyl,

Cthello l‘Iztmp
and You Dan't

Knaw Ja;k

094s27

Business Hours: Mon 8am-8pm, TuesFri Qam-8pm; Sat 11am-5pm; Sun 12pm-5pm.
Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802

CONTACT US!

Int'l orders 1-217-337-8532
hilp //www unlledcdrom com

Phone Orders 1-800-864-8334
Fax orders 1-217-337-8531

Gamers on”q

UGO 15 YOUR GATEWAY
TO GAMES ONLINE.
WITH DIRECT ACCESS TO THE
TOP OMLINE GAMING SERVICES
& OVER 25 UNIQUE
GAMING WEBSITES.

Check it out today &
enter the UGO

MEGA CONTEST!
http://lwww.ugo.net

Hercutes Prin Stunio

Filled with heroic
images of Hercules plus
lorgerthandife charac-
ters ond mythological
monsters, this
new Print Studio
will moke your
creations shine,

*23

57591

Eve 8y PeTeR GABRIEL
Adom & Eve have
been patted. Poradise
has been lost, Sclve
puxxles, create music
& explore relo-
rl{}nsf‘np& 05 you
aftemp! to sove

the werld!
37

59286

IN\'[{

ACTIVE

601462

Hescutes Auimaten
ST0RYB00K
Hercules must prove
himself @ frue hero
1o reguin his rightful
ploce among the
gods on Mount
Olympus.

Haws oF THe Deap:
Faiky Taue Aovenure 2
Batfle medieval crea:
tures including gob-
lins, & dork elves i
using weapons,
wit & mogical |
spalls in this fon-
fasy RPG.

44741 $39 |

BLoon

by GT Interaclive
You carved your soul fo
shreds in servitude to o
dak god, but betrayal
wos your only reword,
Now you've got o

score 1o setfle.

57571

Avery Cagooze's Casino |
by Simon & Schuster ||
learn ond ploy with
master gambler Avery
Cordozo. Includes

videa poker, dote,
reulette, blackjock,

keno, crops & mote

35|




_ r’II_:is is the 125th Anniversary of Arbor Day,
the tree planters’ holiday. This year The National

~Arbor Day Foundation asks you to plant Trees
for America, and provide for their care.

Trees Make a World of Difference. Thanks 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

Software Source
3003 Sowth 83rd Street » Omaha, NE 68124

Phone 402-398-0223 Fax 402-395-0928
{ ] (O RS STORES -
Receive Cash in 24 Hours for Used Games

Receive 15% More in Credit For Your Games Now!!

rCop recn ' |
1ITH HOUR 1793 MI1A2Z ABRAMS 2928 ANDRETTI 3225
1942 PACIFIC AIR WAR 2495 MECH 2 MERCENARIES 2498 BEYOND/BEY 125
AGE OF RIFLES 2495 MYST 15.25 BUSTMOVE 2 3125
AGE OF SAIL 1495 MYST2 3295 COMICONOR 3195
Asll 2 2455 NASCAR 19.95 CRASH BAN 29.95
ALLIED GENERAL 18,95 NASCAR 2 2895 DEST DERBY 2995
BETRAYAL IN ANTARA 1328 NBA LIVE®? 2695 DO0M 11725
BEAST WITHIN 16.9% NEED 4 SPEED 2 2795 JET MOTO 3325
20,95 NHL 97 2695 LEGCY KAIN 125
CLOSE COMBAT 1895 NEW HORIZONS 2395 MECHWOR 2 3125
CIVILIZATION 2 2195 PANDORA DIRECTIVE 28.95 NAMCO 14 29.95
€ AND CONQ RED ALERT 18328 PANZER GENERAL 1495 NASCAR 3328
CONQUEST NEW WORLD 19.95 PHANTASMAGORIA 2 28958 NBA LIVE? 1128
DIADBLG 2005 PRIVATEER 2 28.95 NIHMSPEED2 3328
DEADLOCK 19.95 QUAKE 29.95 PANZER GEN 2995
DAGGERFALL 1795 RETURN TO KRONDOR 095 POA BT 3315
DARK FORCES 2 3345 REBELLION/STAR WARS  33.95 RES EVIL 3425
DUNGEON MASTER 2 14.95 ROMANCE 3 KNGDOMA 2895 SOUL BLADE .95
DESCENT 2 19.95 SHIVERS 2 2125 SUIKODEN 1195
DUKE 1D 2108 SIM CITY 2000 1995 TEKKEN 2 3148
EF 2 18.95 STEEL PANTHERS 2 1795 TOMB RAIDER 1425
F22 LIGHTNING 2 2895 STONEKEEP 1795 TNN BASS9T 3995
FULL THROTTLE 1493 SUZT FLANKER 2495 VANDAL HRT 3315
GRAND PRIX 2 2395 TFX 3 2495 VR POOL 3428
HEROS M&MAGIC 2 895 TOME RAIDER 21.9% WARHAMMER 3328
INDY CAR 2 2455 TROPHY BASS 2 2995 WILD ARMS 33958
JANES ATF GOLD 3115 US NAVY FTR 97 20,95 NINTENDO 64
LONGBOW GOLD 3223 WARCRAFT 2 27.95 MARID 64 4795
JOHN MADDEN 97 24.95 WARHAMMER 19.95 MARID KART 49.95
LEISURE SUIT LARRY 7 29498 X COM TERROR 1945 TUROK &4 5328
LORDS (OF THE REALM 2 2825 WING COMM 4 27495 WAVE RACE 4905
MASTER OF ORION 2 2725 X COM: APOCALYPSE 29.95 BLAST CORP 49.05
[ g CAES O T BUY 3TITLES BY MAIL AND GET )
e a iy g 1o o : K JES s Al H Y
- thD}J-b t (’.AMbb-i-UR LRALE FREE SHIPPING ON YOUR ENTIRE
| ANDGET AN ADDITIONAL $10.00 1 g I
1 INCREDIT WITH THIS COUPON 1 HEDRE aiss
] EXPIRES 93197 | . - _ EXPIRES 9731197 1
. 1 SEND US YOUR URDER TODAY! Ko n
e e e e e e o s e e e e S o e S e S Motion SOftware 'nc
THOUSANDS OF OTHER TITLES CALL NOW! 2 ?
TO BUY: Please fill out your order ona regular picee of paper, include any previous or current credit, total 535 wEst Lambert, B’dg, E

shipping charges and method of payment. We accept check/money orders/credit cards, Please send telephone

‘rll'l:l;‘"]:;ll.. Pl fill list of 1} i 1] include onginal retail by ] Brea’ cahfor‘"a 9282 l"39l l
5 : Pleasc fill out a list of the games you are sending, all games must include original retail box, a = .

packing and original instructions, Send to above address, All defective or unboxed games will be retumed at Voice: 714-255-2931 Fax:714-255-7956

customer's expense. Please inclide your telephone number when buying or selling. Email: info@motionsoftware.com

Website: www.motionsoftware.com

SHIPPING CHARGES $7.00 FIRST TITLE $1.00 EA ADDITIONAL
ALL PRICES GOOD THROUGH SEPTEMDER 30TH, 1997

CIRCLE READER SERVICE #1B5 CIRCLE READER SERVICE #134



CHIPS &BITSINC.

POB 234 DEPT 10917 ROCHESTER, VT 05767
INT'L B02-767-3033 FAX 802-767-3382

[ COMPUTER GAMES: STRATEGY

Tire Arueas Prce T Aivrase Pres Timie ReLAst Pt Time Rt
0 Six 1187 §35  Deadlock 2 1297 S46  Master of Qrion HOW 518 Star Command HOW
Achtung Spitfine NOW $40  Dominion NOW £40  Masterol Onion2  NOW 824 Sta Control 3 HOW
Admiral Ancient Ships NOW  S44  Dungeon Keeper NOW £46  Mechcommander 10407 S48 Star General NOW
Anmiral Sea Baties  NOW  $41 Emperor of Fdog Sns NOW  S20 Blighty Machines  NOW 8§32 Star Natons 197
Advanced Crvlization NOW 839 Empire of the Ants 038 §43  Mission Force HOW 548 Starcralt Expansion  12/97
Age of Empires NOW 848 Enemy Nations NOW §29 Mission 1o Nexs Prme 1297 S48 Starcealt NOW
Age of Wonders NOW 547 Extrems Tactics 1297 549 Mssn FrceCybrstrm ZNOW  $42  Stars HNOW
Agents of Justice  NOW 548 Fallen Haven NOW $44  New Order NOW %48 Starship Tronpers 10497
Args Rising 11787 546 Fallen Heroes NOW $46  Qutpost 2 NOW S47  Steel Legions 1147
Army Men 19797 546 Fragile Allegiance NOW S46 Pax Impetia 2 NOW S48  Suhmarne Tians now
Bndt Knps Anc Chn 211/97 539 Frenzy 12/97 544 Pirates Gold HOW $19  Syndicate Wars nNow
C & C RA Countr Sirk NOW 521 Galactic Mirage HOW  £41 Populous 3 NOW S48 Theme Hospital Now
C&CRedAlert W95 NOW S48 Gallactic Challengs  NOW $19  Ragged Eanh 11797 834 Total Annihilation— NOW
Cassar 2 NOW S48  GrtBwisof Hannibal 11/97 S48 ReachforStars2  NOW $48  Tranpson Tycoon Dl NOW
Capinatism Plus NOW $43 Helst 0298 544 Rebellion 1097 852 Tycho Rising 1097
Cave Wars NOW $39  Hroes M A M2ExPkHNOW 835  Respecting NOW 845  Upnsing 1097
Civitization 2 NOW $40  HermesolMAM2 NOW 835 Retumn Fire NOW $37  WarBreeds now
Civilization 2 Scen NOW 226 Hidden Wars 1087 S48 Rising Lands 1097 544 Wamrah 2 NOW
Clay Warfars 12/97 845 History of World HOW 539 Risk HOW S41 Warcrat 2 Add On  NOW
Ciose Combat 2 NOW 344 Imperialism NOW §43 Semper Fi NOW S46  Wihmmr 2 Dask Omn 1197
Comm Cona Cvrt Ops NOW 5§22 Incubation /87§44 Sentinel Returns 03798 $45  Warlords 2 Dix HNow
Command & Conguer NOW 529 Into the Void HOW $28  Settlers 2 Gold HOW $38  Warlords 3 NOW
Command & Congr 2 11/87 548 Jaggd Alinc Ddly Gme NOW 519 Shadow of Emperar  NOW 535 Warwind 2 a7
Congof NewWrid Dix NOW 548 Jagged Alliance 2 NOW S48 Siege 1197 S48 ‘Wheel of Tima 1087
Conquest Earth NOW 544 Koumeiden 0298 $45  SimCity 2000 Net  NOW S47  Wisdom of the Kings 1097
Canstructor NOW $44  LordsReaim2Esp Pe NOW $28  SimSafark 1297 £44  Wooden Ship lon Mn NOW
Corsairs 10097 $43  Loros of Magic 10097 847 Simeity 2000 Spec EANOW 840 Worms 2 a7
Creatures NOW $34  Lordsofthe Realm 2 NOW 539 Simeity 3000 11797 854 X-Com Apocalypse  NOW
0-Day 99 HOW S$38 M Gathrng BattlemapeNOW S35 Soldiers at War f12/98 843 X-Com Terr fim Degp NOW
Dark Colomy NOW $43 MAX NOW %48 Space Trading 1197 848 X-Com UFD Delense  NOW
Dark Reign Future We NOW  §48  Mass Destuction NOW £38  Spaceward Ho'd  NOW 824 XeFre omes
Dark Reign MP 1 HOW $§29  Masterol Mauiu NOW &40 Speed Tribes 0498 48 I HOw
. COMPUTER GAMES: WAR

