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Enemies that sleep. A hero that chants, and an untrusty steed that's a pain in the butt,
Sound 0dd? Welcome to Oddworld.

need a ride? giddy-up. hold on to your loincloth!



ln a world pun iy meat harons and corporate seum,
"L Jour entirg race is me filling.
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Escape from the daily grind and seek your destiny. Savior. Or salami.
Sound 0dd? Welcome to Oddworld.

owww! OWWWWWW!!!
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In a lush world of diabolical danger, you're Abe... the B 55 And when you've got an entire race o save from the
kinny guy with no weapons. ) AT deli counter it could come in handy.

Your mission is simple...run, jump and talk your way 7 For Odd's sake, do something different. Chow down
ut of this ravaged world. > on ODDWORLD's pure nugget of surreal, sensory

You heard me... Talk! With just your key- i) fee overload gaming.
oard (or gamepad) and your brain. It's called Gamespeak. o You'll never be hungry again.

UDDWORLD: ABE'S ODDYSEE

[}AMINI} GETS 0DD
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Oddworld Inhab

CIRCLE READER SERVICE #180
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Now Get Arcade Thrills
from a PC Graphics Card!

Voodoo graphics card in

your PCis like getting a coin-op

These games included:
3D game arcade. With 3Dfx Interactive’s

Voodoo Rush technology, Intense 3D

Voodoo delivers everything you want in

a game card. . .super 3D acceleration,

2D acceleration, DVD support, NTSC and

PAL output to television. .. and more!

% Enhances More Games

3Dfx Voodoo Rush technology is the
popular standard and is widely supported
among game developers. In fact, more than

150 new 3Dfx supported games are expected

to be available by the end of this year!
Put an Arcade in Your PC!

Don’t miss the arcade fun. Buy

Intense 3D Voodoo now from

Longbow FX

your local computer retailer!

Intense 3D Voodoo

delivers arcade-quality

; 3D graphics on your b,
s e
WYL GRaPIG AT

INTERGRAPH
’ COMPUTER SYSTEMS
g
)"
o e e

www.intergraph.com
2 registered trademark of GBPC, a subsidiary of Golden Books Family Ei
Vioodon Rush are trademarks of 301x Interactive, Inc. Windows is a e
Copyright 1997 Intergraph Corparation, Huntswalle, AL 35834-0001.

& registered trademarks and Intense 30 and the Intense 30 Voodoo logo are lrademarks ol Intergraph Corparation. Electronic Ans 18 a registered lrademark and
Aeelaim is

Jang's is a registered Irademark of Jane's Information Group, Lid, used undér license, Mot Racer is a rademark of Defphing Software Imernational. TUROK is
istered trademark of Mi
510860 897

r.rJoscﬂl Corporation, (th
CIRCLE READER SERVICE #072

of Acclaim Emertainment, Inc. 301, the 301x lago, Vondoo Graphics and
er brands and product names are trademarks of their respective owners.



U Thy Maker:

hen you're ready for skull-crushing,

hard-hitting, tournament style

action ... you're ready for Drachen Zor™
Not just another fighting game, Drachen
Zor takes you on a no-holds-barred battle
through the nine blood pits of Drakkor —a
mystical fantasy world where 16 high-
definition, fully-mobile, 3D warriors all
fight to become Warlord of the Dragon Gate.

Fight one character at a time, or up to
three others with its multiplayer networking
mode — either way, you'll encounter combat-
ants of all shapes and sizes attacking from all
angles. And with more than 54,000 different
playing combinations, you could play this
game forever.

Assuming you don't meet thy maker first.

chen ¢
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The #1 Computer Game Magazine

40 Real-Time
Strategy Games

Real-time strategy is the hotlest cate- are better than

gory in gaming. Spurred by the success the Doom and Mysr clones
of WanCrarr Il and Commanp & of years past. The bad news: Some of
Conguer—which each sold over one million copies—uvirtually them still suck. Strategy Games Editor (and

every major game company is racing lo release the next RT WarCrarr Il pro) Elliott Chin played and ranked them so you'll

hit. As a result, the biggest clone war to hit the PG is aliout to  spend less time mulling and more time mauling. At 30 pages,
be waged this Christmas. The good news: Most of the games this is our bipyest single-uenre feature ever!

3D Graphics Cards Tested

21 !‘. We get more questions about 3D the latest 3D graphic accelerators, separaling the

graphics cards than anything else. For  super-fast from the slugs. You'll see their ratings
the pasl several weeks, our technical gurus Loyd  and recommendalions, as well as an overview on
Case and Dave Salvator have been pounding on  Intel's new AGP architecture.

—0Online Gaming Overview

We know there are problems with games and thousands of players
online gaming, but we're not here o out there eager to take you on.
be cheerleaders. Geiting online games up and  Features Editor Denny Atkin sur-
running can be a hassle, and there are sill veys what's available, how to get
issues with cost and latency that have yet to be  into il, and whether it's even worth
worked out. Despite this, there are hundreds of  your fime.

-PC Sports Special Section

Many computer sports fans secretly puter sporls games traditionally provide.

envy their console cousins' action-ori-  Manager Jelf Green and his experienced bullpen
ented sports fare. But this should be the year of writers scoul the world of computer sports {o
when PC games finally catch up, combining find this year's winners and losers. Adjust your
high-octane 3D action with the depth thal com- visor, pop open a cold one, and read on.

CGW NOVEMBER 1537



) SNEAK PREVIEWS

B AH-64D Longbow 2 »

E Battlezone

XA The Curse of Monkey Island
Lords of Magic

[T NBA Live 98

I Joint Strike Fighter

[F Sub Culture

) HARDWARE

EE0 Cyrix 6x86MX Processor

EEA  MS Force-Feedback Joystick

CDS-5000 Driving Controller

EZd SAS MS-5 Bazooka Subwoofer

EXd Hitachi Superscan Elite 751 »

Eminent Technology LFT-11
Sim-Tech Commander

772
P GAMER’S EDGE

EE Dungeon Keeper
[T iF-22 Flight Tactics
Warlords I
[ X-COM: Apocalypse
[iF] Exireme Assault b
[P CG Tips!

) COLUMNS
F&l Lioyd Case Performance Tuning Tips
EEl Scorpia The Roberta Williams Collection
Dennis McCauley This Season’s Basehall Sims
EZIl Charles Ardai Women Characters
EZEl Denny Atkin Building the Perfect Sim
kikd  Terry Coleman GenCon Hits the Big 3-0
M Martin Cirulis  What's the Deal...Political Incomectness

D DEPARTMENTS
KA Onthe CGROM  What's on the CD and How to Use It
CG-Online Early Coverage on the Weh
EZ8 Johnny Wilson Celebrating Gaming’s Dark Side
EA etters Our Readers Speak Out
[ README  News, Views, and the Latest Releases
EZH Top 100 Readers Rate the Top Games
7] Hall of Fame Greatest Games of All Time
EE Coming Next Month A Preview of the December CGW

B Twinsen' s'oay'ss_ey. '
EEI Alfantis '
- Behayal In Antara
Versmues

EI,E] Atomxt: Bomherman
FI] Molo Racer
_  Blood: Gryphc Passage

-- L|nks-'-l.-83“-’93-'_' _:
EJ Tennis Eloow.
I Baseball Mogul

E Creatures

Pack F’mzie Collection
EE Gubble : :

m Pacmc General
Eﬂ] Dark Golony

LT
8 314 Creatures

EiEl Microsoft Entertalnment "

STR ATEGY} WARGAMES

o — \

920 Pacific General
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This is your glorious empire moments before it became

éwn To build a Stone Age tribe into a thriving
le

never rest easy. Because what takes thousands of years to

empire, you can rest casy knowing that you can

nation in 10,000 years of real-time evolution. Which
gives you just cnough time to decide whether you want

to conquer everyone else, explore the four corners of the

build can be destroyed in seconds if you don't plan wiscly. ﬁ:ﬂ globe, or accumulate great wealth to achieve

In Age of Empires, your challenge is to take one r ? victory. And with a 100-node technology tree.

of 12 ancient civilizations (including Egyptian, Yamato,
and Greek) from grass hut beginnings to world domi-

gl\.. IJ . HEEMN

SR

you can choose your advancements accordingly. For

instance, you can research gold mining or commerce

“Best real-time strategy game.”

© 1997 Micrasoft Corporation. All rights reserved. Microsoft and Where do you want to go teday?are registered trademarks, and Age of Empires is a trademark of Microsoft Corparation.



Micresoft

Where do you want to go today?

their glorious empire.

to amass great riches, or ballistics and naval warfare to war elephant, and the pressure to win - %% '8",;'{
¢ strike fear into the hearts of others. becomes downright intense. o
Multi-player capabilities, 40 pre-set But before you think you've got what it takes to

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

an expansive scenario editor make it a new challenge each &i G
time you play. Add in the rich 3-D graphics where you'll e ][ ‘“‘“‘"‘E S

Choose your favorite form of world domination.

see every [laming arrow, marching phalanx, and charging

“Microsoft heads right to the top of the real-time strategy class
with Age of Empires...”
—Computer Games Strategy Plus, June 1997

www.microsoft.com/games/cmpires

All other company names mentioned herein are either reg | trademarks or trad ks of their respecrive companies.




Temiijin is the world’s first game pouls
ered by Video Reality™ technology. Itsaq
psvehological thiiller that ll inumerse you
in 360° of complerely seamless, .v'mwdfé_{y. L

realistic, motion picture-quality gaming,
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ON THE CG-ROM

orward,
March!

Charge, Flank, and Grunt-Rush Your Way
Through Seven Real-time Strategy Games on
This Month's CG-ROM.

kay troops, this is the
scenario: We've just
been handed detailed
op plans of 50 real-time strat-
egy games. Don’t go thinking

you can just read these plans
and be done with it! There
are seven playable demos
that need your immediate
attention, not to mention the
fact that we've just intercept-
ed two classified enemy ops,
Ace oF EMPIRES and LORDS OF
Magaic, that no other army
has. So, consider it your job,
no, your duty for your coun-
try, to play these demos for
yourself. And for you pansies
who can't handle command-
level responsibility, there are
five other demos and four
pretty movie trailers for you
to observe.

AGE OF EMPIRES: CGW's exclusive demo of
Microsoft's real-time strategy game.

PAX IMPERTA: EMINENT DOMAIN

How To Use the Disc

The CD is Autoplay enabled and should 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 type D:INSTALL
to create a CGW program group on your Windows
desktop for fulure fun. Many demos require Ihe disc
to be in the CD-ROM drive in order to run; therefore,
we recommend installing the demos from our disc.

CewW

NOVEMBER 1997

WAR WIND II: HUMAN ONSLAUGHT: The sequel lo
SSI's underrated real-time strategy game.

How to Access Patch Files

Click on Patches under the CGW Fealures, and
then read the text window that has instructions on
copying the files to your hard drive. You can also
access lhe patches from a DOS prompt by typing
D:APATCHES (where D: is the letter of your CD-ROM
drive) and copying them directly to your hard drive.
We strongly recommend that you back up any pre-
viously saved games before installing a patch, as
this may overwrite your existing program.
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ON THE CG-ROM '

EARTH 2140: Interplay's foray into the
real-time strategy arena.

Didn’t Get the CD-ROM?

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

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 thal
if you already receive the magazine without the
CD, you must wait until your current subscrip-
tion expires before receiving the CD version.

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

ed by Ziff-Davis,

NOVEMBER CG-ROM TITLES
TITLE PLATFORM  DIRECTORY EXECUTABLE
Tth Legion 95 only LEGION legion.exe
 Rge of Empires NT/95 AGE msaoedx.exe
Aliens Onling win/95 ALIENSDEMO  alien.exe
PR 95 only AZARIA setup.exe
win/95 CONQUEST aliengam.avi
O50my  EARTH214D  earth.exe.
DOSonly  EARTH2140  2140.exe
 850my  HALFLIFE half.avi
950ony  LORDS set.up
850ny  NETSTORM setup.exe
PR setup.exe
~ SHADOWS sole.exe
SPACEWARD  setup.exe
~ STARCRAFT starcraf.exe
NP setup.exe
 WEB unitview.exe
~ USDEMO  vssmall.mov
 WARWINDII  setup.exe
\ WB2DEMO wh2demo.exe
SHADOWS OF THE EMPIRE e T
NOVEMBER 1997 CCwW



EMI-Capitol's 100
Sale of the Century-Going

on at Record Stores Everywhere!
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CGW’s Home
on the Web

If you're looking for the fastest
news and reviews in gaming, turn
to the experts at GameSpot.

iff-Davis has
combined the
talent and exper- s §
tise of Compuler |\ S \ mwmm
Gaming World, pet LA L E
GameSpot, and ZDNet to
bring you the best gaming
resources on the Web.
Whether it’s the latest game
demos, breaking reviews,
detailed strategy articles,
hot scoops, or online
forums, you'll find every-
thing you need to stay on
the cutting edge.

If you're looking for the

Eafllest News and TEVieWS in ® s‘ralegv Euides in Antara? GameSpot

gaming, turn to the experts has information to get
GameSpo! strateqy guides are unofficial game handbooks,  you through the

at Gamesp ol. HBI’E‘S d brief slocked with secrets and step-by-step instructions on how to toughest parts of the

o Designer Diaries

Ever wonder what's going on behind the scenes while
those much-anticipaled games are in development?
GameSpol's Designer Diaries take you inside Activision’s
Dk Reig and Zork Granp Inouisimor, 10N Storm's
Anacuronox, Sierra's Quest For Glore Dascon Fie,
Accolade's Jack Nickuaus Gotr 5, and more!

DVEI'\J’iEW Of What you can defeat each level. Our stralegy guides unlock those untapped  game and some
hours of gameplay to help you get more fun for your buck. general hinls and
BXDECt on Ga m ESP of over Here are four recent examples: lips to make your
the next few weeks. To see Starfleet Academy Do you have whal it lakes o be a adventure run a lit-
. ) Starfleet Officer and command a starship of your very own? lle more smoothly.
these articles and 0“1‘3[’3, You'll have lo graduale from the Academy first, and Dungeon
pUim your browser to the Gam.eSpoel‘ s strateqy quide will guide you through your Kaane_r The defin-
) . matriculation. Itive quide to the
ultimate gaming page at X-COM: Apocalypse With a little help from GameSpal,  hugely popular
. you'll have no problem crushing the alien invasion, in this Bullfrog game is available on GameSpot. You'll find
hitp://cgw.gamespot. long-awaited third inslallment o the popular X-Con series. thorough information about each room, the minions, the
com/november. Betrayal In Antara Having frouble solving the mystery ~ heroes, and more!

CGwW MOVEMBER 1997



G

@ Demos

GameSpol has the most thorough and regularly
updaled game demo libraries on the Web. You'll
find corresponding demos for some of the games
reviewed in this issue, including Twinsen's Oorssey,
BeTRavAL 1N AnTARA, ATOMIC BOMBERMAN, BASEBALL
Mogut, Tenws Eteow, Microsort PuzzLe Pack,
GuasLE, PaciFic Gengrat, QuTposT 2, and more.

@ GComputer
Gaming World

Turn to CGW Online for
news, reviews, strategy arti-
cles, and behind-the-scenes
lealures on hundreds of top
compuler games. Because
of our joint venture with
GameSpol, you'll also see
some articles posted onling
before they're in print! In
addition, be sure fo waich
out for @ major new hard-
ware section by Loyd
Case, entifled the
Ultimate Game Machine,

a joint venture from CGW
and GameSpo.

Highlights this month include our exclusive real-
audio interview with Dave Kaemmer, designer of
Grano Prix LEGENDS, Papyrus’ latest racing game,

scheduled to ship early next year.

Kaemmer, a NASCAR Racimg and

InovCan Racing designer, talks about

lrack seleclion, working wilh classic

engines and rigid body physics, and
discusses his experience talking 1o
aclual old Grand Prix mechanics in
preparation for this game.

You'll also want to check out the
Web site lor extended coverage and
additional screenshols of NBA Live '98
(see Sneak Preview, this issue). So, if
you haven'l done so already, be sure to
add www.computergaming.com [o
your hookmark colleclion.

.::::-.KZU::J

Lt e
F—rnly L L
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CG ONLINE

bug, which points to a related online arlicle al www.computergaming.com.

It you're interested in taking part in our discussions about gaming, check out
the CGW Forums on ZDNet al www.zdnet.com
or www.chatnow.com. CGIY reviewer and
columnist Dennis McCauley and CGVW Sysop Arlan
Levilan host ongoing discussions on ZD Net's
Communily Cenler,

g s you read through your issue of CGW each month, waich for the CG Online

@ Special Features

The Most Influential People in Computer
Gaming Many people have been around the computer
game industry for a while, but few have had as much of
an impact as these legends. The
editors at Compuler Gaming
Warld and GameSpot selected
the Fifteen Most Influential
Peaple in Computer Gaming of
All Time, and, to kick off an
annual evenl, the Five Most Influential People of 1996.

DirectX 5.0: Into the Breach Microsoft promised
that the advent of Windows 95 and DirectX would be
Nirvana for game developers. But DirectX has proven
to be paradise for neither developers nor gamers.
What will the next version, DirectX 5.0, bring, and will
it fulfill Microsoit’s promise of making life easier for
computer gamers?

The Unima Legacy: Pasl and Fulure As the
online gaming community awaits the final arrival of
Utima Onuine, GameSpol lakes a retrospective look
al this ever-popular series. GameSpot editors caught
up with Uttima’s cre-
ator, Lord British
(Richard Garriott), as
he recounted the
enlire history of the
series.

Dark Reicn Feature Preview After reviewing the
host of products covered in this month's real-time strat-
egy round-up, be sure check oul GameSpol for in-deplh
coverage of one title that seems to rise above the fray.
Il's Activision's Das Reici and GameSpot has the full
slory. Also check out the Dark Reign Designer Diary by
producer Greg Borrud,

Quase Il Feature Preview Will the next blockbuster
title from id live up to the high expectations surrounding
it? GameSpol llew down lo Texas to lake a look. Check
out what we think and what we saw.

CGW



G..
R dness, loak
the size of Wy

St I

1
-}
}—

. L)

i

L—

ST ERRA?

w
Basient 10
e 8747

A=y e
g 1572308

{rtall

i i) HARTLL e i
o) uc-smi.'hmuf!? unemeatie




HE'S AN ALIEN WHO CAN THINK. AND
HE THINKS HE'D LIKE TO LIVE, WHICH
PRETTY MUCH MEANS KILLING YOU.
WHAT'S WORSE, HE COMMUNICATES
WITH HIS BUDDIES WHO'LL WORK
TOGETHER TO HUNT YOU DOWN. OH,
AND THEY NOT ONLY SEE YOU. BUT
ALS0 HEAR AND SMELL You., Burt
DON'T WORRY, YOU STILL HAVE YOUR
BRAIN - AND SOME POWERFUL, NEW
HEAPONS ON YOUR SIDE, WELL, AT
LEAST WHILE YOUR HEAD'S STILL
ATTACHED. AS IF BATTLING SMART
ALIENS WHO USE THEIR SENSES ISN'T
ENOUGH, HALF-LIFE LETS YOU FIGHT
UP TO 31 OPPONENTS ON-LINE., SMOOTH
SKELETAL ANIMATION AND 16-BIT
COLOR MAKE THE WORLD REAL, ADD A
3-D CARD AND YOU'LL FEEL EACH BLOW.
PLAY HALF-LIFE. BECAUSE IT'S MUCH
MORE SATISFYING TO WASTE AN ENEMY
WHO DOESN'T WANT TO DIE. BUT DON'T
TAKE OUR WORD FOR IT, KILL ONE FOR
YOURSELF AT www.sierra.com/half-life

"AL;.LIFE
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Dr. Jekyll and -

Mr. Byte

Why Computer Gamers Like the Dark Side

s it really healthy
to have games
filled with mon-
sters, violence,
and gore?" Family,
friends, acquain-
lances, and mem-
bers of the gener-
al media have asked me that ques-
tion on numerous occasions dur-
ing my 15 years of covering
games. The corollary question is
often, “Why do there have to be so
many negative images in games?”
The simple answer, for those with
no palience for my philosophicall
psychological perambulations, is
that there must be evil in order to
allow for the heroic. Positives
demand negatives and vice versa.

The deeper answer is that we
need fear in our lives. Greek civi-
lization used the word phobeo ("1
flee”) to express the basic reaction
to fear or lerror—I run. | run
because of a perceived threat to
my continued existence. | run
because of biological reactions
(adrenaline flow, rapid pulse rate,
tensed muscles) that propel me
toward action. Yet the Greeks also
recognized that by overcoming fear,
we become masters over our cir-
cumstances. Phobos, the god of
fear, was often listed as the second
god in the pantheon after Zeus.
Alexander and Theseus both sacri:
ficed to Phabos in order to pave
the way for conquest. Sparta was
dominated by a temple dedicated
to Phobos. Aristotle believed that
we must learn from fear.

&«

Why is fear important? Why are
we likely to jump (nearly) out of our
chair in surprise when a Shambler
leaps out at us in Quake, scattering
our onscreen characters in every
direction? Why do we relish the
feeling that something is not right
in GABRIEL KNIGHT 2 as we explore
Schioss Ritter or the crypt below

P <C By over-
coming fear,
we hecome
masters of
our circum-
stances. 7)

the church? Why do we savor
decapitating the zombies in
NigHTMARE CREATURES or leaving
entrails on the ground in a host of
mediocre first-person shooters? It
is because, as psychologist William
James lold us in the last century,
fear and feracily are the flip sides
of each other. Both are necessary
impulses for survival, "We both
fear, and wish to kill, anything that
may kill us...." The first impulse
represents self-preservation
through flight while the second
represents sell-preservation
through action. The truth is that
while both are necessary for indi-
vidual survival, opportunities for
the latter are fewer and farther

JOHNNY WILSON

between. As James
observed in his
Principles of
Psychology, “The progress from
brute to man is characterized by
nothing so much as by the
decrease in frequency of proper
occasions for fear.”

So why do we like to experience
fear or perpetrate ferocily in our gam-
ing? L is fargely because we have to
practice in vicarious experience—
through virtual combat and problem-
solving—the skills that are instinclual
to humanity but rarely given opporlu-
nity for expression. Gaming becomes
a release for the feracity within and
salisfies the internal longing to prac-
tice self-preservation through both
flight and ferocity.

Butil's more than that. Fear is also
he flip side of curiosity. Modern psy-
chologists recognize that when fear
drives the individual, curiosity and
exploration are reduced. If fear is
reduced, curiosily can dominate,
Humans experience the fear of soli-
tude, the fear of the unknown (related
to both the threat of extinclion and of
solitude, as expressed in fears of dark
places), and the fear of extinction. Such
fear can both protect us from danger
and shelter us from growth opportuni-
lies. Games with macabre themes; dia-
bolical evil; eerie sounds; and dark,
lonely environs give us an opportunity
lo move past the immobilizing fear that
reduces curiosity and move into sym-
bolic areas of growth and discovery. To
be sure, the conquests and the victory
over fear are ceremonial since they take
place in fictional universes and only
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exist digitally in some silicon memory,
but they form a pattern for problem-
solving, pattern recognition, and
resource management that can
become a creative lifestyle.

Finally, computer games that
include elements of the diabolical,
monstrous, and horrific tend to
affirm basic virtues. Stephen King,
master teller of hair-raising tales,
claims in Danse Macabre that hor-
ror stories reaffirm virtues by
showing us what happens to peo-
ple who venture into taboo lands.
The stories of evil characters hoist
by their own petards are as ubiqui-
tous as a Tales from the Crypt
episode. This idea of chaotic
doings swinging back into balance
is enhanced in computer games
because the gamer's character is
usually the instrument that the
game's designer uses to redress
the balance. It is learning by doing.

As with all philosophical discus-
sions, this one probably proves fittle,
Yet, if it helps to address some of the
anxiety that parents, spouses, and
friends have about negative charac-
ters, images, and deeds within com-
puter games, it will have increased
our understanding. Why do we need
the “delightiul fear" of a dark com-
puter game? It keeps us alive—in
more ways than one.

For a different perspective on the
darker side of compuler gaming, see
Martin Cirulis” colurnn this month on
page 446. %
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IF [T'S BATTLE YOU WANT

IT'S BATTLE YOU'LL GET!

Features:

- 18 different horrific creatures attack you
again and again from above, below and
in your face!

Solve haffling puzzles to advance
hetween levels. |

Navigate 13 levels of intense action.
Death Match hattle for up to 8 players.”

Immersive 3D cinematics between levels
and, if you ever get there, an epic movie
at the shocking conclusion.

© 1997 Visceral Productions, Baltimore, MD.
A DIVISION OF AVALON HILL GAME COMPANY
4517 Harford Road, Baltimore, MD 21214

IT'S A NORMAL DAY. YOU'RE TESTING AN AWESOME NEW ONE-MAN GUNSHII
AND YOU'RE BLASTING THE HELL OUT OF THOSE STATIONARY)TARGETS.

1 R IﬁHELﬂ E HULL
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SUDDENLY, WALLS COME CRASHING DOWN AND THE TES
15 NO LONGER A TEST. IT'S A BATTLE FOR SURVIVAL. =
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CITY LIVING CAN BE DANGEROUS. TRUFLOW™
TECHNOLOGY CREATES KILLER-SMOOTH MONSTER MOTI



HARP 3D ENGINE.” “REAL

UFT lsn:m.n. ' HULL

1EID 34 i 100

s

- ~ “DEFIANCE™ SEEMS
N DESTINED TO ACHIEVE
\ NN NOTEWORTHY STATURE.”
5 Computer Game Entertainment

“ACTION FANS TAKE NOTICE.”
Computing Gaming World

BEST GAMES OF THE SEASON
SELECTION

LIFT

: |1DDL
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L PROBuGr;Gy,,

VIGLERAL

GAMES WITH GUTS
www.avalonhill.com [l |m FB
1-800-999-3222 ' '

»

LASERLOK™ TARGETING SYSTEM CAPTURES THE TARGE
THEN YOUR MISSILES BLAST I TO SHITHEREENS.

‘rruFlaw ™, and LaserLok"™ are lrademadu of Avalon Hill Game Cormmy. Dul'i-nué
L . Inc. - Games With Guts Is a division of Avalon

rk of Avalon Hill Game Company and
Co., n division of Manarch Avalon, Inc., Baltimore, MD 21214
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NIGHT OF THE LIVING ARDAI

I just wanted to say how much [ appreciated

Charles Ardais editorial on blood and mayhem
in computer games and ads. | agree that there
are exciting games that use violence effectively,
but o many vse it as a crutch. If there are par-
allels 1o the movies, [l like 1o see lots mare of
Slingblade and much less of Night of the
Living Dead XXITin the gaming industry.
Chris Weaver

from the Intermet

CLJ\SSIC PROSE/CLASSIC POSE

buy DD when I replace my old 486.
- Irealize that this argument would
- bearmore weight if the male figure
were similarly elad. On the other
* hand, it s probably difficult for a
- nude male to simultaneously con-
:.; ,\!eya;cnsitiwly_, caring, an
- openess to perslnnal
~ commitment, and spon-
 taneous expressions of
| affection,
g2l Tom Krider
from the Intemet

Thanks for an interesting
 thought. Of course, assum-
ing you're right, we can
almost sce the day that
Eidos worlks out a deal so

* that gamers completing
DEATHTRAP DUNGEON
would be eligible for

-~ college credit in Art
Appreciation.

~ [wasveryinterested in reading Mr. Chins preview of
ZATHTRAP DUNGEON in the September issue. It was up to the
! usualhlgh standards of your magazine. But | do have a response to
 his comments on the female characler’s armor, or lack thereof.
First, I grant that it is foolish to go into battle without the best
" armor available. At the same time, though, it seems that Eidos is
* following an artistic convention that goes from Classical Greece to
 theillustrations of Frazetta and Vallejo, of depicting the principal
characters in heroic struggles as nudes. This allows the artist to
show the intensity of the individual’ struggles, as well as providing
| the context for depicting dynamic niides. To judge by the screen-
' shots on page 74, Eidos has succeeded in this so well that I plan to

Okay, as long as we don't have to review The
English Patient of the computer game industry.
Here's another letter on the same subject.

I've complained a couple times in the last
year or so concerning what | perceive to be a
serious sick and juvenile emphasis in ads in
Computer Gaming World. | was told that
these ilems were out of your control and |
should contact the publisher, which [ did.

Hoping that things wouldn't get too much
worse, [ recently wiole a
checkto renew my sub-
seription, putitinan
envelope, and set it out
tobemailed. The
Seplemberissuc armived
odlay, and it didn't take
long for the envelope o
wind up in the garbage.
The ads continue lo get
worse, from both dis-
gusting and sexist per-
spectives. The final straw
came when | saw the ad
onpage 189. If T wanted
Playboy, Id buya
Playboy. Yes, yes, | know
it’s out of your control.
But unfortunately, that
doesn't helpme.

I then came: to
Charles Ardlai’s col-
urnn on page 255. Way
to go Charles! [ wish
more people in the
industry took his per-
spective seriously. The
envelope was fished
out of the trash and is
now lying on my desk,
fate undecided. [ love
the magazine, but |
hate supporting an
industry that is quickly,
in my opinion, headed
for the sewers. | wish 1
could decide what to
do; who knows how
long that envelope will
sit on my desk.

Jery l'oster
from the Internet
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FACT WRECKING
Just a quick note to point out that the picture
of the Ferrari (on pg. 39 of your September
issue) is not what it is stated to be. The caption
identifies it as a 1987 Ferrari 328 GTS, when in
fact it is actually a Ferrari‘Testarossa. The 328 is
powered by a V8 with a displacement of 3.2
liters (hence 328). It also has a removable targa
top (spider in Italian), hence the ‘S’ designation,
The Testarossa is powered by a 5.0 liter VI2 and
has a fixed roof. The Testarossa’s key identifying
feature is the definitive side-strake pattem,
which is plainly visible in your picture. Did he
get a 328 or a Testarossa? HUGE difference.
Scott Varney
from the Internet

When we went to press, we remembered a
picture of John’s Ierrari from two years before
that we had in our archives. We never thought
about the passiblity that John might own more
than one Femrani. So, we went to press with a story
which correctly stated that Dennis Fong won the
328 and a picture which incorrectly displayed the
Testarossa. Boy, are we embarrassed. We sure
lope we never have multiple Fervaris so that
someone makes the same mistake about our cars.

ULTIMATE GAME COMPLAINT
Conrect me if I'm wiong. Falcon Northwest s
the Porsche of Pentium machines, at $3,500-
$5,500 a pop. Do you recognize that the vast
majority of us do not “drive,” so to speak, Porsches?
My point is, why don’t you guys have a list of, say,
the Top 5 “Off The Shelf” or“Direct” Affordable
Machines under $3,0002 We already know you
love the Voodoo chipset, and so do |, but only a
few companies make it standard for their configu-
ration. You guys occasionally sound like Car &
Driver Porsche and Stingray fanatics with your

* emphasis on exotic hardware,

Daon't get me wrong. Its good knowing the
state of the art, but that tenm also implies an
overview. Tell us about the duds, too. Are there
lemon machines out there that every gamer
should avoid? I'll bet there are.

Which computers are in your homes and
which are in the office? Are there any new
companies worth watching? Devote at least
one issue per vear to the consumer.

Fd MeDonald
Smithville, NJ




Who’s the only former
President whose personal
life could be re-enacted
on “Divorce Court?”

1-888-NEW-JACK

Dial that little number there, and we'll give you a

peek at our latest addition, YOU DON'T KNOW JACK

Volume 3. No cheesy salespeople, no B.S. It’s BERKELEY
just a game. T

The ireverest
geiz shoew
e $2:84 party gamo

Like what you hear? Drop the phone, and pick up
the CD-ROM, wherever irreverent software is sold.
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Last year's CG Choice in the Ultimate Game Machine series
won because of Bang for the Buck. Who'll win this year?
A b T i c

I’s interesting that you should mention Car
& Driver. Ziff-Davis once published Car &
Driver and Stereo Review, and CGW is often
compared to those publications. In the C&D
and SR days, we leamed that even thougl most
people can't afford the hotlest new machines,
that's what they want to read about first. OF
course, both C&D and SR have their perfor-
mance tests on “esser” machines, as well. So,
his year, wee going to do a complete feature
in our Ultimate Game Machine series, using
the same suite of benehmuark tests, which will
cover machines for under $2.500. Phus, well be
doing one “monicy is no object” upgrade feature
and one “bang for the buek” upgrade feature as
part of the serics. As for the duds, we know we
cover them throughout the year. We hear from
the manufacturers.

As forwhat’s in our homes and our offices, it
might interest you to know that we live by our
reviews when we're spending our money. Qur
editor-in-chief bought his home machine based
on last year’s survey and our leatures editor
Dought his laptop based on his research for fast
year’s survey, Also, more Microns were pur-
chased for our office this year than any other
miachine as a restlt of last vear'’s testing restlls,
We believe that we are a consumer book

INDIANA JANES
I thoroughly emjoyed ToMB RaDER as
game, but despite the strides that compuler gam-

ing has made in portraying female heroes, [ hope |
that Toms RADER doesnt have the effect of cre- 1

ating a heroine “stercatype.” | paraphrase his
from alocal newspaper colimn wrillen by a

CGwW

R = P e e =

(fermale) journalist covering the
pond W 1, and 1]
Henuntn wase b

current craze about Lara Croft in
Toms RAIDER “In the end, she is
merely a character who uses

e in b

feame ited raagng
Mo pridty e

o bor U brk”

boys” toys and boys' solutions (ie
shoot everything in sight),” and
she also said that“ ToMB RAIDER
is fun but [ ara is for geeks
only..who spend too much time
in front of their computters.” The:
journalist also cited an anecdote
about how people would back
Lara into a comer just to catch a
glimpse of her, admittedly, boun-

tiful assets.

Reading your recent article
about the 10 worst trends seen at
I3 (the Bimbo factor), [ can't
el but think that, unfortunately, the process has
already started, You are right in saying that “the
(heroines) we've seen so far aren't going to do any-

thing to gel our wives, girlfriends, or daughters
interested in gaming,” My two sisters” favorite
games after all these years are PAC-MaAN and
Trrwis, despite our familys upgrading toa
Pentium and my attempls to introduce them to
other games. Won'tit imitate them further when
hey see that game designers seem to think that
“strong” women come in the shape of buxom,
half-naked Indiuna Janes? Real strength of char-
acter, | think, is much more than that. (Think of
your mothers, guys!) The problemis, of course,
how can you translale that inlo a game?
Alfred King
from the Internet

You've certainly touched on an intriguing
issue. How can computer games display more
than simple transactional interactions?
Vialence is easy to caleulate and show on the
sereen. Influencing a character by nuances is
not. Fortunately, the advances being made in
artificial intelligence for games such as LANDS
OF LORE, TRESPASSER: JURASSIC PARK, BLADE
Ruswer, Crose Cosiat 2:A BRIDGE Too
FaR, and the third ReBEL MOON game will

prepare the way for experiments in artificial

CGWextends its apologies to Gary Tarolli,
whose name was misspelled as “Tavoli” in
our list of the 5 Most Influential People of
1996 (Issue #159, pg. 56).
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WHERE THE CYBERDIVERSION INSTITUTE
STANDS ON THE HEAT.NET 5-POINT PLAN.

On August 17, 1997, several members of the CyberDiversion Institute logged on to HEAT.NET.
Here’s what they found:

ARE FROM | TO 3 DOVES, 53 DOVES DEING EXCEPTIONA

POINT #1: Making Internet Gaming Easy. SRS VS AR,
3 ‘
After trying every internet game network, we found HEAT.NET had the easiest start-up: Log on to HEAT.NET, 3
get the free HEAT software and play free, OR purchase the retail box (includes six months’ premium
membership, HEAT CD with games and intemet aceess from MCI. HEATNETs simplified start-up process will
Jump-start world peace by allowing people to start diverting their aggressive urges away [rom reality immediaely!

POINT #2: Creating The Fastest Internet Gaming Experience.
We found that HEAT.NET delivers the fastest, smoothest gameplay on the net. With the new millennium and the threat of Armageddon
looming, the faster every human can purge their evil Reptilian Complex buildup, the better for all of us!

POINT #3: Making HEAT.NET Compatible With Nearly Every Multi-Player PC Game,
Nearly every aggression-intensive game out there can be played on HEAT.NET! We played
some of our favorites, like Quake,” WarCraft 11" and Scud: Industrial Evolution™ as well as
games designed exclusively for HEAT, like DeathDrome.” Alien Race™ and Net Fighter,”
plus some intense HEAT-only Quake Mods. This wide range of Reptilian Complex outlets
puts the power of peace into the hands of the masses!

POINT #4: Rewarding Cyber-Aggression With Points And Prizes.

We found that HEAT is the ONLY internet game network where ageression is rewarded with Sy
frequent player points (they call Degrees) that can be redeemed for prizes. What an idea! I people i

play more ofien, they will quell aggressive urges more often and decrease real-life aggression more |

often. We believe HEAT.INET should win the Nobel Peace Prize for this point alone! | N\

POINT #5: Creating Competition With Ladders And Events. e

The ability to compete against the best players for prizes in automated, sceure events and rise to the top creates an environment for
Optimum Diversion Release (ODR), or the release of the most aggressive Reptilian urges, and the attainment of individual peace—which
we believe will lead 1o a greater world peace!

Scud: Industrial Evalution™

Therefore, we. the CyberDiversion Institute, endorse HEAT.NET for its outstanding contribution in making the world safer for everyone.
Please log on to HEAT.NET today and do your part for world peace!

Officially'endorskd by Dr. D.G? Bartha

The CyberDiversion Institute
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Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30-

plus hours of gameplay, 8,000 lines of hilarious dialogue, codles of challenging puzzles, high-resolution graphics, film-

quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a quy named Snugglecakes.

L
aim than the pirates, and the sharpest weapon is your wit. Fer Windews 95 CD-ROM E
Check out the playable demo in select magazines or download it from our Web site at wiw.lucasarts.com ESHE

9T LaaasAns £ ne The Carse of Vaskey fslaat i atr Ha3dr Timgady Tan Lacashets faga is 2 ragisreres trazemnie of Lacast
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personality. Then, perhaps, we'll see
games that go much deeper
than shoot-'em-ups.

CURSE OF
DIABLO
Afriend
ofmineand %
I recently pur-
chased a couple of
copies of DIABLO,
based mostly on
CCW ‘s reviews,
and we must agree
that the gameplay is
great. There is only
one problem which s
really starting to inter-
fere with our agree-
ment that it wor-
thy of game of the
year, You see, my
friend and 1 like to play games cooperative-
ly. I think that saving your bucdys life when
he is attacked from behind by a demon is
more satisfying than merely blowing him
away in a deathmatch.

Well, the problem, as you have proba-
bly guessed by now, is the method (or
lack of such) of saving games in multi-
player, OK, we got used to the fact that
when we die we lose everything in our
hands and half our gold, and we even
got used Lo the fact that the dungean lev-
els seem to regenerate after we clear
thern oul. What is killing all our enthusi-
asm now is Lhe fact that we completed
our first quest (killed the Butcher), went
back to town, and then quil the game to
go get some dinner, and when we came
back, the Butcher was alive all over
again! Does Blizzard expect us to com-
plete all the quests in one sitting?!?!