Alrika Komps 0488 842 Civil War Generals  NOW 828 Napoleon in Russia  NOW 842 Steel Prthrs 2 Cmpn THOW
Age of Sail NOW $42  Close Combal HOW $38  Over the Reich How §39 Stee! Pthis 2 ROW
Alde de Camg 2 1287 844 Decsve Bamls of WWII NOW 348 PTD2 HOW 534 TACOPS Kow
American Civit War  NOW 8§45 East Front 1097 $42  Pacific General HOW 343 Tank Resistance 2024 NOW
Battle of Bulge 0388 §42  Fanlasy General NOW 535 Pacific Tide 10097 845 Thitd Reich NOW
Battlegrnd Gettysburg NOW  $32  Greal Batles Alexndr NOW 544 Panzer Commander 0898 $45 Tigers on the Prowd 2 NOW
Batlegmnd Antietam  NOW 841 Harpoon 2 NOW S$14  PanzerGeneral 2 10097 542 v Vietory Bundie N
Battleground Bulge NOW 828 Harpoon 97 WE3  NOW 344 Panzerblitz 0ame  s42 Wat Coliega NOW
Battleground Bull Run NOW  §42  Man of War NOW 542 RoadtoMoscow 10097 543 War Ine Now
Battleground Shiloh  NOW 530 Mare Nostrum NOW S22 Sid Mejer's Gemysheg 10/97  $48 Wargame €53 Riflas  NOW
Battlegrnd Waterloo  NOW $32 Myth 1097 S48 Stesl Panthers 3 A7 S5 zuluwar HOW

BOARD GAMES

ASL Code Bushido  NOW $29  Car Wars Deluxe NOW $21  GreatWaratSeal HNOW $32  Rebels & Redcoats 1 NOW
ASL Jatkosola NOW S$10  Cnanceliorswille KOW $34  Hannipal NOW $32  Republic ol Rome  NOW
ASL Kamp Peiper 1 NOW §27  Circus Maxmus NOW S11 Harpoon Box Sat HOW &41  Risk now
ASL Lesthemeck NOW 59 Codlization NOW $28  History of the World NOW 827 Robo Rally now
ASL Pegasus Bridge NOW $24  Colomial Diplomacy  NOW 842 Hobbit Adventwre  NOW 520 Sam Grant NOwW
AS5L Solo Rules NOW 828 Crisis Sinai 1973 NOW 325 lonclads HOW 532 SeMtiers of Catan now
Advanced Civlization NOW 825  D-Day HNOW §16 Jem HOW 538 Sherlock Hoimes Now
Advanced Squad Ldr NOW $38  Daysof Decision2 NOW 542 Knightmare Chess  NOW $13  SuentDeath Dix How
Ageof Renassance  NOW 842 DecisioninFrance  NOW 513 Kneg! NOW $32  Space Chess 3D NOW
Hir Baron HNOwW 327 Deluxe Diplomacy ~ NOW  §42 La Bata de Wavre NOW §22  Star Fleat Battles now
Alamo HOW 815 Die Hanse NOW $55  Lords of Sierra Madre NOW  $34 Teas Revoluton  NOW
Ancient Empires NOW 529 Dragen Lords HOW $29  Lunch Money NOW 515 The'ds NOW
Aris & Alligs HNOW 333 Empare Builder NOW  $25 Magie Realm NOW $23  Tnird Reich How
Axis & Alles Cntrl PwrNOW 530 Empire of Rising Sun NOW  $41 Napoleon's First BamieNOW  $24  Thiee Days GeltysburghOW
Axig & Ally WW2 Exp NOW 514 Empires in Atms NOW $27  Mapoleon's Last BattieMOW  $25  Viceroys How
Battie Dresden 1813 HOW 525 Federation & Emplre NOW 38 Pain Doctor HOW %25  Viclory in Wes! Froce NOW
Bares Forgotten War NOW 542 Feudal NOW $18  Platoon NOW $15  Welhe People NOW
farles of Waterlno  NOW $33  Field Command NOW 330  Quebec 1739 NOW 822 Workd War One now
Battlespace NOW 8528 Go NOW 522  Rail Baron NOW 519 World in Flames Dix - NOW
Battletech 4th EA.~ NOW 819 Grand Prix KOW $19  Rats HOW 524 Zomndprt How
| HINT BOOKS
BEEI HK Attack Sub  NOW 516 Earthsiege 3 11/97 516 Mask of Elemily 1297 S16  SWATZ 197
AH-64D Longhow 2 NOW $16  F-22 Raptor NOW 516 MasterofQrion2  NOW $16  Simeity 3000 How
Age of Empire 1087 8§16 Falcen 40 1987 516 Mechcommander 1197 $16  Star Trek Star Fit Acad NOW
Agents of Justice  NOW $16  Fallowl HOW S$16  Mechwarrior 3 197 $16  Starcealt Howy
Betrayal in Antara NOW S16 Flying Nightmares 2 NOW  $16 Might & Magic 6 197 S16  Steal Panhaers 3 AT
Curse of Monkey Isie NOW 516 Heawy Gear 1/97 S18  Myst2: Rven NOW S16  Tomb Raider 2 1
Dark Farces 2 NOW S$16  Horoesof MAM2 NOW 816 Myth 147 816 Ultima Qnline NOW
Dark Reign HOW $16  Hexen2 NOW §16  Pax Impema 2 ROW 516 Unreal 097
Death Trap Dungeon 1087 $16 King's Quest 8 1297 516  Rebellion 10697 §16  X-COM: Apocalypse  NOW
Diabla NOW S16 Land Lore 2 NOW S16 Red Baran 2 NOW S16  X-wingvs Tie Fighte  NOW
Dungeon Keepar NOW $13  Lords of Magic 87§16 Relun to Krondor 1997 16 Zork Nemesis How
I "
[ COMPUTER GAMES: ARCADE | | COMPUTER GAMES: TRADITIONAL ‘
30 UMtr POI Grp Nght NOW 536 Joe Blow 10/97 $44  Ranleship NOW  S41 an'.' Pythn Haly Grl NOW
30 Ulea Poll Lst Gnt NOW  $35  Overboard 10/97 £44  Chessmaster 5500  HOW $43  Pictionary How
30 Uhtea Pinbatl NOW §29  ProPinball Timeshock NOW 828 Dragon Dice NOW 846  Power Ciss 98 17
Balis of Steal NOW 832 Puzz 3-D NOW 528 Hung Kong Mabgong  NOW 529 Shanghn Doulia Pack NOW
Bomberman NOW  §32 Tanktics NOW 535 Hot Wheels Car Dsgn NOW 540 Shanghai Dynasty 12797
Crucible 11797 44 Thunder Gun NOW $19  Hoyle Board Games NOW 529 Shanghaii 98 1297
Drachen Zor 10/97 544 Virtua Fighter 2 NOW $39 Hoyle Casino 98 1997 529 Somry 11787
Frogger 1197 $3B WWF Wrestling 3D 12097 S48 Mgc Giheng Armpedn 17 $44 Yoo Dt K Jek 00U 10097
Full Tilt Panbal 2 NOW $24  WWF-In Your House NOW  $40  Magic Gathering NOW 837 You Dt Kvw Jok Bes NOW
HED.Z 10/97 38 Younghiood 1197 845 Moty Pythn Mng Lite 1097 845 You Ont Know Jack 3 1097
Hyper 30 Pinball NOW $22  Toop NOW $19  Monopoly Star Wars 1097 348 You Dt Know Jok TVI0G7

BT CHIPS & BITS, INC

Puct

40
528
543
$46
$30
$46
538
$46
542
122
86
EH
s47
2
44
$48
$18
37
s20
$46
&4
548
g42
0
846
£19
844
6
319
19
$48
s33

$15
$43
37]
$3%
539

42
$28
518
546
$19
529

825
529
s
33
$42
$30
$20
e
$35
$25
$18
$25
$13

A9
22
526
529
s
$90
536

$16
$16
$18
S16
L6
£10
$16
516
316
$16
1

338
$38
45
S8
§39
39
$28
£30
$30
§29
$29

or call 19800 699-2263

Source Code 10917

IF-22 RAPTOR' Soar over more than 160,000 square milgs of
photorealistic terrain. Strap yoursell nto an active cockpit
where everything you see, every switch and button actually |
works, where you can simply click on the controls, right there
on the screen

Interactive Magic SImualinn}
Release Date: NOW PC CD $49

‘WAR INC.' In the 21st Century, private security forces
have evalved Into powertul armies under corporate con-
trol. Take command of your own corporation and fts
armies, assume control of R&D, production, and strate-
qic and tactical combat.

Interaclive Magic (War)

Release Dale; NOW PC CD $46

ow, sell wigh

2 SYIDNIRLL ES DS

'ABES ODYSEE ODDWORLD' Take on the upliest bunch of |
carivorous crustaceans, from slave labor at Ruplure §
Farms 1o Liberator of the Mudokon. Blow away your éne- |
mies, solve wicked situations, as you take your loincloth |
butt and claim your destiny. i
GT Interactive nduan¥ura]

Release Date: NOW PC CD $42

'IF18° contains an easy lo use quick start mode as
well as detailed missions and campaigns. Jump
into combal and experience incredible graphics
and high energy explosions without ever apening
the manual.

Interactive Magh ’ﬁlmulnliun}
Release Date: NOW PC CD $48

'EXTREME ASSAULT' puts you at the con-
trols of a powerful attack helicopter. Maneuver
into position over a military convoy. As you
start blasting, the alrcralt is rocked by hostile
fire from an enemy helicopter. Do you have
what it takes to survive agains! this and other
seemingly insurmountable odds?

Bluehyte (Simulation)

Release Date: NOW CD $45

'CONQUEST EARTH' You must fight for the Earth,
viarding off the unexpected attack by a supenior alien
race, on land, sea and air and deploy them into com-
bat, launching missiles, sateflites and sir purifiers to
d’ssohe the poisonous sulphur douds threatening
to polute your kand.
Eldos [Sttale;}y]
Release Date: NOW PC CD $44

'AXIS & ALLIES' Decide the fate of a nation
and the destiny of the world, The Balkans
have fallen. Pearl Harbor has been attacked.
Wake Island is in Japanese hands and
Rommel has the British on the run!

Millon Bradley

Release Date: NOW BG $33

‘BATTLETECH® Where the U. S. League once
reigned, b successor states now battie for control
fighting over water, machines & spare parts facto-
ries. Control of these elements will lead to final
victory and the domination of space.