I find it quite frustrating, not only that
the save game is implemented so poorly,
but that there is nothing in the docu-
mentation anywhere to warm us of
regeneraling quest monsters. Anyway, l
am not writing you just in order to gripe.
Maybe you can help us. Do you know
what causes subsequent quests to be
granted to us? Twice, so far, we have had

[}
|
|
1
|

one of these addresses:
CompuServe: 76703,622
Internet: 76703.622@ com-

both the Butcher quest and the [zoric
quest (so it seems the comple-
tion of one is not a prereg-
uisite for the granting of
the next), bul now we
can't get the latter
back. Il you could
tell us that we
don't have
to re-solve
every quest
in order to go
on with the
game, and give us a hint as
to how to proceed, it would
help keep us from
giving up on
what otherwise
seems like a great
game.
Eric Hill

from the Internet

The: four multiplayer quests are
ahways present. Just go to the appropri-
ate level and the Butcher, Leoric,
Lazarus, and Diablo are always there
and ready for fresh meat. As for the save
implementation, this was a design deci-
sion related to play-balance. A coopera-
tive scenario should be designed differ-
ently than a deathmatch scenario or a
solitaire scenario. Playing DIABLO coop-
cratively throws off the play-balance.
Making it possible to have saves which
allow you to pick up where you left off
would throw it off even more.

puserve.com

Or write to the following address:
CCW, Letter To The Editor
135 Main Street, 14th Floor
San IFrancisco, CA 94105
We reserve the right to edit all
letters for space or clarily.
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- il
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STRIDERS, TANKS AND OTHER TION: THEN PILOT A GEAR WITH
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WEAPONRY INCLUDING FIELD
GUNS, LASER CANNONS. BAZOOKAS
AND MORTARS.
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The Latest News From the Computer Gaming World
Edited by Charlotte Panther (CPanther@zd.com)

LucasArts Begins a Grim Hunt for Its Next Adventure Game

the hottest, with some of the funniest and most clever adventure

games to his credit. Among his many design and co-programming
credits are: Maniac Mansion, Day oF THE TEnTACLE, MONKEY IsLanD 1 and 2,
and, most recently, FuLL TrrotTLe, What each of these games had going for it
was a hilarious sense of humor, a well-written plot, and greal gameplay (the
superb art of Peter Chan didn't hurt either).

Now, Schaler is bringing these same qualities to his nexl adventure game:
Grin Fanpanco. Announced at
ECTS in London, Grim

Fanpanao is sel for a Fall

1998 release. Tim Schafer
lightly sums It up as "a little
Nightmare Before Christmas
and a little Chinatown." Setin the
Land of the Dead, you play a
y skeleton, Manuel “Manny”

i _ 1 Calavera, in a film noir-like
: ! adventure game told

in four acls, span-

ning four years.

0 f all the stars in the adventure gaming industry, Tim Schafer is one of

In the first act,
Manny is a lravel
agent at the Dept. of
Dealh, selling boat
and train fickels to
dlead souls who don't

___ fk

The four-year journey
through the Land of the

want to spend their Dead screamed
four-year journey

walking or swimming. adventure

In the second act,

after discovering a game to me.

ring of corruption in
Acl One, Manny

—Tim Schafer
jumps ship, literally,
becoming the captain

of an ocean liner. In ! !

the third act, he is stuck in an underwater prison mine at the end of the
world. Finally, the two-part fourth acl sees Manny traveling to a snow-covered
Mayan temple, and then back to the first cily. Tagging along throughout the
game is your buddy Glottis, an elemental spirit summoned from the earth to
be Manny's driver and mechanic. Through the four acts, the two develop a
rare friendship and bond.
Grim Fanpanco has a very stylized look, brought to life by
Peter Chan's artwork. However, unlike LucasArls' previous
adventure games (and its upcoming title, CURsE oF MoNKEY
IstanD), GRiv Fanpanco will have pre-rendered, computer-
drawn 2D backgrounds and real-time 3D characters.
Going into the project, Schafer knew that 3D had certain
limitations. That was one reason why he chose a simplistic
art form for Grim Fanoango's look.

Says Schaler, “Mexican
folk art has primitive depic-
tions of skeletons, and it
would be greal lo see them
come fo life. | thought it was
the kind of thing that would
look really good in 3D, unlike
a realistic human figure with
the low poly count Lhat you
are sometimes resiricted fo.

DIA DE LOS MUERTOS The Mexican Day

of the Dead festival was Schafer’s inspi-

ration for GRIM FANDANGO,
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Realistic art usually just

doesn't look that good.
mrContinued on pg 56



Diablo 2 Announced at ECTS in London

t last, Blizzard has confirmed the inevilable,
announcing Diasto 2, sequel fo our Game
of the Year, at ECTS.

Blizzard says that Diaato 2
will be available late 1998.

Tristam is now nothing more than a smoking ruin, bul
your hero will be able to visit different towns while hunt-
ing for Diablo.
Blizzard plans to add many enhancements over
_Dingto. Gamers will now be able o choose from five,

"~ The company also says that it N q,}. \ A\ rather than three, distinct character classes—
will shore up the weaknesses of @’ g ‘f \-\\ each wilh its own unigue abilities.
the original by adding more Y ESZ Y k.‘l}\ R Dunio 2 will also have quadruple
depth and role-playing. 5=} ) M YN the area to explore, allowing
Following the aftermath of Y 15 v 2N gamers to adventure in four
: e :"‘Q‘ . "
DusLo, it turns out that our N * _I'EV,) - towns, each with randomly

hero from the original was
loo weak lo conain the

generated dungeons, as
well as nearby wilder-

spirit of the Lard of Terror. B ness areas.

Now, Diablo has con- (i, 7% & There are
VT -"‘._' . .

sumed the soul of the e / 7 plans fo include

hero and added his € 7" L 2 more than 20 quess,

(or her) power to his \‘ “,‘l "’ which will be mare inte-

7
own. This does not \ g'\\_‘?'-{{ﬁt\' N\ gral fo the plot, as well as

N\

bode well for Tristam
because Diablo, now more
powerful than ever, has escaped
the underworld and is free to ter-
rorize the earth.

. 3. revealing the secrels of

N Diablo. Blizzard also hopes to
place over 30 nonplayer characters in the
it } game for you lo interact with and learn from.
Disto 2 will, naturally, offer more spells,

In DiBLo 2, players assume the é armor, and weapons. Baltle.nel support will
identity of a new hero who must '&R‘f’f«'— also increase, and Blizzard has plans for
follow Diablo’s wake of ,;-';‘;ﬁf" {'g:‘-._ = more players in mulliplayer games, a
destruction and stop his ,;;:'.31;\? 4 "u.rj;rx(;[;‘ rading post, and worldwide player

renewed bid for power. ‘% 1 rankings. —Elliott Chin

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

=
Lo |
(W  EF2000 V2.0 features an enhanced mission planner, PalmPilot MR companion
4] After an excruciating modem support, a quick-combal mode, onling, Is $30
,_:., delay, the updated version iﬁ suppart for online play over TEN, DOS and fora collection
7 of DID’s award-winning Win 95 execulables, and a condensed ver- of Pilot software
el EF2000 has finally arrived in North sion of SimTech's £F2000 Strategy Guide. agood deal?
E America. EF2000 V2.0 incorporates the About the only downside is lack of support The answer is:
products released in Europe as EF2000 for the Voodoo Rush chipset, so Hercules maybe. Seven of

128 owners are out of luck. —Denny Atkin
Ocean ol America, (408) 289-1200
DOS/Win 95 CD-ROM
Reader Service #: 301

the eleven games on the CD can be down-
loaded free from the Internet, The other
shareware games—two card and two puzzie
games—would be $44 lo register. And keep
in mind when that there are non-game apps

Tacrcom and Surer EF2000, as well as new
support for 3D cards based on the
Rendition Vérité and 3Dfx Voodoo chipsels.
In addition to the 3D support, the sim now

SOFTWARE on the CD as well, so check the box before
COMPANION r you buy. —Greg Fortune
FOR PALMPILOT Sterra Onling, (800) 757-7707
Wilh the amount of freevare ‘ PC CDROM
and shareware available for the Reader Service #: 302
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»riJill Cunniff, lead
singer of the rock band
Luscious Jackson, is
the latest rock star to
venture into the world of
computer gaming.
Cunniff will provide the
voice of Laura Lewis, the
main character in
Sega's upcoming lille,
Enemy Zero. Laura, the
sole survivor on a space-
craft, must find and kill
an invisible enemy alien
on board. The game will
rely strongly on its audio
effects and soundtrack—
players will need to pick
up audio clues from
Laura in order to survive.
Eneny Zero boasts a
score composed by
Academy Award nomi-
nee Michael Nyman.
The game is scheduled
fora Movember release.

PP In an attempt to make
its upcoming first-person
30-shooter, Sw, “the game
that gamers want to play”
Ritual Entertainment is
asking gamers to con-
tribute to the development
process, The company
invites gamers to make all
kinds of suggestions about
the game, ranging from
what they think characters’
names and physical atlrib-
utes should be to provid-
ing ideas about each char-
acler's first line of atlack
and dealh sequence.
Anyone interesled in shar-
ing their ideas should
send email lo monsters
@ritual.com. Ritual
plans lo post at least one
new character on its Web
site (www.ritual.

com) during the last week
of each month, through
the end of this year,




Will Tige

pro-golfer were dashed
because, well, you couldn't
drive a golf ball farther than your
grandmother could throw an
elephant, do not fear. If you can
contral your mouse finger better
than you can your golfer's
swing, you may still have a
chance to make some big-
time money at your

I f your dreams of becoming a

’ -

EA Sports Internet Tour
Offers $60,000 in Prize Money

Tour will consist of five online
tournaments to be held free of
charge on EA Sports Net, an
EA-operated service available 24
hours a day, 7 days a week. The
lournament is open to anyone
who owns EA Sporls' PGA Tour
Pro, and has access to an ISP,
The firsl four tournaments are
each worth $5,650, and the top
four finalists at each of these

o' ince Tiger Woods has hecome favorite spnrt.‘ events will be awarded prize
the new darling of the golfing _EA Spo_rts is host- money based on ‘actlfal PGA Tour
= . ing the first profes-  prize money distribution formulas.
world, it’s hardly surprising that : . : : :
) sional online golf The fifth and final tournament’s
CAmpRtpE: yANE W'“Fame_s sxaryuhiers tour, with over purse is $37,400. Each of the
have heen clamoring to sign up goif’s $60,000 in prize  twelve finalists will win cash
golden hoy to star in their latest and [ money. Officially ~ prizes and the overall winner wil
greatest computer golf games. licensed by the receive $10,000.

At press time no agreement had PGA Tour, the EA The initial four tournaments
been announced, but we did hear a | Sports Internet kick off with an open 18:hole
rumor that EA Sports had nailed the ! qualifying round, after which the
deal. According to one source, Woods top 80 players will be invited to
will receive more than $12 million compete in the second and third
over four years to star in a new golf rounds. The top four finalist from
series from EA Sports. Apparently, the third rounds will then
this series will be completely sepa- be flown to that week's
rate from EA Sports’ PGA product actual EGA Tour murn.av
line, and will have more of an ment s,'te to _play the final
arcade (rather than sim) feel. The f:jﬁ;ﬂﬁlﬂ:;pognmpmm
game will be released on multi- If you're interested in
ple platforms including the PC, participating in the tour-
Mac, Saturn, and N64. At press nament, or if you'd Iika'
time, the official word from EA to spectate, more infor-
Sports was that they were still mation is available al

% I megoliztions; alul:ag itk The EA ‘Spuns Inl.:arnet Tour tournament www.easportstour.

Z other game companies, and o is officially licensed hy the PGA. You'll com.

£ that no agreement had / & need PGA Toun Pro and an ISP account to —Charlolte Panther
£ been reached. il compete.
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ALAPAGOS: MIENDEL'S ESCAPE is one of
G those unique, weird litile games that

may not sound foo exciting when you
hear about it, seems kind of dumb when you
first look at it, but, once you actually get your

hands on it, turns out to be surprisingly com:
pelling and dang near impossible to put down.

Developed by Anark Games Studio and dis-
Iributed by Electronic Arts, Gauapasos is a
“cross-genre” game, combining elements of
action, adventure, and puzzle games into
something wholly original, The game takes
place in the world of Galapagos, a fuluris:
tic, imperialist society that is in the
process of crealing experimental,
aulonomous machines of war to further
expand its power. Such a machine is
Mendel, a synthelic, four-legged spider-
like creature, who at the game's beginning
is lrapped in @ lab, on the verge of being
subjected to torturous experimentation.

Unlike most synthetic war
machines, however, Mendel is
a harmless, cute [itlle fella, who
emits litfle burbles and
squeaks like R2D2. So, nalural-
Iy, it's our job fo rescue him.
Your job is to lead, coax,
and prod
Mendel
through a series of bizarre,
dangerous landscapes—such
as moving platiorms, electric
rails, and hidden ledges—until
he makes his way to freedom.
GaLapcos' coolest concept
is that Mendel truly has a mind
af his own, responding to your actions, and
learning from and reacting to them. If you send
Mendel plummeting over a cliff, for example, he
might move a litie more hesitantly upon regen-
eration. Guide him successfully, and his confi-

<<=n
Galapagos: Mendel’s Escape

Anark Unveils a Genre-crossing Game With Astonishing Al

dence grows. He also moves more quickly and
more bravely (hrough the world. In this way, you
really begin lo grow attached to Mendel the
longer you keep him alive,

The only problem I really had in the beta
was thal it was, surprisingly, way too difficult,
The designers use save points rather than a
“save anywhere" fealure, which | believe is the
right call, but there’s just not enough save
paints, which means you play long sequences
of the game over and over. A few more save
points would severely reduce the chance of
gamers destroying their keyboards,
thrawing a raging hissy-fit, or going
completely insane. | did all threg.
Nevertheless, | do plan on playing it
when it ships later this year. Like
those stupid little Tamagotchis that
kids are carrying around these days,
Mendel really gets under your skin,

—Jeff Green.

CRUSH DELUXE

Ever since lhe movie  * £3
Rolerball, scii sports
games have bounced, ‘
slammed and Jostled their
way into every gaming medium. Crus
DeLUe, the fatest scii “sport,” plays a
ot like a boardgame: it's turn-based and
requires that you move your aliens aver
a square grid, searching for the BALL

(Bionic Augmented Life Form), There are
some nice fouches, such as customizing

= |
s
(=]
(£

THIS JUST IN

and outfitting your team members wilh
spiked baltle armor, gravity boots, and
other high-tech tays. Yet the sense of
humor often falls flat, and the gameplay
is 50 slow and uninspiring that it isn't
likely to keep your interest long enough
for you to try he career or all-slar
modes.—ferry Colemnan

Megamedia Corp., (800) MEG-AMED

Win 95 CD-ROM

Reader Service #: 303

TIME WARRIORS
Time Wanniors, from

Slimarils and Malofilm, is a

good-looking fighting game, with

support for 3Dfx, ATl, and Matrox

30 accelerators. The gameplay is

pretty standard, following the

=4 fighting game fans.—Efliott Chin

Manaw Kowmear school of magic effects
and blood-spilling allacks. There are 10
playable characters, each with their own
different attacks and styles. All the char-
acters also wield weapons, drawing
comparison 1o BATTLE AReNa ToSHINDEN,
which also has 30 graphics and
weapon-wielding warriors. Gameplay
isn't near the depth of Streer Fianier Il
or Vistua FichTes, but is at least on par
with Tostinoen. With good 3D graphics
and 3D support, it's not a bad game for

Stlmarifs/

Malofitm,

(514) 8444555
PC CD-ROM
Reader Service

# 304
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»rrSierra On-Line
annaunced that if is deval-
oping and publishing
Hetrire, the only autho-
rized add-on disk for
Dizgto. Developed by
Sierra's Synergistic
Software division, this
eight-level expansion pack
will add enhancements
and gameplay features for
the single-player mode to
the original DiaeLo uni
verse. Twenly new mon-
sters will be introduced,
along with thirty new
magic items and five
unique new spells.
HeLLrine will be available in
November for a suggested
retail price of $29.95.

rr-Parroty Inter-
active, the gang who
brought us STARWARPED
and Pysr, has already
identified its next vic-
tim. Fox's popular sci-i
series, The X-Files,
will fall prey lo
Parroly’s acidic wit and
sarcasm in X-Foors—
A Paranoin, Para-
NORMAL PARDDY.

The spoof will, of
course, star venerable
agents Scully and

Mulder, oops, | mean
Mully and Scudder, as
they continue their
eternal quest for the
truth. Is the truth out
there? We have no
idea, but X-FooLs is
oul there—the game
will be on store
shelves by the time
you're reading this.
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ans of Kurt Hectic, the lead character

in Playmate Interactive/Shiny's

recent 3D shoot-'em-up, MDK, will be pleased to know that the aquiling hero is making the transition
from monitor to TV screen. Playmales and Shiny have entered into an agreement with Mainframe
Entertainment, Inc., to develop and distribute a television series based upon MDK, with worldwide distribu-
tion rights targeted for Fall 1998. Mainframe Entertainment is a computer animalion production company,
whose credits include the currently airing series Beast Wars and Reboot.

The progression from computer screen lo the fube comes as no surprise fo
gither Shiny or Playmates. In fact, Gary Rosenfeld, vice president of development 4
and business affairs at Playmales, says that MDK was developed with the possibili- \\
ty in mind of expanding into another medium. This is not the first time that one of
their products has engendered interest from the television industry. Playmales and Shiny
also worked together on the popular Eaiworm Jit games, which Shiny then licensed to
Universal Television. The Earthworm Jim animaled series can currently be seen on Saturday morn-
ings, on the WB Kid's Network.

And don't be surprised if you see Mr. Hectic gracing the shelves of your local loy store one of
these days. Playmates Toys has secured the master toy license, based on both the MDK game
and the television series so you can bet there's a Kurt Hectic action figure out there, just waiting
to spread his wings. —Charlotte Panther

ML
i
|

XCAR - winner, —Malthew Schaefer buildings for research and production. Though it

Do you Bethesda Softworks, sounds and plays like a better game than the original
have a (301) 963-2002 Qurpos, the final verdict won't come until our review
fetish for DOS CO-ROM next month, —Efliolt Chin.
sizzling state-of- Reader Service #: 305 Sterra Online, (800) 757-7707
the-art automolive

technology? XCax
helps you explore

5 PC CO-ROM
OUTPOST 2 Reader Service #: 306
The first QuposT was ‘

those desires by - g a disasler, a game that

lefling you race : had good graphics and a good
experimental vehicles that represent prototypes of premise but just wasn't complete. Outpost 2, In con-
tlomorrow's high-performance cars. Choose your trast, has a completely different slyle of gameplay,
car from a menu of 16 autos and cuslomize virtu- moving to realtime, and a more complete design.
ally every aspect of ils performance, from the You play as one of lwo compeling colonles estab-
engine to the tires. Once you've built your ulti- lished on @ hostile planet. Each side has ils own
mate racing machine, you can fake it out on one campaign and a story that involves fighting the rival
of 10 tracks and experience the intense speed colony and a destructive plague. Though gameplay
these cars deliver. Add to all this an action mode is similar in look to Cormanp & Conauer, it has a

and multiplayer support, and XCar comes oul & greater depth, with the necessity o build nonmiitary
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. The Monopoly Star Wars

hen bu _ Special Collector’s Edition.

wn Now exclusively at Wal-Mart,

alactic real esigate '

: g ) trilogy of all time to bring you the Monopoly

remember tl‘]re e Star Wars Special Collector’s Edition. But in
order to find this one-of-a-kind edition of the

galactic game of real estate, you have to start

with the right location. Because it's only
y V‘/ r R . available at Wal-Mart.

With Monopoly Star Wars, you play just like
the classic version, except on your PC.

’ ]
Location. Location A il he rce ca Pk Pl an
e (] ¢ Boardwalk, one of eight full-motion 3-D

Star Wars characters guide you to galactic

°
properties like Endor and Dagobah, where
° you build starports and view classic movie

clips from the Star Wars Trilogy.

The world’s most popular board game has
joined forces with Wal-Mart and the #1 movie

# Hosted by Anthony Daniels,

{\ edition also comes with three
limited edition Imperial coins,
a collectible pewter figure
v of Anakin Skywalker, and
a letter of authenticity.

And all the excitement begins
in Wal-Mart's newly upgraded computer
_— department. With an expanded selection of
the newest and hottest computer software
and games at every day low prices, you're
sure to agree, location is everything.
{

Lx

ALWAYS LOW PRICES, ALWAYS WAL-MART,

4

]

_jnef /)
Wal-Mart associale




“ ..The first time an engine moves

this fast and is just as detailed at | ' :
100 feet as 100,000 feet.”
PC Gamer : g it ok il
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You've been warned.

CIRCLE READER SERVICE #2777



ual screen shot from Microscft Flight SimulateE6.0

Finally, a flight sim with no limits.
Flight Unlimited II from Looking Glass. The most
realistic flight experience ever in a PC simulation.

Beechcraft Flight Unlimited II sets a whole new standard with realism,
Baron 58 {;7 DeHaviland Beaver
- a » thrills and adventures you won't find in any : ~ ":‘" SeRplane

‘.'/ j other flight sim. Fly the speedy Piper Arrow over 11,000

;e-’-'/ square miles of breathtaking, photo-realistic Bay Area

terrain. Jump in the cockpit of the notorious P-51D Mustang.

North American
P-51D Mustang = . : . =
. Or, mix it up with over 400 different aircraft using ground, tower and

approach controllers. Whether you're a rookie or an experienced pilot,

take off with the most realistic flight sim ever. \ o

P ot

~ Piper
Arrow 200

100 G GLASS www.lglass.com

TECHNDPLOGIES.

©1997 Looking Glass Technolagies, Inc., Cambridge, MA. Flight Unlimited 1) and Looking Glass are irademarks of Looking Glass Technalogies, Inc. All rights reserved. EIDOS Interactive is a trademark of EI0GS PLC @1gg7 EIDOS.
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“Microsoft should have
cause for concern...Flight
Unlimited II's stunningly

rendered world is only

Fty THE DEHAviLAND BeAver SEAPLANE IN FUGHT UNUMITED || AND ACTUALLY LAND ON WATER. FLIGHT exceEdEd n EXCE[[GHCE by
SIMULATOR MAY HAVE WATER, BUT IT SURE DOESN'T HAVE A SEAPLANE. ]ts smooth interfa(_‘e_"

“E3's Best of the Best "

Computer & Net Player

VWHEN WE SAY "THE MOST REALISTIC WEATHER CONDITIONS,” WE MEAN IT, IN FLIGHT |1, THUNDER CLOUDS
ACTUALLY FLOAT ACROSS THE SKY AS THEY UNLEASH A DOWMNPOUR. EXACTLY WHAT ARE THOSE IN THE SKY

IN FLIGHT SIMULATOR 6.0, ROCK FORMATIONS?
www.eidosinteractive.com E I DOS
) N T E R A c T ] "} E
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WYWOWUW " VE LOOIKED

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

you'll want to step info very carefully.

““FHE WViSUAL
EFFECTS ARE
SPECTACULA R

COMPUTER GAMES
STRATEGY PLUS

~ STUWNNING
VISUALS AND
INTENSE

GCAMEPLAY "

PC GAMER

CONQilI=sSsT1=aRTH

WHERE STRATEGTYT
TAKES ON

A NEW FORM



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

When playing the alien side, you'll experience a
unique interface with different rules and capabilities.
You'll employ never-before-seen taclics and strategies
to foil your human counterparts.

Vary your sirategy lo keep your opponents guessing.
Keep track by menitoring them through your interface
portals. With aver 65,000 colors, the action will come
to life like never before.

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

cIDOS
WWW. CONQUESTEARTH . CO R PN T E R ACT 1 vE

Conquest Earth and Eidas Internctive are trademarks of EIDOS, PLC. © 1997 Eidos You've been warned.
CIRCLE READER SERVICE #2758
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HALL, THE 38 EXPRESS SQUEALS TO A

HALT EVERY HALF HOUR ON THE STREET

BELOW. SLEEP DOESN’T COME EASY

IN ROOM 23. BUT FOR 19 YEAR-OLD

RAY COOPER, IT HAS NOTHING TO DO

WITH THE NOISE. AS HE SAYS, “IT's

BECAUSE EVERY TIME | CLOSE MY EYES,

Top: The Second ALL | SEE IS LARA CROFT.”

Coming, sluted for

this foll. Bottom: E I D OS

Preparing for her

refum. You've been warned.

inset phatos

CIRCLE READER SERVICE #278



HIPO®

| N il E“«R A C T | \V; E Did you doubt that Lara would be back?

You’ve been warned.

Ancient wisdom says it rocks.

teldosinteractive.com

Get behind the stick of the coolest civilian aircraft.

EIDOS Interactive is a trademark of Eidos PLC. All Rights Reserved. ©1997 Eidos PLC.
CIRCLE READER SERVICE # 115



rContinued from pg 42

Instead of fighting the tech limitations of 3D, you
have lo embrace [them] and turn them into a style.”
Thus, Grin FAnpanGo has a very distinct style,
mixing the macabre skeletons of the Day of the

Dead festival with the gritty look of film noir
Schafer also decided to use Latino actors for
authenlic accents—a nice louch.

When asked about his inspiration for this
unique-looking and uniquely plotted game,
Schafer says, “The earliest inspiration was a folk-
lore class | took at UC Berkeley. We had a whole
unit on the Day of the Dead of Mexican folklore,
and the four-year journey through the Land of the
Dead. When | heard about the four-year journey, it
screamed adventure game fo me.

"It was interesting how the Day of the Dead
folklore had an element of corruption lo it, how
people would hide money in the lining of their cof-
fin. That gave me an idea for the Land of the Dead
being a treacherous place. That had a similarity to
film noir, that treachery and corruption. Lots of

games have tried the noir thing before, bul
il's pretly standard, with the detective behind
the desk. | thought the Day of the Dead
would be a new way of doing iL."

In addition to presenting us with an inter-
esting setting and story, Schafer also gives
us more character development than ia typi-
cal adventure games: “In an average adven-
ture game, you spend a few days with a
character. Since this game spans four years,
the character really goes through some
major fransitions and develops much deeper
interpersonal relationships.”

Itis still very early in the game’s develop-
ment, but already the story and arl look
extremely promising. It has a unique look, a
funny and clever story, and a four-year-long
plot that allows more characler development
and deeper relations belween characters. With
all of Tim Schafer's signature game design,
Grm Fanoanco bears watching. CGW will bring

= ' e 3
MANNY CALAVERA Most of the characters,
including the main skeleton, Manny, have Latin

you an in-depth preview in the coming months
as we learn more about Schaler's humorous
foray into the Land of the Dead. —Efliolt Chin

accents provided by Latino actors. To have any-
one else do them, says Schafer, would be “hokey
and wrong."

LOSE YOUR MARBLES
Procrastinators be warned: This addictive little
puzzle could well replace TEmmis as your “just one
more game and then I'l start work” excuse. The
idea is fo clear your marbles off the grid by lining
up three or more of the same color, before your
opponent clears his. It you manage to ling up five
in a raw, you'll dump more marbles on your rival.
While the single-player game provides a terrific
distraction and a
chance lo r
brush up your
skills, playing
multi-player
{hotseat or LAN)
will really awaken
those competitive
urges. Lose YouR
MangLes is fast:

=
ey
-
W)
-
L |
v
i
=
[

paced, frustraling, and most of all, fun. —
Charlolte Panther

SegaSolt, (888) SEGASOFT

Win 95 CD-ROM

Reader Service #: 307

BIRTHRIGHT

BirTHRIGHT 5 one of those cross-genre titles

that does only a fair job in each genre, but

actually is a pretly good game as a
whole. As a Regent of a province,
you must build up your forces and

defeat the mighty Gorgon. The

game combines a heavy dose of
sirategic realm management with a bil
of taclical combat and a dash of firsl-
person adventurelrole-playing. You
can play each type separately, but it's
better to play as a whole package.

r

@-

ik =

BirtHriGHT has a prelty steep learning curve, but, if
you have the time to figure it out, it's a pretly good
way to spend $30. —Thierry Nguyen

Sierra On-fine, (800) 757-7707

PC CD-ROM

Reader Service #: 308

CoW
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¥ of the Microsolt Carporgtion, The ratings icon is a lrademark ol the Inferactive Digital Soltware Association.

isa

L Ine.

€1997 SegaSolt Networks, Inc. All nghts reserved. SegaSoll, the SegaScil logo, HEAT and the Heat loge are trademarks of SegaSolt Neh
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WINDOWS® 95
PC CD-ROM
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FIGHT OFF THE FLESILW@K
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, [he future Js fhout
' | lo Bec um&)ﬂisl‘ﬂl’!l

—

Journey fo the/far future to save the distant past.
Battle'hand-to-hand. Solve intriguing puzzles.
Wield powerflsl magic. Explore a huge 3D world,
“Yout missior; refrieve the Jegendary sword © -
Excalibur. e (

Featuring over:200 locations, 60 different /"
characters, iull;;'p ech, and incredible reaistic
light-sourcing, Extalibur 2555 is an absolt

“...could well,,d'ﬁ ;fn 3D action advent’_ig‘r'_'- /hat
Tomb Raider did for3D platformers” ,
— Edge ¢ el

"Excalihurfi"!555 is one.of the most unigue e
3D games ever... a redlly, really cool Game}’
— Diehiard Gamefan\ ' i

PlayStation

www.sir-tecf.com

PlayStation“and the PlayStation logos are tradefatks of Sony CGmput Entertainment Inc.
CIRCLE READER sm} ICE #128 A




RoLinka Bame Packagsd .

With Clancy’s Latest Novel YMtiS

hen CGW interviewed Tom Clancy recently about his new
w company, Red Storm Entertainment (a joint venture with

Virtus Corporation), Clancy stated that one of the goals of
Red Storm was to bring PC gaming to the mainsiream. A recen
announcement from the Berkeley Publishing Group, publishers of
Clancy's latest novel, Politika, marks the first step in doing exactly that.

Berkeley will package Polftika, the book, with an interactive CD-
ROM of Red Storm'’s upcoming game, also called Pourika. The
paperback and mini-CD package will retail for $7.50.

The mini-CD allows players to play the first few levels of the
game. If you wish to continue playing, the rest of the game will be
available for download on the Web for an additional fee of
$29.95. The good news is that Red Storm has included most of
the heavy, graphic-intensive material on the mini-CD, so your
download shouldn't be too painful.

The book and the game follow the same basic plot. The
death of President Boris Yeltsin, in Russia, leaves the country

with no obvious successor, -' Hﬁ' W“k -
and the major factions are 3 "-:;;j::j;':'.:"-'#
struggling for control, The i '
interactive game, however, will

allow players to develop their
own plot line and outcomes.
The book and the game may be
packaged together, but Red
Storm is emphasizing that you don't necessarily have to read
the book to enjoy the game—both can be treated as indepen-
dent entertainment vehicles.

Allin all, though, the paperback and CD bundle, which will
be available the first week in November, sounds like a great
deal. With the game alone refailing at $49.95, you stand to save
yourself about 12 bucks, as long as you don't mind dealing
with the download time.

—Charlolte Paniher

Get Some Monkey Madness

ucasArts' latest

archive pack—conve-

niently set for release
this fall, as anticipation for
THE CURSE 0F MONKEY ISLAND
rises—contains some of the
company's best products to
date. LUCASARTS ARCHIVES
Vouume Il includes hits
such as Dark Forces, one of the best
action shoolers ever; FULL THROTTLE;
AFTERLIFE; and THE Dic. The collection of
LucasAris' most popular adventure
games, including MoNKEY ISLAND

IMPORTRMT NOTICE

re& harmed
CTion

THE SECRET OF MONKEY ISLAND The first
game in LucasArts’ popular Monkey IsLanp
series.

Mapness (both THE SECRET oF Moty
ISLAND and MonKEY IsLanD 2: LECHUCK'S
Revenge) round oul the bundle nicely.

An excellent buy for MoNKeY ISLAND
fans (and Tim Schafer fans, since it
includes every game he's
worked on except Day OF THE
TenTacte), especially since right
now, it's hard to find any copies
of Monkey Istano 1 and 2 any-
where. If you haven't yet picked
up some of these classics,
LucasArTs ArcHives Vorume Il
will make a great addition to
your gaming library.

—Thierry Nguyen

The Sky's Alive

crawling cur!

ooking Glass Technologies' FuiGHT

Unnaren [ will not only feature

pholorealistic terrain, but also a num-

ber of wealher effecis o heighten the
game’s realism. Here are a couple of shots
our photo-recon team brought back.

HOVEMBER 1997

»#i Activision recent-
ly announced that it has
signed an agreement to
acquire Raven Soft-
ware, developers of
Hexen, Herene, and the
upcoming Hexgn Il.
Once the acquisition is
complete, Raven will
become a wholly owned
subsidiary of Activision.
Activision does not
expect the acquisition to
affect Raven's business
relationship with id
Software. |d executive
produced Hexen I

P> In related news,
Activision announced
that it has signed a deal
with Avalon Hill lo
acquire worldwide rights to
develop and publish future
interaclive games based
on Avalon Hill's Civilization
slralegy boardgame. This
allows Activision the long-
term rights to produce an
unlimited number of
Civilization computer
games. MicroProse, pro-
ducer of Sid Meier’s origi-
nal Cmiuizanon computer
game series (which many
would say is similar to
Avalon Hill's boardgame),
retains the rights to its own
Crauizanon line.

M+ LucasArts recently
released HanpruL oF
Missions, an expansion
pack for Quraws, Set
before Oumians, it's made
up of nine new levels (four
single-player and five mulli-
player) including Civil War-
era missions based in war-
torn towns and trenches, a
mission in the ice-caves of
the Rocky Mountains, and
one set inside the confines
of a Spanish Villa. HanoruL
oF Missions is free, and is
available either for down-
Ioad from www.
lucasarts.com or on a
CD-ROM (you can get it
with a mail-in coupon).




FULLY-CONFIGURABLE,
EASY-TO-USE INTERFACE

By o

PACKED

CbMNG SOON TO RETAILERS EVERYWHERE
OR CALL 1-800-874-4607




AN AWESOME ARRAY OF SPELLS AND
INVENTORY ITEMS FEATURED IN 15
CHALLENGING AND ENCHANTING REALMS
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Now you can go hand-to-hand with the enemy on a smoothly sy B BMAL, L
rolling 3D landscape the way you've always imagined. The environment ) P : e O “ ﬁ%ﬁ ﬁff‘.
of Myth: The Fallen Lords is so real that every bloody limb, every scattered : ks . B :
sword, every unexploded charge tossed by a ground-rippling explosion
remains a live element ready to be seized and used by or against you. Not
limited to  simple overhead view, you'll rotate around the heads of your

- S, troops, follow the arc of a burning arrow and zoom in on the slaughter.
D ‘ NG lE 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.




ne 50 Advanced I{ Even

= Y 4 But don't stare too long. Learn the art of war and the importance of
=40 N a8 physics as you move fast to seize the high qround where the archers have
' Y& | qreaterrangeand pyromaniac dwarves can shower tarqets with explosives.
4 Multiplayer games include classic scenarios like King of the Hill and
o : (apture the Flag, and uniquely challenging variants like Assassin and
-  Steal the Bacon, even in teams! Play over the Intemet for free using
bungie.net or turn your local network into your own personal war zone.
D Soall800-295-0060 or surf to www.bungie.com for the only

only strategy game where “uphill battle” is more than a fiqure of speech.
CIRCLE READER SERVICE #264
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Temuijin, the Wrath of Genghis Khan

et in a small museum, SouthPeak Interactive’s  played, undercutting the game's suspense with brain- SEM ML )
STF_MLLJII‘-J charges you with finding out who's buzzing tedium. Hopefully, this will be addressed

behind a plot to resurrect Genghis Khanasa  before it's released. Visually, Temuuan is impressive,
servant to the evil spirit Wah-Jin. With seemingly with crisp, clear images that are £y ‘
every museum employee being unbalanced or especially noleworthy in the T e o A ! {8
driven enough to have motive, your work is cut out numerous FMV sequences that _ Mei, Genghis Khan's concubine,
for you. The mystery quotient is doubled since you  run in the game window. longs for someone to free her

i d it.
also must recov- Much of the game is spent captured spirit

W er lost memories  triggering those video

to discover your sequences and most of them

own identity. In addition to traditional advenlure inject more than a litlle Peyton
game sleuthing you'll use wo unconventional tools  Place into the suspense.
1o get to the truth—a mystic camera that pho- Puzzles run the gamut from ' s b el
lographs paranormal auras, and a mystic jigsaw simple word jumbles to assem- T';:t"::':‘; 's':;r'";:i': you must find a way to get
puzzle for literally piecing together telling scenes. bling elaborate Rube E RIS
Shot entirely on 35mm film without rendered back-  Goldberg-type machines. If
grounds, Temuuin uses the Video Reality game SouthPeak can speed up :
engine. This allows for 360 degrees of viewing Iree: the game engine, TEMUJN, s
dom and a smooth-scrolling, first person perspective  with its psychological thrills CGW Sur
as you move through the museum on predetermined  and sharp graphics, might j
rails. While it sounds great, walking through the just find an audience. : :
museum was incredibly slow in the bela version | —Robert Colfey
2. Civilization IT (MicroProse) 2
= . 3. Quake (id Software) 4
Blaﬂk Dahllﬂ: The P|lll ThIGI(EI'IS 4. Heroes 1I (New World Computing) 5
few months ago, CGW told you about Dennis Hopper's involvement in BLack 5. Red Alert (Westwood/Virgin) 6
A DanLia, Take 2's promising new adventure game. Now we've had a chance lo fid- 6. Duke Nukem 3D (3D Realms) 3 19
dle around with a beta version of the game, so here's Ihe skinny on gameplay. 7. Heroes II: POL (New World Computing) 10 2
As a rookie agent in the newly created COI, your routing Nazi subversion case takes on 8. Daggerfall (Bethesda) ]
an occult slant refating to the Cleveland Torso Murderer. Like many FMV-heavy games, 8. Magic: The Gathering (MicroProse) 6 3
you'll hear lots of dialogue in the form of mavie conversations. You'll spend the majority of 8, X-Wing vs. TIE Fighter (LUCasATTs) : >

your lime talking to people and gathering informa-

In the Works » tion to which you'll keep referring back. As the nole- * Check your- maithox: We mafl a survey lo 1,500 randomly-chosen subscribers eaci
month, The fesiats of Playing Lately inolcate whal games readers are biowing (he: mosl

bhook fealure had not yet been implemented in the s 110 16 eader's overal “qualty ranking* I the Top 100
bela version | played, | had to go back to old-school note-taking with a pen and paper. ; e

Once the notebook is functional, though, it will allow you to input information. In addition
lo listening to the dialogue, you will also have lo figure out plot-based puzzies.