FASA

Release Date: NOW BG $13

\YEXTREME
ASSAULT

'LANDS OF LORE II' You are Luther, cursed son of the
Sorceress of Darkness, explonng treacherous lands in
search of ancien! magic, a super power that will release

ou from &om vile hu‘thnuhl

irgin (Rolepla
Release Dala' IE‘} PC CD $48

'RED BARON II' You will become immersed
in World War | and the career of the brave
yaung men whao pilot the flying machines in
the dangerous dawn of aviation. Engage in
deadlly dog lights, strate an enamy aero-
drome as you ling up your nemesis in your
sifghts.

Sierra (Simulation)

Release Date; NOW PC CD $52

'DARK FORCES JEDI KNIGHT' In your serach
for Jerec, the man who murdered your father,
you go to the Valley of the Jedi, where 1000 of
Jedi are trapped. You can fight as a Jedi or i
ambrace the Dark Side. Which ever role you 'HM
choose, you will need all the Power of the Force
yaou can summon, when you encountér the
seven Dark Jedi.

LucasArts (Action)

Release Dale:NOW P 53
II'tCL READER SERVICE #088
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GHIPS &BITSnc.

POB 234 DEPT 10917 ROCHESTER, VT 05767
INT’L 802-?6?-3033 FA! 802-767-3382

'STAR TREK FLEET ACADEMY" Before Captain Kirk, Commander
Chekoy and Captain Sulu were legends, they were cadets al the
most celebrated school in the unierse, the Star Beet Academy,
Test your ingenuity, laadership and courage and determing il you
have what it takes to graduate 1st in your class.

Inlarg‘ wnduantura]
Release Date:NOW PC CD $55

‘PACIFIC GENERAL' With full Japanese and Allied
Campaigns to choose from, a Scenario Editor and
Battle Generator, you will command the Pacific as no
other general has. Victory conditions are based on
capluring enemy hexes, losses o your own forces
and enemy casualties. Night scenarios reflagt tha
Japanese penchant for surprise night attacks.

SSI (War)
Release Date: NOW PC CD $45

‘FORMULA 197" You can race as any dri-
ver of team on any of the world's Formula 1
courses, with each track modeled from life
in inch-perfect detail
Psygnosis {Simulationg
Release Date: NOW PC CD $4

‘THRUSTMASTER NASCAR PRO STEERING
WHEEL' teatures wheel mounted buttons used for
shifting, rev limiting or other racing functions,
separato gas and brake pedals, positive-throw
shilt lever with tactile/audible feedback and more,
Thrustmaster Hardware&

Release Date: NOW PC $10

‘THRUSTMASTER MILLENNIUM 30" Raise shields, idenlity
your target, and with the exclusive 30 pilch-over grp, swing
around and wipe out your opponent, as you watch the explo-
sions rip through your enemy’s hull,

Thrustmasler [Harﬁware&
Release Dale: 10/97 PC §7

‘TRIPLE PLAY 98" ups the ante with an advanced
real-time rendered 30 game enging, bringing you
all the Major League leams and players, inter-
league play and the new expansion Diamond Backs
and Devil Hays lranchises.
Electronic Ars (S nrlsg
Release Date: NOW PC CD $4

| 'STARCRAFT' Wasteful, short sighted and quarrelsome
© humans pillage world after world. You must gather your
l resources fo accomplish your goals, either freedom or
galactic domination

\ Blizzard Straiang
Release Date: NOW CD S

‘STRIF POKER PROFESSIONAL VOL. 2' com-
bines the action of 5 Card Draw with some very
diflerent table stakes, 4 gorgeous opponents who
are willing & able to bel it all for the chance to beat

the pants ofl you!
Art Worx Al!ull&
Release Date: NOW CD $3

‘GIRLFRIEND DDNNA' With your new girlfriend game, you
can gel to lalk to one of the cutest women in the world IN
PLAIN ENGLISH! Qur game leatures and artificial infelligence
breakthraugh. Watch her respond like a real woman
Treasure Chest é&dull&
Release Date: NOW PC CD $4

‘DIVA X:REBECCA™ Do vou know how 1o get 10 the
Avalon Anency?”, She asks in a sexy French
accent You kindly offer her a ride to her jon. Her
eyes engage in silent comversation with yours. From
there - the athventure begins!

rebrececcea

Pixis
Release Date: NOW PC

Adult
D $3

‘ROMSOFT 6 PACK' Double
Down, Douvrs ol Passion 2
Sensuous Girls in 3D, Massive
Melons, Touch Me, Feel Me and
Private Screenings are what
you'll get In this sexy 6 pack!
Romsoll (Adull)
Release Dale: NOW PC 6-CD $32

CIRCLE READER SERVICE #088

COMPUTER GAMES: SIMULATION

Tme Riuensy Procy Ten Puease Pact Tme Rouase Paer T Rrvease Pas
1943 Euro Air War  NOW 544 Falcon 4.0 NOw  £52 Manx TT NOW 842 Sand Warrlors NOW 846
g% Hunter Kiliar NOW S4B Fghtng Flen El kBodd NOW 3536 MechWarrior 3 1297 8§52  Scrmn Omns Our Erp 11/37 862
| ATF 98 NOW $96  F 1 ter Dl OW 539 Muchwrmior Meroories NOW 848 Sterra Pro Pilot NOW 848
: AH-B4D Longbow 2 10097 546 Unhimited 2 HOow S84 Microselt F3 6 NOW 853 Silent Hunter 2 0998 546
| AHX-1 # 547 HOW 34 Iidnight Run NOW $46  Silent Hunter CE NOW 843
| Aces X Fl"|'|' 5 137 549 HOW $42 Moo Racer GP HOW $45  Spearhead "er 549
| Air Warrior HOW  $43 G998 S48 Mwamnor 2 Battiepk  NOW $42  Spearhead Exp Pack 1297 529
| andreni m- inp 1097 846 W97 545 NascarRacng 2 Mngr 10797 25 TFX: X-22 ADF 1097 6
01793 532 Heed lor Speed 2 NOW S4B TN Motr Spris Hdcre NOW 538
07 S48 Nser Reng 2 Bsch Srs 1197 S30  Team Apache 1297 544
44 OH-Road Racing 1097 S48 Thunder Truck Hally NOW 545
| 826 Duilaw Racers 1297 $39  Vins 1097 $48
| £18 Profitear 0398 $45  Wing Commandar 5 NOW 555
838 Racing Days NOW $44  Wingsof Destiny 0298 S49
P15 530 Red Baron 2WO5  NOW 852 Wrecking Crew NOW S48
Y §25  SODAQil-Road Racmg NOW 848 X-Car Exprmntl Ron NOW 844
19797 $44  SU-27 Flanker 2 1187 846 X-Wop V Tie Fightee  NOW 850
1097 §44 SU-27 Flankgr Msa #1NOW 5§15 1F-16 Viper NOW 848
ng Stk 1197 343 Sabréce HOW S48 iF-22 Raplor NOW 349
NOW 535 Sail 2000 HNOwW  §38 |Panzer 44 1297 §48
COMPUTER GAMES: 3D ACTION
) NOW 843 kem 30 Atmc HOW 846 Meat Puppets NOW $42  Shadow Warrior NOwW 7
197 845 197 $39  Monterumas Return 1297 845 Star Trk Frst Contact 1197 S48
346 0208 844 M Revenge 1197 844 Terra Victus 0298 $48
44 GF oW 846 Hightlal 1197 844 Tomb Raider NOW 842
546 Gatherer 1097 542 Normandy 87 NOW %36  Tomb Raider 2 11/87  §48
| $8  Golgotha NOW 48 Postal 1007 S48 Tiespassr Jissic Prk 12797 848
| f 12497 8 He NOow 352 Quake NOW 549 Turok Dinosr Huntr 2 12/87 848
| Dark Fl'l:l 5 2 Jedi HNOW 85 10087 544 Quake 2 LREL P Unreal 1097 548
Defiance 1047 &40 oS 11497 538 Duake Mssn P 1-2 22 NOW 529 Vigitance 197 542
Dreams 1097 &4 KOW $45  Fedneck Rampage  NOW $46  qED for Quake NOW  $18
[ ~ COMPUTER GAMES: SPORTS
|30 Ultea Mini Gelt~ NOW 842 FPS Fouthall 53 I‘JD"! 529 Links L5 Oakind Hills NOW S19  NFL OB Club 98 HOW  $46
| APBA Pro Boring now  S38 Font Pge Spris Skiing 1097 847 Links LS Valderrama NOW  $19  NHL Breakaway 98 10097 844
Aaron vs Rulh WBS  NOW 230 Frust Pge Spts G Bnd NOW 848 Links Pro 11 Deviis 15t NOW  $19 NHL Hockey 98 10/97 S47
Al Star Baseball 88 10097 344 Grand Slam ‘97 NOW 843 Lunar Goll 1047 S35 NHL Power Play 98 NOW 348
Bass Mstrs Clssic Pro 04/98 542 Hardball 8 NOW 846 Madden FB 98 10447 546  PBA Bowling 2 KOW 535
Bringh Open Goll WOW 343 Jack Nickiaus Golt 97 NOW 346 Micrleague Basebll 6 NOW 834 PGA Tour ProWas  NOW S50
Crush! Deluxe NOW  SH Kick Of 97 HOW 344 Migague Foolbil 3 NOW 8§34 Triple Play 08 NOW 845
Extteme Stredt Hekey BOW  $42 Links LS HOW 346 NBA Jam 98 10788 544 VR Baseball 97 NOW  §44
FIFA Road Wild Cp SBNOW 546 Links L5 98 HOW 545 HEA Live '28 W97 546 WILD. 1047 §42
FIFA Soceer 98 10497 56 Links LS Cng Ciry CIb NOW 519 NCAA Bball Final 4 97 HOW 540 World Series BBal 98 NOW 542
EF’_‘;E._ eh 1l 98 NOW  $28 Links LS Davis Love  NOW 525 NCAA Football 88 NOW  $46  Wild Cup Gif Der Beh ROW
COMPUTER GAMES: HARDWARE
AGT Powarramp Cont NOW 536 ThPe G'Iulm.!d NOW 519 Logitech Cybcrnun 2NOW $85 TMFLCFIG Systern NOW $108
AGT Psychopit r Cont NOW 519 GH Pro Pedals NOW  S80 585 TMFlight Contr Pro NOW 588
Altc ACSSS Sphar Sys NOW $152  CH Pro Thrattle NOwW $102 599 TM Fiight Control Sys NOW 350
Assassin 30 Contlle  NOW  $59  Gravis Firehird 2 NOW $65  Msoft Sidwedr Pro PANOW 539 TMGPY Now 574
Assassn 30 « WnpmnHOW  $99 Gravis GriP Controlle NOW  $85 Saitek X35 Wpns ContNOW  S60  TM Game Card NOW 525
GH FIG Combatstick NOW 860 GriP Pad 2 PakNOW  £24  Saitek X36 Fight Cont NOW 575 TM Mitm 3D Intreplor 10097 §79
CH FI6 Fighteestick  NOW 8100 Grp Stnd Alne NOW $69  Sound Blaster 64 Val NOW 5149 TM Hscr Pro Rcng WINOW S108
GH Flight Stich Pro~ NOW 850 PC Gmepd Pro HOW 827 Space Orh 360 HOW $75  TM Rudder Conir Sys NOW 94
‘ CH Forca FX NOW 2160 itch NOwW 842 TH Driving Contral TZNOW S108  TM Waapon Cont Sys NOW 588
CH Game Card 3 Auto NOW  $26 LCS 2612 Sphe NOW 8112 TMF16 TS NOW $108  Verhal Commander  NOW 535
| CH Jane's Cmbit Stick !ID'.'I 5:1 WigMn Wirior NOW 385 TM F22 Pro HOW $128  Yamaha SBS 300 NOW  Sas
[ | COMPUTER GAMES: ADULT
INTERACTIVE INTERACTIVE MOTION MOTION
2063 Orenty Sex Ocdys NOW 550 Pl !)LQ Infervin NOW 532 101 Sex Positions  NOW  §24  Model's Memairs NOW §19
Astans in Wonderland NOW  S3 NOW  §2 Asa X HOW 529  Mystigue Crent 2 NOW 524
| BB HOwW NOW $29 Asian Silk NOW 316 Mawked Reunion KOW 312
Buster Charry HNOW NOW 536 Bad Girls 2 NOW 512 Matural Instinct NOW 318
Casting Couch NOW HOW £24  Bangkok Nights NOW 319 New Machine B PR 2 NOW 3§44
HOW HNOW $49  Biack Book NOW $34  NewMachine 6Pk N
| NOW HOwW  $49 Blond Justice 3 NOW 516 Night Nurses HOW 516
{ oW HNOW &4 Bannie ana Clyae NOW  §12 Night at the Drive-ln- NOW 519
| HOW Borderhine NOW  S39 Mkl at Nite NOow $19
Cyberotica 2 NOW 8§25  Onental Action NOW  $19
Deep Throat Giels 5 NOW 825 Oriental Dianies NOW $19
Deep Thet Gris 4P% - NOW 549 Onental Syndrome  NOW 822
From Asia With Love NOW S$13  Pandor. ARAH's KOW §16
Geisha's Secrels NOW  $12  Peep Show 2 Gale GamellOW 532
Girls Doin” Girls 2 NOW 519 Peeping Tom NOW S22
Gitls NOW $19  Platinum Six Pack  NOW. 544
NOW S§16  Prwvate Colictn 2 NOw  &22
5 Girls Exposed NOW $19  RX Fora Gang Bang NOW 539
Fantascenes 3 lnmortal Desire HOW $18  RacquelieinWild  NOW $24
Fantascenes Anal in Delense of SavanahNOW 816 Romsoft MPEG 3 Pk NOW 829
Fun Houts Ins ROW S$18  Romsoft SmPack  NOW 838
| Giritriend Donna Inernal Aftairs NOW $16  Samurai Perven now 842
Girlttiend Ter| Jage Palace ROW $18  Savannah Superstir NOW 524
Hot Leather 2 Kama Sutr NOW %23 Secret Garden 2 NOw  §19
| Hot Slots La Blue Girl 4 NOW  §22  Sexin Public Places NOW $16
| Interact Seymuore B1 2 KOW LaBiuse Gri Som Svr NOW  $25  Swedish Erotica NOW 519
Jagran Interactve now Last Act NOW 816 Tokyn Nightite NOW S48
Latex NOW & Legend 4 NOW 816 Tokyn Hymphs HOW  $19
Lust Conngction NOW 83 Made In Japan NOW £16  Twin Angels 2 NOW  S28
NOW $46 What's Your Name Tata Hari HOW 822 Ullimate Teasers Now 12
Oupest 69 HOW 530 Wheel of Fa ROW $29  Max Domintn & Fetsh NOW 835  Ultimate Tokyo now  $29
Passion Poker HOW 529 K NOW 535 Mawmum Moments 1NOW 529 Venus 5 NOW 320
| Penetration NOW  S16 HOW 836 Maximum Moments 2 KOW 529 Virgins Vol 3 HNOW 330
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| '¥-coM  APOCALYPSE' Earth 2084:Mega-Primus is the