PC Data Best-Sellers "
The interface has been streamlined to one icon thal automalically allows you to move, 7 Myt (Broderbund)

{o pick up an item, o to use an item by left-clicking. Right-clicking calls up the menu
screen for the invenlory, world map, and various game oplions. One particularly nice

na

2. Diablo (Blizzard)

3. Dungeon Keeper (Electronic Arls)

4. Links LS 1998 (Access)

5. Microsoft Flight Simulator (Microsoft)

detail is that you have the ability to
look around your environment (Similar
to Quake's “mlook” feature) instead of

a single locked view, as is usually
found in this type of game. 7. Monopoly Multimedia (Hasbro Interactive) 5
So far, the game looks intrigu- 8. Red Alert (Weslwood/Virgin) 4
ing. As for Dennis Hopper's contri- 9, X-Wing vs. TIE Fighter (LucasArls) 3
bution, you'll have to wait for the
full review to hear about that—his :
Documents in your predecessor’s scenes were yet to be implemented ** This st indlcates vehich PC games iere the (op selers as calculated by FC Data,
office reveal Nazi involvement in in the build | played. during Joly 1457,
bizarre cult rituals. — Thierry Nguyen

CCW MNOVEMBER 199/
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Frivolous Patent Claim Causes Headaches

lawyer representing Craig Enokian,
A of Palos Heights, lllinois, has sent
letters to several software compa-
nies, including Electronic Arts and
LucasArts, informing them that they are
polentially liable for patent infringement for
computer programs containing video
sequences of performances by living beings.
Enokian’s attorney, Ernest Kettieson, is
demanding thal software companies cease
and desist in the manufacture and sale of
these games, or that the companies pay
licensing fees to his client.
Scott Miller, president of Apogee
Software, said that his attorneys don't

his issue goes on sale in Oclober,
he time of year when many cullures exorcise their per-

believe that the claim has any merit, but
that it could get expensive if Mr. Enokian
decides to go to court.

Enoldan owns US Patent No. 4,662,635,
issued on May 5, 1987. The patent alleged-
ly covers a video game which uses a lelevi-
sion or cathode ray tube lo display plays
previously performed by living beings and
recorded on a video medium,

Mark Traphagen, counsel for the
Software Publishers Association, says that
SPA has been tracking the case for over a
year. “We're not aware of any suits that
have been filed. It hasn't engendered
much concern,” he says.

and cullural demons. However, most gamers

would prefer exercising demons to exorcising them, so we've com:
piled a fist of the darkesl games currenlly, or soon lo he, available. If
you're looking for eerie locales, blood, gore, and a laste of horror,

you can't go far wrong with these titles.

vho's insane

{Electronic
Build dun

and slap your
eyl minions around

L (Ripcord Gam
You wiake up (hinking everyong's mad, bul discover (hat it's actually you

Enokian's patent specifically describes a
device which plays back ane or more video
tapes. The example cited is a foolball game
in which one player chooses a play for his
leam to execule and the opposing player
chooses a defense. The selected plays are
encoded on the device, which then plays
both actions back on the television display.

SPA is championing patent reform legis-
lation currenlly before the Senate that would
give software companies low-cost alterna-
fives to litigalion involving “junk patents.”
The bill passed the House this spring, and
SPA hopes it will be enacted by the end of
this year. —Kate Hedstrom

f

‘ @ [
©llals

from Ihe PlayStation, you must try {o survive in Viclorian England, lhe
ideal locale for Gothic: horror and grotesque creatures.

5) I sounds like the Twilight Zone.

{Sierra) You'll have to deal will your Gen dar
in this aldd, but still outstanding, adventure game.

(it Software) If facing a Shambler doesn’l frighlen you,

some of the creepy environs vithin this game should.

(A ) in th
lighting game, just ported

-and-slash role-playing game brings Golhic
and demans 1o lile in rich, dark, shadoay crypls

MOVEMBER 1397 CGW

priOther news from
LucasArts: The X-Wing
vs. TIE FigHTER expansion
pack, BaLance oF Powen,
will be available this fall.
The add-on will have two
campaigns—one Rebel
and one Imperial—and
between 30 and 40 new
missions, including both
single and multiplayer
{up to eight players) lev-
els. The highlight of the
pack, though, will be the
addition of 10 or 15
story-based missions,
complete with cul-
scenes, which were
included after LucasArts
received a substantial
number of requests from
fans, Bavance oF Power
will be available for
$29.95.

»biBlueByte Software
recently released a press
release to inform cus-
tomers of a siluation
that may occur when
attempling to load the
company’s game,
ExTREME AssauLt.
Consumers using an
older version of the virus
deleclion program
McAfee may get a false
indication that there is a
virus on their EXTREME
Assaulr CD. The press
release serves to assure
customers that there is,
in fact, no virus on the
CD; the problem is sim-
ply caused by a WAV file
with a similar byte pat-
tern. If you use the latest
version of McAfee (down-
loadable at www.
mcafee.com), no virus
will be reported.



READ.ME

No Bovs

The First A

here are more and more female gamers
I these days, and as the recent All-Female

Tournament (AFT) Quaxe tournament
revealed, these women can certainly hold their
own. Cohosted by TEN and Slamsite, the AFT was
the brainchild of Internet consultant and avid Quake
player Anna, a.k.a. NabeQ. Anna has asked that we
refrain from printing her last -
name, as she is receiving hate-
mail from those opposed to the
AFT. (One email even described
her as the “Hitler of the Internet
Community.")

Anna started playing Quake
online with some of her male
friends and, as a woman, faced
a number of issues. After the
game, she would often hang
around and ask if there were
any other girls playing. The
responses—including “Whal are
your measurements?” and
“What's your bra size?'—were
obviously not from women.

While playing, she came across another prob-
lem: When male players discovered she was a
woman, they would often refuse to shool her.

Assuming that other women were experiencing
the same kind of frustrations, Anna started the
AFT, which
attracted
more than
160 female
Quake play-
ers. As it
turned oult,
many
women had
been playing
under
androgynous
names to
avoid the
very barriers
Anna had
come up
againsl.

A

fox o 2

This is the female skin used
in the AFT finals. Nahe0 and
Tease say they would always
choose a female avatar over
a male, even if the guy had
cooler weapons.

CGW

Tamra “Tease” Katic, an
AFT contestant and a mem-
ber of the CrackWhore Clan.

I-Female Quaxe Tourney Kicks Off With Over 160 Gamers

Girls Just Wanna Have Fun

So, whal were the main differences playing in a
women-only tournament? Tamra “Tease" Kalic, a
hairdresser who was introduced to Quake by her
husband, says one of the notable differences was
the lack of profanity. The worst line she's heard from
awomen is “I'm gonna frag your butt.” Male play-
ers, on the other hand, “have
their binded (sic) keys thal say
f*** you," she says. Thal's not to
say that women don't take it seri-
ously. Tamra was devaslated
when she was knocked out in
one of the early rounds of the
AFT. "It was a real personal expe-
rience because it was all women,
and | wanted to be the best of all
women," she says. Nonetheless,
she confinued to walch Lhe rest
of the tournament, cheering her
fellow players on.

Anna agrees that women are
more inclined to encourage one
another. Women who are new 1o
Quake, she says, don't feel bad about asking
another female for help, bul sometimes feel that if
they asked a guy, they'd be made to feel stupid.
The Quake women's forum, a place where, accord:
ing to Anna, “women can go and feel iree to ask
questions,” has grown substantially since the AFT
Wwas announced.

So, what does Anna think about the much-
touted idea of creating less violent games fo
appeal to women? This Hexen and Doom alumna
snorts in disgust, “Quake's nol allractive because
it's a violent game, it's allractive because it's a
good game.”

—Charlolle Panther
-H
! | |! 1n

As we go to press lo wnh th|s story, we've

just heard that the winner of the AFT is Kornelia,
with KillCreek and LaEl following in second and
third place. Congratulations Kornelia! For more
information about the tournament and for tips
from the contestants, head to www.
computergaming.com.
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CGW Subscriber Wins Panzer GeneraL Il Tournament

arly August in Milwaukee; The weather was unseasonably
Ecocl. a harbinger of the winds of change blowing through

the GenCon convention. There was a time, not so long ago,
when gamers were expected to worship at the shrines of paper
RPGs, and boardgamers were relegated to the status of peasants,
barely worthy of setting foot in the TSR castle. Computer gamers
were treated as an even lower form of life, often banished to small
dungeonelles, lest they poison the minds of the faithful with their
silicon heresies.

How things have changed. This year il seemed that everyone by e,
wanted to lurn their famous—or infamous—paper game into a =l ""'_
computer extravaganza. There were new games, like the sci-i = -
grand strategy online game from Red Sailboat Software that lacks A
even a working title—so they were offering prizes to whomever ‘
came up with the best name. There were several old standards as SSE o !
well, including a real blast from the past: Chivalry & Sorcery, Winner of the Panzer Genenat Il
brought back by the original design team, with all the medieval tournament, CGW subscriber

R ; ; ; Matt Drew.
realism and half the calculator-intensive fat of the '70s version.

But even with all this activity, the traditional computer gaming companies had the edge.
Westwood showcased the sumptuous graphics and production values of Brabe Runner and wowed
the gaming crowd at GenCon every bil as much as they did the buyers at the E3 show. Of course,
the many role-players in the throng warmed to Westwood’s Lanbs or Loge II, just as they did to
Activision's LEGACY OF IKAIN,

Holistic Design group formed an interesting hybrid, push-
ing both the paper and compuler versions of their Evpires oF
THE Faoing Sun, as well as in-progress shots from their
upcoming compuler version of Games Workshop's
WaRrHAMMER: REDEMPTION.

Bul the most significant trend was the handiul of computer
gaming tournaments, sanctioned and run by the companies
themselves. The most impressive of these was the Panzer
Generat Il event hosted by SSI, which had a better competi-
ive field than several board and RPG tournaments.

The four finalisls, Steve Strole, Matt Drew, Stephen B. There will be no 3D Iron
Taylor, and Randy Porter, went to war in Oak Ridge, a PG Il Works in READ.ME this
scenario thal debuted at GenCon. Matt Drew, interestingly
enough a CGW subscriber, emerged triumphant with a siz:
zling score of 2080. The trophy he received was quile impres-
sive, incorporating a PG Il loga with a fledgrau German WWII 11-page 3D graphics fea-
helmet and a to-scale “potato masher” grenade. SSI seemed ture, beginning on page
very happy wilh the turnout gnd implied that .them will be 214. 3D Iron Works will be
more official computer gaming tournaments in years to come.

month. Instead, you can
find it in our colossal,

If other game companies follow in their footsteps, GenCon hack in its usual spot, in
2000 will look a lot different than this year's version. READ.ME, next month.
—Terry Colemen
cow MNOVEMBER 1537
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LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS.



A MINDSCAPE COMEANY

TODAY, WE'D LIKE TO SHOW YOU HOW NICELY THEY'VE GROWN UP.
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PREVIEWS

AH-64D LONGBOW 2

Your Best Source for the Hottest Games in Development

Longhow Restrung

by Denny Atkin

ast year's AH-64D Lonesow cer-
tainly made a splash. It not only
won the CGW Premier Award for
best simulation, but it also did well
in a market that tends lo ignore
anything that doesn't involve fast-
action dogfighting. Accessible to
beginner pilots, but accurate enough to please
the most hard-core, Lonesow seemed to do
almost everything right. Bul in their success,
Andy Hollis and the Texas branch of Origin
Skunkworks set a tough challenge for themselves
in developing Longaow 2: How would they top a
sim that everyone already thinks is “lhe best"?

MID-LIFE UPDATE

The original Loncaow's acceptance is actually a
festament to how well it was designed. Because
despite its popularity and accolades, il was miss-
ing a number of elements that many experienced
simulation gamers demand. The campaign, for
instance, wasn't dynamic in nalure, but instead
consisted of prescripted missions. This wasn't as
obvious a limitation as it is in many sims, due to
the sheer number of missions and their nonlinear-
ity, but, nevertheless, it left room for improvement.

tiplayer support, no ability o fly in
the Co-PiloYGunner (CPIG)
position, and no individ-

There were other missing features as well: no mul-

The Best Simulation Game From 1996 Is Getting Even Belter

ual ground troops (the latter two
limitations were addressed on the
FLasH Pomr. Korea add-on disc).
Those omissions gave the team
some obvious issues to address in
the next version, as did changes in
the marketplace. Support for 30
cards is a must in today's simula-
fion market, and Internel play is a
big selling point for a small, but
emphatic (and vocal) group of
gamers. In addition, there were a
number of minor fealures that the
developers had lo leave out of the
original Longeow, due to time or
PC performance constraints. Add
in a year's worth of Longaow-player
feedback and you have a signifi-
cant list of potential improvements.
Longsow 2 is the culmination of
the Skunkworks team'’s desire to
address these wish lists—if the version I've been
playing is any indication, Andy Hollis and team
may be responsible for nearly as many smiles on
Christmas morning as the guy in the red suil.

All the big-icket items are there: a fully dynam-

ic campaign, mulliplayer support, mission edit-
ing, multiple

helicopters, and support for the 3Dfx Voodoo 3D
card. Add in a number of more subtle improve-
ments, and it becomes evident that Hollis and
company have another hit on their hands.

THE CAMPAIGN TRAIL
The most significant change in Longaow 2 s in
the missions you'll fly. Instant action
and single missions are still therg.
(you'll find more conlrol in the'single:

SPEEDY 3D Support for 3Dfx Voodoo graphics
cards makes for cleaner graphics as well as faster
frame rales._ : |
-

=
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‘g mission setup, but things
_;,gs- aren't dramatically different on
S Ihis front), but the campaigns bear no
“ wresemblance to those in the first game.
LongBow 2 features two campaigns: Faflen
Crescent, sel in Azerbaijan, near its border with
Iran and Iraq, and Azure Rune, sel at the Army's
National Training Center at Ft. Irwin, California.
Fallen Crescent is your typical, near-future local
ized conflict, with U.S. Army forces ballling primar-
ily Russian equipment. Azure Rune, however, takes
a unique approach, simulating a large-scale Army
Iraining exercise. The difference here is that live
weapons are fired, and opposing unils do expose.
There are (wo setups for the Azure Rune cam:
paign: Blue vs. Blue, and Blue vs. Red. In Blue vs.
Blue, both forces use American equipment. In
Blue vs. Red, the Blue side uses American hard-
ware, while the Red side flies what appears to be
Russian equipment. In real life, most of the
“Russian” equipment flown at Ft. Irwin is actually
American hardware hat has undergone VISMOD,
or visual modification. For instance, the “Hinds”
flown in these exercises are actually UH-1 Hueys
with Russian-style paint schemes and rather
goofy-looking fake noses to give the helicopter a
Hind-like profile, In Longgow 2, however, the
VISMOD is mare effective, as the designers
chose lo use the actual Russian equipment
models instead of modeling the VISMOD
equipment. While the Red team /ooks Russian,
the performance of each unit malches ifs
American counterpart. Azure Rune's odd setup
makes for perfect balance in multiplayer play,
but the campaign should prove quite challeng-
ing in single-player mode as well,

CAREFUL PLANNING

Once you choose a campaign, you're off to
the Mobile Mission Planning Cell (MMPC), a
truck-mounted system used for factical mission

I

planning in the field. The primary
interface here is a map that, at first
glance, looks much like the mission
planner in the original Longaow. A closer

look, however, shows not only more dela,

but also four sets of waypoints from four ditfer-
ent FARPs (Forward Arming and Refueling Poinls),
You're now able to task up to four flights of two
helicopters.

Each lime you complete a mission and
return to the MMPC, you'll find new missions
assigned for each available flight. You're free to
modify these, altering waypoints, times on far-
get, or even discarding missions completely
and choosing your own targets.

The MMPC offers a number of functions to aid
in planning a successful mission. Click the
Rehearse button, for instance, and icons will move

DOG WILL HUNT Virtual cockpit technology makes it
easier to track targets in combat.

Target Release Date: Novembér 1997
Developer: Origin Skunkworks
Publisher: Jane’s Combat Simulations

GOT A LIGHT? Dynamic lighting makes for dra-
matic missile firings and explosions, particularly
at night.

across through the waypoints relative to each
helicopter's assigned speeds. This is useful for
making sure everyone arrives on larget at the
appropriate time when you're selting up a coor-
dinated attack. Another helpful feature is the
Terrain Profiler, which gives you a side view
showing terrain allitude around your target. It also
shows ranges for each weapon, aiding in planning
bob-up altacks.

Choose the type of helicopter you want to take
on the mission and you're good to go. The cam-
paign is fully dynamic, so you'll return from the
mission fo find the MMPC updated with troop
movements that reflect the performance of your
own teams, and you'll see evidence of previous
missions each lime you fly

You can also enable resource management
in the game, setting replacement rates for lost
helicopters as well as resupply rates for mis-:
siles and rockets. There's also a “fog of
war" setling, which may prevent you from
receiving accurate information about
enemy forces in your briefings. Finally,
you can choose all day missions, all
night missions, or a mixture; similarly,
you can set visibility as always good,
always poor, or random.

THE RIGHT TOOLS

The original Longgow let you fly only the
AH-64D Longbow or the earlier AH-64A
model. LonGeow 2 adds two new craft to
the mix; the UH-60 Blackhawk utilily heli-
copter and the OH-58D Kiowa Warrior

NOVEMBER 1097
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reconnaissance chopper. Which helicopter you
choose is dependent upon the kind of mission
you're tasked with. When raining death and
destruction down upon the enemy is the goal,
you'll take a Longbow with an Apache as your
teammale. The Blackhawk is the obvious choice
if your mission involves inserling troops behind
enemy lines or another duty which requires cargo
capacity. The Kiowa comes into play when you
need a fast, agile reconnaissance chopper that
can gel in and out without being detected.

Inside the Longbow or Apache cockpil, you
won'l find much changed from the previous
game. This doesn't come as a complete sur-
prise, given the level of detail present the first
time around. The most noticeable improvement
is the addition of & virtual, panning cockpit
which you can use to gain a level of quick situa-

AH-64D LONGBOW 2

sneak up on the enemy and see
what they're up to without being
delected. Just pop up high enough
to get the TADS over the top of the
ricdge you're hiding behind. Because
it has a nose-mounted TADS, the
Longbow must be completely
exposed lo use the syslem.

ENGINE TUNE-UP

Loneow 2 features a completely
rebuill graphics engine. The polygon
mesh that makes up the terrain is
now four limes as detailed. This
means that you'll see many more

rain, especially al F, rwin. This also
makes for many more ridges and
gullies to use for terrain-masking
purposes. Objects are more detailed
as well, especially the helicopters.
New special effects abound. Fire
off a Helllire at night and you'll

subtle depressions in the ground ter-

software. The 3D hardware-challenged will espe:
cially appreciale (he new software filtering tech-
nology that the Jane's F-15 team at Origin
Skunkworks Baltimore provided for Longeow 2.
This scatters the pixels when you're flying nap-of-
lhe-earth and eliminates the “giant pixel block”
effects seen at low-altitude in Longeow.

0Of all the major user requesls for improvements,
only one major suggestion didn't make itin: regs.
The Lonesow 2 team did experiment with adding
individual trees and lreglines, but they ran into lwo
problems: They couldn't come up with an effect
that looked as good as he new terrain, and in
what turned out to be the bigger snag (due fo per-
formance), there was no way to do the trees on
systems without 3D graphics hardware. With Ihe
built-for-multiplayer design of Loncsow 2, you
couldn't have one player playing with trees enabled
and another without because the freeless pilot
would have a dramatic line-of-sight advantage.

Oh well, they had 1o leave somelhing for
Lonesow 3. &

see dramatic, dynamic lighting.
Transparenl smoke lrails
stream from missiles and rock-
els, and lanks moving across
the terrain kick up dusl. Ong of
the most impressive effects is
the accurale portrayal of the
night-vision system. Because
the Longbow pilot actually
wears a night-vision monocle,
he doesn't actually see an all
green image. The dark area
oulsice the helicopter is mostly
green because of the IR view
the monacled eye receives, but
the cockpil interior is still its
usual color, albeit with a slight

The Team Works

hen you're ready to invite a few
w friends to join the fray, you won't be

limited to a simple aerial deathmatch.

tional awareness not obtainable with the sim's
fixed leftiright/forward views.

The Blacknawk is the least agile of the sim's
craft, and thus it's the easiest to fiy. The real fun
in this helicopter will likely be for the gunner, who
gets to fire a pivot-mounted machine gun out the
side door. What better position to put your QuAkE-
playing buddy in during a mulliplayer fray?

Conversely, the Kiowa Warrior is the most nim-
ble of the trio. And because its TADS sensors are
mounted on the top of the rolor mast, it's the
sensor platform of choice when you want {0

green linge.

Longeow 2 supports the
3Dfx Voodoo chipset, and is
absolutely dazzling on that
card; support for other 3D
cards is being considered, but
specifics haven'l yet been
announced. Even if you don't
have a 3D card, you can still
fake advanlage of all the new
graphics effects if your PC has
the horsepower to run them in

Longsow 2 will have full support for its dynamic campaigns
(as well as single missions) in multiplayer mode. You simply
choose which of the helicopters each player will occupy; the
campaign is structured around four flights of two helicopters
gach. Players can each man their own craft, or they can
share a helicopter as pilot and CP/G. Eight players are sup-
ported for network play, but due to Internet latency restric-
tions only four players will likely be supported for TCP/IP
play. The Fallen Crescent campaign is cooperative-only, but
the Azure Rune campaign can be played in cooperative or
antagonistic mode.

CGW MNOVEMBER 1997



I you ean see it, you ¢an

be it —when you're an ATl
XPERTCPlay™

* Unequaled 3D features and powerful
acceleration for immersive 3D that
blows away game consoles
* High performance 3D, 2D, MPEG-2/
DVD ready video with big screen
TV-out display in one card
* Brute force 3D horsepower with
setup engine texture cache,
edge anti-aliasing, texture with
decompression and more:
-1.2 million triangles/second
-T5 million textured pixels/second
* Optimized for MMX processors
for full screen, full motion
MPEG-2 playback
* Balanced performance for the
. bestin Direct 3D, DirectDraw
~and DOS gaming
- *Up to 8MB of high performance
« SGRAM for 1280 x 1024 fully
s textured 3D resolution
Pwens XPERT@Play supports the
' award -winning ATI-TV add on
ard - the best TV tuner and

FEATURE

IPERTA FJr Creatree 30 Blaster D.l”‘uld"a‘h[r n B
(RAGEFRO)  (Verite 1000) 0fx)
2 a

ololofe|o|cee |a|e|s =

BEST TIzE
i)

- FREE
www.atitech.co

Y

© Copytight 1997, AT) Technologies IR TI, XPERTE Play, ATITY, and 30 RAGE PRD are trademarks andfor registered trademarks of ATl Technologies Inc.

Al other company and/or product names are trademarks and/or reghitered trademarks of their respective manufacturers, Fearures, performance, and
spetifications may vary by operating emvironment and are subject 10 change without notice. Products may not be a exactly shown. |30 WinBench 97,

ona Pl 266 Mhz, S1IK cache, 31MB SDRAM, PCI bus at GA0x480x16bpp@75He I Sureen shot examples from FORMULA 1. FORMULA Vs the creation of

PSYGROSIS. Terratide is 4 regrstered trademark of Eidos Interactive. CIRCLE READER SERVICE #1086



l‘ ullets riddle your plane, shattering wood and shredding canvas. The sky screams
‘) with red tracers, smoke and explosions. And as the Red Baron himself blasts out
.\“‘ of the sun’s glare... as your palms start to sweat and your pulse races... as you

hear the ominous groan of stressed wings the instant before they shatter... you
realize that this is much more than just a game. This is a taste of history. And your next move
will determine whether you become a legend... or another kill in the Baron’s book.

Eight years ago we set the standard (or [light 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
R SR Dynarrix

@1997 Sierra On-Line, Bellevue, WA 98007. @ and/or ™ designale trademarks of, or licensed to Sierra On-Line, Inc.
Al righis reserved. Windows 95 Is a registered trademark of Microsoft Corporation. 006713000



[\ ver three years in the making, Red
‘ } Baron Il 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 of the
competition with unmatched realism in
terrain modelling.

User-definable difficulty levels for 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 aircralt with 22 [lyable planes.

= The Plane Paintshop

s« The Dynamix Mission Builder™ allows players

to completely customize their missions.

s« Dynamix's revolutionary new ACE AI™

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

(A"

allows players to
customize the colors, insignias and look of their
planes, using cither provided patterns or by
importing artwork ol their own [rom any
standard paint program.
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by Elliott Chin

aming veterans will know the
name BartLezone, the old
Atari game hal was incredi-
bly popular in the arcades.
Back in those days, games
were still stuck in 2D side-
scrolling purgalory, but
BartLezone was a liltle different, and very fun.
Its first-person perspective and wire-frame
graphics were, al the time, amazing.

Nearly two decades later, Activision has
decided to resurrect BarrLezong, purchasing the
license in the hopes of crealing another
ground-breaking litle that's a little different—
and a whale lot of fun. These who think this is
merely an update of the old Bariezone will be
very surprised. Though the name is the same
and many enemies make reappearances, this
game goes far beyond the original. In many
respects, BarTLEzone typifies a completely new
lype of game—one thal mixes aclion and slral-
eqy together in a unique blend.

Activision's BATTLEZONE i an aclion-stralegy
hybrid. You play from a first-person perspec:

BREAKING APART BAr

i fasl; first-person actio
B

action-strategy hybrid; combining
vith sirategic components.

BATTLEZONE

five, taking direct action against your enemies,
and spewing laser and bullet fire indiscrimi-
nately, but you also have a base lo command,
troops to create and deploy, and resources to
harvest. We've already heard aboul hybrids,
specifically Cyclone's and 3D0's UPRISING, a
firsl-person-perspective stralegy game. But
where Uprising is clearly a stralegy game
played from a first-person perspective,
BarTLEZONE is more action-oriented and less
definable. Andrew Goldman, the director on
the project, says BariLezone is probably “70
percent action, 30 percent strategy.”

SPACE RACE

The slory in the game is relreshing and
clever. It turns out the space race wasn't really
about national pride, but was a race against the
Soviets to find an alien bio-melal thal could be
fashioned into deadly weapons. The Apallo mis-
sion was actually designed lo establish a base
on the moon to mine this bio-melal, and subse-
quent missions went to Mars and beyond, with-
out the people of Earth ever knowing.

Target Release Date: First Quarter 1998
Developer: Activision
Publisher: Activision

Activision Resurrects the Old Arcade Name in an Innovative Action-Strateqy Hybrid

The game takes place in the 1960s, with you
as the U.S. commander of the space program.
You must first establish a base on the moon,
using primitive spacecraft that are nothing
more than souped-up airplanes. As the game
progresses, you discover mare bio-metal and
integrate it with your own weapons and vehi-
cles, creating vessels and armaments that
become increasingly otherworldly and futuristic,
until they shed all vestiges of earthly origin and
become truly alien.

Throughout much of the game, the Soviets
are your enemy. Even during your first mis-
sion to the moon, they will harass you, and
they will battle you on the moon, Mars, and
beyond. As Lhe plol develops, however, you
discover that the Soviets are the least of your
worries—they will even join forces with you to
save Earth from a danger unleashed by your
use of bio-metal.

LIFTOFF
The combination of action and stralegy
gameplay will be unfamiliar to many gamers at

S M

11—

CALL TO ARMS In various missions, you'll command a sizable army lo tackle

il the Soviets and alien threats on a variety of planets.
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; DEJA VU Here is a look at the original 1980 Barmezoug, which provided
& the name and inspiration for Activision's remake.

first, but neither component is too difficult to
master if you lake them separately. The game

plays strictly from the first-person perspective.

From this view, you pilol your vessel—a con-
verted jet with highly maneuverable thrusters
for agile turns and side-to-side movement. In
terms of gameplay, the designers wanted
gamers to be able to move as quickly as they
do in Quake. That meant instantaneous
response when you moved your joystick or
mouse. This is opposed o Intersiare ‘76, in
which you had to maneuver a clunky car that
would turn only in wide arcs.

The comparison is apt because BarTLezone
uses a much-enhanced version of the
INTERSTATE '76 engine. The frame rale is faster,
with @ higher polygon count and richer tex-
tures for greater detail, and the engine will
also support 3D acceleration right out of the
box. While the graphics look good, they are
preliminary. Activision will be optimizing the
speed and polishing the look, Including that
of the bio-metal, which al present is only
minimally rendered.

The accelerated frame rate and higher
detail are all the more impressive when you
consider that Activision has added a few,
new competing graphic elements to the
engine, which increases the taxing of the
engine's speed. There are the standard

icons for weapons and health along the bot-

tom, but also a command bar at the top of
the screen for strategic commands and a

detailed 3D topographical map on the right
of the screen, which is incredibly versatile.
The topographical grid-map shows the ele:

valion of all the ter-
rain in your radar's
circumference, as
well as your cone of
sight, enemy loca:
lions, and the posi-
tion of your camp
and units. When
You issue com-
mands by using the
top bar, a pointer
highlights the
selected units on
the lopographical
map. Together, the
lwo lools make the
command of troops
and the issuance of orders much easier o
execute than in UpRISING.

LET'S PLAY

As the commander, you'll have a variety
of weapons al your disposal, including
machine guns, rockets, mines, and an
impressive earlhquake weapon that, when
fired, causes a huge shock wave to ripple
through the ground, damaging everything in
its path. If your crait should get damaged or
run out of ammo, you can contact your
headquarters and order a drop shipment of
health and ammo to your location. If your
craft is destroyed, you can radio for your
wingman to meet you, at which point you
jump in and assume control of his vehicle.
Of course, while you wait, you're vuinerable
to enemy craft. Fortunately, you are still
armed while on foot, and are able to shoot
with a less-powerful laser.

EASY PICKINGS

For most of the game, you'll be jetling
around, blasting at your enemies, but you will
also have lo remember to assign vehicles to
harvest pockets of bio-mefal. This will require
building scavengers to harvest the bio-metal
and escort vehicles to protect them. You will
also need to build support vehicles and struc-
tures at your first base to service your entire
operation and the recycler, which builds most
of your structures.

You easily execute all this via the command
bar al the lop of the screen. A set of numbers
there corresponds to different units available

In Goldman's Own Words

uch of Barrezon is still in the early
deelnpmam stage, but we did man-

age to talk BarrLezone's director,
Andrew Goldman, into giving us an idea of
what the final product will be like.

CGW: How would you describe the gameplay
in BATTLEZONE?

Goldman: You command your army from
the battlefield. You get the intense combat of
an action game, combined with the complele
strategic control you get in a real-time Strategy
game, without ever leaving the first-person-per-
spective combat. We call it combat strateqy.
The original BarTLezone was the first 3D game
ever. When we decided to remake BATTLEZONE,
we wanted to make it every bit as innovative as
the original, and | think we've done that.

C&W: What exactly is the bio-metal
you harvest?

Goldman: Bio-metal is an amazing raw
malerial that actually “remembers” its previous
forms. It's kind of like Stretch Armstrong—you
can change its shape, but over time it reveris
to its original form.

The United States and the Soviet Union both
discovered it after a meteor shower over the
Bering Strait in 1957. This was the real cause
for Kennedy's speech about making it to the
moon—the space race was actually a cover-up
for our drive to win the anms race.

CEW: What enemies do you fight in
the game?

Goldman: Well, American forces clash with
the Soviets, and that's just the beginning....

GGW: What weapons will be available
to you?

Goldman: You start with cannons, rock-
ets, mortars, and mines. As you discover
more of the bio-metal, your weapons get
increasingly exotic.

CGW: How do you acquire new weapons or
technology?

Goldman: You acquire all of your new
weapons by discovering elements from the
alien race that created the bio-metal. You have
a reconnaissance camera that allows you to
take pictures of objects you find in the game
world. Once you've got the picture, you and
your engineers can learn about the object and
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PREVIEWS | BATTLEZONE

; . S O e B SO G M |
for immediate command.

The BarTLezone inter- how to apply it to the war effort. You'll also
face for commanding have missions in which you fight to control key
units is actually very sim- alien relics.
ple to use, with a minimal CEW: What will this new researched technol-
learning curve, since it ogy allow you to do?
depends on a simple lree Goldman: You'll continue to get better vehi-
of hotkey commands. cles and weapons. Improved technology will

BarTLezonie has greal open new avenues for strategic aameplay and
potential. The slrategic cooler destruction.

gameplay is easy to CAW: What vehicles will gamers be able
grasp, and it's com- to pilot?
s pelling. In fact, you Roldman: The gamer can get into almost
GRIZZLY TANK ' will need to use any vehicle—all the different kinds of tanks,
your units strategi- artillery, mine layers, turrets, utility vehicles,
to command: offensive, cally to win. and the like. They all have unique functions
defensive, ulility, and recy- Activision also and capabilities. As a part of the game, you
cler. Once you select & plans to flesh out and other pilots will have to eject from dam-
type, you get a p)ninFer to . BY YOUR COMMAND Select a unit via the the story, both in aged vehicles. When you're out of luck and
each of the appropriale 4 . cut-scenes and dur- on foot, you'll need to orchestrate your own
vehicles on the topographi- i NI P Lop e DL Ut a O o ing gameplay. With rescue, or, of course, use your sniper rifle to
" the unit:and a list of available commands. : s '
cal grid-map, as wellasa  ® all these elements, get a new ride.

Activision has its GGW: What about the mission structure?
work cut out for it Will the missions be goal-oriented, as in

trying to integrale InTeRsTATE '767

the pieces seam- Goltman: The opening missions of the
lessly into a fun single-player campaign will introduce you to
package. But from the game in a structured and easy-to-learn
what we've seen fashion. Quickly, however, the missions will
and played, the open up. Gamers will execute their own
designers seem to strategies in a wide-open game world, just
be on the right like real-time strategy games.

frack. Early next CGW: In which environments and planets
year, we'll see if this will you play?

mix of action and Goldman: The game’s environments are
strategy—wrapped truly amazing. We've developed an awesome
in an intuitive inter- terrain system using real surface texiures
face and com- taken by various planetary explorers, For
pelling story—cre- example, when you drive around Mars, it's
ales that ultimate really Mars, straight from the Pathfinder pho-
ballle zone. & tos. You'll also be able to create whole new

hotkey for selecting them.
(For example, you press 1
for the offensive vehicles
and then get three pointers
that, in turn, go to each of
your wingmen.) Once you
select a vehicle, a number
of commands become
available, again accessible
by hotkeys displayed on the
current menu.

You can also select a unit
by moving your cursor over
it and hitling an appropriate
hotkey. Whereas the com-
mand bar allows you to
select all vehicles of a given
type, the cursor method lets
you hail any nearby vehicles

easy to manage with the hotkey-oriented
4 top command bar and topographical map.

" BASE BASICS Allyour structures are worlds using the included tool kit that runs
mobilg, s0.you could select your turrets or within the game engine.
recycler and move it. CBW: What sort of multiplayer support will
' there be?

Goldman: We'll have extensive multiplayer
support featuring Activision’s Intemet Gaming
Service, LAN, modem, and null-modem battle-
fests. You'll be able to play straight death-
matches, competitive, and cooperative combat
strategy battles. You'll even be able o play
some of the missions in the single-player cam-
paign with other people.

MOVEMBER 1397




Force feedback adds the sense of touch to supported The stick is also casily
games so you can actually feel the game. But a force customizable, so in just a few
feedback joystick isn't worth a dusty Pong if the stick seconds you can program each

is pulling processing power from your computer button the way

and slowing down your game. That's you like to play.

why the Microsoft® SideWinder® ﬁt And forget port

ha ."‘ .-
Force Feedback Pro has a hogging. Force W o L1 L

25MHz 16-bit “force co-processar” Feedback Pro has only one computer

that does all the force computation on cable and plugs into your gameport.

the stick. Which means your computer Plus, you can test all these features

feels nothing, and your games are never right away with the three killer games

slowed down. Force Feedback Pro is as included In the box: Interstate ‘76, Star

much as six times faster than Wars® Shadows of the Empire:”

other force sticks. So you'll Battle of Hoth, and

You'll fe

see and feel every MDK: Mission

Uzl recoll, every Laguna Beach.”

stall on take-off The Microsoft

from O'Hare, SideWinder Force

and every nine- \ Feedback Pro. It's

Iron you shank to designed so that

the left. everything in your game

There's also real will be felt. But only by you.

rocket-science stuff Inside For more information (yes,

the Force Feedback Pro. Like believe it or not, there is more), go to

Microsoft-patented digital-optical technoio www.microsoft.com/sidewindei

Imagine a tiny infrared camera that detects

handle and throttle motion to within one- RIgECLOnE

hundredth of a degree without any ‘§J gl

wear or callbration.

© 1997 Microsolt Corporation. All rights reserved. Microsoft, SideWinder and Where do you want 1o go today? are registered trademarks of Microsoft Corporation. Aclivision
is @ registered trodemark and Interstate "7G Is a trademark of Activision, Inc. Star Wars Is a regislered trademark and Shadows of the Empirne and Battle of Holh are trademarks
of Lucasfilm Ltd. MDK, MDK: Mission Laguna Beach, the MDK logo. and the Shiny logo are trademarks of Shiny Enlertainment, Inc.
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Fast-paced, explosive action... LoV
Fromithe deyastated Polish border’to of Stalingrad!
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John Tiller et Kibler: -~ Jim Dunniga Dana Lombardy
Squad Leader®  ASL-Red Barricades®, Panzerblitz®, Founder of SPI Streets of Stalingrad®

We Make History!

Bartleground™ Series Barddeground™ Series
Available Fall ’97 at Software Retailers World Wide! Reserve your copy today.
Call 1-800-211-6504 (orders only) or visit our web site at www.talonsoft.com

We Make History™, Campaign Series™ and Battleground Series™ are registered trademarks of TalanSoft Inc.
©Copyright 1995, 1996, 1997 TalonSoft Inc., PO. Box 632, Forest Hill, MD 21050  All other trademarks are property of their respective holders.
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by Thierry Nguyen

il My name’s

‘ i Guybrush
Threepwood! | want
fo become a pirate!”
These were the
opening words of
the game that

hooked me on gaming. With its beautiful
graphics, sharp writing, and excellent game-
play, THE SecreT oF Monkey IsLanp entranced
me and convinced me to buy a PC. It was the
first game | bought, and when the sequel

THE CURSE OF MONKEY ISLAND

came oul | bought that, too. MoNKEY ISLAND 2
lived up to the standards sel by the original,
with all the witty dialogue and clever story I'd
come to expect. Now, nearly six years later,
LucasArts has finally completed the trilogy
with THE CURSE OF MONKEY ISLAND.

Why did it take so long to make Curse?
Adter all, the first one came out in 1990, and
the second followed only two years later. The
delay owes to a combination of long develop-
ment cycles and a deliberale decision by
LucasArts not to launch another Monkey

A HORSE IS A HORSE One of the “celebrity guest voices” is Alan Young, who played Wilbur
in the old Mister Ed TV show. He's now playing Haggis, the kilt-wearing fellow in the middie.

Target Release Date: November 1997
Developer: LucasArts
Publisher: LucasArts

More Monkey
Business

Guybrush Returns in the Third Chapler of the Hilarious MONKEY ISLAND Series

Istanp for a while. It also didn't help that Ron
Gilbert, creator and designer of the first two
games, left LucasArts (he's now working on
ToraL Annimianion for CaveDog.) Luckily, long-
time LucasArts developers Jonathan Ackley
and Larry Ahern picked up the torch, develop-
ing the new game in their free time over the
last two years.

FLASHIER PIRATE HATS

The new game's graphics technique is a
significant departure from both earlier titles.
Rather than continue with the rotoscoped
characters used in the earlier Monkey ISLANDS
or The Dig, Curse uses the cartoonlike anima-
tion style of FuLL THROTTLE or DAY OF THE
TentacLE. Thanks to six years of technological
advancements, the new art is a huge improve-
ment over the older games. With lushly
painted backgrounds and well-animated char-
aclers, Island paradises seem more vibrant,
while voodoo temples Seem more ominous.
Some old-time fans may disagree, but from
what | saw, the new look of the characters
completely fits the theme of the game.

In addition to the new look, there is a new
mullimedia glitz. Expect a number of cinemat-
ic scenes that serve as fransitional points in
the game. Ahern explains that they wanted to
show some of the scenes that they were never
able to include in previous games. “We
remembered wondering what happened in
Monkey Istanp when you arrived on Monkey
Island," he says. “Sure, it said you had a
slorm, but you never saw it. Here's our chance
to show you what happened so you know the
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deal.” Other visual louches include such
details as seeing your reflection when you
walk by mirrors.

The graphics may have changed, but the
LucasArts fake on voice-overs has not.
Authentic-sounding voice talent has long been a
LucasArts hallmark, although the company
tends lo use more unknowns than celebrities.
Cunse will feature a smattering of known fal-
ent—Gary Coleman as a Lemonade Stand Boy
and Alan Young, who played Wilbur in the
Mister £d TV show, as a fellow named Haggis—
but don't count on recognizing the voices of
Guybrush, Elaine, and LeChuck.

SWASHBUCKLING GAMEPLAY

Along with classic adventure-game fare,
expect a few FuLL ThrorTLE-type action
sequences, such as a fun, arcade-style ship
battle. Reminiscent of Sip MeiEr's Pirates!, you
first have to make passes and fire cannons al
each other. Once one ship has sunk, you will
automatically board the enemy pirate’s ship.
Then, you'll engage in a sword fight with the
other pirate captain. But while Pirates! had you
pressing keys, CuRse oF MONKEY ISLAND employs
the classic “insult-sword-fighting” pioneered in
Monkey IsLanp. That famous sequence was an
absolute must for Ahern and Ackley, and they
have brought it back with style.

Of course, if you're truly all thumbs when it
comes to action sequences, you can always
change the game mode on the fly to
“Pathetically Easy to the Point of Click and Win”
(not the actual name, bul close fo it). So even if
you do foray into some action gaming, you can
turn it off at any lime and concentrate more on
brainwork than reflexes.

And you'll definitely be needing that brain.
“We thought THe Dic would take a while," said
Ackley, “and then people came on the Internet
and whined about finishing it in two days, so
we made a Cusse oF Monkey IsLanp Mega
Monkey difficully level just for people like
them.” The game is huge, encompassing at
least two large islands (each about the size of
Monkey Istanp 2) along with a lengthy ship
segment in the middle, and bits and pieces
of other places.

A huge game world calls for nonlinearity,
which is a godsend because you're bound to
gel stuck in many of the puzzles. "We wanted

people o be able {o try something else in the
event that they get stuck, rather than get frus-
trated and never play again,” said Ahern.
Puzzles range from the typical “Open the
locked door” puzzle lo Lhe unigue “Duel the
master duelist with a banjo" puzzle. Expect
more than 30 hours of play when the game
ships in November.

I'M YOUR FATHER'S COUSIN'S
ROOMMATE’S DOG-WALKER

Of course, there is the nagging question,
“What's the deal with the ending in Monkey
Istanp 27" At last you'll find out, as bils and
pieces of the story behind the ending will be
reconstructed throughout the new game. Ahern
and Ackley have thought of every possible
thread (such as “whal happened lo Young
Lindy the Cabin Boy?") and tie it all
together in the end. Gamers will have
the option of hearing the explanation or
not—new players, you can just refuse
and get on with the game.

Those of you who have played lhe
demo already know that Wally the
Cartographer is back. Expect, also, lo
see the Yoodoo Priestess again, and
more powerful than you ever imagined.
LucasArts had na official statement on
on whether Stan would reappear, but |
would be sorely disappointed not to see

him for a third round. As to other details, Ackley
says, “This won't be a major spoiler, but expect
a huge supernatural showdown, followed by a
bizarre, whup-ass ending.”

Those who have been worried that the loss
of Ron Gilbert and others of the original
design team would hurt the Monkey IsLanp
series can rest easy—Ahern and Ackley, from
whal we've seen, have lived up to their prede-
cessors’ achievements. They've managed to
relain some fundamentals of the earlier games
(dialogue trees with no penalty for amusing
answers) but have dramalically updated the
series. THE CURSE oF MonKEY IsLano looks to be
one of the best adventure games to ship this
winter. For Guybrush Threepwood, it should be
a triumphant return %

YOU TALKIN' TO ME? THe Curst OF MONKEY ISLanD
combines good gameplay with beautiful animation
and background art.

CANNONS AWAY! One of the early arcade sequences in the game has you firing cannons in
order to dispatch a good portion of LeChuck's undead crew.
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It's the sequel
to the 1996
Strategy Game
of the Year.
And itfs got
more firepower
than ever.

Use your head.
Don’t leave any-
thing standing.
And don’t take

anyone alive.



PREVIEWS LORDS OF MAGIC

Target Release Date: October 1997
Developer: Impressions
H 0 M M Play the Loros Of

Publisher: Sierra
Mezic demo on this

Loros oF Macic Conjures Potent Mix for Strategists monis CE-ROM
by Johnny L. Wilson

rind elements of MASTER OF resource management which the gamer can service of one of these, {ry serving Dealh as the
Magic, HeroES OF MIGHT & muster in order to accomplish the feat. evil Balkoth himself. If thal sounds vaguely
Magic, and LORDS OF THE reminiscent of MOM, it is. Even spell research
ReaLn into the game-design THIS MAGIC FOMENT is reminiscent of the classic game. However, the
crucible. Sprinkle the mix with Lorns oF Magic starts with the stripped-down  maijor difference is thal requiring you lo win via
beautiful SVGA graphics and basic character class of early role-playing anolher path before playing in Death’s service
an eerie soundlrack, Add games. As in DiasLo, today's tribute to early keeps gamers from immediately jumping to the

murky elemenls of narrative and role-playing hack-and-slash games, gamers choose to play  dark side and invoking powerful Death magic

that provide a rich purlieu to the gameplay. a warrior, wizard, or thief. However, gameplay from the slart (as many of us did in MOM). It

Then, drink deeply from a most mesmerizing quickly diverges from there. Instead of being also means that the Death campaign can be set

hybrid that looks to be greater than the sum of  merely a warrior, wizard, or thief, gamers will up to be much tougher than those in which you

its parts. Imagine the arcane research possibili:  choose to serve Earth, Air, Water, Fire, Chaos, serve other forces.

ties of MOM mixed with the movement system  Order, Life, or, after winning the game in the The research tree for magic is also much

of HOMM. Then, consider an deeper than that in

upgraded diplomatic and com- MOM. Not only

bat module & la LOR. Such is does the game fea-

lure 120 different
spells, but some of
those spells actual-

Loros oF Maaic, Sierra’s latest
and, perhaps, finest product
out of the Impressions unit.

The overall campaign pits ly modify the terrain
the gamer's character against in a dynamic way.
an Ultimate Bad Guy named Plus, any characler
Balkoth. Balkoth has gained in the game can
possession of the obligatory wield magic via the
object of power and, as one 150 different arti-

facts lo be discov-
ered in the course
of the game. As in
HOMM, finding and

might suspect in a background
story for a strategy game that
requires diplomacy, strategy,
and tactics, has upset the bal-

ance between the so-called using artifacts can
free peoples of this fictional really make or
world called Urak. Naturally, break your attempt

to liberate or, in the
case of Balkolh,
enslave the fictional
world of Urak.

the gamer as hero has to
redress this chaolic wrong,
and it will require all of the
diplomacy, laclics, and

WHEEL OF FORTUNE This screen allows you to choose the power you will serve: Life, Death, Aif
| Water, Fire, Earth, Chaos, or Order

MOVEMBER 199/




MAGICAL
HISTORY TOUR

Strategic movement in
Lorns oF Masic is handled
in turn-based sequences
much like movement in
HOMM. You start with a
parly composed of your-
self and one initiate (fol-
lawer). Click on the party
and double-click on the
map where you want them
to go. The party will
immediately move the
length allowable in that
turn, and then you either
click to end the turn or
move fo deal with another
party. If you encounter
another party, clicking
alop them will allow you
either to enler negotiation,
trade, or combat with that
party. If you find a fasci-
nating ruin, cave, fortress,
or edifice, double-clicking
on that will cause the
parly to enter it and move
to the lactical screen.

The lactical screen is
where all real-time combat
lakes place. However, the
game is paused when the
tactical screen first
appears so that you do
have a chance {o issue
Instructions to individual
troops before the real-time
combat begins. After that,
it's too late. Since your
success or failure within
the game depends on
keeping your hero alive,
you will immediately
appreciate the fact that the
initiate Al (the routines
which control your party)
are reasonably intelligent
in terms of DEFENDING

your hero. Of course, as in most real-time
games, it will require your intervention {o suc-
cessfully allack. You can choose to use the "A"

PIGEON-COLD A small party tries to fight ils way through ane of the foriresses

i belonging to Air Worshippers,

(attack) and “D" (defend) keys as hot keys, or
use the Sword and Shield icons al the boliom
of the screen to issue the same commands.

Combat is made more inter-
esting by the fact that, just as
your character had to declare an
allegiance to Earth, Air, Water,
Fire, Chaos, Order, Life, or Death
at the beginning of the game, all
of the mansters, heroes, and the
other five opponents (Al or
human) that you encounter in
the world will have allegiances,
as well. In addition to the alle-
giances, of course, they will also
draw from the magic associated
with their allegiance, and the
arlifacts to be bartered or won
from them will also draw from
the power of that allegiance. Of
course, allegiances also have
impact on how tough your oppo-
nents may drive a trade and how
likely they are to create a diplo-
malic alignment with you. This
adds additional levels of variely
and challenge to a game that
already has a lot.

Diplomacy is even more
important in this game than it
was in MOM, Civiuizanion, and
LOR, the classic multiplayer
games that required alliances.
LOM is, however, one of the few
games that not only allows you
to win by stabbing your oppo-
nent in the back at the right time
(the traditional Machiavellian way
fo win at DipLomacy and other
multiplayer games), but also lels
you stake out a cooperative win
with either other human players
or arlificial opponents.

THAT OLD HACK MAGIC

In short, you won't need to
thaw oul newt's eyes or bal wings
in order to conjure up a magical
multiplayer game this Fall. Lorps
oF Macic seems to be just the
right kind of hybrid game, mixing
the right elements from the best

games before it, to almost supernaturally pos-
sess our discretionary time through Winter
Solstice and beyond. &
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Powered by I-FORCE" from Immersion Corp., the

ACT LABS Force RS delivers force feedback on every
tight turn, bumpy road and high-speed collision.

And with programmable force feedback, no-slip pedals,
8 HYPER Programmable buttons and a Formula-1
butterfly gear rocker, you'll wonder what happened

to the rest of the car.

Drive it with Andretti Racing, F1 Racing Simulation,
Need for Speed™ Il, Redline;’ Ultim@te Race™and
other force feedback racing titles.

© 1597 ACT Laboratary Lid. All rights reserved. Farce RS and ACT LABS ara trodamarks af ACT Laboratory Lud,

All ather trad rka aro the proparty of thair respective ownars,

AT.l ADC|
i L R BT YA

FORCE

RACI SYSTEWM

http://www.actlab.com
1-800-980-9997
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NBA LIVE 98

NBA Live 98 Should Add a Little More
Basketball to This Sports Arcade Classic

by Jeff Green

C basketball is run, owned,
and almost solely occupied by
EA Sports’ NBA Live fran-
chise. For the most part, that
hasn't been such a bad
thing—the game has, in fact,
won CGW's Sports Game of
the Year award for the past two seasons. And
after playing an early alpha of the upcoming
NBA Live 98, it looks as though EA is returning
with another strong, dominant game.

BETTER CONTROL

NBA Live 98's design team has focused a
lot of its energy this year on enhancing player
control—a big weakness in prior editions of
the game. On offense, there are now keys
mapped for pivoting, crossover dribbles,
backing in, and for passing the ball to a spe-
cific player. When shooting, you can now con-
trol the kind of dunk you attempt; plus, you
can modify your jump shots by fading away or
leaning in. In the alpha | played, the fadeaway

! LR L Freen Goaca; s
] | irs_i'w

Target Release Date: Late 1997

Developer: EA Sports
Publisher: EA Sports

LN TR
Linay

jumper worked beautifully, 'DRB\M TEAM You'll now be able to completely customize teams

offering the kind of strategic
control | used to always wish
I had in the previous version. Defense is also
being pumped up a little, including, thankfully,
the addition of a steal key—the single biggest
omission in the "97 version.

Other than control issues, EA has enhanced
gameplay in a few other ways. There is now a
fourth level of difficulty (Superstar, in addition to
Rookie, Starter, and All-Star), which should help
smooth out and balance the differences in
gameplay (in general, Rookie was way loo easy
and All-Star far too difficult). Team cuslomiza-
lion has been opened up in a big way, as you
can now create teams—and leagues—from
scratch, allowing you to indulge in pure fantasy
play. Finally, EA is adding a 3-Point Shootoul
contest, with the exact same rules as in the
real-life NBA All-Star game, which is not only a
lot of fun, but is a perfect, shorl time-wasler if
you don't have the lime for a real game before
the boss gets out of his meeting.

IN YOUR
POLYGONAL FACE

NBA Live 97 made
an astounding leap by
converting from 2D to
3D graphics, and while
the graphics in Live 98
won't be as revolution-
ary, they are already, at
this early stage, looking
a lot better—if you

FACE J0B NBA Live 98 will sport 3Dfx-enhanced graphics and texture-
mapped faces of a few hundred actual NBA players,

have a 3Dfx board. The
accelerated version
that | played was

and leagues in NBA Live to organize your own fantasy play.

stunning, and though EA is going to make hav-
ing a 3D board optional, once you see it with
the 3D board, you won't want to play without it.
EA Sports is also enhancing the player

araphics by texture-mapping the actual faces of
hundreds of real players onto the polygonal
bodies, which is either going to be really cool
or really disturbing—I can't decide which yet.
While it's cool, in theory, to see a 3D player

]| COMING UP NEXT 1.0

MONEY BALL NBA Live 98 will feature a 3-
point shootout modeled after the fan favorite
al the NBA All-Star game.

with the face of Karl Malone going to the hoop,
when you actually see his frozen, expression-
less mug plastered distortionally over an angu-
lar polygonal head, it looks less like “realism”
and more like an outiake from a bad sci-fi
movie. We'll see.

In any event, EA's list of enhancements to
NBA Live 98 is heartening, and from whal
we've seen so far, it looks like it'll be better than
last year's version. Like the Chicago Bulls them-
selves, this is a powerhouse franchise with no
signs of slowing down. And only a fool would
bet against them. %
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LONGBOW2:

NOCTURNAL ~ BY  DESIGN, THE  LONGBOW
INSTINCTIVELY ~BLENDS INTO THE  NIGHT,
STRIKING FROM THE SHADOWS, PREPARE FOR
THE NEXT GENERATION OF 1996's SIMULATION
OF THE YEAR: LONGBOW 2, IMMERSE YOURSELF
IN A COMPLETE COMBAT EXPERIENCE AT THE
CONTROLS OF A LONGBOW GUNSHIP, KIOWA
SCOUT, OR BLACKHAWK TRANSPORT (CAN YOU
SAY,.,DOOR GUNNER?) ., TAKE OFF FAST
WITH INTERACTIVE TUTORIALS AND UNLIMITED
INSTANT ACTION MISSIONS, THE TWO DYNAMIC
CAMPAIGN ~ ENVIRONMENTS ~ MAKE  FOR
UNPARALLELED REPLAY VALUE, AND YOU WON'T
NEED TO FLY ALONE WITH A FULL COMPLEMENT
OF MULTIPLAYER MODES. THE PHOTO-REALISTIC
GRAPHIC DETAIL — 8 TIMES AS SHARP AS
THE ORIGINAL — MAKES THIS LOOK LIKE REAL
WAR, LONGBOW 2, CLEARLY THE MOST
AUTHENTIC SIMULATION YOU CAN PLAY WITHOUT
HIGH-LEVEL GOVERNMENT CLEARANCE,

IACTUAL GAMEPLAY SCREENS)

Janes
We Buitb SiMs By THE Book.™
WwWW, janes,ea,com

itk of Jane's information Growp Lid. Jane's Combat Samalabons is an Eloctrnic Arts brand,




JOINT STRIKE FIGHTER

Target Release Date: January 1998
Developer: Innerloop
Publisher: Eidos

Smooth Flying

This Action Sim Promises Performance Without a 3D Card

by Denny Atkin
y the early 21st century, the Inside the cockpit you'll find six multifunc-  instruments in F-22 sims. In following the pop-
F-15, F-16, and F/A-18 air- tion displays, very similar to those found in ular trend, the sim lets you adjust the MFD
craft, which are so popular EF2000 (even down te the lo-res look), but funclions by clicking the onscreen buttons
now with simulation design-  with many of the functions you find on the surrounding them.

ers, will be considered third-

world fighters. The F-22

Raptor will assume the pure
fighter role currently served by the F-15, but
the F-16 and FIA-18, which are used for bolh
air combat and ground atack, will also need
to be superseded by a more advanced air-
crait. That plane will be the Joint Strike

Fighter (JSF).

Both Boeing and Lockheed-Martin are com-
peting for the lucrative JSF contract. The BUZZ cUT When you buzz the airfiefd you SITUATIONAL AWARENESS Six MFDs give you
USAF. U.S. Navy, U.S. Marines, and the U.K. notice trees and hazing in the distance; the sim |§ status updates; they're readable in virtual cockpit
Royal Navy are all slated to buy variations on maintains 2 smooth frame-rate on a P166. ‘mode at resolutions of 640x480 or betler

lhe plane. Only one of the prototypes will be
chosen to serve the needs of all the ser-
vices—and neither has flown yel. Jomr Strik
FiguTen, from Eidos, will let you climb into the
cockpits of both contestants even before the
real planes take flight.

V/STOL AND SUNROOF OPTIONAL

Because neither JSF prototype has entered
testing, developer Innerloop has had to rely
on unclassified estimates from the manufac-
turers as to how the planes will perform. The
Boeing X-32 is the faster and stealthier of the
pair, while the Lockheed-Martin X-35 can
carry more weapons and is more agile.

How realislic the flight models are is any-
one’s guess at this poinl, since the real
planes are still being built. From a general
realism standpoint, the flight modeling is
fairly convincing, even in the program'’s beta
stage, with energy burning off in turns, TR s
pilots losing control in stalls, and speed ITERRAIN RIDE An Su-35 skirts a darkened Allied airbase on a stormy day; the terrain in JSF features

affecting agility. real-time shadinu-
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A PROGRESSIVE GAME §
ADVENTURES AND PUZZL

Dymamic erot 'é’bﬂam:s INMOYATIV
SWITCHED CHARACTER reansc‘rwss

INTRICATE STORYLI NE

FOR |
YEARS . :
MAYAN GOD" OF DE)\TH

TEZCATLIPOCA, HAS BEEN
TRAPPED BY THE POWERFUL
MAGIC OF ANCIENT PRIESTS.
NOW THE: FIENDISH DRUG
LORD KARZAC WANTS TO

‘ _.r#g.\-'s;;égm gy

Amzmc CRAPHICS CRE!\TED BY ARTISTS
FORMERLY OF THE: I!.ENO'WEI!D DON BLUTH STUDIOS.

R T R

i

.SMODTJ{ SCRDLLING PIRALLAX LAYERS AND

FARD HICH R!SQ].l.ﬂ'fﬂN CMPHII’.;S CIIEATE AN INTENSE

S

“CAN RULE THE WORLD.
IT'S UP TO YOU TO STOP
THE APOCALYPSE AS YOU
CONTROL THE 'ACTIONS
OF GEORGE 'AND NICO
THRDUGH AN EXCITING
~ADVENTURE FILLED WITH
“BLOODTHIRSTY THUGS,

UNLEASH THIS EVIL DEMON
SO THAT TOGETHER THEY

I.EIDK FOR OPECIALLY
ARKED VIROIN OAME
HACKAQ‘O FOH DETAILE.
Bnd Celebrate EMI-Clri:el %104
with the Sale of Use Cenlurg« Grim
an at Record Stores Everywherel

o N “““} DEVIOUS LOCALS
AN EPIC GRAPHIC ADVENTURE AND EXOTIC LOCATIONS.

A HW

L.

WWW.VIE.COM

C ot

9 1897 REVOLUTION SOFTWARE LTD. All rights resurved. Broken Sward: The Smaking Mirror 12 3 Iradomark of Revolulion Soltware Ltd. Published by Virgin Interaclive
Entertainmen, inc. dirgin i2 & registered trademark of Virgin Enterprises, L1d, Virgla Interaciive Entertalnment, Inc. 18061 Filch Mvenue, Irvine, GA 82G14 U.S.A,




RAND-MCNAPALM You can choose targets
and waypoints yourself during JSF campaigns,
or the mission generator can suggest targets
and routes for you. SAGR

The viewing system is nicely done, with a
scrollable virtual cockpit, snap views to the
sides and rear, and an EF2000-style smooth-
panning padlock for tracking air and ground
targets. A wide variety of external views are fea-
tured as well.

CAMPAIGN PROMISES

JSF will offer four campaigns, in addition to
quick-action and deathmatch-style multiplayer
combat. Set in Colombia, Afghanistan, Korea,
and the Kola Peninsula, the campaigns aren't
dynamically generated—the starting condi
tions are always the same. Once the aclion
starts, however, the campaigns become
dynamic in nature, with troop and aircraft
mavement dependent on the success of your
squadron’s strikes.

You can plan missions from scrateh, first
choosing a target and then setting waypoinls o
(and from) it, or you can let the computer gen-
erate missions for you. The mission editor was
fairly basic in the build | examined—you could
not set precise altitudes for waypoints, you
could only specify whether they were high or
low, This is designed for the pilot who enjoys
the in-the-air action more than the on-
the-ground planning.

JOINT STRIKE FIGHTER

You can include X-32, X-35, F-16, and F-22 air-
craft in your four-plane strike packages. You
choose your own armament, from Sidewinder
and Amraam missiles to JOAM and JSOW
advanced air-to-ground weapons; on the other
aircraft you can only specify whether to maximize
stealth or useful load.

In combat, you'll have fairly comprehensive
wingman-communication abilities, as well as
the ability to request downlink info from AWACS
radar aircraft.

LOW AND FAST

By far the most impressive aspect of JSF is
the sim’s graphics environment, The environ-
ment is rendered in 16-bit color with highly
detailed objects, lerrain that extends to the hori-
zon and that doesn't
“pop up” as you
approach it, and even
individual irees, which
become visible when
you fly at low levels. Yet,
even with this level of
detail, Innerloop has
somehow managed lo
coax lop-notch perfor-
mance out of the sim
without requiring a 3D
card. On a P166 | was
able to get a smooth
frame rate (20+ fps)in
640x480 mode; on a
P90 | had to drop down
1o 400x300 o keep
things perfectly smooth,
but the sim still looked
very good. Gamers who
aren't absolutely fanal
cal about smooth frame
rates may even find
800x600 mode enjoy-
able on P166MMX and
faster machines.

The sim supports any graphics made your
video card can handle—I was able to run in
1600x1200 mode, albeit at less than 1fps. Still,
it's nice to know you'll be able to dig this out in
three years and run in that resolution on your
SuperPentiumProRoyale I. The final product
may also support 3Dfx Voodoo 3D cards,
although this will primarily benefit gamers with
P133 or slower machines.

Although the game is still a work-in-progress,
it's already more stable and more enterfaining
than some other recent sim efforts currently sit
ling on store shelves. It appears thal Innerloop
has crealed an accessible, fast-action simulation
with none of the oversimplifications that made F-
22 Ligurne Il and Sient THUNDER disappoint:
ments for more experienced sim pilols.%.

Face Off

tional model for the USAF, a carrier-capable version for
the Navy. and a V/STOL (Vertical/Short Take-Off and
Landing) model for the Marines and Royal Navy. Jom STRIKE
FicHTER, however. models anly: the LISAF version.
The JSF has many characteristics in common with the F-22
* Raptor It's stealthy and has a weapons bay for internal
\weapons carriage. to minimize: radar signatures. tUsing an in-
flight data link with AWACS planes, the JSF can enter enemy .
. tenritory with its radar off, all the while maintaining awareness
. of enemy aircraft arotind'it. All of this is modeled nicely in JSF
Althouah you can create missions. using both JSF prototypes in
the simulation, only one of the two:will actually be chosen for

T he.real JSF will be available in three versions: a conven-

production in the real world.
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BLOW THE OPPOSITION OUT OF THE SKY.

WE HAVE.

THE BEST IN FLIGHT SIMULATION HAS JUST GOT EVEN BETTER

® FULLY FUNCTIONAL MISSION EDITOR WHICH CAN BE USED TO PRODUCE CAMPAIGNS AS WELL AS MISSIONS.
® 3D CARD SUPPORT FOR UF TO 33 FRAMES PER SECOND. ® MULTI-PLAYER SUPPORT WITH DEATH MATCH AND TEAM
PLAY SUPPFORTING NETWORK, MODEM AND DIRECT CONNECT. @ NEW FLYABLE AIRCRAFT INCLUDING THE CLASSIC FOKKER D-=VII.
® ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. ®8 NEW LANDSCAPE TEXTURING PROVIDING
PHOTO-REALISTIC TOWNS AND VILLAGES. ® PLUS FORCE FEED STICK AMD MUCH MUCH MORE.

THERE |S NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMBAT FLIGHT EXPERIENCE

“FLYING CORPS IS OUTSTANDING"” PC GAMER 90% “THE NEW KING OF WW1 FLIGHT SIMS™ CGW 4/5

¥ by ' I"l Y
“THE DEFINITIVE WW 1 FLIGHT SIM EXPERIENCE"™ 3 ) J I l( )‘ [ e “FLYING CORPS IS SIMPLY STUNNING"
PC GAMES A RATING PN T RbacT IV COMPUTER GAME ENTERTAINMENT 98%
EMPIRE INTERACTIVE o CALL: | BUG 216 8506 WERSITE: www.empire-us.com
A0FE LOA0 4 1906 A0 L INTCRACTIVE, I

CIRCLE READER SERVICE #375



PC Games

Next Generation

gaming experience

CNET Gamecenter

E-mailed Gamer
Feedback

E-mailed Gamer
Feedback

Mutants, Psychos, Cultists and Punks
are converging on you from every-
where; above, below, behind, in front.
You definitely haven't heen here before.
Top-down views don't just change the
way the game looks, they change the
way 3D action games play. You'll no
longer be blindly running into doom,
but mercilessly causing it from every
conceivable angle.

Blow away enemies on the catwalk
above or on the ground below. Grab
some homicidal friends and cooperative
multiplayer games can actually be just
that—cooperative. With some skill, you
might survive this post-apocalyptic
hell on earth, But watch your back
because death is all around you.

Now available for Windows® 95,
Download demo at
www.takenoprisoners.com
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SALD REA S®onaws1mllydazzlmg real-time
RPG exferience, 1 s m nagrand scalefirstbegan, now
comes alivein stunning graphic detail. Your quest'? Lead a party of adventurers onajourney to
save the Sword Coast regjion from a sinister plotthatmvolves 1mpendmg dmk'mheclggk

betrayed alliances..even your own soul. 2

b

%« | Huge game world -5 CDs filled with nearly 10,000 ) Authentic AD&D®characters, each represented
pamescreensinstriking SVGA, all “accurately onscreen down toindividual class, race,

rendered in glorious 16-bit color gender, skin and hair color, armor and weaponry

F,. Incredibly detailed structures and environments; %ﬂ Manageuptoa 6-character party ona gripping,
% dynamic lighting; day/night, rain, snow, fog, and non-linear adventure spanning seven chapters
lightning effects with multiple twistind subplots

Addvanced .

et (o ST Dun enns&DragonS@: o et -
BY GAMERS. FOR GAMERS. x._::::nf m

www.interplay.com
1997 BloWare COE}pRAli r:grhts reserved. ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks

'S.GATE is a trademark of TSR, Inc. Intefplay is a trademark of Interplay Productions, TSR is a subsidiary of Wizards of the Coast, Inc.
= All rights reserved. All other trademarks are property of their respective owners.
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SUB CULTURE

Target Release Date: October 1997
Publisher; Ubi Soft

Achievement

Take a Trip Down Under in Ubi Soft's New Aquatic Adventure

by Greg Fortune

here have been several limes
in my life when | fell about an
inch tall. This is the first lime
I've ever enjoyed the experi-
ence. In fact, Sus Culture (the
unique game in which my
Lilliputian adventurer piloted a

minisubmarine) is so innovalive and enterlain-

ing, it has landed squarely on my “can’t wait
for it to be released” lisl.

TO BOLDLY GO...
Being a tiny, air-breathing humanoid can
have its challenges, especially when your

environment is entirely underwater. Luckily for
you, your race has developed advanced sub-
marine technology. What your ancestors did
before this technology was developed is
beyond me, bul this is the slate of aifairs you
begin with. Those darned humans are pollut-
ing your ocean habitat, and all of the toxins
are mutating the fish and ruining your subma-
rine. Your first major problem is that (hree of
the four factions who share your environment
are openly hoslile toward each other, and the
fourth is neutral. How can you save your race
from environmental extinction all by yourself?
One clue—you can'l.

'THIS BUD'S FOR ME You can buy a lot of beer with the cash this will bring in.

VIEW TO A THRILL

Just being in this environment is fun. | spent
the first lew minutes just playing around with
the internal and external views of my sub. The
software-only engine looks pretty clean, but if
you have a 3D graphics accelerator, watch out!
[l'll take a crowbar and three Teamsters to pry
you away from your system. It looks that good.
The oceans are wide open, and you are free o
roam at will, exploring the area. The physics
seem lo be well modeled also. The way your
sub speeds up, the lag you experience when
your prapeller first bites into the water from a
dead stop, the way your sub gets pushed off
course by the currents—all are very well done. |
aspecially enjoyed the periods when it grew
dark and | got lo creep along the ocean floor
with my floodlight illuminating the sea floor.
You've got to see it to believe it.

MrContinued on pg 145

JESTER'S DEAD This pirate is a little worse
for the wear after being introduced fo one of
my trusty homing missiles.

NOVEMBER 1997
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Get an Avalanche of Excitement and a chancé to win a 1998 Jeep, Wrangler SE when you
buy Interplay games. Plus, get up to $100 cash back on your purchase of Interplay games, a
Diamond Multimedia Monster 3D Accelerator Card and/or an ACT LABS EagleMAX joystick!

To win the rockin’ 1998 Jeep: Wrangler SE, read about each exciting Interplay title and plow through the
puzzles on the following pages. When you reach the Puzzle Summit on the final page,

take the circled letters from each individual puzzle and decode the message on the 4
Sweepstakes/rebate Entry Form. Follow the instructions, and mail in for your rebate and W
a chance to win the 1988 Jeep: Wrangler SE or a library of the 12 exciting Interplay —
titles featured on the following pages. ' /  /

wwuw.inte Fp,ﬂy z Com/(] valanche BY GAMERS. FOR GAMERS."™
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THE FIRST €VEIS ST AF\ TF\GK SPACEE
BATTLE SIMULAT OIA.

KIRK. CHEKOV. SULU. BEFORE THEY WERE LEGENDS, THEY WE
TRAINING FACILITY IN TH

 MOST CELEBRATED
TARFLEET ACADEMY.

‘gTAR"ififCCT
b~ ACADEMY

issions will
“test your ingenuity, leadership

und courage - and dyetermlne if

i you've got what it takes to gruduc
i class. Going where no simulator has gone before,

you'll f ie on 30 of the universe’s finest

starships, from a cloaking Klingon Bird of Pre

‘to the Romulan heavy cruiser. All the while,

¢ Captain Kirk (William Shatner), Commander

¥ Chekov (Walter Koenig) and George Takei in

special appearance as Captain Sulu, are there

{ to provide instruction as well as inspiration.

_ WINDOWS®95 PC CD-ROM

Developed and Publithed by

|'W GAMIERS. “'II( GAMIRS.™ l ’ l ['I

_"__m_.,.....ﬂ- Starﬂeet Academy.

P
L
|

Starfiee! Acadery Saftware ©1897 Interplay Productions. Tracomark and ©1997 Pacamount Pictures. AN rights resecved, Star Trek, Starieet Academy and refated trademarks afe trad ot P Pictures, MacPiy and Interplay are trasemarks of Intarplay Productions. All
fights reserved. PlayStation and 1he PlayStation Logo are trademarks of Sony Computer Entertainmimnt, inc. All tights reserved, Microsoft. Windows and thi Wendows Joga are rog: trademarks of Microsoft ton, All rights reserved. Mac and the Mac U5 logo are

{rademarks of Apple Computer, Inc., usad under finense. All other copyrights and trademarks are the operty of their respeciive cwmers.
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POOLQ@

The ultimate pool simulation just
got better. Guaranteed.

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

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

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

WINDOWS®95 PC CD-ROM ¢ Celeri
O gy

 '\Beat The House

o v e The Ultimate Gaming Tutor & Simulator

Prepure yourself for the #1 casino gaming experience!
Featuring vividly detailed graphics and superior
sound, Beat The House will
make you feel like you are
E part olz'llhe action. Not only
~ will you experience the thrill
¥ of casino gaming but you'll
also learn the skills and
techniques of the experts.
WINDOWS®95 PC CD-ROM

(AL B,
/ 5 Microsolt | Smemm ot 2 o0
Wirdows' 95 ey . =

BY GAMERS, FOR GAMERS,™

Ao

oductio sulmm,mmuumummmmwmwumum,mmeumuomrmmﬁmmsmmmm 4
frademarks of Sony Computer Entertainment, Inc. Al rights reserved. Microsoft, Windows and the Windaws logo are reg ol Microsoft
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Redneck Rampage is a ruckus-raisin' riot of a ) d A

first=person 3D shooter set in the 2 ‘ » H ‘

fictional town of Hickston, i VXS A Hedk a% A Hayvd : A

Arkansas. Armed with up to ' . ryamepot ‘NTEL L‘GEN CE

ten impractical weapons, i f B e o _ =
. 1“1 e, " ( - 2 4 T

players blast their way : 'jfut fe,§ . Tame \We've, ”n}'ecl

through country bars, trailer 3 thfs;f)'em_* 71;\”

parks, and chicken processing '\ & = Happy [‘um,), ’

plants in search of their : L e Yerical
missing pig who's been Fne OV The I ﬁ?’o Ky _
8 G AL ,.-_‘jed_\‘

abducted by evil aliens, But they °
ain't gonna make it without
enough fuel (pork rinds and
whiskey) to fend off good ol' boys
with sawed-off shotguns who

aim to blow :
away their
bony behinds.
PC CD-ROM

yes Open For | :
Official Redneck %

Rampage Levels

XATRIX]
enfertalnment

A GRS, 5™
By Rednecls, Fer Rednecks.

©1997 Xatrix Entertainment Inc. Al rights reserved, Aedneck Rampage s a tradem Interplay Productions. reserved, Interpd istered trademark of Interplay Productions. All rights reserved. Interplay is the sole publisher and All other rks and copyrights
are property of their respective owners, ©1997 and ™ Hudson Soft Co., Lid. Bomiberman is 2 registered trademark of Hudeon St Co., Lid. Al nghts reserved. Interplay is the trademark of Interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions.
Windows and the Windows 05 logo &re registered Urademarks of Mécrosoll Corporation, All rights reserved. Al other trademarks and copyrights are the property of their respective: owners.
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520 HORSES UNDER THE HOOD. ﬁ,@

EVEN MORE PEDESTRIANS ON L

Some race for glory. Some for 8
money. Then there are those
who drive for the sheer ecstas
crunching bones against theip
bumper. Introducing Carmaged
the racing game that separates th
men from the grease spots o thekd o % 2 e

Pit your wits and wheels against 25 [o3 e ; -
drivers over 36 formidable race cirey ) : 3 o '

become The King of Carnage and The

Prince of Pile-up.  PC CD-ROM

This ﬁﬁle,
You’re Going All
2. The Way Down

—

Descent |k The Infinite Abyss, includes the award-winning
Descent: |l with an optional 3D accelerated version and
the all new Vertigo Series. With 50 levels, ;
40 enemy robots, easy to'use utilities like the
Mission Builder, Level Converter and the
Robot Texture Editor youn Descent
experience is infinite. PG GD-ROM

BY CAMERS, W GAMIRL*

Since 1989 Bamhberman has been The BLAST is Back & more

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

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

WINDOWS®95 CD-ROM

5 'L‘ R m?
=, s (& o

re you race aéz';iﬁ'“ t the clock

-;‘W
r i
. to blow your opporients to smlthereens.

v 140

Descent © 1996 Parallax Software. All rights reserved, Mission Builder © 1996 Interplay Productions. All rights reserved. Descent, 360° loga, and Interplay are tracemarks of Interplay Productions. All rights reserved. Portions of Mission Bullder © 1956 Bryan Aamot. All nghts reserved.
Windows™85 s a trademeark of Microsaft Gorporation. AN rights reserved, © 847 and trademark SO (Sales Curve Interactive) Ltd. 50 is a trademark of SUI (Sales Curve Interactive) Ltd. A rights reserved, Interplay is the trdemark of Interplay Productions. AU rights reserved. Exclusively
publishd and distributed by Interplay Productions
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T

ARE YOU PREPARED FOR THE
BATTLE OF ALL EXISTENCEZ
For a_fed in the Beginning and p

there lies a place where t
intertwine. The center for all rea

cistence, it is the
) ‘man and spirit.

A focal point for all energi one element that
has kept the consuming na

until now.

One by one, the Seals of protection have b "'e_

Step by step, Darkness'prepares for its final:

. And as the apocalypse draws near, only one'fo
i, ,stop the shas

flevil from eternal reign...yo

*****{&ﬁwuter Life
..offers one of the mb%t%ﬂyLd

absorbing fantasy-horror

38

game experiences available.”

ool
S SULITDT}

*k wktr CGW

“ROTH. overs all the bases.”

| AVAILABLE Now ON
PC CD-ROM

w'y
P~ .

fid [ Interplay are trademarks of lnmim Pruductln 15, All rights raserved, rplaé i5 the sole publishar and distributor. Licansed from.

ofs. Al rights reserved, DESGENT €1 Parallax Software, All rights res ESCENT TO UNDERMOLNTAIN is a trademark of
Inc. ADVANGED DUNGEONS & nnnrnm AD&D, FORGOTTEN REALMS and the TSR lago are repistared tradamarks owned

'BUADES, POOLS OF DARKNESS, EYE OF THE BEHOLDER, EYE OF THE BEHOLDER 11, EYE OF THE BEHOLDER |Il, DUNGEON HACK;

AUNTING: 190 Glemhu Inleraciwa All rights resai
A 0 mlln Imeraf.iwe le UEbLI:NT TO UNDERMOUNTIAN: @Y
‘ISE‘ ¢, DRAGON DI d @1987 TSR, Inc. Used by Interplay Productions i
': SRIne-POOL OF FMDI#NCE. CURSE IJF THEAZURE BBHDS. H LLSFAH. 8l




RESsENT T

ERMOUN

ADVENTURE (i

. g 5

| ESCENT TO UNDERMOUNTAIN® is the most revolutionary new
AD&D® FORGOTTEN REALMS® computer game ever. Based on an
enhanced, SVGA version of the awa:d~winning' Descent” engine,

you are challenged to build an authentic AD&D? character and plunge deep

into Undermountain —a twisting, monster- 5
filled dungeon labyrinth located beneath the W
city of Waterdeep, i /Z

COMING SooN on PC CD-ROM BY GAMERS. FORGAMERS.™

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

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

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

[

T

BY GAMERS. FOR GAMERS, - LEXT)

AvalLABLE Now
oN PC CD-ROM

All the Legendary Games.  AllI3EORGOIFERYREALMS itk
All the Magnificent Stories. o auna i

AVAILABLE No
+ POOL OF RADIANCE™

he FORGOTTEN REALMS® « CURSE OF THE AZURE BONDS™

Archives — the ultimate " SECREI'OETHESILVER BLADES™

ADVANCED DUNGEONS & » POOLS OF DARKNESS™
DRAGONS® PC game collection. < HILLSFAR™
Twelve of the greatest role-playing * EYEOFTHE BEHOLDER™
fantasy adventures ever created are S DR ERERHOIDER I
gathered together in one incredible SEXRONIBEHEHOEDER IS &

* DUNGEON HACK™ /

boxed set. :

- GATEWAYTOTHESAVAGE . 4
*TREASURES OF THESAVAGE |
FRONTIER™

+MENZOBERRANZAN™ : T
{ AT R >

\_ 6. It's 12 of the greatest role playing fantasy adventures ever, gathered in
i one boxed set. Y v

BATEWAY TO THE SAVAGE FRONTIER, TREASURES OF THE SAVAGE FRONTIER, and MENZOBERRANZAN ara tradamarks owned by TSR, Inc
under license, 851 and Strategic Simulations, Inc. are'trademarks of Stralegic Stmolations, Inc., a M p pany. GComputer game code
Strategic Simulations, Inc. Used under subilicense. Interplay is a tradematk of Interplay Productions, ANl nights reserved. Windows and the Wi
are registered

of Microsoft Corp . Al rights reserved, All othar and copyrights are tha property of thair respecliva own
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“Fallout has everything necessary to be the best
e roleplaying game of all time”

KUELELL, Ifﬂé‘!’{ﬁz: CUHE 5 I - . - Next Generation

A NEW BREED OF RPG

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

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

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

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

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

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

« Make your own character or starf with one of three
i pre-generated types: Diplomatic, Deceptive, or Combative.