Tt Rivtase Pogs T Receast Pwicy Thiv Peenss Puce T Aiease Paice | s
108 Plaset VBT S8 Excalibur 2555 OW S PaniolGames  NOW S48 St TikJudgRiCon ow sap | O habilabla placs lef on the planet, For decades, life has
7ihGuestZ W95 NOW $29  Gundam S99 PhactasmagoriaZ  NOW 54 StarTrekVoyager 11787 48 been idyllic until now. Vm_lerlc_e. crime ar_ld missing persons
Abe's Ddyzes NOW 42 HatLie $48  Plag WeET $a2  Star Te S it Acad HOW 535 are up. Rumors of UFO sightings.and alien corpses are oo
Aden Quest 0198 543 Iner Shiinking Heta 43 Planettall NOW 544 Starship Tieande Va7 6 nun.is.mus t0 lunare‘ MEDQ‘DII“‘IUS 15 Uﬂﬂel’ attack and yﬂU
Adrenie Grisis 088 545 Inergbla s in Spee 1097 538 Polica Quest 5 SWAT ROW 547 Super Stardust HOW 531 | ;ﬁé}:o;‘g;:orsairam ] |
Advntres on Lego lsle NOW 535 d of Dr Morean NOW 540 Principles of Fear NOW 547 Temujin HNOW 548 HB!B‘aEB Dale: Nﬂwgs;’[: CD $46
Alien Earth 0398 5§45 ; 10097 542 OuestlorGlory5 10097 S48 ThaDig nNOW 526 r |
Armed and Daliious NOW 546 n Projet 3 0198 S48 Aama NOW 539 The Last Express Kow  £39 ‘FALLOUT Set in the aftermath of 2 world-wade nuclear |
Aan NOW 840 3 1287 S48 Redguard 1047 854 The Trial oW 844 var, it is your challenge to sunvive, as a person who
Badlants 028 848 HOW S48 Rotwn o Krondor 0198 845 Timelapse Anc Gl HOW 840 has grovm ug in a secluded, underground sunaval vaul
Beavis Butthd Virt St HOW  S31 HOW 842 SWAT2 1097 848 Titanic Jiny Oul Timo NOW  $44 ‘ Circumstances foree you outside, to a strange world 80 |
Black Dahlia 1087 843 How  s42 Secrel Mission 1097 §44  Tone Rebeltion NOW 552 years after the end of modem civilzation. A workd of
097 S48 M HOW 538 Secrel of Black Onyx 10007 546 Twinsen's Odyssey  NOW $47 mutants, radtion, gangs and viclence.
1097 $46  Myst NOW 524 Secratol Vulcan Fury 1297 $48  Ubik w3 sz |nterplay éﬁnlapla ingg
key lsle NOW 54 Myst 2 $52  Shivers 2 W HOW 548 Uncer Kiling Moon  NOW  $19 Release Date: N(]%l C CD 548 |
Dark Halt 0398 544 Netstorm NOW 548 Siene of Stormhaven 10798 S48 Versailiz oW S44 |
Death Trap Dungeon 10/97 S48 Neverhood NOW S50 SignottheSun 197 $31  Warcealt Lotd ol Glns 1197 $46 | 'DARK REIGN' In the 27th century, the Imperium with con- |
Delirigm NOW 546 NOW S48 Sin 0200 S99 Zombievine HOW 540 trol of precious water resources commands the fate of a
Ecstatica 2 HOW 47 1297 §54  Space Bar NOW 546 Tork Grnd Inquisitor 1097 548 1,000 worlds. The Freedom Guard attempts to break the
n 1097 $42 e HOW $46  Space Quest3000 NOW 45 ZorkMemesis now Sea | Imperium’s grip on the galaxy and the vater supply.
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NOW $47 / $18 LycyolKain B OmnOW 510 SwadowsofDeatn 0398 a5 | ULTIMA ONLINE'allows literally thousands of peo-
1187 418 nOW 539 Mageshayer HOW S0 StarTrk TG FalUnty Now siz | PIe to exist simultaneously in the same fantasy
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ADBD Charchr Sheets NOW  $9 ¢ %20 NOW $14  Roboinch NOW 811 will not be duplicated. Sit in on live action mis-
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ADSD Faih & Avatar NOW $18  Earindawm GM Pack  HOW §11 In Nowmne Limited Ed HOW 828 Traveller NOW 524
ADAD 4 from Commyr NOW 817 Fading Su NOW $22  Macioss2 | N mpite Clan Books  NOW  $10 'BETRAYAL IN ANTARA' An Emperor faces a crumbling
ADAD Night Belfow  HOW 825 GURPS Aliens HOW 514 Mage 2nd Ed N 521 ire Znd Ed NOW 524 infrastructure where bribery, inlrigue, nepolism, deceit

ADAD Dark Lords  NOW S10  GURPS Atomic HonorNDW 514 Mage Chonig NOW $19  Vampire Player Guide NOW $19 and ination run panl, © 1 four main
ADAD Raventall NOW 8§25  GURPS Aulodugl  NOW $1%  Mechwarrior NOW 513 Warhammer Fantasy NOW  $19 ’ characters and develop their skills as you talk with, fight,
ADAD Requiem NOW 25  GURPS Coltic Myth NOW S$15  Mechwarrior Comp  NOW $12 Werewoll NOW  $24 help, and hinder various Empire inhabitants. |

ADED Jakandor  HOW  S17 uPunk NOW $16 now s20 | Sierra (Roleplayin

sEnd20 NOW 517

Albedo HOW 518 us  NOW 515 0 HOw  $30 o now 535 Release Date: NOW PC CD $47 g AR
Abedo Bonus Pack  NOW $30  GURPS Compeadum IINOW  $18  Nephilim NOW $18 Wit now $24 |GURPS
COLLECTIBLE CARD GAMES ‘GURPS" The most llexible roleplaying pame sys- i '
tem ever. You can adventure in any warld youcan | i ] :
BalilaTech BF Mercs NOW 52 MIG Chronicles BP NOW  S1 Magic Gathering B NOW  S1 Mythos BP Misk Ll NOW 82 imagine. All rules are carefully organized, indexed I :
Battietech T NOW 52 MIGM 1 HOW 52 Magiclce AgeBP  NOW 82 StarTrek Beoster  NOW 82 and cross-referenced. You can create the exact \

Battietech Starter oW 58 MT 1] NOW 54 tleaAge SO NOW 87 Star Trek NG BP NOW

2 gharactar you want 1o play.