98 g‘\ « Victims don't just perish-they get cut in half, melt into a
¥4 pile of goo, and explode like a blood sausage into

chunks of flesh.

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

« Available on WIN®95/DOS and Mac CD-ROM.




L Y

Take circled letters from puzzles on the previous pages & decode message: __
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Eligible Interplay Titles: . BUY: Any combination of Interplay games and accessories listed below between 10/1/97 & 12/31/97.
1 {check all that you purchased, maximum of L 3

3 ameswithout dona ccssory urchses | MAIL B ot L0 Bt O s g re e o oy ke, s
1 maximum 6 with accessory purchases) ¥4 stamped envelope to: Interplay Avalanche of Excitement Offor PO, Box 19129, Irvine, CA 92623, »
1 !_— Starfleet Academy™ RECEIVE: Up to $100 cash back (via rebate check), Allow 8-10 weeks for processing,
I Virtual Pool™ 2 PRODUCTS PURCHASED

— ‘
l [ ralloutt j $30 - 1 featured Interplay game and 1 Diamond Multimedia Monster 3D Accelerator Card /
1 | Beat the House™ Win 95/Win | $30-1 featured Interplay game and 1 ACT LABS EagleMAX Joystick BY GAMERS. FOR CAMERS.~

[] Realms of the Haunting™ | $10- 1 Interplay game )
! | | DESCENT TO UNDERMOUNTAIN™ L1 5202 interplay games Name. Birthdate /. /[
1 I DRAGON DICE™ | $30- 3 Interplay games Address

1 ] . Cit State 2i
I | The FORGOTTEN REALMS® Archives [ $a0-ainterplay games ¥ P.
1 TOTAL REBATE: $ (uP TO 5100) e-mail Address
Redneck Rampage™
: The e purchased and datid o o0 betwetn 107157 and 1311, This VIS Allew 810 weeks hoe proceisng This origenal certficate must accompany
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To receive your rebate & be automatically To enter the sweepstakes only:
entered in the sweepstakes drawing: 1. Complete the puzzle and

1. Complete the puzzle mail this form to:

2, Complete rebate portion Avalanche of Excitement

3. Mail this form to; Sweepstakes
P.O Box 19641, Irvine, CA 92623

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

HE EXPERIENCE
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B

Products available at participating U.S & Canadian retailers including:
Circuit City = Best Buy * CompUSA » Egghead » Electronics Boutique » Computer City * Media Play
Etc.

Babbage's
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cher e wall De e responsiidty o the winner, One hundred {100) fint
#0516 or oider, ecrpt employess of interplay Productons, MWV, inc. th
¢ (e 0f PVIEAMAYS nime dndinl lieneds JY Ve M PUbiCly COPCEIING 1N¢ PrOMO
| o i, Wi Reect B, £ in Ay wiry arAng fraim I SAeeRlaaeL

ki 5 being condicted by IVE, I, anc inckondent kg araan
erpiope i Avatanche W)

A "
res, adverirg and proToLen agenoes and the
DmoErAlon, uness pronbited by bw 6 1
sgn atficnis of
il be fnal B

neqriatond. 3. For Bhe rideress of the made w? we's L4t, PO Baw 171, 3

L_.._......__________‘_.



BY GAMERS. FOR GAMERS.



www.interplay.com



© . ORIGINAL SERIES. SIX NEW

. From the creators of Star Trek™" Starfleet Academy, Star Trek

'. iy "'C"OING‘ 'ISSPBING



INTERACTIVE EPISODES. ALL DIGITAL.
'_Judgment Rites, and-Star Trek 25th Anniversary, comes - ACTUAL GAME PLAY
the amazing digital adventure based on the origmal series. — SCREENSHOTS

*

A Incredibie digital technology recaptures the
characters as they appeared 30 years ago

“Boltom line; Secret of Vulcan Fury is setto .
become the ultlmate Star Trek game ever” - |

-Adrep_a_lme Vaqit'5 iy

A Uncover The Shocking Secrets Behind
The Original Vulcan/Romulan Conflict

Interplay’s attention o graphic detail has
resulted in a stunningly lifelike synthetic revival
- of the classic Star Trek players.” '

-PC Gamer

1K CAMENS O CAMERS.
™ WWW INTEI\FI.A"I'CDN\

- A\ A “One-Click” Interface Offers -,
STAR TREK: SECRET OF VULCAN FURY: Sollvare ©1987 s Pioductons, Al it resevd. Todomark and 1957 Parmount " . . Immersive, Fast-Paced Action

Pictures. All rights reserved. Star Trek, and refatpd maks-are the* property of Paramount Pictures. All rights rwmea
N Al other copyrights'and lmdv:marlu: are propegy of their lcspcclim UWRETS. . i, CIRCLE READER SERVICE #263




i ]w AD&D hamc‘-s most Iammw W()rl(l llu, I*Op(r()TT]“ N REAILMS

setling, 1s now p()wmccl lw the awarcl ~winning Descent engine.

INTRODUCING  DESCENT TO UNDERMOUNTAIN, THE MOS1
REVOLUTIONARY NEW ADE&D FORGOTTEN REALMS
COMPUTER GAME EVER. BASED ON AN ENHANCED, SYGA
VERSION OF THE AWARD-WINNING DESCENT ENGINE, YOU
ARE CHALLENGED TO BUILD AN AUTHENTIC ADED CHARACTER

AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING

DUNGEQN  LABYRINTH LOCATED BENEANTH THE CITY OF

WATERDEER, HERE YOU WILL ENCOUNTER AN INCREDIBLE
3007 WORLD FILLED WITH SHADOWY HALLS, ANCIENT
CRYPTS AND ABANDONED TEMPLES — NOT TO MENTION A
TERRIFYING ASSORITMENT OF CREATURES WIHO  CALL
UNDERMOUNTAIN THEIR HOME. SOILVE THE RIDDLE Of
UUNDERMOUNTAIN AND YOU WILL CERTAINLY AMASS A PILE OF

GOLD, FAIL AND YOU WILL BECOME A MERIE PILE OF BONES.

EITHER WAY, YOU'RE GOING DOWN LIKE NEVER BEFORE.

BESSENT T3




i
£ -

Experience more Lthan 25 different levels that come
alive in full 3D 3607 detail, from a dwarven tem ple

to an ancient |'._~j\'|:li<1n erypl.

9 Build your character using true ADED ru[wpla_\'iu.:
elements — 6 diflerent races and _—'in:_:]u or multi-classed
options. Your choice of character class leads to unigue
ahilities and will also affect the way the game p]nys —_

il. _\'Ul] Cl\l.‘l?,"k‘ a tllik‘l’ \'I]al'JCEL'I' You van L'I]I[Illl \\'illlﬁ!

e Battle more than 30 different 3D monsters —

skeletons, muimmies, ganl insecls and more. ..

a Seek out and utilize more then 160 rnagicnl items and
40 t{i.l-l.ul'l:nl :'pu“:%. i]h.']l]l!‘ll]!_f [Iu.- im\\'ur}'ul l|1(1_§ix‘ ||1|.='.~'1']v
that homes in on its targels and the [irehall that engulfs

its target in a sl\rom] ol “nmcs!

TPZ R

BY GAMERS, FOR GAMERS.” rorared

www.interplay.com

S L1997 Intesplay Productons. Al nghs reserved, Descent ©1937 Parallax Software, Al ngh
N Fargotten Reaims, Advanced Dungeoas & Dragans, ADAD, 20d the TSR lag are the 112
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< Immersive CD surrou
. Experience the Seven

Actalscenes from game

BY GAMERS. FOR GAMERS. ™ -
www.interplay.com tull(dﬂu-} T
1997 Interplay Productions. Of Light and and Interplay are lrad ks of Interplay Producti All rights reserved. Exclusively licensed and distributed by Interplay Productions. Microsoft, Windows and the

Windows logo are registered trademarks of Microsoft Corporation. All rights reserved.
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 the gambling simulator Caesay:
so real-to-life, you'd bet you were

ice your wagers and take your chances. Join friends at

table through network play. Polish your gaming
skills, play the odds and go for broke — because this time
all the action is on the house.

bto connect with up to 8 friends over a LAN - together you can create
% your own virtual gambling group

@The only major casino title with multi-player network play that allows you

Five challeneing, authentic casino games - Blackjack, Craps, Roulette, Slot Machines,
e L B ULE Ball JAcs P ,
UXA¢ Baccarat (PlayStation™ version) and Video Poker (Windows™"95 ver ion) -
give you a run for the money with real-world rules, odds and payouts

Photo-realistic graphics, digitized photography and
9 real-to-life casino sound effects put you 1'igf1t
in the action
Easy-to-use controls and the official
‘@ Caesars Palace® video
" tutorials will have you
playing like a pro

@ Optimum gaming odds,

# authenticated by renowned

" mathematical gaming
analyst, Dr. William
Bertram, for realistically

random otitcomes
and no easy breaks

the Sony Pla
game console.

e peogrim D107 FRAGS b
0Py Liel A 1)
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The first ever STAR TREK s};ar:e 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 hans\ ﬂnwn anyth:ny this advanced

“The most anticipated space sim
of the y_ear” — Computer Gaming World

“Starfleet Academy promises to:be the
flagship of MacPlay's immensely successful
Star Trek line ﬂfg_amES” —— Mac Home Journal

“STAR TREK fans are finally about to get a simulation
worthy of Starfleet itself.” — pc'camer

e L
s
il

BTARBHIPS AGAINST 30 amazing AND SPECIAL APPEARANGE By BEORGE TakEl IN BPEQTACULAR 3-D ENVIRONMENTS
3-D POLYGON ALIEN SHIPS IN THEIR LCOCNDARY ROLES OF Captain Kirk,
COMMANBER CHEKOV AND CAPTAIN SuLy

Fuy uP To Four FEDERATION I STARARING WILLIAM SHATHNER, WALTER Knmm] A VARIETY OF CHALLENGING MISSIONS ]




WWW.INTERPLAY.COM
WWW.MACPLAY.COM

MacFLaY

BY GAMERS. FOR GAMERS,™

Starleet Academy Soltware ©1997 Intesplay
are trademarks of Paramount Pictures, MacPlay and interplay ane irademiarks of fi
o Sany Complates Entertamment, fac. All tights resenved. Windows® 35 15 a regi

Pictures, Allights seserved. Star Treb, Starfleet Acadermy md redated trademarks
merplay Productions. All fights ieserved. PlayStation and the PlayStation logo ane frademarks
d rademark of Micresult © on. All sights reserved.
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THE CARMAGEDDON XV5.

Available Now at:
Babbages Ete. i
Best Buy
Circuit City
CompUSA
Computer City
Egghead
Electronics Boutique
Fiys
Hastings
Media Play
Micro Center

s camad ouher putesiicaputting resayl onilees

—Teue 30, 360° —
GRAPHICS ENGINE R
FEATURES USER-

DEFINABLE CAMERA
ANGLES, INSTANT
REPLAY AND SVGA
OPTIONS

290 DIFFERENT
VEHICLES, EACH
FEATURING ACCURATE
DRIVING PHYSICS AND ;
REALISTIC COLLISION Some race for glory. Some for money. Then there are
DAMAGE those who drive for the sheer ecstasy of crunching bones

36 RACE TRACKS against their bumper.

AND 3 DIFFERENT RACE Introducing Carmageddon.
ENVIRONMENTS FEATURE The racing aame that s “at
T ek The racing game that separates
MOVEMENT the men from the grease _

spots on the road.
. NETWORK _PLAY }
INCLUDES 7 MODES Drive whatever you
IR RVl Rl Want, wherever you want,

e el over whoever you want. You oS

make the rules.
2

BY GAMERS. FOR GAMERS."™ Test drive the demo at www.interplay.com

Available on PC CD-ROM é’;z%%“gﬁfn’{g‘"”’” Uy 2 [
jump in glorious 30!




520 HORSES UNDER THE HOOD.
EVEN MORE PEDESTRIANS ON TOP.
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THE RACING GAME FOR THE CHEMICALLY IMBALANGCED.
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Complete Freedom of Movement,

Precision Killing.

“We're not talking abou your standard
run-and-gun ¢our oo er session here.

b “Seriously Hot!

N

ok heads, sever |

7

imbs and bring your
7 encmy to his k

nces ﬂiterall ).




The Difference Is Real!



WWW.VISports.com



“The only NFL game good enough
to put my name on it.”

— Jimmy Johnson, Miami Dolphins

Ask Jimmy.

Motivation, game tips, personnel
assessment and post-game analysis
from Jimmy Johnson.

Coach’s Clipboard.

Create your own custom
plays and save them
on memory card.

One-Step™ Play Calling.

Choosing your play is as simple
as pressing a button.

3-D Passing Interface.

An innovative interface
provides precise control
of passes and kicks. -

Fully Licensed.

Real NFL teams, logos and g"
players with authentic play
books and formations.

a

Plus Customize Players and
Teams, General Manager Mode,
and Adjustable Real-Time Camera
Movement Before the Snap.

“There is so much more in my
game...so get a move-on and
check it out for yourselfl”

— Jimmy Johnson

.
o
PlayStation

O
PORTS "

L2

© 1997 Interplay Productions. All rights reserved. VR Sports, VR Football and The Difference ks Real are trademarks of Interplay Productions. Al rights reserved. Exclusively licensed and distributed by Interplay Productions.
Developed by Padded Cell Studios, a subdivision of Game Tek, Inc. Jimmy Johnson is a trademark of Golden Cane Enterprises. The NFL shigkd design is a registered trademark of the National Football League. TN/@ 1897 NFLR.




Back-to-Back Super Bowl Championships
Four-Time NFL “Coach of the Year”
36 Consecutive NCAA Victories

FOOTBALL
98"

Start Taking Notes.
October 1997

am ames, nicknames, ingos g iyers. @ 1997 PLAYERS N The PLAYERS INC. logo 15 an official trademark, of &
Fouthall League Playirs. PlayStabon an i, A rigghits reserved. A oller copyrighls atd fradenarks ane Uie property of their (espective
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“VR Baseball will lnak
and live l:aseball. e
: — Game Informer

Try it!
It's new. It’s different.
You may never go bar:k’fto your old game again.

SPORTS
The Difference Is Real™
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@ prope rl:, of their
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SUB CULTURE

Toals of the Trade

here:are:more than 30 modifi-
cations available for your sub-

matine. There are several lypes
ol weapons, prospecting tools,

upgrades. and various items that will
be needed for particular missions.
These items can be stored in your
ship’s hold, but can be swapped only
while you're docked. If you pick the
wrong toolfor the job, vou'll have to
return to port to make a change,
There is'no charge for changing the
gquipment an your sub, just for huy-
ing more. Here's a taste of some
the itemis available for purchase at
your local underwdter trading posts:
Shield Repair; For a
nominal fee, your shields
will'be restored to full
power You can apply it
only while docked at'a
city. so.if you are getting
pounded, make best speed
toward the nearest friendly base. Don't
leave home without it!
Homing Missiles: A
majar upgrade to the stan-
dard straight-line torpe-
do—these powerful beau-
lies will home in-on the
nearest metal object. Be
careful - when friendly. tnits
are nearby; as these really are like wild
dogs in @ meal markel.
Magnel: Used to harvest
metal objects from ithe sea
floor for processing by the
Brotherhood. *Also the anly
way 1o pull g subin trous
~bleoff the sea floar and
back to a friendly base.
‘Escape Petl: This will hot
 help you if your sub is
sinking. but it will help you
rescue crews from crippled
vessels: Alse used to put
a boarding parly onto o1
release prisoners from-a
hostile ship.

SMELL THE FLOWERS The dynamic plant and animal life contribute a
lot to the feel of the game. This is no barren sea.

rContinued from pg 112

YESH, MASTER?
The openness of the game does not end

with the environment. As a freelance sub
pilot, you have the opportunity to visit the
different cities in the area and accept mis-
sions from the different races. One of the
factions is made up of fast, deadly pirates,
50 you have to watch your back when you
venture from the safety of the cities. That
said, this is no underwater slugfesl. You
will make most of your credits by prospect:
ing for crystals, metal, and pearls. You will
he asked lo carry oul espionage missions,
rescues, research, and even a prison
break. You can decide not to accept any of
these missions, or you can fake anything
that comes your way. Each race will base
its attitude toward you on the missions you
have carried out for and against them. In
fact, last night the R i
Bohine told me, >/
"You suck.” | got a
little angry with
them, so | planted a
“Big Ears" bug on
one of their subs lo
enable Ihe Procha to
hear what they were
talking about. When
they finished telling
us their plans, |
destroyed their sub
with a haming mis-
sile, That'll I
teach 'em.

THE LONELY LIFE OF
A SAILOR

One thing you cannot
do in Sus Cuttue is play
with your friends online.
There is no multiplayer
mode in the game, nor
does it look as though
one will be added
between now and the
release date. To tell the
truth, this is one of those
games where | can
understand that decision.
“Hey, Joe, let's play Sus
Cutiuke on the Net and
see who can collect bot:
tle caps the fastest!” This is a game revolv:
ing around a complex plot, not an action
game with a thin story behind it. Multiplayer
baltles would lack the charm and the enter-
tainment value of the single-player game.

Overall, even from the beta, it's appar-
ent that somebody really likes making
this game. From the outstanding environ-
ment lo the original premise and the
thoroughly developed plot line, thisis a
solid product in the making. Even if you
are a hard-core action gamer, you'll prob-
ably want fo take a look at this game.
There is enough aclion built into the plot
lo satisfy the action crowd, and enough
plot built into the action lo satisfy every-
one else. My hat's off to the folks at
Criterion for being on the right track
toward one of the most original titles I've

seen in a long time. &

CITY RELAY BERCON : leicome to the Refinery. The
Brothers welcome your trade

HECK OF A DOORMAT Some of the nicest peaple in town have
mingfields in their front yards, wouldn't you like one too?

MOVEMBER 1997
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n the history of computer gaming, no genre
© of game has caplured the imagination of
.\ gamersin as litlle time as real-time strategy
' J games. True, we had a few real-time games
" inthe early years—RaILROAD Tycoon ranks
W as a classic—but when Comwanp &

k Conauer and WarCrarT Il debuted, they
| Dbecame instant hits, creating almost
l'-' - overnight the new category dubbed

2 aclionfstrategy, or realtime strategy, games.
And aﬂer each game sold more than one million units
within a year, a generation of clones quickly followed.

Already, nearly 20 clones have made il to market,
yet none has come close to dethroning WaRCRarT ||
as Ihe leader in real-time combat. This holiday sea-
son, that could change.

The biggest clone war to hit the PC, even bigger
than the Doom or Myst phenomenon, is about to be
waged. There will be no fewer than 40 real-lime strate-
ay games competing for gamers' attentions this holi-
day season. All this fierce compelition means, unfor-
tunately, that many good games could get lost in the
shuffle, bul it also means you'll have plenty of good

tI I.

litles from which to choose. Many developers of the
games in this roundup knew they'd be going head-lo-
head with the next WARCRAFT or Commann & Conauer,
s0 they worked to make their game even beller. The
result is a field of real-time strategy games that sur-
passed our expectations—games that truly advance
this booming genre.

How We Ranked Them

To help you sort through Ihe glut of real-time strate-
gy games and decide what to buy and what to ignore,
we've looked at preview versions of every game lhal's
slated for a holiday release—as well as a few that

aren't due until early 1998. Because we thought it
unfair to directly compare a complex strategy game,
such as ReseLion, to a lactical combat game, such as
My, we have divided the field into two categories:
Tactical real-ime games and Strategic real-time
games. We have categorized, and then ranked, each
game in comparison to the other games in its group.

We arrived at our rankings by answering a variety
of questions: How much did we like the design? How
well did the game play? Would it be released in time
for the holiday season? After all, we intend this to be
a buying guide, so it doesn't make sense for us to
recommend a game that won't make it out by
Christmas. Since all games are ranked, you'll know
you can't go wrong with a Number 1 or Number 2
pick in either category. But be wary of the litles near
the bottam of the list.

In gach entry, we've summarized the game's
premise; described the more impressive, innovative,
or different features of gameplay; and highlighted any
cool extras. We didn't include all features, simply
because of space limitations, but we tried to capture
what makes each game unique.
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To give you a taste of what lies beyond the horizon,
we've also listed the more exciling realtime titles
coming later next year. And, we've reported on a few
new games that are true hybrids of action and real-
time strategy. Lastly, we've put together an index of all
the real-lime games we've ever reviewed and rated,
just in case you want to go back and play the greal
games that slarled il all.

It's true that the sheer number of games can't be
good for the markel—a lot of good games will go
unnoticed—but the competition will force the cream
to the top. There can be only a few winners, but one
of them will be you, the gamer.

NOYEMBER 1997 CCW 19N



REAL-TIME SHOOTOUT

- In the far reaches
of space, three races are locked
in a vicious battle. The main par-
ticipants are the highly
advanced Protoss and the hive-
like Zerg. The nomadic and
scavenging Terrans are caught in
the middle, as unwitting pawns
and cannon fodder. As the
leader of any one of these lhree
races, you must defeat your two
enemies.

Iny: S1aRCRAFT is the
one real-time strateqy game that
has the whole gaming world

In the final version, you pi
4 finda ch'ncss-{gargler;in i

cowW

b Tactical Real-Time Games

actical real-time games are the ones we are most familiar with—think of Dune Il and WARCRAFT.

Here, combat is the mainstay of gameplay. You harvest resources and build structures, but the
goal is to amass enough troops to massacre your opponent. In most cases, the gameplay takes place
using a single, constant engine: You build structures, recruit troops, and fight your enemies all in the
same screen, unlike a game such as ReseLLion, in which you build and recruit in & strateqic screen,

waiting anxiously. It takes the
tradilional real-time model of
WarCraFT |l and adds evolution-
ary steps in game design—way
points, queuing production, for-
mations—as well as more innov-
ative qualilies.

As with most
Blizzard games, the

design team

o doesn't

NOYEMBER 1997
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stop tinkering until the game
goes out the door, and resource
management is one of those
design elements that remains
fluid. In our Fall Preview in
September, we reported

then jump to a tactical engine to resolve combat. Some of these games have strategic elements—
81 Conauest EarTH, for example, has an X-COM-like strategic overlay to the combat—but since they

E ’,
tarCraft

“\ emphasize the tactical combat as the majority of the gameplay, they fall into the lactical category.

that there would be only one
resource to harvest, but that you
would be able lo refine it to cre-
ale a second resource. Since
then, Blizzard has changed the
resource model again.

Now, there will be two
resource types:

s e e




Creature Features

Among STARCRAFT'S many features are the experi-
ence and role-playing elements. You'll be able to
carry units over from battle to batile, and your units
will arow in experience. However, these abilities won't
be enough to unbalance the game; they will probably
simply equate fo better defense and survivability. Al
units will be able to carry items in inventory that can
beslow special abilities. You will also be able lo
upgrade units with weapons, armor, and shields to a
higher degree than in WarCrarr |I.

There will be dynamic lighting, translucencies,
and shimmering transparencies for the cloaking
units. The fog of war will be blended, fo make for a
more realistic darkness effect.

Finally, SrCraFT will include command queuing.
That means you can issue a unit several orders at
once, in addition to queuing the production of units.

These are by no means all of SARCRAFT'S fea-
tures. Though it will debut much later in the year
than many other real-time games, it will definitely be
worth the wait. Any serious real-lime gaming fans
will want lo caich a ride on this ship.

ore and gas.
Terrans and
Protoss will mine
gas by building an
extractor on top of
a gas mine, at
which point har-
vesting vehicles
can go in and lake
resources. But the
Zerg will be able
to enter gas mines and directly harvest the
resources, eliminating the need fo build an
extractor. For ore, the Zerg will need lo infest a
ming, while Terrans and Protoss can mine it
directly. Also, the harvesting units will carry
resources in their inventory so if you destroy
resource-carrying units, you'll be able to strip
the resources from them.

In both land and space combat, there
will also be neutral outposts, with whom
the Terrans and Protoss can trade for sup-
plies. The Zerg, however, will need o attack
the oulposts to plunder the supplies.

Installation combat (the third type of com:
bat aside from land and space skirmishes)

REAL-TIME SHOOTOUT

won't involve any resource gathering, but
you will somelimes have to use and com-
bine items. Installation battles will be
more goal-oriented and will include role-
playing elements. In these cases, you'll be
given a set number of troops and a spe-
cific goal. These missions wil figure
prominently in the story, as you could
meet up with unique characters and
engage in dialogue before blasting your
enemies. In contrast, land and space bat-
tles will be more tradilional grand battles
in the WarCrarT Il style.

Extras: SmrCrart will have modem,
LAN, and Internet support for up to eight
gamers. On battle.net, SmrCrart will
provide support for clans, rankings, and
gamer handicapping. Blizzard also plans
to include in the game a campaign editor
that has the intuitive interface of Lhe
WarCrae1 Il editor, but adds more power
S0 You can string together scenarios,
create variable victory conditions, and
record your own voices.

The Triumvirate

Each race will have a different storyline
that tells one part of a grand story, which
weaves its way through Terran, Zerg, and
Protoss history. Each race has its own
strengths and weaknesses, demanding a
different style of gameplay.

Terrans will be most familiar to WarCrarr 11
fans. They will have no restrictions on where
and how they build structures, They will also

NOVEMBER 1997

enjoy several benefits, such as having mobile
buildings and the ability to scavenge
resources from hulks and debris. However,
they will lack the Zerg’s prolific reproduction
and the Protoss’ psionic powers.

The Zerg will be a hivelike race. All Zerg
units begin play as larvag, spawned from the
halchery. As you expand, both your larvae and
buildings will create a blanket of Creep, a sub-
stance required for building Zerg structures.
Zerg units will be more plentiful than those of
the other races; you'll always hatch two
Zerglings from the base larvae, and all units will |
be cheaper in comparison to the other races.
The Zerg will also have special abilities, includ-
ing regeneration and burrowing. Offsetting that
will be the hive mind, which requires that you
keep many omniscient, floating Overlord units
on hand to control your hordes.

The Protoss will be the most difficult race
to master because they are few in number |
but powerful. Most units will have shields and
more powerful ranged weapons, as well as
cloaking technology. In addition, Protoss
units will have psionic powers, which will
function similarly to the spells in WarCRarT II.
The new feature here is that you can cast
psionic power from groups of units. The
Protoss have to maintain the Khala, a psionic
link to the their homewaorld, which can
resirict their growth. You will need to build
pylons to channel the Khala in order to link
your strucfures together. Without these
pylons, Protoss buildings will be bereit of
psionic energy and rendered ineffectual.
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FIF TEEN RICHLY DETAILED ISLAND-WORLDS

WITH A LLISH DIGITAL SOUNDTRACK,

FOUR DISTINCT SPECIES WITH UNIQUE

APPEARANCES, SKILLS, AND TACTICS.

LINIGUE BLENDING LF REAL-TIME STRATEGY

AND PUZZLE-SOLVNG ADVENTURE.

COOPERATIVE MULTIPLAYER SYSTEM ALLOWS
FOUR PLAYERS T WORK TOEETHER TO

DESTROY A COMMUN ENEMY.

CD OFFER
LODK FOR SPECIALLY
MARKED VIROIN GAME
PACKAGES FOR DETAILS.
And Celebrate EMILCapital’s 100
with the Sale of the Contury-Goin,

G on at Record Stores Everywhere
e L e T
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VICTORY
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FROM THE MAKERS OF THE CODIE

rH e AWARDWINNING ASCENDANCY...

A FRACTURED WORLD OF AMAZING

FLOATING  ISLANDS, CONMNECTED BY

ERGY, YOU MUST LEAD THE
FLOATERS ON A JI:I:JRNEY oF
UBERATION.THE TONE REBELLION
I5 A NEW AWAKENING IN REAL-TIME
STRATEGY ADVENTLRE THAT 5

MORE THAN A REVOLUTION...

IT'S A REVELATION,

Www.VIE.COm

oy, e, AL RIghts Flosarvod. Diatubutied axclusivily by Viegsn Intoractivie Entartainmant, ing,
© i Ik o Tha Logle Factory, Ine. All company andior product names are tradomarks
addeimarks Gf s espoctive comy w 9 15 0 104y ) of M i
ik ol Viegen Entorprdos, Lid. 18001 Filch Averu, livine, GA 92614,
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Rubics of Buentide

Massive on-line interactive fantasy role plaving game
Quer 3 years in development
Advanced, multi-threaded client/server ancbltectune
Playable over the Internet
State of the art visuals utilizing (Uindows 95 & DirectX technolog:es
Quer 200 player/character combinations . . . 7 races, 16 classes, 2 aendens
Experience an infinite number of encounters in a arowing game-'enuitzonment
An abundance of items, bundreds of spells, 7 spell schools
Quer 300 sound effects: 125 separate musical scores
Thousands of bigh quality illustrations in a ricbly detailed 3D environment

Call
1-800-Play-G{Ul
for information on membersbip and pricing.
www.rubiesofeventide.com
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Dark

Premise: For ages the war between the
Imperium and the Freedom Guard has con-
sumed the galaxy, destroying everything in its
wake. One world ravaged by the galaxy-wide
war was the Togran homeworld. Only a few
have survived the planet's destruction, but as
one of the lucky, you drift in space and chance
upon a probe left by Togra, the legendary
founder of your people. Inside are instructions
for traveling back in time and eliminating the
Freedom Guard-Imperium threat before it
begins. When you enter the probe, you find all

the recorded battles between the Imperium and
the Freedom Guard. You must play all their bat-

ties and familiarize yourself with both sides'
weaponry and strategies, for once the probe
arrives in the past, you will have to fight the
combined might of the two warring factions in
one final battle,

Gameplay: Dark ReiGi is an innovative real-
time strategy game that strives for increased
depth, complexity, and realism. Many games in
this roundup have tried simply to make them-
selves more fun or more action-oriented, but
Dank Retsn seeks to advance the genre.

Activision has ensured that the game will
be easy to pick up and provides a detailed
tutorial to walk you through the enhance-
ments, such as waypoints, formations, and an
Al you can customize. The two campaigns are
well designed, challenging, and well paced.

Reign

Some of the game's most striking enhance-
ments are the terrain and Al. The terrain fully
affects combat: Units attack better on higher
ground, elevation affects your line of sight,
and your movement varies over different ter-
rain. You can set waypoints and save paths.
And you can also toggle your units' Al, telling
them roughly when to retreat and how far to
follow an opponent, among other commands.
As for resources, you harvest water to pro-
vide cash for buildings and units, and crystals
to power your buildings. When you build, you
can adopt either the: WARCRAFT model (each
barracks builds one unit) or the
C&C model (each barracks
increases the speed at which you
build from one central barracks),
These aren't all the cool fea-
tures in DaRk Reien, but we have
no problem recommending that
you try the game lo see just how
many more there are. :
Extras: Cerlain troops in DAk
Reign possess some very special
abilities. Some units can morph
themselves into any object on the
map to escape detection, some
can burrow under the ground fo

Bbvanird
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transport troops, while others can camouflage
themselves to blend into the surroundings. One
unit, the Infiltrator, can even steal enemy plans,
enabling you to build enemy vehicles.

Dank Reigh will have a robust scenario edi-
tor. There will be support for four-player
Internet play over Activision's active.net, eight-
player games over LAN, and two-player
modem and serial play. During multiplayer
games, you can make alliances and frade
units and resources.




> YOU ARE STANDING IN AN OPEN FIELD
IWEST OF A WHITE HOUSE.

> PREPARE TO BE TOTEMIZED
(A VERY BAD THING).

> GO TO HELL IN A GONDOLA...
AND BACK AGAIN.

o s ki R

Actual 360° views from the game.

NOW ALL IT HAS IS YOU. since1979. evit rorces nave trien 1o DESTIOY MAGIC 1N ZOTK.
NOW 2 MIGHTY OPPrESSOr THIEATENS TO TAKE THE "GreaT™ OuT 0F THE Great UNDErcrounn Empeire FOrever.
THE Grand INQUISLION 18 A FAILED MACICIan WHO CLATMS TECHNOLOGY WILL INAKC MAGIC0BSOLeTe.

AND, YOU're THe OnLy apvenrurer prave CNOUGH TO STOP THN. I'T COULD O1LY Ha I‘J:’efl unpercroun.



) AC'IiVl_ SION.

VEANT ALL CHARACTE R NAM IS AR LIKENESSFS ARE TRAEMARKS oF AcTivision, I

MAMES AR THE PROVERTIFS OF THEIR RISBECTIVE o8 X1 s, Wiww. el RUEMOTIONS

CIRCLE READER SERVICE #142



REAL-TIME SHOOTOUT

Total Annihilation

Premise: Two sides, the Arm and the Core,
have waged a terrible, galaxy-wide war for mil-
lennia. You must now bring the war lo its end
as commander of either side.

Gamenlay: Like Dark Reieh and STARCRAFT,
ToraL AnnmiLation is a truly impressive third-generation real-time game,
adding innovation and depth to the genre.

The game is completely 3D, though it isn't as striking as MyTH or
PopuLous. However, the 3D terrain does mean that terrain is a vital part
of strategy. Units will move up hills slowly, have farther firing ranges
from higher ground, and have their line of sight alfected by the terrain.  power generalors on the map (each has ils own advantages).

Each object in the terrain is distinct, so that if you shoot at an enemy Eylras: ToaL AnniHiLation lets gamers build dozens of units on dif-
through a forest, you could set fire to a tree. Thal tree will touch off ferent lechnology tracks. Of course, if you devote attention to one track
nearby trees, and soon the whole forest may be ablaze. The fire will to the exclusion of others, you could be at a disadvantage. As with all
damage you or any units standing near it, as will explosions fromnear-  decisions in this game, there is give and lake that you have to consider.
by enemies or friendlies. ToraL AutiHiLarion will have four-player Internet support, as well as

Gameplay involves harvesting metal and energy for building units eight-player LAN, and two-player modem and serial play. To find out
and structures. You can acquire metal from downed units and metal more about this game's raft of features (including the innovative com-
patches on the map. Energy is obtained by placing different types of mander unit), visit Cave Dog's Web site.

Sid Meier’s Gettysburg

Premise; Strap on the boots of Robert E.
Lee or George Meade and relive the climac-
tic battle of the American Civil War.

Gameplay: Gerryssure is a historical
strategy game as only Sid Meier could cre-
ate it. You don’t worry about managing the
Union or Confederate economy, or building
ironclads, or whether Joshua Chamberlain’s

my flank? Will a bayo-
net charge save the
position at Devil's
Den? Can Pickett sur-
vive the Union

% cannon fire long

| enough fo reach
~ the summit of the

mustache is too long. You just line up your | ridge?
troops, let all hell break loose near Little il  Exiras:
Round Top, and, in general, have a whale of " GETTYSRURG offers
a good time. Brigade earned its moniker, - dynamic cam-
Those desiring the tactical minutiae of A lot has been made of how Sid has | | = | paigns for both
Talonsoft's BATTLEGROUND Series will have to “rediscovered” real-time gaming. Aside S the Confederate
adjust a bil. Sid doesn't bother detailing the  from the fact that Sid designed Pirares! and and Union sides, along with hypothetical bat-
differences belween shotguns and rifled Raitroan Tycoon (nol to mention numerous tles, such as a victorious Lee striking loward
muskets, for example, choosing to focus flight sims), he isn't simply jumping on the Washington. Both LAN and Internet play
instead on the morale and training of each of  real-time bandwagon. GerTyssura doesn't should be supported, along with the option
the famous units depicted in the game. If play like C&C or WaRCRAFT with smoolhibore lo generate random battles so that green
you choose to defend “good ground,” as muskets. In order lo win, you must think like  commanders are on more even footing with

Meade did, you'll soon discover how the Iron  a Civil War commander: When do | pull back  Civil War scholars. — Terry Coleman
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| Neither Sfrafegy nor Action, These Games |
Are a New Genre of Gaming

Many real-time slralegy games have improved the genre by adding more realism
and slrategic depth, but several games are taking the genre in a whole new direc-
| tion. These games put gamers on the balllefield as commanders in a first:person
| perspective The results are stralegy hybrids, combining aspecls of real-lime
| stalegy and zcton o lghtsimuation games

raiemasses

s . e T T TSP

Flying Nightmares 2 B
Fuving Nighmares 2 is a hybrid flight |
simulator and strategy game. When
played solo, FN2 drops you into a
Cuban campaign in which you fly
Harrier jets and Cobra helicopters lo
try to protect the base at Guantanamo.
In multiplayer mode, up to 16 gamers
can take to the skies in virtual combat. One person on each side acls as

Commandant. This portion of the game is essentially a slower-paced real-

time strategy game, with some of your units under your teammates' con-
trol. The Commandant can jump into a cockpit and join the action,

but to really succeed you'll want a strategy gamer at the helm who

won't leave his post unattended.

Uprising

Upnising was the
first game we heard
about that merged the

‘action and strategy
game genres.

Uenisivg has the.
most strategy gaming
of this group, as you -
have all the traditional elements nf real: ﬁme slra!egy gaming resource
management, structure building, unit creation, and troop cumrnand

The gameplay Is nearly all first:person, though there is an overview
map for taking quick looks at the action from an overhead perspective.
Butyyou don't really playin this mode, Uprising, unlike BATTLEZONE oF
Gowaorta, doesn't assume you are stuck in a single command vehicle.
Instead, you can swilch between units, o you can take control of atur:
ret, the building vehicle, or a fighter craft.

NOYEMBER 1997 cew |[= 3"

REAL-TIME SHOOTOUT |

Battlezone

According to Activision, BarTezong's gameplay is 70
percent action, 30 percent strategy. The game is in first:
person view, using a very enhanced InTersaie '76 engine.
But instead of muscle cars, you're flying space vehicles
wilh much more exact and fluid controls than the clunky
cars of the 1970s. In fact, the controls and play mechan-
ics are very Quake-like, and Activision is stressing that
quick fingers and reflexes will be required to win the day.