Dr Who Booster NOwW  §2 MTG Staner NOW &7 2 Earth Dragons BPNOW . 82 Star Trek NG Q-ConinNOW 52 Steve Jackson Games

Dr Who Starter NOW SB MTG Tempest BP now &2 Mz Earth Dek Mmoo NOW 82 Star Trek Staster NOW 58 Release Date; NOW RPG $20

Great Dalmuyl NOW 55 MTG Tempest 8D NOW 88 Melde BEahWumd BP NOW 33 Star Trek THG 5D NOW 57 | |
Hityminati BP now 52 TG Visi now 82 Meddls Earth Wi S NOW 59 Star Wa NOW  s2

Hyminati SO NOW S8 MTGWe IOW  $2 Munly Python Starter HOW  §9 NOW 57 | ‘MAGIC THE GATHERING STH EDITION' This deck contains 80 |

MTG Sth Ed BP NOW &2 MIGBP Hom 81 Monty Pyihon BoosterNOW 53 X-Files Booster now sz tradable game cards, randomly assorted, plusa rule book. Each
MTGSEDSD  NOW ST MIG BP Fallon E $1 Biythos BP Cibultiu _ HOW _§2  X-Files Starter NOW S | piayer must have a deck. This deck may be enhanced with more

AYSTATION SEGA SATURN sl o ks

ASCH Sphere 360 11/87 569 Flying Saucer HOW $52  Albert Ody NOW §52  Lumar Directors Cut 1197 848 Release Date: NOW CG §7
Alundra 1097 349 Freak'n Fast 057 546 HOW §52  Manx TT NOW 846
Bugrider's 1097 S48 Frosger 197 $46 HOW $40  NBALie 98 197 sio | 'SHINING THE HOLY ARK' You play Arthur, a
Bushido Blade NOW S50 Grang TheAwle 10097 S51 NOW 852 NHLMWockey'08 1097 §49 | mercenary sword fighter sant with his compan-
C&C Hed Atent 10097 $49  Hardball 6 NOW 850  Command & Conguer NOW 552 Ninja 0198 50 lons, In to a cursed ming to capture the evil ninja
Carinal Syn 1297 $49  Hell Racer 10/07 510 Courier Crisis 1197 549 Panger Dragon Saga 0398 $49 Rodi.You encounter maliclous monsters, haunt-
Castle of Damned 1197 854 Juust Epic 1007 599 Crypt Riller HOW 546 Pl 1097 §52 ed forests and three riddles, if answered correct-
k Tower NOW 584 MKMyihos Subiwio NOW 546 DarkLegend HOW $39  Propaganda 208 §54 Iy, uncover three sacred treasures
Foolball 98 1097 $48  Mace TheDarkAge 1197 $46  Darkigh et NOW 44 NOW 854 Sega (Roleplayin
197 8§46 Mage Stayer 1097 $49  Darkstalvers 3 1197 §40  Pacers Megamix  NOW 854 Release Date: NOW SAT $46
Couivr G 1007 540 RMaonster Rancher NOW  $49 Diablo 1/97 554 Ramgage World Towr 1187 846 n
Coash Bandicoot2 10497 §50  NFLGameDay 96 NOW $49  Dream Knight HOW $57  Saured Pools now ssz | 'MAGIC THE GATHERING: BATTLEMAGE® A devastaling ‘
Croc 1097 S99 NHLMockey'98 1197 $49  FIFASoecer 98 1198 $49  Sepafges now sip | Planeswalker war rages across the continent of
Dead Or Alive 1797 $46  Ogre Battle HOw  §49 NOW 852 agHoly A now s | Corondor Ravidel has gone insang from prief and |
Death Keep NOW 52 Psyhasek AT 848 NOW S5 SoncTheFighters Now §s4 | betrayal, seeking the destruction of all other planeswalk- |
Diablo 107 $54  Sulkoden 2 187 840 HOW S52  Speed Freak o7 gse | ErSand the conquest of land itsell,
Ouie Nkem3h 12097 854 TohShinDwm3  NOW S46 HOW S92 Teia a7 s49 | Acclaim (Roleplaying) |
Dynasty Wartiors.— NOW $46 Vandal Hearts NOW S46  LastBronk 10097 $54  Tomb Raider 2 1e; ss¢ | Aelease Dale: NOW PSX $50 — |
Final Fantasy Tactics 01/98 Sﬁ_ﬁ alt 2 now Sa4 Layersection ) ﬂ[l:.'.r §54  Waorkiwide Soccer ‘9811/87  £49 CIRCLE READER SERVICE #068 |
Final Fantasy VIl HOW 3§72 HOW 544 Legand of Dasis oW 1 vs. StreetFighte 1087 854 L L oy o = |
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122 in the Mask of Eternity

INTERNET SCAVENGER HUNT
are being revealed now! Join at
http://www.sierra.com/mask to win!

Complete contest rules at www.sierra.com/mask

© 1997 Sierra On-Line, Inc. © and/or ™ designate trademarks of, or licensed to, Slerra On-Line, Inc.,
Bellevue, WA 98007. All rights reserved.
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1. Fill in your name and address and check off 2. Circle the numbers on the card thal correspond to 3. The Nileralure will be mailed to you from
IT'S AS EASY AS 1,2,3 your a?lswers 1o the seven research quastions. Ihe ads or articles you'd like more in1n:ma?inn about. the advertiser Iree of charge. 4 j
CIRCLE FOR FREE INFORMATION Vold after December 31, 1997
001 002 003 004 Q05 006 007 008 009 010 011 012 013 014 015 016 017 018 019 020 021 022 023 024 025
026 027 028 029 030 031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
051 052 053 054 055 056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
076 077 078 079 080 081 082 083 084 085 086 087 088 089 090 091 092 093 094 095 096 097 098 099 100
101 102 103 104 105 106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
126 127 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
151 152 153 154 155 156 157 158 159 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175
176 177 178 179 180 181 182 183 184 185 186 187 188 189 190 191 192 193 194 195 196 197 198 189 200
201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
251 252 9253 254 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275
276 277 278 279 280 281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
376 377 378 379 380 381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400
1. What Is the highest level of educalion Ihal 5, How olten do Tnu usually buy compuler games? Hame CGwW 9374
you complated? (Check one only) (Check one only)
01.C] Some high schaol or less 01,3 Once a week | |
02. O Graduated High School 02. [ Once every two fo thee weeks :
03.7] Some College or Technical school 03, ] Once a month Title Telephone
04_ O Graduated College 04. [ Once every two to thiee months
05. ] Past Graduate schaool 05. 1 Once every four 1o $ix months
ot R 06. ) Onee a year I I
. Computer currently owned is:
(Check all that apply) 6. Where are you most likely 1o purchase games? Company Name
01, C IBM compatible {Intel standard) {Check all that apply)
02, 1 Maclntosh 01.[] Independent computer store 04. (] Computer stare chain I I
03. O] Amiga 02. ] Consumer elactronic store 5. ] irect from vendor
04. 7] Dadicated game machine 03. 7] Mass marchandising slore 0. (] Mail order Address
03. T None 7. Whal Is your (and olhers in hovsehold) favorite type
gi 1] IHII’EI' wh;.‘l: lewel? (Check one anly) ol game? (Check one i‘l;lr :arcgheﬁmumni)m” : s | |
. O Power i - >
02,01 Pentium (566) 01, Stategy City State |2ip
03.0 486 02. War/Milltary
04, (1386 03. Role Playing | |
05,0286 g Eraa’- Teasers
i ) i i g Ll 4.1 Please send me a one-year (12-issug) subscription to Computer Gaming World for $27.94
;‘ E:;:TI{J;H:G ﬁ%ﬂﬂﬁe?ﬁﬂ;{‘ gt gg fﬁ; — (LS. price): all other cguntnes 209 US$16.00 for additional postage.
02. 71 Flan to buy (6 morths) o In a Hurry? Fax This Card To: 609-829-0692



Il

BUSINESS REPLY MAIL

FIRST-CLASS MAIL PERMIT NO. 816 RIVERTON, NJ

POSTAGE WILL BE PAID BY ADDRESSEE

“mn“ T“

PO BOX 10126
RIVERTON, NJ 08076-8626

I”llllllll”[llllll!l]lIIIlIIII”HH"II”IIIIII”

NO POSTAGE
MNECESSARY
IF MAILED
IN THE
UNITED STATES




ADVERTISER

PFREE

PFREE

RS, CONPANY PRODUCT PAGE
20 3DIX Voodoo 12113 115 Lucasuts Entertainment Compeany - N-Wing Ve Tie ighter 52353
9 ABC Interactive College Foothall 217 253 Minds Crucible 145
25 ABClnferactive Ty Racing 215 556 Manis Streetsof SimCity 157
244 ABClnlcractive Monday Nisht Football 23 102 MEDIAON Mexdia On Computer Systerns 292293
20 ABClnicractive Ouestlorthe Best 219 163 MOMUAInteractive Machine Hunter 1H
45 AccessSoftware, Inc. LinksLS 153 10 Micron Fectronics. Inc. Millennia 16:4-165
52 Acchim Comstructor 24245 19 MicroProse Tth Legion 1310
57 Acchim NHL .77 193 MicroProse Star Trek Generations il
2% Accolade Jack Nickkus 23 ! MicroProse XLCOMApocahpe 63
29  Accolade Legends CC7 ; Micooft Ageof Empires 16
14 ACTIaboratoryld EagleMAX 264 3 Microsoft Close Combat: A Bridge Too Far 43
M5 Aclivision Blood Omen 991 13l Mindseape Creatures 13l
MO Activision Heavy Gear 16117 13 Motion Software Recruitment %4
Ml Activision Hevenll 59 M1 NewWord Computing Might& Magic VI 2507
42 Adnison Lok 55859 ° ORIGIN Systems, Inc: Ultinma Online C3
16 ATl Technologies Inc. Plaving for Keeps 3 o Panasonic Forced Allince 124125
167 Avalon Hill e Company Defiance 15 . Panasonic Portal CD-Rom »
2 Bazooka(SAS) Drowned God 15 138 Pirnha Interactive Publishing 60 159
74 Behiour(MaloFilmInteractive) — Tirne Wartiors iyl B4 Pagnoss Formula IAVipe OutXL 114
3 BethehiSolwors Betlespire Bl B Pygos GPolice 01203
32 BethesdaSoftworks XeCar 3037 169 Ouaterdeck Fnterfainment Company QMM M
266 Blizard Entertainment Star Cral 45 198 RedOibEntertamment JoumeyMan3; Legacyof Time: 56

75 Blie Byte Software Extreme Assudlt 24205 197 RedObEnteainment Red Orb Entertzinment 57
176 Bhie Byte Software Incubsation 17l 110 Red Orb Entertainment Ren 8041
24 BungeSoltware Myth 7B 13 RedOrbEntertamment “Tiake No Prisoners L8
ol CH Products Jane's Cornbat Stick 169 Pisl) Red Orb Entertamment Warbreeds $83
68 Chips & Bits MO, Products 85287 24 RedOrbEntertsimment Warlords 11 7879
I Creative Labs, Inc, AWE Vil 6l 267 SegaSolt Heat 150151
I3 Cryo Interactive Fnterainment Adantis K] W SegaSoft Lese Your Narbles 74
129 CryoInteractive Fintertainment Drgonlorell B 68 Segasoft Scud 246247
13 Cyclone Studlios Uptising 182-153 155 SiermaOn-Line Betrayalat Antara 232233
y Diarmond Diamond 3D Audio 123 366 SiemaOneLine Civl War: Generals 27
62 Discovery Communications,Jne. — Discovery CD-ROM BAAT 361 SiemaOneLine Front Page Sports Colf 20
i Eidos Conguest Earth 4549 156 Siema OnLine HalfLife 19
76 Eides Deathtrap Dungeon 5253 % Sierma On-Line Makof Elemity 190191
74 Eids Fhving Nightrmares [l 5051 y Siema OneLine Maskof Etemity Contest Page 255
3 Fidks Temacide ) 363 SkemaOneLine Nascar2 +“
m Jeickns “Toomb Raider E5 i) Siema OneLine Outpert 1T 240-241
23 cmpirelnterctie Entertainment— Time Sharks 163 39 SiemaOn-Line ProPiot 10103
257 Falon-Northwet Ialeon MACHV 46 g Siema OneLine Red Bamon2 40441
105 Gateway 2000 Family PC Multimedia 157-160) 3N Siema On-Line Trophy Bass B
2l GT Interactive Software Mage Slyer 101 251 Siman & Schuster Starship Titanic 265267269
365 G Inferactive Software Shacow Warrior 107-109 149 Simutronics Dinagon Realis %
35 Gllnteractive Software “Total Anmihilation C2C4l 15() Simutronics CemStonell AR
%7 GTlInteractive Software Unreal 119-121 126 SicTech Amned & Delinous Z
bl Impact Interactive Publishing Dag Day 161 125 SiecTech NFie 265
17 Interactive Magic iF-16t W97 185 Software Source PC CD-ROM Games 284
I3 Interactive Magic Warlne. 071 374 Sound Source Interactive Final Conflict 248
7 Interzraph Compuler Systens Interee 3D 166-167 295 SoulhPeak Interactive Drachen Zor 25
74 Tnterggaph Computer Systems Intergraph Computer Systems 72173 297 SouthPeak Interactive ‘Temujin 2l
70 Interplay Productions, Inc. Baldurs Gate 35 247 Spacetee IMC Corporation SpaceOrb 42
o7 Irerplay Procuctions, I, Cammagedan 3233 231 Strategic Simulations, Inc, Dark Colony 176177
N Interplay Prochictions, Inc. Descent toUnder Mountain 136-157 239 Strategic Simulations, Inc. Impenialism 132133
il Tnterplay Produuctions, Inc. Die By the Sword 196197 2% Strategic Simulations, Inc. Pacific General 266
354 Interplay Prochictions, Ine. Fallout 192193 226 Stralegic Simulations, Inc. Panzer General 1l 238239
Ti Interplay Productions Inc. Of Lightimd Darkness 65 254 Take 2 Interactive Software Black Dahlia 259-261
bl Interplay Productions, Inc. Resirsofthe Hannting M 243 Talonsoft [ast Front 146
12 Tnterplay Productions, Inc. Redneck Rampage 143 242 ‘Talonsoft Prelude 147
59 Interplay Productions, Inc. Starfleet Academy B0-531 161 ThunderSeat Technologies ThunderSeat 180
104 JavaSolt Trade Secrets 140-41 40 United CD-ROM Mail Order Products 253
45 Jouzz Spearkers MPACT 212 107 Vic Tokai, Inc. Dark Rift 256
292 LIVEEntertainment “The Amival 26277 > Virgin Interactive Entertainment - Lands of Lore: Guardians of Destiny 184-185
123 Licastuts Entertainment Company - Rebellion 2829 246 Virgin Interactive Entetainment NHL Power Play 66-67
19 LicasAuts Entertainment Compary. - Oullnss 206207 X Virgin Interactive Entertainment - Sabre Ace 262
121 LaxcasArts Entertainment Company— Shadows ofthe Fmpire 195199 72 WizardWorks, Inc. Cryptic Passage 271
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Meia OnN™  Game Extreme

e A

MGPX166 Featuring: MGPX200 Featuring:

* Intel 166MHz Pentium® Processor with MMX™ Technology
Intel TC 430HX Motherboard with 512K cache
16 MB EDO RAM / 1.44MB Floppy
2.1GB EIDE Hard Drive
S3 VIRGE w/4MB EDO RAM
Yamaha Sound on board
12X CDROM
104 Win95 Keyboard & Mouse
Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee VirusScan
Monitor Sold Separately
For 200MHz w/MMX™ add $145

$999

Note, Infal Inside Logo and Pentium are ragistered lrademarks and
of thair respective corporations. Price and spedllcauons ara sub|
only whila supplles last.

Intel 200MHz Pentium® Processor with MMX™ Technology
Intel TC 430HX Motherboard with 512K cache
32 MB EDO RAM / 1.44MB Floppy

2.5GB EIDE Hard Drive

S3 VIRGE 3D with 4AMB EDQ RAM

Yamaha Sound on board

16X CDROM

104 Win95 Keyboard & Mouse

Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95

Media On Game PAK

For 233MHz w/MMX™ add $125

$1.299



Media On™  Graphic Exireme
MEPX200 Featuring: Expert Il Featuring:

Intel 200MHz Pentium® Processor with MMX™ Technology « Intel 233MHz Pentium® Il Processor with MMX™ Technology
Intel TC 430HX Motherboard with 512K cache Intel PT440FX Motherboard

32 MB EDO RAM/ 1.44MB Floppy 32 MB EDO RAM/ 1.44MB Floppy

4.5 GB Ultra Wide SCSI w/UW SCSI Controller 4.5 GB Ultra Wide SCSI w/UW SCSI Controller

MATROX 3D with 4MB SGRAM MATROX 3D with 4MB EDO RAM

Yamaha Sound on board Yamaha Sound on board

16X CDROM 16X SCSI CDROM

100MB SCSl internal ZIP Drive 104 Win95 Keyboard & Mouse

104 Win95 Keyboard & Mouse $7 155 Mini-ATX CASE with 235 Watt Power Supply $ 2399
Mini-ATX CASE with 235 Watt Power Supply M Microsoft windows 95 A

Microsoft windows 95 McAfee Virus Scan

McAfee Virus Scan For Pentium® || 266MHz w/MMX™ add $175
For 233MHz w/MMX™ add $125

2 years limited warranty /2 years Labor
To order call: 888-U-GAME-IT (888-842-6348)

CIRCLE READER SERVICE #102



HALL OF FAME

Welcnme to the Cooperstown of Computer Games. Here
you'll find, raised upon pedestals, the games that hroke

Sid Meier’s Railroad Tycoon
MicroProse, Inc., 1990
id Meier, inspired by SmCiry, envisioned an
accelerated realtime strategy game in
which would-be railroad tycoons could

test their skills on multiple levels. In Sio =
Meier's RaiLroao Tycoon, you slarted with tiled tnpngraph:cal
and natural resource maps of North America or Europe. After examining the
possible routes and cargoes, you could build an infrastructure of rail lines,
rolling stock, support services, and ancillary businesses lo exploit the terrain
where you were building your system.

The only catch was that the system of interlocking businesses (no Sherman
or Clayton antitrust laws here) had to make enough profit lo keep Al stock-
holders interested. If your taste ran more toward the robber baron, it was pos-
sible to focus on stock manipulation and speculation. The only disappoint-
ment was (hal the competition was not multiplayer

If you were more interested in railroad operations, you might have found your-
self setting up a series of milk runs and playing for hours primarily as a dis-
patcher. Most of us found ourselves balancing our capacily for building, invest
ment, and operations in an exciling challenge. By offering the elements of a
“software loy” and a game with intense  ges 52
economic compelition, Sio Meex's

the records, established the benchmarks, and held gamers in
delighted trances for hours untold.

Sid Meier's Pirates!
MicroP 1987
I Meier's Pirates! is one of those games
lhat broke the mold. It debuted on the
Commaodore 64 and reached ils apex in
the Amiga version, with its greal graph-
ics and Jeff Briggs' soundtrack. Al times, it was
hard to tell whether it was an adventure game, an action
game, or a strategy game. The game required exploralion, as you traveled
from one port to anolher in search of enemies and valuable cargo; fealured
aclion sequences, as you dueled rival captains and mutinous crew members
via horizontal scrolling fencing; and incorporated real-time strategy, as you
tried to outmaneuver opposing vessels in tactical combat.

Gamers who liked resource management could handle ship's inventaries
and pore over virlual charts at their leisure before leaving porl, but once the
anchor was raised, the game kept moving. Conversation with various gover-
nors and functionaries, not to mention the governors' beauliful daughters,
was handled via a multiple-choice menu, as were most conversational trees
during that era. Sip Meier's Pirates! may well be considered the most suc-
cessful hybrid game in computer game history,

rose,

Raitroan Tycoon proved that it is possi-
ble fo create hath an open-ended and
compelitive game.

}Inductees Prior To 1989

BartLe CHess (Interplay Productions, 1988)
CHessmasTer (The Software Toolworks, 1986)
Dunceon Master (FTL Sorrware, 1987)

EanL Weaver BasesnwL (Electronic Arts, 1986)
Ewpige (Interstel, 1978)

F-19 Steatrh Fiehter (MicroProse, 1988)
GETTYSBURG: THE TURNING PoinT (SSI, 1986)
KampraRUPPE (Strategic Simulations, 1985)
Mech Bricaoe (Strategic Simulations, 1985)
MighT & Macic (New World Computing, 1986)
M.U.L.E. (Electronic Arts, 1983)

Sip Meler’s Pirates! (MicroProse, 1987)
‘SmCiry (Maxis, 1987)

STaRrLIGHT (Electronic Arts, 1986)

‘THe Barp's TaLe (Electronic Arts, 1985)
Uerima I (Origin Systems, 1983)

] W Origin Systems, 1985)

Strategic Simulations, 1984)
nterplay Productions, 1986)
(Sir-Tech Software, 1981)

ORK {Inft')‘cm_n,' 1981)

cCwW

Motern Intiuctees

Avone v THE DARK
(I-Motion, 1992)

BeTnavaL ar KnoKpor
(Dynamix, 1993)

Day oF THE TENTACLE
(LucasArts, 1993)

Doom

(id Software, 1993)

Faicon 3.0

(Spectrum HoloByte, 1991)
Front Page Sporrs FooteaLL Pro
(Dynamix, 1993)

GunsHip

(MicroProse, 1989)

i HarpooN

i (Three-Sixty Pacific, 1989)
King’s Quest V

(Sierra On-Line, 1990)
LEmmINGS

(Psygnosis, 1991)

i Links 386 Pro

i (Access Software, 1992)
M-1 Tank Praroon
(MicroProse, 1989)
Mnster oF Macic
(MicroProse, 1994)
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Master oF DRioN
(MicroProse, 1993)

Panzer GENERAL
(SSI, 1994)

Reo Baron

(Dynamix, 1990)

Sio Meier’s CiviLizarion
(MicroProse, 1991)

Sip Meier's Rairoap Tycoow
(MicroProse, 1990)

The Secrer oF Monkey Istann
(LucasAris, 1990)

Tuem Finest Hour
(LucasArts, 1989)

Tie FiGHTER

(LucasArts, 1994)

Utrnima VI

(Origin Systems, 1990)
Utmima UNDERWORLD

(Origin Systems, 1992)
Wing Commanoer I, II, & 1l
(Origin Systems, 1990-91)
WorrensTein 3-D

(id Software, 1992)
X-Com

(MicroProse, 1994)




omputer game programs have grown so massive, and the |
number of hardware configurations has hecome so huge, :I
|

that incompatibilities and glitches are frustratingly common.