BarTLEzoNE easily has the best interface for controlling
strategy: It uses a 3D topographical map to keep track of
all your units, and an intuitive keyboard-based command
interface lo direct units. For more on BarTLEzong, See our
full-blown Sneak Preview in this issue.

Golgotha
| GoLGoTHa, like

- BarLezone and
+ UPnising, plays as an |
* action game, but the

strategy portion is
much more accessible.
This game provides two
viewing modes, lop-
down for controlling units and first-person for face-to-face action.
The result is a game that combines the features of both action
and strategy gaming, but doesn't require gamers fo master a new
set of complicated controls.

You play the game mostly from the perspective of your supertank,
but you can still purchase new units and see the map in an overview
window on the side of the screen. When you need to command units,
you simply jump to the top-down perspective, issue orders, and then
return {o your tank to take part in the action. For more information, see
Gamespot's detailed preview al www.gamespot.com.
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S NEATNET)

THE ONLY INTERNET GAME NETWORK ENDORSED BY
THE CYBERDIVERSION INSTITUTE /

WHAT THE CYBERDIVERSION INSTITUTE SAID ABOUT THE HEAT.NET 5-POINT PLAN:

el Li—

D 7Y ——. 15 S U PO
POINT #1: MAKING INTERHET GAMING EASY. - AR
What the CDI said about being able to log on to HEAT.NET, download the free HEAT software and play ¥ “‘,

for free, or simply purchase the retail package (includes six months' premium membership, a HEAT (’, =3+ \
CD with games, and intemet access from MCI): “NEATNET'S SIMPLIFIED START-UP PROCESS WILL JUP-START Wi
WORLD PEACE BY ALLONING PEOPLE TO START BIVERTING THEIR AGSRESSIVE UBGES ANAY FROM REALITY INNEBIATELY)"” \ %\“\-{E\\\\

. i L v

v 5
POINT #2: CREATING THE FASTEST INTERNET GAMING EXPERIENCE. L

What the CDI sald about HEAT.NET having the smoothesl, fastest internet gaming available:
“THE FASTER EVERY WUNAN CAN PUBGE THEIR EVIL REPTILIAN COMPLEX BUILDUP, THE BETTER FOR ALL OF US!”

e

g

POINT #3: COMPATIBILITY WITH MOST MULTI-PLAYER CD-ROM PC GAMES.

What the CDI said about HEAT being compatible with almost every multi-player
CD-ROM PC game, after playing their favarites, including Quake* WarCraft II™
and Scud: Industrial Evolution} as well as HEAT-exclusives, like DeathDrome,™

Alien Race’" Net Fighter™ and “intense” HEAT-only Quake Mods: “INIS WIDE RANGE OF
REPTILIAN COMPLEX OUTLETS PUTS THE PGWER OF PEACE INTO THE HANDS OF THE HASSES!”

POINT ##4; OFFERING REWARDS FOR FREQUENT PLAYERS.

What the CDI said about HEAT being the only network to award frequent player points

(Degrees) that can be redeemed for prizes: !' \ RN
S4BT AN IDEAL IF PESPLE PLAY MORE OFTEN, THEY WILL QUELL AGGRESSIVE URGES MORE OFTEN | .
AND DECREASE REAL-LIFE AGSRESSION NORE OFTEN)” ; s ;

POINT #5: CREATING COMPETITION WITH LADDERS AND EVENTS.

What the CDI said about HEAT's automated, secure events and the ability to rise to the top
against the best competition in the world: « ENDORS,
al o

L= /u__/-(" “UHEAT] CREATES AN ENVIRONMENT FOR...THE ATTAINNENT OF INDIVIDUAL PEACE—
Wﬂ;&:( WHICH WE BELIEVE WILL LEAD T8 A GREATER WORLD PEACE!"” “ 17

pat eat

=" L06 OH TODAY TO THE INTERNET GAME NETWORK THE CYBERDIVERSION  ; \
INSTITUTE SAID “SHOULD WIN THE NOBEL PEACE PRIZE! Z

.@: NEAT IS THE ANSWER/

ek, I, Seud. ncutnal Evehiten and i
i Ty EGKTNING O TR0 FUTPRCHA) (TS

V7 GoanSon Metworks, hc, HEAT, HEAT NET, Not Fghtet and Alen Rucw aro i
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Myth: The Fallen Lords

Premise: As a commander of the forces of |
Light, you must lead a legion of troops

against the might of the evil Fallen Lords.

REAL-TIME SHOOTOUT

prises various missions
in which you are handed
a band of warriors and
instructed to fight the
Fallen Lords™ minions or
to complete some spe-
cial task. The engine
used in the missions is
astounding, fully 3D,
with great graphics, and
completely interactive
terrain that

The campaign should be well designed,
with some aspects dependent on your previ-
ous performance. If you lose too many troops
in one mission, for example, you may be crip-
pled in the next because of lack of forces. On
the other hand, if you manage to trounce all
the enemies in one mission, you could ensure
that the enemies in a later scenario are
rabbed of reinforcements,

The storyline behind MyTH is also first-
rate, telling a nontraditional tale of good
versus evil in a dark fantasy world. The story

Gameplav: Myt is a great-looking game
with & narrow focus: combat. This isn't a
bad thing; in fact, for those bloodthirsty tacli-
cal souls, it's welcome relief. The game is all
about tactical combat. The campaign com-

realistic combat and
be weather effects, a dynamic camera, and
dynamic lighting.

Warhammer: Dark Omen

Premise: Fresh from your victory over the Skaven in WaRHAMMER
1, you, Morgan Bernhardt, now lead your forces into battle against
the increasing Orcish menace and the growing undead might of
the Dread King.

Gameplay: Dark OMen is the
sequel to WARHAMMER; SHADOW OF
THE HorneD Rar and is a leap for-

o, alfects and is so rich that each individual unit will have a
| s affected name and a history,
| by you. The Extras: Myth will have great support for
~ engine multiplayer gaming as well as 3D cards. There
- employs a will be Internet, LAN, modem, and serial play,
- real physics but the Internet capabilities are the most seduc-
. model, tive of all. You'll be able to play over Bungie's
which makes  free online-gaming service, as well as on the
for more commercial gaming services. On Bungie's

effects. There will also metaserver, all players will have their wins and
losses continuously recorded and ranked,

allowing peaple to sort gamers by skill.

ward in both engine and gameplay. Gameplay consists of the tactical
combat engine, which is full 30, and the strategic overlay, which has
role-playing influences. In the strategy/RPG portion of the game, you
meet with NPCs, decide which of several missions to undertake,
recruit additional troops, and nurse your wounded. This role-playing
aspect—with its evolving story, NPC interaction, and branching mis-
sions—is Dark OMEN's most appealing feature.

The combat is strictly tactical, without any resource management
or building, though there is impressive magic. In each scenario, you
get a set number of units, the exact amount of which is influenced by
your performance in previous missions and by whether you've hired
or recruited more troops during the strategy/role-playing portion of
the game. Maps are smaller than in SorHR, to better facilitate imme-
diate action and eliminate the need to scroll around a big map. The
interface has been streamlined and the game sped up considerably,
creating a more fluid and intense combat experience.

Exiras: Dank OMen, in addition to its immersive role playing and
story, Is technologically impressive. The engine is full 3D, with 16-bit
color and support for MMX and all major 3D cards (it's best with
Voodoo and Power VR). Dark Omen, unlike SotHR, will have serial,
modem, and network supporl for head-to-head play.
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IF GUNS FAIL, BRING IN DOGS.
IF DOGS FAIL, BRING IN TEAR GAS.
IF TEAR GAS FAILS,

BRING IN HELICOPTERS.

Download the demo at www.sierra.com/swat2.




-

DARYL F. GATES'
PODLICE QUEST

Welcome to the world of D aryl F. Gates and the LAPD. Here, a SWAI
L

thin blue line separates law-ahiding society from kooks, crazies, terrorists,
sociopaths, drug lords and gang bangers. The choice is yours. Join the good
guys anil learn LAPD SWAT tactics, strategies and scenarios. Or hecome one of
society’s miscreants, and take it to the establishment with bombs, srenades,
and rocket launchers. Alone or on-line, no two missions are alike. All you

have is your mental wherewithal and a steely resolve to keep your drawers

1*A% ~ v = 53 . { : I ; s e
'm soil-free under fire. 1t’s not just another day in L.A. Then again, it is.

Cne t':J

IF HELICOPTERS FAIL,

BRING IN THE NEGOTIATION TIEAM.
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Premise: Return to one of World
War II's most hotly conlested
European battles, the Arnhem
Campaign, assuming command of
gither Allied or Axis forces in several
fascinating single-battle scenarios and
an extremely versatile campaign.

Gameplay: Where some of us [
complained that the original CLose :
Comear was winnable by literally doing
nothing, Ctose Comsar 2 will force you into
action. Where some of us suggested that
CC’s terrain elements and maps seemed
blocky, crude, and archaic, CC2 has maps
that are atlractive, functional, and almost
pedantically researched from WWII aerial
maps. Where some of us complained that CC
had an entirely negalive psychalogical model,
in which soldiers would start out at maximum
strength and could only get worse, CC2 fea-
tures a psychological model that can work for
you as well as against you.

In every way, CLOSE Comeat 2 is far supéri-
or to the original. Those who enjoyed the

MechCommander

Premise: MecHCommanper features you as a commander in the
BallleTech universe during a strong counterinvasion against the Clans.

Gameplav: Instead of being couched inside the cockpit of your
'mech, you'll be in a command post, directing the battle remotely. The
batiles themselves will take place in realistic 3D terrain (fans of the Geo-

Close Combat 2: A Bridge Too Far

challenge of the con-
tinuous combat fea-
tured in Crose Comeat
will thrill to the more
logical enemy Al of
the hot-and-heavy combal in CC2. Those
who reveled in the command perspective ol
sending troops lo take individual and man-
ageable objectives in CC should relish the
idea that every battle in the CC2 campaign
counts and that shepherding surviving
troops from one baltle to another means
that your troops (and chances of winning)
will get better. Would-be commanders who

Hex miniatures terrain will immediately recognize the inspiration) and,

unlike many real-time strategy games, your ‘mechs will not be throw-
away units. Pilots improve their skill over time; dead 'mechs are sal-
vageable; and you have limited, but replenishable ammunition.

The subordinate Al looks like it will be smarter than your usual min-
ions, and you'll have the chance to change it if you don’t think so. The
Al will be somewhat customizable. Each mechwarrior under your com-
mand will be rated for such things as Professionalism (How “by the
book" am 1?), Decorum (Do | kick a guy when he's down?),
Agaressiveness (How stupid will | be when the odds are against me?),
and Courage (similar to Aggressiveness, but not as tied to odds). Also,
the Al code is written in such a way that people who have no trouble
developing Doom wads should be able to build their own Al compo
nents. However, there won't be a built-in editor or interface to assist you. F§

Extras: Plans are developing for online play in which gamers will be
able to build custom forces and face competitors with an equivalent or

CowW

&

MENTER:: MR WE

MOVEMBER 1097

from the amount of tonnage and fire-
power in the 'mechs you've chosen). |
As of press time, we haven't seen

anything concrete. —Johnny Wilson

savored the realism of having troops run
away in CC will get doubly excited when a
group of CC2 soldiers suddenly goes into
“heroic" morale status and increases in
combat effecliveness.

Extras: Close Comsar 2 will have standard
multiplayer support, as well as Internet play
over Microsoft's Internet Gaming Zone.

—Johnny Wilson
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Form alliance with Russian Mafia.
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YOUR REIGN OF RUSSIA
BEGINS AT

lNTT
WWW.REDSTORM.COM The Web is Red. October 16.

©1997 Red Storm Entertainment Inc. All rights reserved.
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Conquest Earth

Premise: The inhabitants of
Jupiter have invaded Earth,
altempting to terraform it into a sili-
con-based world for their coloniza-
tion. The Jovians must ensure lhe
process succeeds; the humans
have to repel the alien invasion.

Gamenlay: Conauest EARTH
emphasizes the aclion part of the
aclion/strategy real-time genre.
There is resource harvesting and

: REAL-TIME SHOOTOUT

The Jovians will have an organic
look to their interface, complele
with wiggling pipes and eyelidlike
windows. The humans, on the other
hand, have a machinelike interface.
In terms of gameplay, the humans
will construct their vehicles, but the
Jovians will actually create vehicles

by combining and morphing into
larger troops, lanks, or aircraft.

During campaign play, there is a
strategic portion similar {o that in
X-COM, in which you have o walch
the planet for signs of alien inva-
sion while you research new units
and fortify bases around the globe.
Once you've spotted an alien infes-
tation, you zoom down to the planet
and conduct batlles in the tactical
mode, using the units you've
researched previously. You can play
the entire game without using this
mode, but it adds a strategic
dimension to complement the
mainly action-oriented gameplay.

building, but one of the most
compelling fealures of the game
should appeal to action fans: You
can actually take control of your
units, move them, and direct their
fire as in an action game.
Everything still occurs in the top-
down perspective, but this greater
degree of control adds a more
immediate sense of action.

WarBreeds

nise: In a futuristic alien world,
an ancient race crafted a variety of chil-
dren. Their most ferocious offspring
broke free and slew the crealors. Years
later, the other created races are now at
war, with the threat of the evil first-born
looming ever-constant on the horizon.
Gamenlay: There are quite a few
unique twists in WarBgeeos, including
the way it handles unit creation and
resource management. As in other real-
time games, you start with a few units,
harvest resources, build structures,
recruit more troops, and engage in
umultuous battles. However, the
resource model is much more intricate
and, frankly, more impressive. You har-
ves! crops, but you also get to plant
them. So after depleting a supply of
crops, you can plant more and harvest
anew. You get lo choose which of a vari-
ety of crops to plant, a decision that will

CGwW

xiras: One of the most excit-
ing features in CONQUEST EARTH is
the great interface. You can save
localions on the side viewporls
and always keep an eye on your
key installations or troops. With
day and night missions and mul-
tiplayer support, Conauest EarTH
should be one of the better real-
time games in this crowded field.

in part be affected by the
changing seasons.
When it is time to lrain
units, you'll also encounter
a lwist. You can breed your |
own unils by crossing your
race's starehouse of DNA
with that of your enemy’s.
When you kill an enemy
unit, you can inspect and
analyze its DNA, adding it
to your pool of knowledge.
During unit creation, you
return to that pool and cus-
tom-design a being by com-
bining various traits. Each of  F UL
the four races will have its own
special abilities, strengths, and weakness:
gs. The combinations are incredible,
matched only by those in EXTREME TACTICS.
uiras: Red Orb is trying to craft an
internally consistent and immersive

i game universe for
| WARBREEDS, even
| going so far as to
create an actual
" language for the
aliens on paper so thal when they
speak, it has structure and believabili-
ty. There will be multiplayer supporl
and an Internet-play matching service
via Red Orb's Web site.

MOVEMBER 1987






Explore Gothic London as the ever-faithful Ignatius or nimble, Battle 21 marauding medieval monsters in 16. equally disturbing
sword-wielding Nadia, looking for clues and solving puzzles. 3-D environments as you search for the evil Adam Crowley.

Don't let something as minor as a little severed limb stop you.

Use any one of 28 different mutilating moves to divide and conquer
Because it certainly won't stop them.

the diabolical demons, bloodthirsty beasts and overzealous zombies.

A bloody good time in jolly 0ld London.

For more on this tale of terror, call 1-800-850-1682.

Coming soon for Windows® 95. To prepare yoursell, go to www.nightmare-creatures.com or www.kalisto.com

Activision is a registered trad k of Aclivision, Inc. Nightmare Creatures is a trademark of Kalisto Technologies. © 1997

k NP Kalisto Technologies. Published and distributed by Activision, Inc. The ratings icon is a trademark of the Interactive Digital
Software Association. All rights reserved, All other trademarks and trade names are properties of their respective owners.
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7th Legion

CETA: Ill:lllhu 19897

Premise: You are the leader of Engine: 20

the 7th Legion, most powerful of
Earth's seven armies, locked in - Bullding: Yes
ballle with the Chosen, technologi-
cally superior humans who fled
Earth centuries ago and have returned to reclaim their homeworld.
Gameplay: 7td Leaion is a fast and fun real-tlime strateqy

game with a fresh take on the genre. You must build structures
and armies to battle your opponent, but there is no resource
management. Of course, buildings and troops cost money, bul

Sefting: Sobfi
il R

the way to get cash is to kill, not harvest. For every kill you make,

you earn cash. The more powerful the opponent, the more
money you get. You can then use your cash to build factories
and barracks. This dynamic means that no one ever has to quit
in frustration when they run out of money; all you need do is go
on a killing spree and you're solvent again, with money available
for crealing a bigger army.

The interface is one of the most intuitive in our roundup. In

addition, gamers can specify unit behavior, such as how far to pur-

sue opponents and to what degree orders to move will be dis-
obeyed in favor of firing back al encountered opponents.

Fxtras: Playing cards add another twist to the gameplay in 7TH
Lecion, These special items are found about the map and are
placed in a hand at the top of the screen. When you play a card, a
special effect will ensue. There are numerous cards, with a pletho-
ra of effects, from healing to berserker bonuses lo instant destruc-
tion of all troops (including your own). 71+ Leaion will have LAN,
modem, and serial support, as well as Internet play.

CowW NOVEMBER 199/
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NetStorm

* www.activision.com
.- m-‘ma 1997

Pramise: You own a
floating island in the
atmosphere of a fantasy
world, where the godiike &
Furies—Thunder, Rain, and
Wind—engage in litanic battles. Batlling against other islands,
you sacrifice enemy leaders to the Furies lo gain more knowl-
edge and power.

Gameplay: NerStorm is admitledly a strange and different
kind of game. In order to harvest the game's resource (storm
power), you need to build bridges to the floating storm gey-
sers using Tetris-like pieces (a fun brainteaser on its own).

Combat is very different, as there are no moving military
pieces to command. Battles occur when you put in place
offensive weaponry such as cannons and explosive discus
throwers, which operate on their own. The strategy comes
from deciding where to place your weaponry, and responding
to your enemy's placements by deploying counterweaponry
and defenses. And since the weapons act independently, you
have to {ake into account the capabilities, intelligence, and
preferences of each piece before you place it.

The object of battle is to carve a path to the enemy priest,
whom you capture and sacrifice to the Furies to gain hidden
knowledge (read: additional buildings and units),

On the down side, hard-core wargamers might feel cheated
by not being able to command stationary units and may be
dismayed al their allack procedures.

Exiras: The design of NerStoam, while different, is fresh
and fun. It's also perfect for Internet play. Hundreds of gamers
will be able to play over aclive.net (Activision's online gam-
ing service) in dozens of arenas, each with multiple islands
that can support eight gamers in a single deathmalch.
NerSorm will also have an RPG-like aspect, with the islands
growing in level and the priests growing in knowledge.




A Glance at the Upcoming

Fourth Generation Titles of 1998

;\-. quesnon on gamers’ minds is

W = BN

“What about WAHCRAFT Il and C&C 27" Most games covered in
our roundup are Christmas 1997 or early 1998 releases. There

are, however, many more real-time strategy games in develop-

ment for later next year, and this is where WC Ill, C&C 2, and a

few other games fall.

10K

Mid 1998

The most promising early title in the works is Sir-Tech's
Jaggen Acuiance 2, which will offer turn-based and real-time
gameplay. There will be more mercenaries and more laclical
depth, along with multiplayer suppaort and improved graph-
ics. Look for it in April 1998,

Interplay will release MAX 2 in the early part of the year.
This sequel will offer real-time play in addition to turn-based
and simultaneous play. It will also feature 16-bit color, updat-
ed graphics, streamlined gameplay for easier real-time gam-
ing, and aliens.

Interplay has another game, tentatively fitled Deap Space, due

out in early to mid-1998. This one includes real-time battles in

space and on planet surfaces with fully customizable ships and
units. Newcomer Soundsource Interactive will release an “aliens

vs. humans” real-time game in early 1998 as well.
EA will follow KKND Xtreme with KKND 2 sometime in
the spring.

| » 1 } O
Late 1998

Westwood plans to release the third C&C game, Commann &
Conauer 2: Tiseriun Sun, in the summer of 1998, Not much is
known, but Westwood intends to create a whole new engine for

the game (probably 3D), as well as take the baltle into the

future of the first C&C game. We'll have a preview of the game

as soon as we hear more.
ION Storm and Todd Porter plan fo release their real-time
stralegy game, DOPPLEGANGER, in mid-1998,

In late 1998, 300 is slated to release Triro Domimion, which

will be a fop-down strategy game with a 3D engine.

Also coming in late 1998 are Interplay’s Star Trek real-time
game, STAR FLEeT Commann, set in the classic Trek era, and
ConauesT oF THE New WoRLo II, which is moving to real-time.

WarCrarT Ill is slated for an early 1999 release, so don't
hold your breath. It will pick up where WARCRAFT ADVENTURES
leaves off. Apart from that, Blizzard isn't talking,

As we learn more about these lilles and other real-time
games lhat surface, we'll bring you up-to-date news stories
and previews,
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THE DECKS ARE SEALED.

)IS YOUR FATE.

.-expansmn set for the PC.

;_:“ rg ways to experience the thrill of Magic.

Construct decks around‘% v
Spells qf the Ajmmtd gwcagm'u'olﬁe ;

Available on Windows® 95. Visit your local retailer or call; 1-800- 695 (..&Mbduy or mgh: (t,"i. und CANADA)
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Extreme Tactics

Premise: On the planet Calibria, natural
resources have become so scarce that only
one clan can survive, leading to global warfare
between the Hammerhawk and Bloodfox clans.

Gameplay: What makes Extreme TACTICS
stand apart is that you can completely cus-
tomize the game's unils and Al. As in most
other real-time strats, you start with a cen-
tral construction yard unit, and churn out
units for resource-hunting and defense. You
can produce cookie-cutter units, but you
can also—unlike in most other games—
design your own units from scratch, using a
number of basic chassis and a wide variety

nents—and rename these config-
uralions to personalize your army,
There Is no structure building
in the game, though there is resource gath-
ering. The resources are energy and melal,

REAL-TIME SHOOTOUT

is 30, while the units are 2D sprites. The
terrain, though, does not seem o be as tac-

of weapons, defenses, and special equip-
ment. The number of possible variations is
immense, and the components tend to fos-
ter balanced designs, thus prevenling run-
away killers. You can likewise configure your
units” Al—including when to retreat, how far
to pursue enemies, and how to target oppo-

Hidden Wars

Premise: A human federation and an alien empire are locked in bat-
tle in a key nebula Ihal surrounds resource-rich planets. As a lisutenant
of either side, you must battle the other, while simullaneously watching
for treachery from your less-than-trustworthy superior officer.

Gameplay: Hiooen Was, like many other real-time games, has
resource management, building, and unit cre- o
ation, But it also has a few key differences, two
of the most significant being its engine and per-

the latter of which you get from natural
desposits or by scavenging scrap metal
from destroyed vehicles.

Extras: In addition to eight-player LAN
support, Extreme Tactics will have a skir-
mish mode for one-player deathmalches
against computer foes. The game's terrain

tically influential as that in Dark Reign or
TotaL AuniriLATION, in which the 3D terrain
governs everything from line-of-sight to fir-
ing bonuses. Visit our sister Web site,
Gamespot (www.gamespot.com), for
more information and an ExTreme Tacrics
designer diary.

spective. The graphics are full 3D, looking more like a state-of-the-art
action game than a strategy title, with 3D card support, dynamic
lighting, translucencies, antialiasing, and various other special
effects, With such graphic quality, it ranks in an elite group with the
likes of MyTH, WARHAMMER: DaRk Omen, and Poputous IIl. The engine
supports two views: a top-down view and a close-to-the-
ground, third-person view. The latter still gives you full
command of your units and military infrastructure, but
gets you closer to the action, giving the combat a more
visceral appeal.

Hiooen Was also emphasizes information warfare. The
interface will provide for numerous satellite feeds, allowing
gamers to access many locations and troop deployments
quickly. The fact that these views are so important to game-
play means that gamers will have to be constantly alert to win.
Extras: Hiooen Wags will have multiplayer support, including four-
player Internet and LAN play. The missions structure contains detailed
briefings and debriefings, as in TIE FighTer and MecHWaRRIOR 2. The
missions also help to advance a storyling in which the human player
learns to distrust the human commander and join forces with the sup-
posedly insurgent rebels against the aliens, while the alien player, an
unwitting mind slave of the alien leader, can possibly earn freedom
from his oppressor.
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A NEW FORM 0OF LIFE..

YOU'VE ACCESSED GALAPAGOS™: AN UNSTABLE,
TECHNOLOGICALLY ADVANCED WORLD OF ELECTRIC
BLUE CORRIDORS AND OMINOUS DIMENSIONAL GATES.
POPULATED BY LEGIONS OF MECHANIZED SOLDIERS,
GALAPAGOS OVERTHROWS NEIGHBORING WORLDS AND
ALIGNS THEM TO ITS INTERNAL DIMENSION, DRAINING

RESOURCES AND ANNIHILATING INHABITANTS.

TWISTED BY GENIUS AND GREED, THE CREATORS OF
GALAPAGOS EXPERIMENT WITH PILLAGED RESOURCES
TO CONSTRUCT PRE-PROGRAMMED MACHINES OF WAR.

MENDEL 1S THE EXCEPTION.

MENDEL IS A SYNTHETIC ORGANISM WITH THE UNIQUE
ABILITY TO LEARN. BENEATH HIS ALLOY SHELL IS A

TECHNOLOGY THAT SERVES AS HIS MIND, ALLOWING HIM
TO LEARN AND ADAPT TO HIS ENVIRONMENT THROUGH
TRIAL AND ERROR. HE IS THE PROTOTYPE TO A NEW

BENERATION OF AUTONDOMOUS WAR MACHINES, AND IF
HIS ENGINEERING IS REPRODUCED, GALAPAGOS wOULD

BE UNSTOPPABLE!

BuUT MENDEL IS HARMLESS AND ALONE. HE'S TRAPPED

IN A LABORATORY AWAITING TORTUROUS EXPERIMENTS

DESIGNED TO TEST THE SCOPE OF THIS NEW TECHNOL-
osEY. YOU CAN HELP HIM, BUT YOU CAN'T CONTROL
HIM. IF MENDEL DOESN'T ESCAPE, GALAPAGOS WILL
PROSPER, AND ITS TYRANNICAL ARMY WILL RAVAGE

THE GALAXY.

MENDEL MUST ESCAPE FROM GALAPAGOS!

% _ -

GALAPAGOS SINE LUMEN
Tyrannous Command Center Toxic Cloud Mine Subiterrariean Powerplant

mmmm.num-ammmmmmmnmummsm.nﬂmumummh-wmmmwmnﬂmmnmu-
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In the scientific realm of Artificial Life, Anark has developed
a revolutionary form of technology called NERM.

NERM lends itself to everything from enhanced industrial
productivity to digital switching systems used in telecom-
munications. And now NERM changes the face of

video games, '

Mendel, the synthetic organism in Galapagos, utilizes NERM
technology to survive. Much like a living organism, Mendel
learns and develops new behaviors to survive. If Mendel
steps off a bridge and sinks into a glowing pit of acid, he
melts and regenerates, his mind is altered by the experience,
and he becomes less likely to repeat his mistake.

In other words, Mendel is not pre-programmed:; he learns
right before your eyes. NERM allows Mendel to express a
number of behaviors resulting from the same stimulus.
This flexibility is impossible with other adaptive technol-
ogies and makes every game of Galapagos unique.

NERM Controller Converging on Logistic Map

GALAPAGOS"

ATION ' MENDEL'’S ESCAPE

Download
. " the Windows® 95/
[y-s a0 Mac 05® demo today.
2N
WWW.EA.COM/EAD
Order yours today.
< — Call (800) 245-4525.
PLON HELLEN
Lethal Refinery Gothic Temple

r countries. All rights reserved. All other trademarks are the property of thelr respective owners.
CIRCLE READER SERVICE #183



And win a trip to Monolith
~ Headquarters in Seattle, or
- other great “Blood™-y prizes'.

The only expansion pak made by Monolith
Productions, creators of BLOOD™

™ i s including Zealots, Fir
g 7 new maniacal monsters including Zealofs, Five

Chrysallids and a new boss, The Beast!

5. 14

%5, 3 powerful new weapon
modles including Akimbo Tesla Cannons

and the Sphere of Incinerafion

for the Napalm Launcher!

G ; .
5::-, 11 all-new bloodcurdling

levels including 2 sadistic
o . new Multiplayer Bloodbath levels!

; ™

_ 4 A \ —
PLASMA PAK,

Distributed by
GT Interactive
Software

www.glgames.com
www.glinteractive.com

MATURE i q|”

wh |

1R

AGES 17+

ESRe www lillcom CD-ROM

* RULES:
NO PURCHASE NECESSARY, Open lo US residents over 18 years of age at time of entry. Void where prohibited by law. For entry informalion and official rules, visit GT's web site at http://www.gtgames.com/blood
rules or send a SASE to GTIS 10 E. 40 St NY, NY 10016 Altn: Blood Sweeps. Residents of WA and VT may omit postage. Game ends November 30, 1997. Blood~ Plasma Pak ©1987 Monolith Productions, Inc.

All Rights Reserved. Created by Monolith Productions, Inc. Published and distributed by GT Interactive Software Corp. This game uses the Bulld engine and tools by Ken Silverman, GT™ is a trademark and the
GT logo® is a registered trademark of GT Interactive Software Corp. All other trademarks are the property of thelr respactive companies.
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WarGames

Promise: WarGames is based on
the movie of the same name, which
starred Matthew Broderick as a com-
puter hacker. This time, you fight the
WOPR in virtual battles across digital
battlefields. As the game progresses,
though, the WOPR starts to lose con-
trol and the combat moves from virtu-
al reality to real life.

Gameplay: WarGames is one of the real-lime
games in this roundup that uses a 30 engine.
This allows for zooming, more realistic graphics,
and a camera that can be completely rotated.
Units and buildings will also be 30; when you
destroy objects, they'll burst into separale pieces
and scorch the ground. You'll be able to destroy
buildings and trees and deform the landscape.
There will be a variety of terrain to fight on,
including snow, desert, and islands. On snow
levels, units will slide on the ice, while on desert
terrain, they'll move a little more slowly.

Resource management will differ slightly in
this game. Instead of harvesting resources,

remises In the future,
mankind's first contact with aliens |
is his deadliest, when humans
colonize the planet Adhara 3 in
2274. The aliens living there, the
Lux, slaughter the human
colonies, leaving only a few sur-
vivors. As the leader of the surviv:
ing humans, you must battle the
aliens and retake Adhara 3.

Gameniav: AoHara 3 is a real-
time game striving for increased

realism. There is no resource management or unit creation. Instead,
you start with a handful of survivors and must use them as engineers or
soldiers. In order to grow, you must find captured humans and free
them, thus increasing your army's size. To gain additional technology
and weaponry, you have to capture abandoned buildings or those
already held by the Lux. If you don’t have appropriate buildings for your
scenario, you can convert them to more useful structures with the

help of engineers. The only things you can build are makeshift walls,
bridges, and other simple structures. This type of gameplay adds real-
ism and fosters the feeling that missions are real-life surgical strikes to

you'll send hackers
into compuler centers
to secure equipment
and money. If you
hack your own cen-

REAL-TIME SHOOTOUT

lers, you get small

upgrades to weaponry and units. If you hack
neutral centers, you'll get more upgrades,
maoney, and information. Hacking the enemy
sites will allow you lo steal their money and
gain access lo even better units. By hacking
enemy centers, you can also install a tempo-
rary virus in the enemy’s units that will cause
them lo go berserk, Needless lo say, hackers

play a vital role in the game, and the more
remote or dangerous the hacked site, the
grealer the rewards.

Exlras: WarGames will have support for
LAN, modem, and serial play, as well as
Mpath support. Multiplayer games will also
feature traditional deathmatch, capture the
flag, and cooperative multiplayer missions.

NOVEMBER 1397

infiltrate enemy camps or

reclaim lost settlements.
The game will have both day

and night missions. In fact,

because the plantiike aliens are strongest during daylight, many mis-
sions will have to be conducted during the dead of night. In all sce-
narios, the sun will rise and set, so during a given mission, you
might wait until nighttime before moving into enemy camps.

Exiras: Aorara 3 will have an extensive plot fleshed out by ani-
mated cul-scenes. The art is unique among the games in our
roundup in that it has heavy anime influences, both in the movies
and the actual gameplay. There will be multiplayer support for
LAN, modem, and serial connections, as well as skirmish mode
against compuler players.




MONSTER SOUND:

= THE FIRST PCI BASED SOUND CARD

* ACCELERATES DIRECTSOUND, THE NEW
MICROSOFT AUDIO STANDARD

* |DEAL FOR HEADPHONES OR 2-4 SPEAKERS

* FREE FULL-VERSION GAMES INCLUDED

MoNSTER 3D:

» Wickep DiIRecT 3D AND GLIDE GAMING ACTION
* AWARD-WINNING, REALISTIC 3D PERFORMANCE
» WORKS WITH YOUR EXISTING GRAPHICS CARD

* BUNDLED WITH MORE THAN 20 FREE GAMES

Life ‘.._"6 e Sord
Eﬂﬂ]ﬂ eorangrairdl #
Visit www.diamondmm.com/monstersound

for'your chance to win Monster Sound
and Monster 3D!

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

so fierce.)

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

¢ realistic, heart-pounding 3D sound. And now, when you
Sound 2
Monster 500

_:',',':j_,.‘;‘m_mnf combine the amazing new Monster Sound PCl-based

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

graphics accelerator, you'll have the ultimate gaming system for your Windows 95 PC.
Using ground-breaking A3D Interactive technology from Aureal—initially developed
for NASA virtual reality simulators—Monster Sound provides stunning, digital-quality
3D positional sound. And, according to Computer Gaming World, the Monster 3D

graphics card is the ideal solution “for no-holds-barred blistering 3D performance.”

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

games and Web sites. Together, they deliver _
performance that blows everything else away. DIAMOND

M U LTI MIEDIA

Manster 10 Is @ trademark of Dlamond Multimedia Systems, Incorporated, 288o Junctian
Avenue, San Jose, CA 95134, All other trademarks are the property ol thelr respective

owners. ©igpy Diamand Multimedia Systems, Incorporated. All rights reserved, ACCE[EI'ate VOUI' WOI’ld.
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War Wind II

Premise: The Obblinox and
Tha'roon have joined forces, as
have the Shama'Li and Eaggra,
while two groups of humans (sci-
entisls and marines) suddenly
enter the world of Yavaun. As any
of these four factions, you must
ballle for your survival and the
subjugation of all others,

Gameplay: The complex game-

play of War Winn returns, but with
a more streamlined system of
introducing you to the game's
depth. There will now be a tutorial
involving the marines' side.

The gameplay will have the
same detail and depth of the origi-
nal. Now, however, instead of
recruiling units through your Inn,
you will have to increase the size of
your army by finding settlements

Dark Colony

around the map. If you find a set-
tlement of your race, you can
recruit new unils. The inhabitants
will join gradually of their own
accord, but you can also enlist
them quickly by persuading them
with your leader. If you find a sel-
tiement of the enemy's race, you
can destroy it and deprive him of
his most vital resource, The
resource model is basically lhe
same as in the original,

Premise: Earth has invaded Mars, and now the organic Martian
army and mechanized human forces are engaged in a bloody war, with

the red planet as the prize.

Gamenlay: Dark CoLony's gameplay will be very familiar to real-time

wargamers, as it is similar to C&C and

WarCrarT. However, the game does have most of
the enhancements of real-time's third generation,
including the ability to queue multiple units for
production and set waypoints for moving troops.
Dagk Cotony has an impressive graphics engine,
with nice special effects, such as translucency

and day and night cycles.

Like War Winp II, Dank Cotony will let you
carry over a few unit commanders from scenario
lo scenario. While it is a decent game, it isn't

REAL-TIME SHOOTOUT [

Extras: War Wi Il will
include more vehicles, as well as
the regular ground units. There
will also be more air units, and
each race will still have its mega-
unil. In addition, cerfain races will
have units that can burrow, swim,

and cloak themselves (like the
stealthy Tha'roon from War Winn).
SSI hopes to streamline the
upgrading and spell-casting. Wan
Winp I will include multiplayer
support for head-fo head play and
up to four gamers over LAN.

screen, inadequate resource supplies, and is also one of the bloodiest
games covered here, with exploding alien heads, rivers of bload, and
even maggot-infested carcasses in the cut-scenes.

Exlras: Dark CoLony has multiplayer support for up to eight gamers
over LAN, or head-fo-head play with serial or modem connections. In
multiplayer games, Dark CoLony has power-ups and one-shot artifacls
strewn about the map for the taking. See our reviews section this month
for a full review.

ground-breaking or
~ ) addictively fun
like some of the
other games in
this roundup. Il
suffers from a
lack of informa-
tion in the

gameplay
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CyberStorm 2: CorpWars

Premise: You play in the
Earthsiege universe as a powerful
space corporation, buying Hercs
and breeding pilots to conquer
planets for riches and to defeat
the scourge of the Cybrids.

Gameplay: Whereas Lhe origi-
nal was a furn-based game,
CveerSTonM 2 has moved to real-
time. Sierra assures us, though,
that the realistic features of the
old combat engine, such as

Frepep———— ... =
S st B o 7

Premise: You'll swear that Sgt. Rock and
Sqt. Fury have come lo life as you command
the plastic army men of your misspent youth
in a clever, fresh-looking approach to real-
time strategy. Movietone-style news footage,
which covers your progress in an imaginary
WWIl-style campaign, further enhances the
game's ambience.

facing and line of sight, will make
the transition to this engine. So
will the terrain, which will affect
movement and aftack.

In CyserSToRM 2, you will
have to control both the pro-
duction of your Hercs and the
growth of your Bioderms, the
Herc pilots. You'll begin the
game with only enough cash
to purchase a low level of
Herc technology and hulls,
but as you compleie more
missions, you'll earn money
to buy better technology, bet-
ter hulls, and better weapons
to create more lethal Hercs.

To pilot these monstrosities,
you'll breed Bioderms. Of

course, the more money you
have, the belter the quality of

Gameplay: In ARy
MEen, you command

ferent unit types in 48
different missions.

# Some require you fo
rescue POWSs in order
8 10 succeed. Others will

8 tion of radar installa-
. lions or
tunneling
under
enemy
bases.
Mission

w1

" variely
You simply choose your units, deploy
them carefully, command them to move and

fire, and finally, respond with command inge-

nuity to the radio transmissions you receive
from your superior officers.

NOVEMBER 194/

your bioengineered henchmen.
Each Bioderm will have several
different abilities, from sharp-
shooting to battle hardiness,
which you can upgrade as you
pain more spending cash,
Extras: CyserSionm 2 will
have suppart for eight-player

small squads of six di-

necessitate the demoli-

LAN play. Battles will be small,
squad-level affairs, as you com-
mand a handful of Hercs.
Combat will thus be more specif-
ic in scope, with escort, rescue,
ambush, and base attack mis-
sions; rather than being huge
build-and-attack massacres.

The big difference between Aamy Men and
other real-time strategy games is (hat you
are the larger-than-life sergeant on the bat-
tlefield, not the commander in the skies. It
is this “in the heart of the action” feel that
brings the battles up close and personal.

While we haven't gotten to play the final Al
as of press time, it appears that the subordi-
nate Al will avold the careless mislakes
we've seen before, such as units that walk
single file into ambush areas and soldiers
who are oblivious o known enemy locations.
In demo games, we've even seen soldiers
wait until they attained critical mass before
attacking and, sometimes, use combined
arms to maximize success.