A-10 Cuba! V1.2: Faster frame
rates, better messaging and better
joystick controls are but a few of
the improvements Lo keep you in
the air longer. Beware: This works
only if you have the previous 1.01
patch installed!

Age of Rifles V1.4:
Commanders may now name play-
by-email files and go into combat
with greater confidence that the
dreaded system freeze enemy will
not harass their flanks. For 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 lo the ship repair rules.

AH-64D Longbow Gold V1.04:
Fixes movie player and garbled
speech problem for the gold version
of this Jane's combat sim only.

Air Warrior 1l V1.01a: For better
multiplayer furballs.

Battleground Shiloh V1.1:
Winner of CGIW's best wargame is
improved even more by this latest
uparade, which includes Al tweaks
and more realistic casually rates.

Broken Alliance V1.02: Latest
upgrade for HPS Simulations' add-
on o PANTHERS IN THE SHADOWS.

Civilization Il Scenarios V1.1:
Mostly tweaking to balance scenar-
ios and to sliffen the challenge of
this commendable add-on pack.

Daggerfall ¥1.07.213: Another
welcome patch for Bethesda's award-
winning RPG.

Diahlo V1.03: Dungeon delvers
of all persuasions will benefit from
this upgrade. Mo longer can illegal
spells be cast in town, and this
palch ends duplicate item genera-
tion at the Blacksmith and Witch
within the same game. Game
speed, latency, and packel loss

issues over the Internet are also
much improved.

Dragons in the Mist V1.01:
Patch in the Pacific, WWII.

Harpoon Classic '97 V1.63d:
The latest Win 95 executable to make
your favorite fleet more seaworthy.

Ghost Bear's Legacy V1.1:
Mechs will now move through their
normal range of motion using vari-
ous rudder pedal input devices.
Joystick throttle commands should
work as well.

iM1A2 Abrams for Win 95
V1.10: New treads for Interactive
Magic's tank simulator.

Interstate '76 V1.06: More than
a dozen fixes make this the hippest,
baddest multi-melee around—espe:
cially since the host no longer gets

double kills, and “partial deaths” are
no more.

Magic The Gathering V1.1:
Better Al, sound, and animalion are
but a few of the fixes in
MicroProse's version of the Wizards
of the Coasl classic.

MechWarrior Mercenaries
V1.06: Regardless of clan afiilia-
tion, all will benefit from this latest
upgrade, which repairs more ‘mech
deficiencies.

Master of Orion I V 1.31: This
latest in galactic technology evident:
Iy repairs much of the damage lo
the diplomacy model, as well as
adding an initiative-based system for
ship combat. There is a separate
upgrade file available in German.

MDK Video Patches: If you
thought the mayhem was merry
before, wail until you see the SVGA
carnage with these new patches for
3DfX and Rendition-based cards!

NCAA Championship
Baskethall: NEC Systems with
Alliance Pro Motion Video Cards

PATCHES

Software fixes, or “patches,” for buggy programs have hecome a
necessary evil until we reach the golden age of standardized
platforms and bug-free programs. New patches are in red.

that are experiencing lock-ups will
find this more refreshing than a 30-
second limeout.

Outlaws V1.1: The new 3DiX sup-
port makes this faster on the draw

than Jesse James, b CGheck for new patches

on the demo disc.

Privateer 2 The Darkening:
Since the movie is the best part
of the game, it's nice that this
patch solves most of the video
difficulties.

US Navy Fighters 97 V1.3:
You'll fly faster with fewer 3D com-
plaints. This also enables dogfights
over TCPIIP.

Patches can usually be
downloaded from online net-

works (such as CompuServe
and ZDNet), from CGW's
Web site (www.
computergaming.com),
or from the individual soft-
ware publisher's Web site
(see listing below).

X-Wing vs. TIE Fighter V1.10:
Your fighters now handle belter than
a wet womprat in an ice storm on
Holh during multiplayer games.

Publisher Web Sites
Many patches are available from the publishers at the following sites:
Accolade: www.accolade.com
Activision: wwwaclivision.com
Apogee/3d Realms: www.apogeel.com
Avalon Hill: www.avalonhill.com
Bethesda: www.bethsoft.com
Big Time Software: www.bigtimesoftware.com
Blizzard: www.blizzard.com
Eidos: www.eidos.com
EA: www.ea.com
Epic MegaGames: www.epicgames.com
HPS Simulations: www.hpssims.com
Id Software: www.idsoftware.com
Interactive Magic: www.imagicgames.com
Interplay: www.interplay.com
Jane’s Comhat Simulations: wwwjanes.ea.com
LucasArts: Www.lucasarts.com
MicroPrase/Spectrum HoloByte: wwwmicroprose.com
Microsoft: wwwmicrosoft.com
‘New World Computing: www.nweomputing.com
Origin: www.origin.ea.com
Papyrus: www.sierra.com/papyrus
Sierra On-Line: www.sierra.com
SSI: wwwssionline.com
Talonsoft: www.ialonsoft.com
Virgin: www.ie.com
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THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results of
previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ratings so (hat other
gamers and game publishers can benefit from your feedback.

TOP ACTION GAMES

 TOP ADVENTURE GAMES m

COMPANY

1 (Quake Pack 1: Scourge of Armagon id Software/Hipnotic  9.32 1 Pandora Directive Access 8.39
2 Tomb Raider Eidos 8.40 2. Gabriel Knight 2 Sierra 8.30
Duke Nukem 3D Apogee/3DRealms  8.40 3 Rama Sierra 7.94

4. Interstate 76 Activision 8.16 4 The Neverhood Dreamworks 7.74
Crusader: No Remorse EA/Qrigin 8,16 5 Spycraft AF“WSWH 7.60

6 The Need for Speed SE EA 8.11 6  Circle of Blood Virgin 7.56
7 Quake id Software 8.03 7 Full Throttle L[lcasAns 7.52
8 Crusader: No Regret EA/Origin 7.89 8 Lighthouse Sierra 7.47
9  Outlaws LucasArls 7.84 Leisure Suit Larry 7 Sierra 7.47
10 The Need for Speed EA 756 Zork Nemesis Activision 7.27

~ TOP CLASSIC/PUZZLE GAMES | TOP SIMULATION/SPACE COMBAT GAMES

T GAME COMPANY : GAME COMPAKY SCORE
[1  YouDon't Know Jack Ii Berkeley Systems 1 Wing Commander IV EA/Qrigin
2 You Don't Know Jack Sports Berkeley Systems 2 MechWarrior 2: Mercenaries Activision 8.24
3 You Don’t Know Jack Berkeley Systems 3 MechWarrior 2 Aclivision 8.20
4 Power Chess Serra 4 AH-64 Longhow EA/Qrigin 8.13
5 Mind Grind Microforum 5 X-Wing vs. TIE Fighter LucasArts 8.12
6  Incredible Toons Sierra b U.S. Marine Fighters EA 7.90
7 Incredible Machine 2 Sierra T Silent Hunter SSI 7.88
8  Monopoly Virgin/Weslwood 8 EF2000 Ocean 7.7
9  Baku Baku Sega 9 Flying Corps Empire 7.59
10 Trivial Pursuit Hasbro 0 U.S. Navy Fighters EA 7.58

TOP SPORTS GAMES TOP STRATEGY GAMES

COMPANY

i Links LS Access I 1 WarCraft Il Expansion Disk Blizzard

2 Nascar 2 Slerra 8.32 2 Red Alert Virgin/Westwood 8.83
NBA Live '97 EA Sports 8.32 3 WarCraft Il Blizzard 8.82

4 NHL '97 EA Sparts 8.29 4 Heroes Il New World Computing  8.81

5 Grand Prix 2 MicroProse 8.17 5 Civilization Il MicroProse 8.77

6 Triple Play 97 EA Sporis 7.62 6 C&C: Covert Operations Virgin/Westwood 8.34
Nascar Racing Sierra 7.62 T Command & Conquer Virgin/Westwood 8.30
FPS Football Pro 97 Sierra 7.58 8 Civilization II: Scenarios MicroProse 8.18
NHL Hockey 96 EA Sports 7.54 9 Red Alert: Counterstrike Virgin/Westwond .02
FPS Foothall Pro '96 Sierra 7.50 10 Heroes of Might & Magic New World Computing  7.91

~ TOP WARGAMES

COMPANY SCORE

NG GAMES

COMPANY

_Top ROLE-PLAYI

1 Diablo Blizzard 1 Steel Panthers Campaign Disk  SSi 8.69
2 Daggerfall Bethesda 2 Steel Panthers i Ssl 8.51
3 Anvil of Dawn New World Computing  7.22 3 Steel Panthers S8l 8.43
4 Albion Blue Byte 6.15 4 Battleground: Shiloh TalonSoft 8.12
5 - 5 Battleground: Antietam TalonSoft 8.08
6 —_ 6 Tigers on the Prowl 2.0 HPS Simulations 7.83
7 — 7 Battleground: Waterloo TalonSoit 7.70
8 — 8 Battleground: Gettysburg TalonSoft 7.53
9 - 9 Robert E. Lee: Civil War General Sierra 7.34
10 — 10 Age of Sail TalonSoft 6.94
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-A- 1

GAME
Quake Pat:k 1:

Steul Panthers

Tomb Haider A

 Duke Nukem 30

&Y

29

31
3

34
35
36
37
- 38
39
40
4
42
43
a4
45

47
48
49

Nascar 2

. NBA Live 97

Command & Cunquar T
 Gabriel Knight 2

NHL Hockey '97

Me:hWarrinr 2. Mmsnaties :

You Don't Know Jack Il
Ha:hWa{rSnr 25
You Don’t Know Jack Sports

| Civilization II; Scenarios

You Don't Know Jack
Grand Prix 2
Interstate ‘76
l.:rusadar: No Remorse
AH-64 Lunghnw

XeWiit vs, TIE Fighter
Battleground: Shiloh
The Need for Speed SE
Battleground: Antietam
Quake

Red Alert: Counterstrike
Rama |
Heroes of Might & Magic
U.S. Marine Fighters
Crusader: No Regret
Silent Hunter

Outlaws

Tigers on the Prowl 2.0
The Neverhood

Jagged Alliance: Deadly Games

EF2000

Battleground: Waterloo
Triple Play '97

Nascar Racing

COMPANY
urge of Armagon

CENOdgn

Eidos

~ Apogee/3DRealms

Access

eSS

Sierra

: _Eﬂ Sports

Vnrgm!Westwnud
Sierra

EA Sports
Activision
.Befkeley Systems
Activision
Berkeley Systems
MicroProse.
Berkeley Systems
MicroProse

f\'.:.l ivision
EA/Qrigin
EA/Qrigin
LUGasANS
TalonSoft

EA

TalonSoft

id Software
Virnin/Westwood
Slerra

New World Computing
EA

EA/Origin

S5l
HPS Simulations
Dreamworks
Sir-Tech

Ocean

TalonSoft

EA Sporis
Sierra

TYPE

AD-
ST
Sl
AC
S

WG
AD
ST
Sl
WG
SP
SP

e

SCORE

883 '!
882

8.81 |

8.77 |
869
869 |

G 851

8.43

B4

8.40 |
8.40
8.39 |

8.34

8.32
8.32
8.30
8.30
8.29

824

8.22
8.20
8.19
8.18
8.18
8.17
8,16
8.16
8.13
12
8.12
a1
8.08
8.03
7.94
7.91
7.90
7.89
7.88
7.88
.74
7.74
7.1
7.70
7.62
7.62

Games on unnumbered lines are tied with game on line above. Fr = Top game of type. Red

| 53

62
| 63

65
67
68

n
72

75

77
78
79
80
81
82

86
89

92
93
94
95
96
a7
98
99
100

e e e S s R et e ———
Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat,

GAME
Spycraft
i F!yin_g_.curps i
U.S. Navy Fighters
EPS Foothall Pro '87
Lords of the Realm Il
~ Gircle.of Blood:
The Need for Speed
. Pro Pinball
NHL Hockey '96
Battleground: Gettysburg
MDK
Full Throttle
FPS Football Pro *96
Privateer 2
NBA Live '36
Fantasy General
Advanced Tactical Fighters
Dagaerfall
Lighthouse
Lamry 7
Warbirds
F-22 Lightning Il
Jack Nicklaus 4
FIFA 97
CivNet
PGA Tour Golf 486
Tony LaRussa 3 '96
Magic The Gathering

Robert E. Lee; Civil War General

M.A.X.

Power Chess
Road Rash
Mind Grind

Zork Nemesis
Toonstruck
Incredible Toons
Descent Il

Anvil of Dawn
Missionforce Cyherstorm
Virtual Pool
Syndicate Wars
System Shock
Jetfighter 11l

Terra Nova: Strike Force Centauri

Hexen

Mapic Carpet 2
Incredible Machine 2
Legends of Kyrandia 3
Phantasmagoria
Flight Unlimited

COMPANY

Activision
Empire

EA

Sierra

Sierra

Virgin

EA

Empire

EA Sports
TalonSoft
LucasArts
Sierra
EA/Crigin

EA Sporis

S8l

EA

Bethesda

Sierra

Sierra

ICI

NouaLogic

EA Spor(s
MicroProse

EA Sports
Stormfront Studios
MicroProse
Sierra

Interplay

Sierra

EA

MicroForum
Activision
Virgin

Sierra

Interplay

New World Computing
Sierra

Interplay
EA/Bullfrog
EA/Qrigin
Mission Studios
Looking Glass
id Software/Raven
Bullfrog

Sierra
Virgin/Westwood
Sierra

Looking Glass

ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are relired after two years and become eligible for the Hall of Fame.

e e e e s e
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TOP 100 GAMES

TYPE

SCORE

7.60
7.59
7.58
7.58
1.57
7.56
7.56
7.55
7.54
7.53

e

7.52
7.50
7.50
7.49
7.49
7.48
7.48
7.47
7.47
7.46
7.45
7.44
7.43
7.43
7.42
7.36
7.34
7.32
7.28
7.27
7.27
7.27
7.27
7.23
7.22
7.22
7.21
7.21
7.2
7.19
717
7.14
7.09
7.08
7.06
7.04
6.99
6.98



MARTIN CIRULIS

Whats the Deal
with.. Killing Reality?

he "Psycho Geeks”
column was fairly
prediclable, with rlo
support for the
Wreckers or
Cheaters, and
many, many lales
from ex-DixsLo and
MUD players stating how the psycholic,
sell-esteem-damaged Killers had made
their favorite game pointless. The hand-
ful of rabid leters from Psycho Geeks
defending their right to kill ather players
in games not really intencied to foster
murderous rampages was also pre-
diclable, but what was a surprise was
the outrageous pretension in their lagic.

To hear these guys go on, you'd
think that sneaking up behind some:
body who is busy fighting a troll and
then stabbing them in the back is as
important to the cause of human free-
dom as being a co-writer of the
Constitution. These self-proclaimed
champions see themselves as the dri-
ving force of realism in online RPGs.

Guess what? It's time to stop get-
ling off the bus at the corner of
Delusional and Insipid.

First of all, let's state again that the
angry majority of the online (and
sadly, the ex-onling) community sees
PKing as a random act of idiotic vio-
lence that has little, if anything, to do
with what is going on in the game.
Pretentious PKers always seek to
drive the argument into all-or-nothing
territory, which is patently ridiculous
and a surefire way to make sure noth-
ing changes in their little worlds. The
issue is nol whether players should

be “allowed" to kill each other.
Instead, it's a maller of what steps
game administrators have to take to
keep their RPGs from spiraling info
pathetic sub-versions of Doow, where
a few people gel to play and the rest
of the players get to be moving tar-
gets—with new players constantly
replacing old players who get sick of
the BS and quit.

The Utiivia Onune folks have stated
thal they are in favor of player-to-player

COrner o Lf
De mma il
and Insipid. 2>

violence thal adds to the environment,
and for the most part, | agree with
them. | mean, if I'm sitling in a virtual
bar and a Dwarf walks up to a lable of
Ores and says, “Hey, aren't you from
the clan thal wiped out my village?" I'l
be more than happy to duck and start
laying bets on who'll survive. I'l even
o as far as saying there is no harm in
walking along a country road and hav-
ing a guy pop out demanding my stuff
or my life. These are all the things
petty and violent that make High

Fantasy so much wholesome fun, and
most gamers really don’t consider this
{0 be PKing.

On the other hand, some little goof
sputtering, “Your broadcasts are too
loud. I am going to kill you, dude!" or
running around trying lo kill as many
lower-level players in one night as he
can, is not exactly the next install-
ment of the Small Kitchen
Implements of Shannarra. And it is
exactly the kind of crap that will keep
online RPGs utterly marginalized as a
form of entertainment.

Oh, do I hear the tedious cries
that say that players doing every-
thing and anything they want is the
essence of RPGs? Excuse me? Do
you have a clue what the letters
RPG stand for? I'll give you a hint;
they don’l sland for Really Pathetic
Guy (or Gal) taking out their frus-
frations on other players—the ones
who are actually Irying to role play!
The only game that the behavior of
most PKers actually fits into would
be Lorp oF THE FLIES 2—A New
Beamring. Have any of you people
aclually thought about what the
concept of an RPG is? Have you
considered that there are concepts
being played oul that are more
important than pumping up your
ego to make up for your boss/
parentsiteachers lrealing you
like & moron?

Given PKer logic, most of the great
works of fantasy literature would have
been Lhree or four pages, tops. Let's
see...instead of defealing the dragon,
Bilbo Baggins is killed while he's

laking out lhe garbage by some rabid
adolescent with a fireball spell.
Thomas Covenant is stabbed in the
back and tossed off the World Cliff by
ayoung woman who wishes she
could assert herself in real life. Oh
yes, and the grand and powerful
Wilches of Darkover are killed from
behind, while fighting their true
enemy, by a sad 30-year-old guy who
is angry because they won't have
cybersex with him.

Ahhh yes, that's real role-
playing for you!

You PKers want to be the champi:
ons of reality? Try having enough
bloody imagination lo start a war where
Stuff is destroyed forever! Or betler yet,
be really brave and push for a game
where death has real implications, and
see how enamored of it you are. How
many PKers would be thrilled with a
game thal erased characters when [hey
died, and had towns where, if you were
caught killing another player af random,
you were lossed in a cell and then
faced a trial by your peers—where
“quilty” meant that you were banished
from the server for 5-10 years?

Not so eager for reality now, eh?

There is no doubt that rabid
PKers will conlinue in their pelty
ways. | just wish that they would be
honest about it, and admit that they
are afraid to play a game where vio-
lence is expected, and that they
have no concern at all (beyond self-
gralification) for the reality, well-
being, or value of the RPG commu-
nity they prey upon. &
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FOOTBAll
GAMES....

“The freshest premise of any
computer foothall game in years.”
- Computer Gaming World

“(Legends) has an incredible

5 look and feel...top-notch...
i 7 gameplay and game mechanics
are cutting edge.”
- M3
%? . - George Jones C/Net

“Graphically appealing and easy to
control...stacks up with the best
football sims around!”

- On Line Gaming Review



You want stats? You got stats!
Track over 100 different
categories in single game
or full season play.

S —— ~ Davidbrown

e “...impressive strategic richness...
Ty ey . . a ”
Make yourown plays and create  0@UtifUl graphics and solid gameplay.
your own players with the best -Computer Gamfng World

Play Construction and Team

Editor ever made!

ft
“ x-
"!-

Download the demo today at WWW.accolade.com
To order direct, call 1-800-245-7744




GAME... . MeefsThree = ®,

Legendary Eras

It’s not always sunny on the ' .
gridiron = battle it out in snow, © 20-man rosters require most
sleet, and rain. You'll have to of your players to play both

; ; offense and defense. Get » Rules favor the runnin
adjust your gameplan to win. teadytoruse Dan Matino a5 ;i; :e-f 0 unning

a defensive back or Junier

DRAET | Seau at running back! o Goal posts were placed in

o i the front of the end zone. The

B * The football is larger and “Post” pattern was commonly
harder to throw. Do you take used to run defenders into
a chance on the pass or grind the posts for an easy touch-
it out with a running attack? down reception.

Build a football dynasty like
Dallas or San Francisco. Draft,
trade, and manage players
throughout entire careers!

@ Play a little rougher on the

Advanced A.1. with team specific ;c;j::;:;m;:?iglim:g; e
styles and coaching strategies the ball is thrown...and it's [
N . o 1

» Intense multi-player action using ol lbgnll N
the Gravis Grip Multi-player adapter * Players like Dick Butkus ruled : %

LLE LL] . th .d' » i th I
» “Time Travel” with teams to create for the incderh-day player, ;g

fantasy matchups A
e dbi
Action and Coach Mode play g
ACCOIADT s W (5

PERTE s i e TORRES pLAYERSE -

Legends Football "98 and Legends Foolball are trademarks of Accolade, Inc. ¢ 1397 Accalade Inc All Rights Reserved. NFL team names logos helmet designs, and unilarm designs are trademarks of the team
indicated. NFL and the NFL Shield are registered trademarks of the Natienal Foatball League The PLAYERS INC logo 15 a trodemark of the National Football League Players This is an officially licensed product of
the National Faolball League Players, NFL Properties loc. and the NFL Quarterback Club, Inc. NFLPA license valid for all modern players and select era playera anly
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© THOUSANDS OF SIMULTANEOUS PLAYERS

H_r.”. IM/. - z:mﬁ gﬂﬁ_gw trg T O FULLY-SIMULATED ECOLOGY AND ECONOMY

%, thousands of peosle ) > omicon o ins e

A _mﬁm’a ona i . ; "o REAL-TIME ADVENTURING, COMBAT AND

ROLE-PLAYING

neverending, T e

nging, .‘ owmﬁ”z;_z
fantasy world?f

The time has come to enter
Uhtima Online. You and
thousands of people from
around the world will live,
quest, fight, love or hate in a
persistent world, where every
action you take affects the
lives of others.

It's more than a fantasy,
because it really exists. It's
more than a game because it
never ends. And it’s a quantum
leap beyond anything you've
ever seen before.

Go beyond life as you know it

ﬁOmsm%m:ﬁ:«m )ﬁ
more incredible than mc

you can imagine. tq_ﬁj 5
us:
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