Extras: The game will support four-player
LAN and head-to-head modem play.
Multiplayer play will use eight different cus-
tom maps, each of which will be designed
expressly for standard, elimination, and
deathmatch competition. The game will also
ship with a very robust 3D terrain editor.

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

And now you've got one in

Microsoft Flight Simulator 98,

an upgrade guaranteed to blow

all past flying experiences out of the sky. With it you'll

soar over vastly improved landscapes that include

3000 airports (10 times more than the
rports ( Iﬁ_ ft

previous version) and more than 45 cities around the world.

' . Flight Simulator 98 features multiplayer, force feedback

support and flight models validated by Cessna® and Learjet,

so you can achieve all new levels of
flight realism. Take control of the

widest range of aircraft, including

this Bell 206B JetRanger 111

helicopter, a machine that's guar-

anteed to make you feel like a rookie all over again.

Your coordinates for take-off are www.microsoft.com/games/fsim

TESPOCHve OWngrns, -
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II‘I a MOI’tar-Shell. Features and Contact Info for Surveyed Products

Game

7th Legion
Adhara3

Age of Empires
Army Men
Chaos Island
Close Combat 2
Conguest Earth
Gonstructor
CyherStorm 2
Dark Colony
Dark Reign
Dominion

Earth 2140
Entrepreneur
Evolution
'Extreme Tactics
‘Hidden Wars
KKND Xtreme
LEDWars

Lords of Magic
MechCommanter
Myth: Fallen Lords
NeiStorm

Developer

Epic Megagames
Pixel Painters
Ensemble Studios
3D0

Dreamworks

Atomic

Data Design

System 3

Sierra

Gametek

Auran

lon Storm

TopWare

Stardock Systems
Crossover lechnologies
Media Station

Ronin

Melbourne House
Larian

Impressions Studios
FASA Interactive
Bungie

Titanic Entertainment

Outpost 2 Sierra

Pax Imperia: Heliotrope
Eminent Domain

Populous: Third Coming| Bullfrog
Rebellion Goolhand

Seven Kingdoms Enlight

Sid Meier's Gettyshurg Firaxis

SimCity 3000 Maxis

StarCraft Blizzard

Tone Rebellion Logic Factory
Total Annihilation | CaveDog
Warhammer: Mindscape

Dark Omen

War Inc. Optik Software
War Wind Il Dreamforge
WarBreeds Red Orb
WarGames Interactive Studios
WarSport Timesink
Waterworld Intelligent Games

Publisher

MicroProse
TBD

Microsoft

3D0
Dreamworks
Microsoft
Eidos

Acclaim

Slerra

SSI

Activision
Eidos

Interplay
Stardock Systems
Discovery Channel
TBD

Ripcard
Electronic Arts
lonos

Sierra
MicroProse
Bungie
Activision
Sierra

THQ

Electronic Arts
LucasArts
Interactive Magic
Electronic Arts
Electronic Arts
Blizzard

Virgin Interactive
GT Interactive
Electronic Arts

Interactive Magic
SS|

Red Orb

MGM Interactive
Timesink
Interplay

CcCCwW MOVEMBER 1597

Web Site

WWW.MICroprose.com
www. pixelpainters.com
www.microsoft.com
www.3do.com

www.dreamworksgames.com:

www.microsoft.com
www.eidos.com
www.acclaimnation.com
Www.sierra.coni
www.ssionline.com
www.activision.com
www.ionstorm.com
www.interplay.com
www.stardock.com
evolution.discovery.corm
www.mediastation.com
www.ripcordgames.com
WWW.ed.com
WWW.i0n0s.com
WWwWw.Ssierra.com
WWW.microprose.com
www.bungie.com
www.activision.com
WWW.Sierra.com
www.thg.com

WWW.8a.com

www.|ucasarts.com
www.imagicgames.com
www.ea.com
WWW.maxis.com
www.blizzard.com
www.logicfactory.com

| www.cavedoqg.com

www.mindscape.com

Wwww.imagicgames.com
www,ssionline.com
www.redorbicom
WWW.Mgm.com
WwWw.warsport.com
www.interplay.com

Info. Number

(800) 695-GAME

n/a

(800) 427-9400

(800) 336-3506

(310) 234-7000

(800) 427-9400

|nfa

(516) 656-2650

(800) 757-7707
(800) 234-3088

| (800) 477-3650

(800) 884-8863
(800) INTERPL

(888) STARDOC
'(301) 9861999

(313) 971-1112

| (408) 653-1897

(800) 245-4525

| (602) 607-3785

(800) 757-7707
(800) 695-GAME
(800) 295-0060

(800) 477-3650

(800) 757-7707

(818) 879-5728

(800) 245-4525

| (800) 985-8227
(888) 246-2442
(800) 245-4525

(800) 245-4525

(800) 953-SNOW

n/a
(800) 469-5961
(800) 245-4525

(888) 246-2442
(800) 234-3088
(800) 548-1798
n/a
n/a
(800) INTERPL
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Chaos Island

Premise: You return to
the Lost World to control
the cast of the movie and
direct a team of scientists

to ballle with evil hunters

and rogue dinosaurs.

Gamenlay: This game is
a real-time strategy game
designed for kids and teens,
but it bears mentioning because
it is a real-time strategy game
with dinosaurs.

In CHaos IsLanp, you won't
recruit troops or units. Instead,
you will order around the cast
from Lost World, including lan
Malcolm and Sara Harding.

However, you will also get to com-

mand dinosaurs against the
InGen hunters and other rogue
dinosaurs. At the same time,
you'll need to build camps and
research new technologies, such
as lranquilizer guns, faster boots,

and incubation
technology for
speedier egg-

hatching.

You acquire
dinosaurs by find-
ing their nests and
stealing eggs,
which you then
halch at your
camp. Eight types of dinosaurs will
be available for command, inclug-
ing T. rex, Raptors, Stegosaurs,
and Triceratopses. Aside from
eqgs, the other resource you man-
age are supplies, which you'll find

REAL-TIME SHOOTOUT |

in old InGen ruins about the
island and in air-dropped ship-
ments. But the hunters will also
see the air-dropped supplies, so
you'll compete with them for the
precious cargo.

Exiras: The game does not
have a mulliplayer component,
but it does have a storyline
fleshed out with cut-scenes, and
the actors from the film all lend
Iheir voices to their characters.

Pramise: In the future, WarSport has
replaced football as the most popular form of
violent recreation. As the coach of a team, you
command a 50-man squad of robots against
your rivals, attempting to destroy their head-
quarters and win each game.

Gameplay: WarSponr has the most struc-
ture of any game in our roundup because it's
supposed to be a fuluristic sports game. The
gameplay is, of course, complete strategy, with
units to command and enemy headquarlers to
storm and take. You play in an octagonal arena
against seven opponents, each with a slarting
mrce of various robots and a Cumcen (head

| z0ne. The

goal is to

e ) amass the
:“ '| most points

t

during a game (consisting of two, 10-minute
halves). Points are awarded for destroying
enemy Comcens, taking over enemy Comcens
and bringing them to your goal line, or con-
quering other players' homezones.

During play, you'll
command your roops
in C&C style, attempt-
ing to gain points
through brutal combat,
but you'll also get to
issue commands from
your Comaen, and fire
off missiles and coun-
termissiles al the
enemy.

Exiras: WarSporr is
an online-only game,
available exclusively on
Mplayer. Up to eight

INVM OHM SININOddO. -

VM NOA STWYD JIAVTAILINW
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gamers can play in one arena. At present, and
probably in the final version, the game is free.
In fact, you can log onto Mplayer's site at
www.mplayer.com, download the beta of the
game, and start playing now.
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War Inc.

CEO of one such corporation,
you are charged with turning
your company into the
world's strongest.
Gameplay: The game:
play in Wag Inc. all revolves
around the corporate
theme. There is a slrategic por-
tion that wraps around the tacli-
cal combat. In this part of the
game, you gel lo play the stock
markel and earn more cash,
which you can then use to pur-
chase units or research new
weaponry. You research new unils
and weapons components, which

Premise: In the 21st century,
corporations have replaced coun-
tries as the military powerhouses of
the world. Acting under contract
from country leaders, they now
enforce world peace or engage in
acls of global terrorism. As the

Premise: Four races—Scorp,
Human, Darken, and Merc—are locked |
in comba in the far fulure. While the
rest of the universe lies devastated,
these four groups have come to the
planel Phygos to setile their war.

Gameplay: Dommion has gameplay similar lo games such as CnMMAND

& Conouen. Its main pluses are the sheer number of units, the four different
sides, and a collection of cool, litlle features and unit abilities.

The game's strong point is the four races. Each has its own abiilies,
strengths, and weaknesses. The humans have the swiftest and most
advanced units, but they cost more and take longer o build. The Mercs are
agaressive, with advanced weaponry and good all-round units. The Darken
have powerful armored vehicles, but are slow in movement. The Scorp have
a hive mentality and weaker units, though they can surprise opponents by
burrowing below ground o ambush enemies.

Same of the cool features in the game are telepad unils for teleporting
across the map, a tremendous variety of mechanized units and vehicles,
and commanders to whom you can delegate simple commands. Gameplay
takes place in more than

; &R ou | 40 missions spread over
: four campaigns.

% iR L Extras: DoMNiON
e, e A m 2 will have multiplayer
[ | support for eight-gamer

battles over LAN, as well
as modem and serial-
cable support.
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you then combine to create a
large number of unit variations.
You can also collect money by
taking on mercenary contracts.
The goal is always to get more
cash to increase the power and
technology of your company. If
you ever go in the red, the com-
pany's board will vote you out of

office, and you'll
lose the game.
For less cerebral
gamers, this strate-
gy portion is com-
pletely optional. If
you choose, you
can have the com-
puter automale Lhis process, while
you simply build unit variations and
hop into tactical battle, command-
ing your forces against the enemy.
xiras: Wan Inc. will offer
head-ln-head madem and six-
player LAN support. The game
will also provide a map editor for
creating your own scenarios.

LEDWars

 ILis the near future on a planet dominated by mullination-
al corporations that employ private armies 1o cultivate money-making
empires. As the commander of one CEQ's army, you are charged with
finding resources to maintain the life- glwng LED drug trade.
ameplay: el eSS
LEDWags is a real-
time strategy game
in the mold of C&C
and WARCRAFT, You
go out and harvest
resources (in this
game, you drill for oil
and plant seeds in
fertile patches to har-
vest), then build
units and buildings. The units in this game, as in ToTAL ANNIHILATION
and others, comprise a healthy mix of air, land, and naval units.
The game has a corporate theme, not unlike that of Wan Inc., but is
not as refined. You do work for a corporation, so you'll receive
contracts (via video mail) that you can undertake to increase your
e, COMpaNY's assets.

In multiplayer games, you have the
option of playing in a “World War"
mode, in which all gamers start with
overflowing resources.

Extras: LEDWans will include a sce-
nario editor for creating your own
maps. It will also suppori LAN,
Internet, modem, and serial play.
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and Warcraft™ owners, ',’

while supplies last.

Details
inside

After a nuclear apocalypse, two bands

of stragglers battle for control of the

wasteland. Mutants. Survivors.

each box, 4 4
Lots of killin’.
The future rules!
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90% Rating—PC Gamer, UK Edition
Game of Distinction Award Winner
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Full multiplayer gameplay
with 15 multiplayer maps

XTREME KAOS-skirmish with computer
opponents and allies
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¢ in hi-resolution 640x480 SYGA
DOWNLOAD THE DEMO! ¢ ,é"
- Wwiw.ea.com/ead b ' R
KKIND £1997 Bea Softvore PTY LTDIRKND i 3 trackenark 2 tered tradmask of Beam Scfoware AY gy vesirved. Becronic Avts and the Blcareie Arts lagn wre trademarks o regittered Mol Houss

M@tm Adtl sreeny wther trasdemarks are Property of ther respective ownars.

CIRCLE READER SERVICE #184

e SRS E
oy v e



|
| REAL-TIME SHOOTOUT

Earth 2140

Premise: In the far fulure, the
civilized countries of the West
have united against the imperial-
ist Eurasian Dynasty, resulting in
an Earth-shattering war that has
already obliterated Africa and
Australia. As either the United
Civilized States or the Eurasian
Dynasty, you must wipe out the
other global power and bring
arder to the chaotic world.

Gameplay: Earmi 21401s
Interplay's preeminent real-time
entrant this year, as MAX 2 Is being
upgraded for an early 1998 release.
The gameplay is very similar to
C&C, wilh a few added aspects.

There will be some special fea-
tures, such as units that can tele:
port across the map using particu-
lar structures, and compuler com-
manders to whom you can give
control of squads. The squads will
then either aggressively search for

and altack enemy troops or defend
your base.

The United Civilized States will
have more conventional weaponry,
such as tanks and planes, while the
Eurasian Dynasty will have exotic
units, such as androids and robots.

l‘mmrr Tactical

* Developer: Top Ware
_.MIlﬂllr Inlmlﬂ
-Eﬂl' Late. 1891

-Engine: 20

Resource Hmiml: Yes
Bullding: Yes

Multiplayer Max: 8

Extras: Eartd 2140 will have
multiplayer support for death-
matches over LAN, modem, and
serial connection. During mulli-
player games, you'll be able to
construct a limitless number of
units (in contrast, WARCRAFT 11
had a cap o how many units
could be on the screen, which
prevented truly huge armies from
coming into play).

'KKND Xtreme

Premise: Two factions of humans have managed fo survive a devastating
nuclear war, One privileged group fled to underground shelters, preserved
their lifestyle, and became known as the Survivors. The other group—the
few above- ground survivors of the armageddon—became the Evolved. Now,

; am, as the Survivors emerge to reclaim the sur-
face, the two sides clash for the right to
inherit this wretched Earth,

Gameplay: KKND Xtreme is actually
the “Special Edition” of the original
| KKND, released earlier this year. As
reuiewed. KKND rated 2.5 stars and was
a competent, if uninspired C&C clone.

: : KKND XTReME is an upgrade of that
game, with 20 new, tougher missions, as well as a skirmish mode for muiti-
player deathmatch with computer-controlled opponents. The graphics have
been touched up, and the network code is now more stable. Apart from
these enhancements, KKND Xrreme remains a clone, with a simple real-
time model.

Exfras: KKND
XTREME has support
for six-gamer net-
work play and head-
to-head madem
play. It comes bun-
dled with a strategy
guide, due to the
added, more diffi-
cult missions.

Category: iuucal
Developer: Melbourme llnm
m Electronic m

ETA; Ilelolll! 1097

Resource ﬂlaluuamn‘l. Yes
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Waterworld

Premise: Following the
plot of the movie, you must
find dry land while fighting
against evil human factions
in a postapocalyptic, nearly
submerged world.

Gameplay: Coming two
years after the release of the
terrible movie on which it's based, WarerwoRLD needs something to distin-
guish it from both the film and other real-time strategy games.

The gameplay is much more squad-based, as you control individual unils with
names and inventories. The scenarios are more mission-oriented (saving
hostages, for example), rather than grand battles with armies of unils. In most
cases, you pick or buy your weapons and items, outfit a small group of units,
and then maneuver them through a level to accomplish their task while causing
major damage. There is no building, but you do pick up resources ranging from
personal items, such as weapons and medikits, to more vital resources, such as
water and metal. With these, you buy equipment between missions. You can
gquip individual units with weapons, up to three items, and armor.

Maps seem fairly small and are built
around functional areas (bases and plat:
forms); rather than large-terrain.

Extras: The story gets fleshed oul by cut-
scenes as you complete more missions. That
could be a plus or a minus, depending on how
you look at it, but the game offers both never-
before-seen clips from Waterworld and shots of
some of the actors from the film.

Category: Taet!ul :
' Davelopar: Intelligent Games
Publisher: Interplay
www.inlerplay.com

ETA: rall 1997

Resource llauamwm m
' Buiiding: No.

.~ Setting; Sci-i. ;

- Multiplayer Max: None.




-..that a highly contagious virus has infected your computer.

.= .defending your PC with anti-virus weapons ‘and vehicles.

.« -building factori'es_,-' fortresses, and spy cameras.

...navigating throijgh your owh computer' in reaL—t'irne 3D.

... fighting 'your uay through levels based on your own files and documents.

...seeking and destroymg mult1pLe Virus strains.

Get ready for the most 0r1g1nal game/in years. Virus: The Game lets you
journey inside youn. computer to confront the infection eating away at
your. files.

Travel ‘through youri.graphic files in 3D and see those graph1cs on the
walls. Battle a Vinusiiinside a .WAV file and hear: the WAV mixed in with
the sounds of combatw Build-an anti- V1PUS modul e 1ns1de a text file and
see the text around you.

Protect your Windows™ folder at all costs. If your graph1c driver is
infected, your screen display wWill corrupt.. And if your mouse driver
is hit, you m1ght Lose control altogether. Frightening, fdisn't it?

Just remember. I s_onLy a game...

Aamii bt

_COm'i-r'lg Soon!
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CAVEDOG ENTERTAINMENT "
PRESENTS...
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The New Landscape Of War

The word is spreading across the map.
TOTAL ANNIHILATION is poised to redefine
real-time strategy gaming.

«..a lock to become the new king of

real-time strategy games...”
-COMPUTER GAME ENTERTAINMENT

“_..the level of detail is astounding...

it'll be the envy of every kid on the block...”
-PC GAMER

“..true 3D engine lifts the game
into new territory...”
-COMPUTER GAMES STRATEGY PLUS

“..TOTAL ANNIHILATION has the
potential to do for real-time strategy what

QUAKE did for first-person shooters ...”
-COMPUTER & NET PLAYER

AVAILABLE NOW!

Total Annihilation strategy guide from GW Press.

COMING SOON!
Total Annihilation Add-On Pack featuring
all-new maps, missions, and units.

A
,_\_,/\

(AVEdéj

EnTEFYARMENT

www.cavedog.com
A GT INTERACGYIVE COMPANY

e oty 0 1 st commpanes

50 missions, over 150 units including a
full host of land, sea, and air forces.
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Premise: You are one of
twelve ancient civilizations, rang-
ing from the Persians to the
ancient Greeks. Though you start
as only a small village, with just a
few tribesmen, you must hunt and
gather food, advance to more a
sophisticated age, learn self-suffi-
ciency and lechnology, and then
make the full leap to civilization.
Competing against you are other
cultures with whom you can fight,
trade, or negotiate as you all try

" REAL-TIME SHOOTOUT

the lron Age.

Gameplay: Apparently,
Microsoft has finally learned
something about games. AGe of
EnmpIRes, its second strategy title,
is not just a good Microsoft
game, but a damn good game in
general. It's a unique, intriguing
example of the real-time genre,

one that adds the depth and com-

plexity of a Civ-caliber game fo
the intuitive, intense, and mulli-
player-friendly feel of real-time
games The two games that seem

V1ctory By Any Means

GE OF EMPIHE_E‘_: offers much rnure gameplay heyund cnmbat so it

to progress from the Stone Age lo

There wi!l be four campaugns m lhe game each witn varylng dlm
_ culty, stories, and goals. In mullmlayer gamers can win purely on
'ﬁ;__polnts {which are cnmputed by adding totals from four categories:
i 1y, and rehgmn]_ You can aiso wln by

' has ¢ one wonder available o build. It's a masstve undertaking, but

 victory goes {0 vihioever builds and sustains it for 2000 years (400

 seconds). You can also win through religious means, by finding ali

the world's artifacts (there are a limited number: of carts strewn

 about the map) or by claiming all the wnrlcl 'S rellgmus ruins (@

- small number of Stonehenge:-like fulns that gu fo whlchever civlllza
tion last touched them).

MOVEMBER 1897

to have inspired Ace most are
Civiuizarion (which Age cocreator
Bruce Shelly designed with Sid
Meier) and WarCRAFT Il, whose
interface, simplicity of execution,
and multiplayer support Ace
seems to emulale. It's not often
that a game can be described as
a mix of two of the greatest strat-
eqy games ever designed, but
then it's not often you see a game
this good.

Agk is much like other real-time
games in the beginning: You start
with your town center and from
there build houses lo support a
growing population, lrain more
villagers, gather resources, and
build requisite structures for mili-
tary troops. However, Ace then
adds the dynamic of “evolution”;
once you finish building all you
can at your current level of lech-

nology, you can advance fo the
next age of discovery, acquiring
the ability to learn a new set of
buildings, troops, and nonmilitary
advances. You can bet that your
rivals will be advancing, so you
will have to do likewise if you
want to survive and thrive.

Act oF EmPIReS has four ages
through which you can advance:
Stone, Tool, Bronze, and Iron, in
that order. You can advance to the
next age by demonstraling your
proficiency with your current

Category: Strategic
Developer: Ensemble Studios
Publisher: Microsoft
www.microsolft.com

ETA: Oclober 1987

Engine: 20

Resource Management: Yes
Bullding: Yes

Setting: Historical
Multiplayer Max: 8




by building structures native to the era. When
you advance, more buildings and troop types

become available (think of it as upgrading your

WarCrarT Il castle to a keep and then a
fortress, but on & much larger scale).

However, when you advance to a new age,
you gain more than just new buildings and
troops. You acquire additional trappings of civ-
ilization. In the Tool Age, you'll learn how 1o
build farms for self-sufficient food harvesting,
and develop various technologies, such as the
plow for better farming and the wheel for
faster unit movement. During the Iron Age,
you'll be able to research writing (which expe-
dites the sharing of map knowledge belween
cultures) and government. The technologies
are a good mix between military and nonmili-
tary achievements. For example, you'll
research better tools in order to make rock
and gold mining more efficient, and lo
improve your warriors’ armor from hides to
leather to bronze and, finally, lo steel.

In a feature that mirrors reality, the resources
you need to gather change as you progress. In
the Stone and Tool Ages, you need to gather
only food and wood for your units and build-
ings. When you advance to the Bronze Age, you
begin to need stone for construction. Finally, in
the Iron Age, you need to accumulate gold to
train units and construct buildings. You acquire
food by gathering berries from bushes, by hun-
ing wild animals, and, eventually, by farming
(simple but pleasantly realistic). You chop trees

A World of Difference

In Age nr Empm:s vau nan nlay as’ one of
Iwelve, oullures. Each has its own special abil-
_ Itles aml ‘each has a sl]nnllu llllreruan! sel of
tsnhnulun!as to Tearn. For-example, lea Illl!ll
 the Shang and the Persians learn the
I;snlent:es E{ur]m: llw uaﬂr aﬁus. the Shan

REAL-TIME SHOOTOUT |

fo get wood and mine quarries and mineral
veins lo get stone and gold.

Dealing with your neighbors is a big parl of
Ace oF Empires. Most likely, you'll fight them
with your troops, all the while researching
more devastating troops and weapons and
building up massive armies to wage war. Still,
you can always trade with them to earn a litile
extra gold or buy their kindness through requ-
lar tributes (though we haven't tried it, so we
can't say if it really delers hostilities). The trib-
ute system also allows you lo give resources

later have access to
more agricultural dis-
coverles than the Persians, while the Persians
learn to tame elephants for military use. The
twelve civilizations are grouped in four
regions—East Asia, Europe, the Middle East,
and North Africa—and the cultures of a given
region share a dislinct style.

to your allies in multiplayer games.

Ace oF EmpIRes is @ good game, and one the
smartest and most sophisticated games of our
real-time roundup.

Extras: Multiplayer support for At is
good, with many user-configurable fields and
a variely of selectable victory conditions. As
many as eight people can play over LAN or
Microsoft’s Internet Gaming Zone, At will
also come with @ scenario editor for creating
your own maps, as well as wilh an impressive
encyclopedia of historical information.

Middle
Eastem -

NOVEMBER 1937
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Premise: In the aftermath of
Star Wars, the Death Star has
been destroyed, shattering the
Empire’s illusion of invincibility
and igniting a spark of hope in
the Alliance. Playing as either the
Empire or the Rebellion, you
allempt lo crush the other side
before The Empire Strikes Back.

Gameplay: Sk Wans
RegeLLIon is a grand slrategic
game thal in many respects is like
a real-time Master or Orion,
though with a more epic storyline
and a confrontational twist.

The game will begin differently,
depending on who you choose to
be. As the Empire, you start from
a position of strength, with a
large fleet and many worlds under

Category: Stralegic
Developer: Coolhand
Publisher: LucasArs
www.lucasarts.com
ETA: Late 1897

Engine: 2D/3D

Resource Management: Yes
Bullding: Yes

Setting: Scii

Multiplayer Max: 2

2l = [Sfo- R B
Kied e

e

your control. As
the Rebel Alliance,
you start with a
smaller fleet and
fewer worlds, but
with a mobile
base that begins
play from a ran-

dom location.
Gameplay consists of recruiting
0r conquering planets to add to
your cause; building facilities on
planet surfaces to supply raw and
refined materials and build lroops,
ships, and structures; sending
units and characters out on mis-
sions of diplomacy to neutral plan-
els and espionage to enemy
worlds; and commanding fleets in
batlle against enemy armadas.
You can gain worlds either by
slalioning a garrison on the planet
or by swaying them with a diplo-
matic envoy. Planels are very
important in the game, because the
more you have, the more facililies
you can build, the more resources
you can acquire, and the more
troops and ships you can build.

SIC "EM Missions are a vital part of ReseLtion, and can be conducted by the
many unique characters in the game, such as Wedge and Han Solo.

“More often

than not, you
and your foe
will end up
settling
disputes
tactically, in
the game’s
separate tacti-
cal engine.”

Once a planel is laken, its loy-
ally (a statistic measured from
1-100) must be maintained,
again through force or diploma-
cy. Battles thus can take place
on the strategic level, as oppos:
ing envoys compete for a plan-
et's loyally.

However, more often than nat,
you and your foe will end up set-
tling disputes tactically, in the
game's separate lactical engine,
where combal is played in a 3D
cube. During combat, you directly
command only your capital ships
(Star Destroyers, frigates, Mon
Calamari cruisers), but you can
issue simple orders ("Attack
selecled targel,” for example) to
your fighter complements. If you
choose (and if there are simply

REAL-TIME SHOOTOUT |

ROUND ONE Combat will occur fre-
quently when enemy fleets meet
over a planet: You can let the com-
puter figure the results or take
direct control in a tactical battle,

too many battles to manage), you
can have the computer resolve
ballles automatically.

One of the most intriguing fea-
lures in the game is the character
aspect. Culled from the movies,
books, and comics, the charac-
ters, including Darth Vadar and
Luke Skywalker, are yours to com-
mand in special missions like
diplomatic envays, espionage,
sabolage, kidnapping, and assas-
sination. Certain characters also
apply bonuses to combat and
research.

Extras: ReseLuion will have
modem and LAN support, as well
as Internet play over Microsoit's
Internet Gaming Zone for two
gamers. The game will have vari-
ous galaxy sizes—100, 150, or
200 planets—for short or long
games. There's a unique twist in
the conditions required for victory
in ResewLion; Each side needs not
only to take the enemy headquar-
ters, but also to capture two vital
enemy characters. Because all
three conditions musl be met to
achieve victory, games can go
back and forth as rescue mis-
sions and reclamation of HQs
spread across the galaxy.




Premise: As the god of your
world, you must order your
Shaman around various realms,
converting wild men to your faith by
whalever means necessary.

Gameplay: PoruLous, one of the
original god-sims, put you in the role
of an omnipotent ruler able fo shape
aworld and ils people at whim.
PopuLous: TE THIRD Coming, known
as Porutous I, is the latest chapter
in this series, and it's a great leap
forward in many respects.

You can play the game from a
world view, dispensing cruel justice to
reshape the planet. Bul you can also
actively direct the efforts of your wor-
shippers from a third-person view.

The engine is fantastic 3D, with
a curved horizon to simulate the
rolling of a world under your feet.
Also, you are actually represented
onscreen by the Shaman.

“You'll be able to cast awesome spells in
PopuLous III, causing huge volcanoes

| REAL-TIME SHOOTOUT

Category: Strateglc
Developer: Bullfrog
Publisher: Electronic Aris
WWW.8a,com

ETA: Early 1808

Englne: 30

Resource Managemenl: Yes
Building: Yes

Selting: Fantasy
Multiplayer Max: 4

You start on a floating island; por-
lals to different worlds open as you
convert more realms. In each world,
you use your Shaman's chants to
convert wild men to your cause and
then command them to erect build-
ings in homage to you. You also
direct them to serve a variely of ofher
functions, including using them as
warriors, You can convert the tribes-
men of rival Shamans through your
own chanting or you can kill them
(via magic or men) and then recruit
their malleable spirits when they
relurn to earth as free souls,

to rise out of wide plains.”

Premise: This is a god-sim on
an urban scale. If SmCiry and
SiCiry 2000 weren't enough of a
challenge for you, SmCiry 3000 is
sure to bring out the sophisticated
urban planner within you.

Catagory: Strateglic
Developer: Will Wright
Publisher: Maxis
WWw,.maxis.com

ETA: February 1898
Engine: 3D

Resource Management: Yes
Bullding: Yes

Setting: Modem day
Multiplayer Max: None

Gameplay: SwCiry 3000 isn't
just an upgrade, but a true sequel
with a raft of innovations and
enhancements. This time, the urban
building is much more sophisticated
and gives gamers more power at all
levels of city management. You'll
have micro-simulators (o let you
tweak each individual building, which
will go so far as to adjust rentiupkeep
on a per-building basis or mix and
malch architecture of a given sky-
scraper. SmCiry 3000 will also have a
more sophisticated land use model
50 you can zone according to differ-
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You'll be able to cast a variety of
awesome spells in Poputous Il to
an even greater environmental
effect than in MyTH (or any non-
strategy game for thal matter),

causing huge volcanoes to rise out

of wide plains, for example, or
forming gaping craters where
mountains once stood.

ent categories. Now
you'll have the option
of zoning areas for
government, manufac-
turing, retail, entertain-
ment, and more.

If you want lo
micro-manage your city, you can
plan the route of every police beat or
even set burger price wars in your
commercial districL. If, however, you
want fo focus on city expansion, you
can assign advisors to aulo-manage
the infrastructure that you've already
pul into place. Plus, the new SC3000
interface lets you instantly move to
various points in the cily via a point:
and-click map square.

Extras: PoruLous Il will have
multiplayer support as well as 3D
card support for some of the most
sumptuous graphics of any game
in our roundup. As a descendant of
a classic, Poputous II's gameplay
predates the current real-time craze
and provides a different and origi-
nal take on real-time gaming.

Extras: Another major difference
between SmCrry 3000 and its prede-
cessors is that all of the buildings
are constructed of 3D modular parts,
each with a low, medium, or high
detail level according to your desire
(and processing power).

And, SmCiry 3000 will let you
walk through your city streets—
you'll become a citizen in the 3D
cily you've created!
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wonderful people
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; R‘ hen the evil sorcerer

Balkoth threatens the peaceful
peaple of Urak with deach and
destruction, brave heroes with

magical powers must rise up to

stop the reign of terror and
defear the forces of tyranny. In
Lotds of Magic, the successor to the popular Lords of the
Realm 11, you enter a fantasy world where good and evil
fight for primacy against a mystical backdrop of wizards,

'l

as you explore the land of ur
yowll battle in dack and mysterious

warriors, spells and storms, giants,
gnomes, and Barbarians.

Building on the dramatic features that
made Lords of the Realm 11 a break-
through in strategy gaming, Lords of
Magic combines turn-based exploration
and resource management with real-
time combac. Join forces with others
(up to six players can compete on a
LAN or over the Internet) or marshal
your forces to take on Balkoth and his Barbarian allies alone.
You'll command up to Eighty creatures, including elves,
vampires, skeletons, and gargoyles, as you defeat evil and save
the realm. Wielding the forces of magic

through spells and artifacts of power,
you can take muldple paths to victory:
more choices, more ourcomes, and
unlimited replayabilicy.

Lords of Magic features a true 3-D

game map, with 16 bic SVGA
Graphies and a powerful map
editor that puts you in control
of rerrain height, twopography,
and rexrure, '

& SIERRA
Impressions

amatis of, or beensed 10 Sierra On-Line, bic., Bilmvug, WA 58007
2t U S and foreipn prems perdng. Al rights reserved. 007103000
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caves, castles and dungeons



select one of eight
cities to be the center
of your empirce

in your library wizards
will rescarch spells to
OVEFPOWEr Your enemies

seep inside your
vizard Tower sorcerers
yractice their secrer
wts 1o conjure magical
reatures and train

wew acolytes

when you confront
_ the enemy forces of
" W, “Szoom in™
Lical time combat




REAL-TIME SHOOTOUT

- Real-Time

trategy Reviews Index

Before You Buy, Consult This List for Every Real-Time

Strateqy Game We’ve Ever Rated!

Game

WarCraft: Ores and Humans
Command & Conquer

WarCraft Il

This Means War!

Close Combat

Z

Gene Wars
~ Age of Sail

Lords of the Realm I
’ C&C: Red Alert
| Blood and Magic
Harpoon Classic '97
Magic the Gathering: Battlemage
Muzzle Velocity
Star Command Revolution
Red Alert: Counterstrike
War Wind
Krush, Kill "N’ Destroy
Dungeon Keeper
Enemy Nations

X-COM Apocalypse

WarCraft Ii: Beyond the Dark Portal

Issue

January 1985
December 1995

March 1996

Warhammer: Shadow of the Horned Rat  March 1996

April 1986
September 1996
September 1996
Novemher 1936
January 1997
March 1997
March 1997
March 1997
April 1997

April 1997

May 1997

June 1997
June 1997

July 1987
January 1997
August 1997
Octoher 1887
October 1997

October 1997

Company

Blizzard
Westwood
Blizzard
Mindscape
MicroProse
Microsoft
Blizzard
Virgin
Bullfrog
TalonSoft
Sierra
Westwood
Interplay
|-Magic
Acclaim
DigidFun
GT Interactive
Westwood
Ssi

EA

EA
Windward

MicroProse
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Premise: In Ihis sequel to the
Mac classic, Pax Iupcaia, you begin
as one budding galactic civilization
and expand into all corners of

space, while compeling scientifical-

Iy, economically, and militarily with
your alien neighbors.

Gameplay: In many ways, Pax
ImpeRiA; EvmenT Domam (formerly
Pax IMperia 2) is like a real-lime
Master oF Orion. You can choose
to play as one of eight predeter-
mined races, each with its own
advantages and disadvantages, or
you can creale your own, You start
with minimal technology and ship
designs, and must then research
more science, city structures, and
ships. Gameplay occurs mostly on

the galaxy map and in each planet
view (you don't get to move around
in the city; it's like looking at a
MOO 2 colony). The game plays in
realtime, which means that while
YOU are maving, o are your com-
puter or human opponents.

Once you enter combat, the
game pauses and moves to a tac-
lical, 2D, real-time engine. Since
batlles take place in space, com-
bat isn't so much about maneu-

Category: Stralegic
Developer: Heliotrope
Publisher: THQ
www.lhg.com

ETA: November 1887
Engine: 2D

Resource Management: Yes
Building: Yes

Setting: Sci-li

Multiplayer Max: 16

vering, bul about making sure
you've built the best ships using
your impressive array of
researched components.
Diplomacy is also important in
the game, and you can engage in
a variely of negotiations with your
neighbors (including entering into
freaties and trade agreements).
You can also use sabolage and
espionage, should you be so

inclined. Unlike many other real-
lime games, you don't mine
resources, but instead manage
the resources of money (gained
through faxation) and population
(gained through planel growth), as
in traditional 4x games.

Extras: Pax will have support
for up to 16 players over LAN or
Internet. For more on this real-time
spaceploitation title, read aur
August '97 Sneak Preview.

Premise: You begin as one of
seven ancient civilizations, but must
grow to welcome all the other peo-
ples of the world to create a multicul
ural empire that will dominate your
fivals, both economically and militari-
Iy. You'll do this by setling up trade
routes with neighbors, building large
armies, researching technologies,
and invoking each of your cultures’
respective gods for assislance,

Gameplay: Seven Kncoous
might look familiar (it looks as if the
game’s arlists are paying respects to
Blizzard's WarCaast ), but ifs game-
play is anything but the same old
themes. You do start as one village,
but the way you recruit more units is
different. Each village is always grow-
ing, and you can recruit new units by
simply conscripting them from the
village. However, the more villagers
you draft into service, the lower the
village's loyalty rating. Low loyalty can
lead lo revolt, but you can draft vil-
lagers slowly and shower them with
0ifts to increase their loyally,

As for resources, there are three
metals you can mine, which you fur-
ther refine into finished goods. These
goods can then be sold or traded for

NOVEMBER 100/
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gold, which you use in the produc-
fion of units, weapons, and buildings.
When you conscript villagers,
you can either leave them as reqular
workers, or train them into special-
ists (scientists, builders, or spies),
who operale much more efficiently.
Extras: One fun feature of Seven
Kingnaws is the fantasy element.,
Monster lairs dot the world, and when
these lairs are defeated, they vield
gold and scrolls of power. Each cul-
ture has a corresponding scroll of
pawer thal only its people may wield.
Each scroll allows ifs peaple to sum-
mon a Greater Being (god-ike units
that confer benefits on your troops
and act as super-powerful hero unils).
If you want to be able to command all
seven god-ike entities, you'll need vil-
lages of each culture in your empire.

Category: Stratepic

Developer: Trevor snan anﬁ
Enlight Studios

Publisher; Interactive Mapic

www.Imagicgames.com

ETA: Lale 1987

Engine: 2D i

Resource Mmmnt Yes

Bullding: Yes

Setting: Sami-historical

fantasy
Muolliplayer Max: 7




W E L L.

RIGHT GAME
O'F:« F U"N )

1 S

W I.T H ~TiESE
SO R

(W A R

(ALTHOUGH
'T’S ALSO

How do you outgun a great game like:
Robert £ Lee: Civil War General? With
Civif War Generals I you can.now com
mand Confederate or Union Armies.
And you can put yoursell in the boots
of Lee, Grant, or Sherman as you
attempt to rewrite history.

e el

F-—-— I

p:”v—%hﬁ"n"-'"r'?

{mf War Generals Il comes combat-ready
with 40 legendary battles from both the
Fastern dml W \1.\ n theatres, But if you
want 1o Wwage YOUr oW Wars, use the map
eidditor to create terrain, armies, and
commanders, Then 20 onling o test
your cunning in head-to-head battles.

Mt Lo i

This war isn't just hell. It's
history. And you'll experience it
as neveer be luil with an mswhl-
ful new collection of Mcrl Ed g ]
Kiinstler |:.nnunaa and all-new mlllt: == »

i-documentaries on the men, 7 —';"5-‘—‘4--_';:
weapons, and tactics of the Civil War,
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Lords of Magic

Category: Strategic
Developer: Impressions
Publisher: Sierra On-line

Premise: The murderous armies of the
evil warlord Balkoth lerrorize the free peaples
of a fanltasy world, As one of the leaders of
these besieged people, you must face
Balkoth, alone or with a coalition of allies.

Gameplay: The heir lo Sierra's Lonos oF
THE Reaum 11, Lorps oF Maaic is actually a
turn-based strategy game with a real-tlime
tactical module.

In the strategy portion, you gain re-
sources by hiring initiates to maintain mar-
kelplaces for gold, taverns to produce ale,
temples to acquire crystals, and magistrates
lo spread your fame. Using these resources,

“Hurl armies at each
other with mouse clicks

while casting spells
into the fray.”

Www.slerra.com

ETA: November 1997
Engine: 3D

Resource Managemenl: Yes
Bullding; No

Setting: Fantasy
Multiplayer Max: 6

you research spells, gather fol-
lowers, and form armies of fan-
tastic creatures, including vam-
pires, giants, dragons, and a
host of other beasts.

As you move your armies and your on-
screen avatar about the map, you discover ar-
lifacts, other settlements, and enemy crea-
tures, whom you fight in a separate real-time
tactical module. Gameplay in the tactical sec-
tion is similar to the real-time games, as you
hurl armies at each other with mouse clicks
while casting spells into the fray,

There is also a diplomatic option so that
you can secure allies in your quest to defeat
Balkoth. Though the gameplay is rich, the

REAL-TIME SHOOTOUT :

interface is somewhat overwhelming, and
the turn-based pace in the strategy portion
might be too slow for a realtime junkie.
Extras: Loros has a certain RPG feel: Your
onscreen avatar gains experience as the game
progresses, and you lose the game if your
champion dies. The game will also ship with a
game editor for creating new maps or modi-
fying existing ones. The game is 3D, though
Loros" use of the technology isn't as innovative
as that of Dark Reigit or MyTH. Loros will have

support for Internet, LAN, and modem play.J

L

Tone Rebellion Calegory: Stratenic

Premise: Long aqo, in a
cluster of island worlds, a race of
floating beings used a universe-
binding substance called Tone to
build a great civilization.
However, an evil entity, called the
Leviathan, corrupted the Tone,

razed the floaters' civilization,
and split them into four meager
clans. Eons later, as the leader of
one clan, you must break the
Leviathan's hold on Tone and
use it to unite your brethren and
reclaim the island worlds.

Developer: Logic Factory
Publisher: Virgin Interactive
www.logicfactory.com
ETA: November 1887

Engine: 20

Resource Management: Yes
Building: Yes

Selling: Fantasy
Multiplayer Max: 4

Gameplay: Toue RegeLLion is
a sfrange and unique strategy
game in which you have to col-
lect three lypes of Tone from
your world by building various
receptacle buildings. Using this
Tone, you build more slructures
that give you magic abilities and
offensive troops.

You start in one region of your
island world (each world contains
several regions—each one screen
in length), while the rest of the
world is held by the Leviathan's
creatures and structures. You can
build structures only on Tone
nodes, but most nodes already

NOVEMBER 1937 s
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house Leviathan buildings. That
means the Leviathan must contract
in order for you {o expand. As you
claim more ground, you advance
region by region, world by world,
toward the Leviathan's stranghold.

You will encounter the other
three clans of floaters and will
have to either fight them over
scarce Tone or ally with them to
defeat the Leviathan,

Toue suffers from an uninforma
tive and cumbersome interface. If
the designers can offer betler help
and a more intuitive interface, Tonc
could be @ surprising gem.

Extras: There are various arli-
facts peppered around the world
(hidden inside Leviathan buildings).
These, combined with a magic
system, creale gven more depth for
the game. TonE RegeLLion also fea-
tures apowerful musical score.
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Premise: As CEO of a bud-
ding company, you strive to
create a corporate empire that
will dominate the world by re-
searching, building, and mar-
keting a product that you hope
will bury the competition.

Gameplay: ENTREPRENCUR i not
a business simulalion, It is a game
of corporate warfare, with the
global market as your battle-
ground, your sales and marketing
forces as your foot soldiers, your
engineers and researchers as your
builders, and your products as
your weapons of viar. As chief ex-
ecutive, you must manage the
manufacturing, research, and mar-
keting departments of your com-

Outpojst 2

Premise; Survivors from a destroyed Earth have colonized
New Terra, a margmaily habitable planet, and have split into
two rival factions: Plymnulh which chooses to live harmo-
niously with the planet's environment, and Eden, which seeks
to terraform the planet to an Earthlike state. As either colony,
you must be wary of your rival—and the unforgiving planet—
as you strive lo sustain your s seftlement.

' Entreprehet_irfn

pany. After you choose @  [ETePTr T ererary

product, you build the Developar/Publisher: Stardock
www.stardock.com

necessary facililies and [ R rr”

hire workers. These Engine: 20
workers manufacture Resource Management: Yes
Bullding: Yes

your product; research Satling: Modem day
better versions of it; and LU U]
creale bigger, better, and

nastier ad campaigns lo sell it in causing his
all regions of the map. workforce to

Your rivals will be creating and go on slrike, for example). time to build your corporate em-
selling their own competing prod- Although ENTREPRENEUR has & pire, which requires more micro-
ucts. You can combat them by re- greal deal of depth, the inlerface management as it grows larger.
ducing your prices, researching a isn't too confusing, and the on- Extras: Entrepreneur will have

betler product, or engaging in posi-  line help is generous. Though the multiplayer support for eight
tive or negative advertising. Youcan ‘game is in realtime, the pace is gamers over Internet (al

also play rare, special cards that relalively slow compared to other  Stardock’s own gaming site) or
negalively affect your competition games in our roundup. However, LAN. Entrepreneur will be a
(by sabotaging a rival’s inventory or  the slower pace gives you {he Windows 95 and 0S/2 title.

Gameplay: OutposT 2 differs greally from its [kl

Developer: Dynamix

disastrous predecessor. This ime, the game Publisher: Slerra
takes place in realtimg, with more direction and  IRAAAURIAAAALY

ETA; Seplember 1987

focus. The original game:Was a toy, but Outrost  [Rrsegs

2 has two campaignsﬁtﬁ'ﬁl follow a real storyline. BEETIERIEETIEIRES
As in other real-time'games, you harvest

Bullding: Yes
Setting: Sci-i

resources, but you also have to ship your raw EIIIETEIEVEG

resources to factories to create refined mate-

rials that you use in bu1ldlng and vehicle construction. Aside from Extras: Ouyrost 2 supports multiplayer games thal can be
working with obvious resources (mined ore:and refined metals), you cooperatlve or cumpehlwe with players free to assign various

have lo manage the population of your colofi

\Which you can sustain (noncombative) victory conditions. In general, OuTeosT 2is a

and enhance by building nurseries and hUbDl[ﬂ[S . ‘decent realime game, with much more depth than expected,
In each scenario, you also have to research teﬁhnulogy, which leads to' - es?ﬂ’éylally with the population management, research, and story-
new types of vehicles and belter machines of war. While there isq ablt’* 16. @andom events such as volcanic eruptions and earthquakes

of combat in the game (against the rival colony), here,is plenty of__ n < ucuurﬁdunng the game—a very cool fealure that creates the sense
alive garieplay, including basic colony manager d research,

nﬁl%bﬁ planet teally is hostile.
oo o1 -
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Youstep off the plane in Turkey
and are thrown into a murderows conspiracy.,
Decipher the clies, Solve the mystery.
Or pay with your life,
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Constructor

Premise: You're a new real-es-
late developer out to make a name
for yourself. Whether you want to
create an urban heaven or just get
filthy rich, you'll basically try to
creale the most utopian neighbor-
hood for your tenanis while making
your opponent’s neighborhood
more like a red-light districl.

Gameplay: ConSTRUCTOR re-
sembles SmCity, bul with a focus
on people. In addition to erecling
buildings, you'll be attending to
the wants and needs of the ten-
ants in your establishments.

Building construction is more
like Ihat of WarCrag1 |1 than that of
SmCiry. Instead of just placing a
building square on the screen,
you'll actually have to first lay out
the plot of land and then assign

Evolution

Premise: You start outias an

REAL-TIME SHOOTOUT

Category: Strategic
Developer: System 3
Publisher: Acclaim
www.acclaimnation.com
ETA: Fall 1997

Engine: 2D

Resource Management: Yes
Building: Yes

Selting: Modemn day
Multiplayer Max: &

conslruction workers to build the
actual structure. You'll then have to
search for suitable tenants to five in
the building and delermine
whether they will pay rent or have
children who will become new ten-
ants or workers. Finally, you'll need
to keep your tenants happy by
building factories that produce
goodies (such as double-paned
windows or picket fences) that im-
prove your aparlment houses,

On top of that, you get the
“attitude” aspecl when it comes

to sabotaging compelitors’
neighborhoods. Your methods
include mob hits, jail breaks,
frat parties, hippie sit-ins, and
psycholic clowns. Sometimes
these things can be resolved
only through combat, adding a
little real-time combat to the
cily management.

Extras: Constructor has five
types of games, each with a

different goal, such as building a
neighborhood or taking over the
entire world. There is also multi-
player support over LAN or in
head-lo-head modem play.
ConsTaucTor should be a decent
game that adds a dash of real-
time combat and lots of humor
and attitude to a genre domi-
nated by SmCity.

— Thierry Nguyen

amphibious creatures to play-and

You'll play
amphibious crealure from the. then evolve into a more against up to
Carboniferous era. You mustsur- advanced organism over various five other play-
vive and evolve into'the dominant . epochs. No matter what type of ers, and your
and i'r_niel[igent life form n[' the ‘creature you play, you musl goal will be to
planet, fending offthreats from ~ guide it around the world, finding  keep your crea-

" other evolving creatures and the . ideal grazing or hunting lands for  ture alive and
hostile planet. ~itand evading or defeating its evolve il toward

Gamenlay: Evotutionis a fair-
ly open-ended real-time game, as

you slart from the very dawn of

life. Yau choose from a variety of

Category: Stralepic
Developer: Crossover Technologies

Publisher: Discovery Channel shapes and reshapes your world,
:_:nnl.ugur.glscrsgr?v.cum while extraterrestrial phenomena,
Etod? i such as asteroids and radiation
Resource Management: No ““from supernovae, alter the planet
Building: No
Setting: Prehistorical al random.
Mulliplayer Max: 6

cow NOVEMBER 1597

predatory enemies. All the while,
the planet itself changes, as the
game's timeline stretches
through hundreds of millions of
years. Continents drift apart and

collide, as leclonic activity

one of six intel-
ligent life forms (humans are bul
one). The first to do so wins.
Gamers used fo fast-paced
games that constantly engage your
mind should know that EvoLuTion is
slower paced than many of the
other real-time games and doesn't
require conslant management.

“EXtras One of the very cool

features of EvoLution is that you

can take your favorite extinct
animal (say, T. rex) and, through
careful management of ils feed-
ing habits and defenses, ensure
that it lives long enough to
evolve to the next level and gain
intelligence.

The game will support six-

“player LAN and head-lo-head

modem play.
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AFTER A BUMPY RIDE, MANY

NEXT-GENERATION 3D GRAPHICS

CARDS ARE READY TO ROLL

year ago, the choice in 3D
graphics accelerators was
clear-cut. If you had the
bucks, you got a 3Dfx
add-on card. If that
was 0o pricey, your
alternative  was
one of the
Rendition-
based cards (other 3D accelerators proved too
slow—particularly S3 VIRGE cards—or lacked
important image-enhancement features). This
year's crop of cards, for the most parl, is much
faster than last year's, and includes a richer set
of features.

Noticeably absent from this year's graphics
card roundup are S3 VIRGE-based cards. There
are a lot of cards out there, it's true, but most card
vendors didn’t seem interested in having their S3
products tested. And while S3 seems lo be

NOYEMBER 1907

regrouping, they're busy
al work on two new
graphics engines which
will most likely see the
light of day next spring.

The temporary
absence of S3 was
more than made up for
by a host of new chips
from NVIDIA, Number Nine, Trident, and
3DLabs. Returning to the fray are 3Dfx (partic-
ularly with its Voodoo Rush part); Rendition,
with its new V2200; and ATI, with a much-
enhanced Rage Pro chip. With a couple of
exceplions, all of these cards proved very
impressive in our lests, but all had one or two
flaws. There's a lot of ground to cover, so let's
dive right in and “do the numbers."

BY LOYD CASE

CCW




HARDWARE

nthe

his year, we pushed
ourselves to the limit to

get the latest and great-

est graphics cards to review.
The net result was a number
of near-shipping or very late
heta cards (mostly drivers—
the hardware was solid). So to
be fair, we're dividing this
roundup into three sections:
cards that were shipping (or
about to hit the street) when
we tested them in August,
cards that are shipping now,
as you read this, and cards
that are out there on the hori-
zon. The next few cards were
actually in or on their way to
store shelves when we
reviewed them.

COMING
OF AGE

Number. Nine

This card uses Number Nine's "Ticket to
Ride" chip, a third-generation variant of their
Imagine 128 chip architecture, which adds a

host of texture-mapping and image-enhance-

ment features to an alreadly fast accelerator,

The result was
an impressive

NUMBER NINE
REYOLUTION 3D

108 3D APPEAL: CAD, DTP,

WinBench score  and 3D modelers who

on our test-bed accasionally dabhble in

aming.
PSSCI200 5y Lo
Wi PROS: Speedy 20;

lem. Windows great 3D feature set;

2D speed was deal::nl 30 perfor-

. : mance.

impressive, e
COMS: Expensive; lim-

too—the ited bells and whistles.

Revolution split
WinBench 97 honors with the RIVA 128-
equipped Diamond Viper.

The Revolution is available in either 4MB
or 8MB versions and is expandable up to
16MB. It doesn't have other bells and whis-

ties, such as TV-out or video in. From a gam-

ing perspeclive, its DOS performance is sub-
par, though not hideously slov. It's also
pricey—at $349 for a 4MB card, the
Revolution is the most expensive card in our

roundup. The card inslalls easily, and the dri-

vers ship on a CD-ROM.

There are a couple of problems with the
Revolution. MOK and the Direct3D version of
MecHWarrion: Mercenaries had severe audio
stutlering that severely affected frame rate. We
didn't see this in any other Direct3D games,

MOVEMBER 159/

and it seems fo be one indication of the imma-
{urity of both D3D titles and drivers. Despite
the high 3D WinBench score, game scores
were less impressive. The TERRAMARK SCOTE
was fairly low and the FLHT SmuLator 98
frame rale was simply mediocre. Overall, the
Revolution 3D is quite a speedy Windows card,
and may be a dandy card for CAD or publish-
ing applications, but its game performance is
just a little slower than we'd like to see.

Price: $349 (4MB); $449 (8MB)

Gontact: Number Nine Visual Technology

(800) GETNINE

www.nine.com

Jaton Rlaz
: !’J‘Jfﬁa 1ale

This low-cost card offers a slew of bells
and whistles (TV-out, optional video caplure,
and TV luner add-ons). Based on the Trident
075 2D/3D accelerator, the Blaze 3D boasts a
wide assortment of 3D image-enhancement
features. This card shows how much 3D
cards have advanced—last year, the Blaze 3D
would have been near the top of the heap,
but now it's near the bottom.

The 30 WinBench score was lackluster, at
60.8; the Direct3D titles fared relalively poor-
Iy as well. Even Moro RACER—a somewhal
forgiving applicalion—
ran slowly, although
performance was
acceptable. DOS per-
formance was better,

JATOM BLAZE
3D ULTIMATE

APPEAL: Gamers on

i a very tight budget
with reasonably looking for something
robust SVGA-graphics  better than
performance. The the $3 spread.
card ships with a pair PRdos: Il‘:i cheau;_
of Sega ftles, Virua 900" SreRtes y.

COMS: Fairly slow in

FiaHer PC and
Davtona USA, as well

3D and Windows-20.




as with the Trispectives 3D modeling pro-
gram. Installation is typical Plug-and-Play, and
the drivers ship on a CD-ROM.

The Jaton Blaze 3D may be interesting to
those on a tight budget. It certainly offers very

nice image quality—but don't expect fasl very fast as

frame rates from this one. well. The
Price: $99 (211B), $129 (4MB) only fly in
Contact: Jalon Corp., (408) 934-9369 the oint-

www.jaton.com

Diamond Viper: 30
This card ran 30 WinBench so fast, it fin-
ished before | could blink. Okay, so that's an
exaggeration. It did, however, post the single
fastest 3D WinBench score in the roundup—a
blistering 136. Benchmarks don't lell the
whale story, though. Direct3D games ran very,

menl was a page fault generated in the beta
version of FLIGHT Simutator 98, probably due
o a driver bug. The Viper's TERrAMARK Score
was among the leaders and it generated the
fastest Moto Race frame rate tested.

This card is no slouch at 20 either, gener-
ating the highest true-color WinBench 97
score and a very close second at 16-bil color,
VGA- and SVGA-graphics were stellar as well,
cranking out a startling average of 17.77fps

HARDWARE

DIAMOND VIPER 330

APPEAL: Gamers looking for the
ultimate in Direct3D performance—
without sacrificing 20,

PROS: It's fast in 3D. It's fast in

2D. It's fast in DOS, Any ques-
tions?

COMS: AMB limitation; it doesn't
run GL Quaxe.

on Quake's TimeDemos (at
640x480). About the only downside to the
onboard RIVA 128 chip is that it's limited to
AMB of RAM, though the RIVA supports a
special DMA mode that allows it to rapidly
relrieve textures from the main memory,
Installation is a breeze, and the software
bundle is terrific as well. In addition to the
seemingly omnipresent Moto Racer and

MDK: Mission Laguna Beach, it comes with
Mrcontinued on pg 221

What Does AGP Bring to the Party?

Accelerated Graphics Port (AGP). Promising anywhere

from 2X to 4X increases in bandwidth over the current
PCI bus, AGP is the biggest move forward PC graphics have
made since the introduction of local bus about four years ago.
Why the need for this new graphics architecture? Three rea-
sons: games, games, and—you guessed it—games.

Games using 3D graphics will actually “break” the
PCI bus in the near fulure, necessitating a
new architecture. Intel's response:
AGP. And while some initial AGP
implementations by 3D chip mak-
ers will closely resemble PCI ver-
sion 2.1, there are important dif-
ferences as to how AGP will allow
game developers to use more tex-
tures and scale up polygon counts in their
game scenes, all the while maintaining at least
30fps. To get a better sense of how AGP works, let's first take
a look at how PCl works in 3D games, and then what AGP
does to speed things along.

Graphics accelerators currently live on the PCI bus, a 32-bit
bus running at 33MHz, which delivers a peak bandwidth of
132MB/sec. Real-world sustained data rates are closer to the
90-100MB/sec range, and while that may seem fast, demand-
ing 3D games will soon be able to consume all of that band-
width, and then some.

Game developers use a graphics board's video memory,
also called local video memory, to store
two screens' worth of data, called the
front buffer and back buffer (hence the
term “double-buffering”) and a Z-buffer
for storing depth information. The
remaining local video memory, called a
texture cache, is used to store textures.

There‘s been much ado about Intel's forthcoming

b6 Games using 3D
graphics will actually
“break” the PCI bus in
the near future. 99

Any texture data the developer can't fit into local video mem-
ory is stored in system memory; when it's needed, it's copied
into local video memory for processing. But the penalty is that
the texture data is copied over at only about 100MB/sec,
whereas the graphics processor can fetch data at nearly eight
times that rate from its local video memory.
AGP addresses this problem in two fundamental ways; First,
the bus speed of AGP is 66MHz, effectively doubling the
peak bandwidth to 264MB/sec for moving
data between local video memory and
system memory (real-world data
rates will probably be closer to
200MB/sec). Some graphics ven-
dors, ATl most notably, have
implemented AGP 2X, wherein they
can transfer data on both the rising
and falling edges of the bus clock, effec-
tively quadrupling AGP's peak bandwidth to
528MB/sec compared to PCl's 132MB/sec. In addition, AGP
allows chip makers to implement pipelining of data requests. So,
in the PCI world, data request 2 can't occur until data request
1's transfer has completed. AGP, however, allows data request 2
to be issued while data request 1's transfer is still occurring. The
depth of this pipeline will depend on the individual chip.
Second, AGP lets programmers allocate a piece of system
memory as “AGP memory” for storing textures, and address
this memory as “nonlocal video memory." In other words, to
the graphics processor, this piece of system memory now

Whcontinued on pg 218
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What Does AGP Bring to the Party?

Mrcontinued from pg 217

looks like an extension of local video memory. Several initial
AGP chips will still have to copy texture data into local video
memory before processing it, but at least they'll be able to
do this copy much faster.

To address the performance hit associated with texture
copying, AGP graphics chips can optionally implement Direct
Memory Execute, also called AGP Texturing. In supporting
this feature, an accelerator chip can grab a piece of texture
data from AGP memory and begin processing it without first
having to copy it into local video memory.

As an example, we tested ATI's Rage Pro chip in both an
AGP and PCI configuration using 3D WinBench 97's Large
Texture test. This test has enough texture data to make the
3D chip store textures in system memory. The AGP version
of Rage Pro’s frame rate was 8X that of the PCI version, a
substantial difference. Of course, not every game will auto-
matically see this kind of speed-up, but it shows how AGP
can kick open the bandwidth door

So how will AGP speed along 3D games? All current 3D
titles will see some gain in speed thanks to AGP's faster
data rate, relative to PCl. Games written to be AGP-aware
will be able to use more textures and more quickly
access them from system memory. Chips supporting
Execute mode will be able to process texture data direct-

ly from system memory,
adding another favorable
bump to game performance.
In addition, AGP will enable
larger polygon counts, since
growing polygon vertex data
is becoming another PCI
bandwidth muncher. These
larger polygon counts will
make for more complex, and
mare realistic, game scenes.
AGP systems and mother-
hoards should be available as you're reading this, and
investing in an AGP-enabled system or motherboard will
serve you well for at least the next two years.

One note of caution; If you're currently considering an AGP
system, make sure the graphics card lives in an AGP slot, not
on the motherboard, There can be only one AGP device in a
system, and if you purchase a system with the AGP graph-
ics chip on the motherboard, you won't be able to upgrade
the graphics chip further down the line. We'll be looking at
several in mext month's Part | of our Ultimate Gaming
Machine series, so stay tuned to see who's got the hot AGP
box for the holidays. —Dave Salvator

Can | Ride Your Magic Bus?

Intel’s forthcoming Accelerated Graphics Port (AGP) will allow game developers to use more textures and higher polygon counts without
sacrificing speed. It does this with higher bus speeds and texture management. Here's how it works:

Life on PCI
_ ek L0
i s.m%m il T

GoaicE RS

PCI slots
(132MB/sec. bus speed)

Games are becoming so demanding that the 33MHz PCI bus can't
handle the volume. of information that needs to move across it.

Graphics Card on PCI Bus

AP A T

SI]ngufartd System RAM
chipset  mrp
LR

f CPU

When present-day graphics cards run out of onboard memory,
they store texture data in System RAM. When needed, data is
copied to the card’s local memory for processing.

(=
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Life on AGP

3

PCI slots
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T — o agp  System RAM
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AGP
(264 or 528MB/sec. bus speed)

AGP gives the graphics card its own dedicated B6MHz, higher-
bandwidth bus.

AGP Graphics Card on Dedicated Bus

TR 4

3 Memory buffers
From
— an pLILA. 21
chip Back ] PCl slots
Aed=r 1

System RAM

PR L el
=] AGP
e chipset | L{ET]
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AGP's “Execute mode” allows the chip to grab texture data
directly from a specially allocated portion of System RAM, without

first having to copy it to the card’s local texture memory.
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Mrcontinued from pg 217

the full version of I-Magic's IF-22, one of the
best jet fighter simulators around—and one
that is well matched to the Viper's high-perfor-
mance Direct3D engine. Oh, did we mention
thal it has TV-out as well?

In fact, the only thing that kept us from giv-
ing the Viper 330 a perfect score was the
FLIGHT SivuLator 98 problem (the Viper was
the only card with this problem). If | wanted
any one of these cards to appear under my
tree this Christmas, this would be it.

Price: 3793 (4 MB)

Gontact: Diamond Mullimedia,

(800) 468-5846

www.diamondmm.com
Hereu

ert ! j ,$1|ngrav
i 4 (.\{J L8 r'* |

We reviewed the original Stingray 128/30 in
an earlier issue and found it an interesting
card with some significant
flaws, We're happy to
report that Hercules has
gone back to the draw-
ing board and fixed
most of the problems,
boosted maximum
memory to a full 8MB,
and added TV-out.

The new Stingray

A A Ak

games also ran quite well, with the usual high
image-quality associaled with 3Dix technolo-
y. Windows 2D wasn't quite as robust, but
DOS VGA- and SVGA-graphics scores were
respectable. We're happy to report that
Hercules has added VESA 2.0 SVGA-graphics
capability to this newest member of the
Stingray family. Like most modern graphics
cards, it's a snap to install (assuming you're
comfortable opening up your system).

The only oddity in the performance num-
bers was the GL Quake
HERCULES TimeDemo tests. The
STINGRAY Stingray only posted
125 30/TV scores of slightly bel-
APPEAL: Gamers

ter than 20ips—dedi-
caled 3Dfx accelera-
lors generally run GL
Quake al closer to

looking for 3Dfx and
2D on a single card,

PROS: Excellent 3D
performance and
image quality; solid

DOS SVGA-graphics. J0ps. In theory, an

CcOows: Expensive; 8MB card could run

Siew Winclowy 20; GL Quake &t B00x600,
but you'd better have a

fast Pentium Il to do it.

This second time around,
the Stingray 128 3DIMV is a
nice card that is a perfect fit
in any gamer's system. It's a
bit pricey, but high perfor-
mance sometimes comes
with a price. And it does run
GL Quake.

128, based on 3Dix's Voodoo Rush chipset

for 3D and Alliant’s AT3D part for 2D, is fairly
speedy, though ils 20 WinBench 97 numbers
lagged, particularly in true-color mode. Its 30
WinBench score was a speedy 120, Direct3D

Price: $269 (GMB), $299 (8MB)
Contact: Hercules Compuler Technology
(800) 532-0600

www.hercules.com

Apocalypse:Lx

The PowerVR chip is a mysterious ani-
mal. Designed in the era before there was a
Direct3D, NEC has had some leething prab-
lems with its Direct3D drivers. They finally
have shipping drivers, but this interesting
chip still remains something of an enigma,
In some ways, it's reminiscent of the Gravis
Ultrasound—very interesting technology
with great performance, but one requiring a
lot of tweaking. The PowerVR control panel,
for example, has several settings which
would baffle a neophyte user. Sure, you
don't have lo lweak them for the most part,
but when you do....
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Benchmark performance was less than
stellar, posting a 30 WinBench score of 70.3.
Games—the real benchmarks here—fared
betler. While FuekT SimuLator 98 scores were
low, TerraMARK Scores were acceptable and
Moro Racer ran reasonably fast. Some
Direct3D litles looked really good—MDK for
example—while others couldn't seem ta han-
dle the same
effects as MDK
(transparency,
for example).
The good news
for PowerVR
fans is the
appearance of
GL Quake. On
the PawerVR,
GL Quake ran
ata very
respectable
27 4fps—near-
ly as good as it
runs on a dedi-
cated 3Dfx
board, and bet:
ter than it runs on the Voodoo Rush cards.
Image quality wasn't quite equal to the 3Dfx,
but it was close.

And therein lies the rub. The PowerVR is a
very interesling architecture; its chunk-based
rendering potentially enables areat perfor-
mance at a fairly low cost, but il's somewhat
outside the Direct3D mainstream. At $149,
the Apocalypse 3Dx is an interesting alterna-
tive to the more slandard fare—especially with
its great software bundle of Toms Raioer and
Um@1e Racer. NEC recently announced
that it had a $25 million war chest to spend
on making sure game developers got the
PowerVR message, so lilles will more than
likely be there. We hope the Direct3D drivers
will also improve over fime.

Price: $749; $99 upgrade for existing

Apocalypse 3D owners

Contact: Videologic, (800) 578 5644

www.videologic.com

Hﬁ%ﬂes Dynamite

Hercules was once synonymous with high-
performance cards for CAD and modeling;

3DX

APPEAL: Gamers looking for
an alternative to 3Dfx at a
lower price,

PROS: Low cost, excellent
image quality and performance
in direct-ported litles; now
runs GL Quake.

CONS: Direct3D performance
Is spotty.

CGCW
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the Dynamite 3D/GL is an attempt to return
lo those roots. The 3D/GL uses the Permedia
2 3D acceleration engine, coupled with 8MB
of 125MHz (8ns access lime) SGRAM.
Performance was pretty good, although the
drivers weren'l quite final at press time. The
card's OpenGL driver couldn't quite handle
GL Quake's texture-mapping requirements,
gither, even though it's a full ICD (Installable
Client Driver) OpenGL driver for Windows 95.

The trouble with GL Quaxe aside, overall
performance is fairly impressive, for the most
part. It broke the 100 barrier in 3D WinBench
on our test-bed, posting a score of 106. It
was mid-pack for 2D WinBench 97

scores. And DOS scores were sur-
prisingly good, though the lack of
VESA 2.0 hampered our testing.
We did notice that Duke Nukew 3D suffered
from extreme color distortion and was basi-
cally unplayable.

The 3D/GL doesn’l support VESA 2.0,
though Hercules will be shipping a special
version of Scitech Display Dactor 6.0,
which does add VESA 3.0 support to the
Permedia 2. At $349 for an 8MB card, it's
the second most expensive card in our
roundup. Still, if you're looking for a profes-
sional quality card for 2D graphics and 3D

animation and you do

HERCULES Some Serious gaming,
DYNAMITE 3D/GL the 3DIGL just might be
rP?EAII.:IGr:yhin's pro-  fhe lickel, especially with
i ward that can SOflware VESA drivers.
hanile games. Price: $349 (8VB)
mcz‘.l‘ac F;hSl n al]d rea; Contact: Hercules

same performance, —  Computer Technology
COMS: No VESA 2.0 sup- (800) 5320600

port in firmware; pricey. www.hercules.com

I%r&g&%@lul&nse

Intergraph blew onto the consumer
graphics scene last winter with their
Intense 3D 100, a low-cost card using the
Rendition Vérité V1000 chip. That initial dip
into the consumer PC fray seems lo have
whetled their appetite—not only are they
now shipping a 3Dix Voodoo-Rush-based
board, but they have also signed up game
distribution giant Electronics Arts ta help
spread the word.

And the word
is good.
While the
Intense 3D
Voodoo isn'l
quite as fast
as lhe
Hercules
Slingray 128,

How We Tested

hile it was tempting to use the latest Pentium Il sys-
w tems for the testing, we chose instead to use the lat-
est incarnation of CGW's budget gaming rig. The sys-
tem uses an ASUS TX97-XE molherboard (430TX chipset),
PS5C/200 (Pentium with MMX Technology), 32MB of SDRAM,

a 3.2GB EIDE hard-disk, and a Panasonic 24X CD-ROM drive.

The monitor was a 19-inch Hitachi 751.

We ran a total of four synthetic benchmarks: 3D WinBench
97 to test raw Direct3D rendering performance; WinBench 97

3D WinBench 97 MDTO RACER FR MS FLIGHT SIM 98 Demo
‘Diamond Viper 330 133 _ : © DoesNotRun:
Hercules3D/GL
Hercules Stingray 128 --121'.-:'-'_- :
Intergraph Intense 30 120 NN
Jaton Blaze 30 UIt. 0. Il
Number Nive Rev. 30 108 [
STBVelocity 128 131 N
‘Apocalynse 3Dx 70.3 I

CGW

Business Graphics WinMark at two resolutions (1024x768x16
and 800x600x32); Eidos Interactive’s Terramark benchmark
(based on their Direct3D game TermacioE), and the CBench
SVGA-graphics benchmark. With Termacine, we measured the
frame rate at the opening of the first save game that comes with
the demo. We also used several Direct3D game titles that had

performance metrics (such as frame-rate counters) built into

MOVEMBER 1957

them. These included Electronic Arts' Moto Racer and a release
candidate version of Microsoft FLiGHT SimMuLaror 98. In Moio

TEHRﬁMARK Init. FR CBEnch SVGA

Fidloraly



it's less expen-
sive, al only $229
for a GMB card,
As with the
Stingray, the
Intense 3D
Voodoo depends on the Alliant Promotion
AT3D chip for 2D performance. The card
ships with a great bundle, foo, which includes
Turok and the 3Dfx-enhanced version of AH-
64 Lonaow. The Direct3D scores trail the
Stingray by a bit, but 2D scores are right in
line. Image quality

INTERGRAPH looked like classic
raonoe 30— 3D Like the
APPEALE Njis Stingray, GL Quakg
H n

wanting a 3Dfx card numbers seemed
and 20 card in-asingle  odilly low compared
slat. i

{0 a dedicated
PROS: 3D1x image

Voodoo acceleralor.
The card installs easi-
Iy and, in a nod to the
Intel/Microsoft PC 98
spec, has TV-out.

fquality; good 30D perfor-
mance; GL Quake,
CONS: Mid-pack 2D
performance; slower
than dedicated 301x
carnds.

Intergraph developed a solid reputation for
service with their Intense 3D 100, and we're
hoping they continue that with the 3D Voodoo.
It's definitely worth a look,

Price: 5229

Contact: intergraph Compuler Corp.

(800) 763-0242

www.interaraph.com/ics

STB Velocity 1 2¢

STB was Ihe first company to announce a
card using NVIDIA'S hot new RIVA 128 chip.
Being a pioneer sometimes has its lravails, but
the Velocity 128 has finally hit he streets. At
$199, il's a fas! card at a reasonable price.

Like the Diamond Viper 330, which uses the
same chipset, the STB had some teething prob-
lems. Unlike the Viper, it ran the FughT
Smnustor 98 beta just fine—but the Terranagk
benchmark, based on the Eidos litle TeRRACIDE,
only ran with a highly distorted image. This is
gither a driver or BIOS issue; it dicn't even
alfect the Terracioe game, just the benchmark.

HARDWARE

eda 3D - -_
WinBench score | “_::_

of 131, equiva: = —
lentto the Viper. | pwemres

Other perfor-

mance melrics

were very close, ~STB YELOCITY 128

except for 20 APPEAL: Gamers loaking for
WinBench num-  cgasy 1 Ve fast 20130
bers. The PROS: Fast 3D; very fast DOS.
Velocity 3D, ke coms: aMB fimit; Windows
alot of the 95 2D-perfurmance trafls a hit.
newer cards,

has TV-oul. One of the coolest features, though,
is STB's new conlrol panel sefup. It's easily one
of the slickest we've seen, allowing you to easily
adjust almost any video parameler,

If you're looking for a very fast 2D/3D combi-
nation, as well as a good user interface to con-
trol your video, you needn't look any further,

Price: $799

Contact: STB Syslems, (972) 234-8750

www.sth.com

Racer, we measured the frame rate in the “Speed Bay" course in
practice mode, immediately after the flag drops. In FucHT
SimuLaior 98, we used the canned demo file, measuring the
frame rate in the first ten seconds of the demo, which is an
external view of a Cessna 182 on the ground at Meigs Airfield.
We also ran several other Direct3D games just to get an impres-
sion for game-play and image quality, including the Direct3D ver-
sion of MecHWarrioR: MERCENARIES, the recent dema of
LucasArts’ Snapows of THE Empige and Shiny's MDK. To test

WinBench 97 Business

DirectDraw performance, we used WinQuake (specifying the
~nowindirect option to force DirectDraw usage) and averaged the
three TimeDemo tests at 640x480. For testing DOS game per-
formance, we used Quake’s TimeDemo tests, posting the average
of TimeDemos 1, 2, and 3 al 640x480. Where appropriate, we
used GL Quake as well.

Bear in mind the EPA adage, “Your mileage may vary.” All of
these cards showed strengths and weaknesses but, overall, this
is the strongest batch of contenders we've seen in a long time.

WinBench 97 Business

Graphics WinMark Graphics WinMark QUAKE TimeDemos WinQUAKE TimeDemos
800x600x32 1024x768x16 at 640x480 at 640x480
Diamond Viper330 106 HNEENNONE 103 NN s DN 17 DA
‘Hercules 3D/GL . p7.c NN ea7 WM 0.3 MEEEMM DoesNoSuppotVESA20
Hercules Stingray 128 64,7 I 743 I 14 16.1 N
[Intergraph Intense 30 65.7 NN 7.2 DN su IR v N
Jaton Blaze 30 Ui, 72.4 N 743 N 13.7 16.1 I
‘Number NineRev.3D 10: HEDEE ' D R 2 EEE
STB Velocity 128 87.4 85.3 o 7.
‘Anocalynse 30X No2D Functionalty: " No 20 inctionaliy~ No2DFunctionality  No/2D Functionality
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he following cards

were not quite ready

for prime time when
we checked them out, but
they were getting pretty
close—certainly close
enough to get a rough
assessment of what to
expect. While we'll comment
on performance in a general
way, we decided against pub-
lishing benchmark scores in
order to be fair. We'll revisit
the performance of these
products when they ship.

Hercules Thrillei3D

The Thriller 3D rounds out the triad of
new graphics cards from Hercules. Based
on the long-awaited Rendition V2200 chip,
the 3D performance looked very good using
very early drivers. Hercules has paired up
the V2200 with 8ns SGRAM. The card will
have both TV-out and video inputs. Initial
Windows performance was ho-hum, but
DOS SVGA-graphics scores looked good.
And true to Rendition's form, Thriller's initial
3D WinBench 97 performance (running bela
drivers) is on par with the RIVA 128 boards
we looked at, and Hercules may be able to
wring a little more 3D performance oul of
the chip yet. The Y2200 is backward com-
patible with the V1000, but some lilles may
need o be updated (Vauake, for instance).
The overall Direct3D performance looked
very balanced and solid; we're eagerly
awailing the final drivers.

Price: $/79 (4MB), $249 (8MB)
Contact: Hercules Computer Technology,
(800) 532-0600

www.hercules.com

-%1! z ghl\gﬁenaline

The Adrenaline Rush is yel another
Voodoo Rush card using the Alliant
Promotion AT3D chip for 2D acceleration.
Jazz supplied us with a production card and
beta drivers thal were pretty close to ship:
ping-quality, although the Windows 2D-per-
formance

Adrenaline Rush may fit the bill. They've
signed agreements that may give them wider
distribution, but are also exploring allernate
sales vehicles, such as the Web.

Price: 5215

Gontact: Jazz Mullimedia,

(408) 727-8900

wWww.jazzmm.com

ATI Xpert2 Play

ATl's last efforts in the 30 game, the Rage
and Rage Il chips, mel with mixed reviews,
particularly when it came to 3D performance.
Based on our preliminary testing, ATl should
probably win an award for most improved
chip design. The Rage Pro is much faster in
3D than the Rage Il, even with the early dri-
vers—and ATI has indicaled thal the best is
yet to come. The Rage Pro has a much more
robust set of 30 image-enhancement features

than the Rage II, as well as some inter-

needed
some fine
funing.
The 3D
perfor-
mance

esting features, such as true 2X side-
band support for AGP and a 4KB texel
cache. The proof is in the numbers: In
running 3D WinBench's Large Texture
test, the beta AGP version of Xpert @
Play's frame rate was 8X that of the PCI

was pretly

much what we've come [o expect for Voodoo

Rush. At a streel price of $215 for a 6MB

card, this is currently the lowest-priced 6MB
Voodoo Rush part to hit the market. Bundle
information wasn't final at

version. And while games won't neces-
sarily see that kind of delta running on the
AGP version of this parl, it shows that AGP
can make a very palpable difference.
ATl has joined the VESA-graphics acceler:
ation bandwagon,

press time, but we do know
a 3Dix-accelerated version
of Acclaim’s Turok will be
part of the package.

Jazz Is looking to improve
its reputation in the graphics
card arena, and the

linking VESA 2.0 fea-
lures directly to the
accelerator, which
makes for fast DOS
SVGA-graphics per-
formance. Qverall,
Wrcontinued on pg 225
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Whcantimued from pg 224

the Xpert @ Play looks to be a nice
balance of performance and features,
Price: $229 (4MB, expandable fo
8MBJ; TV Tuner optional
Contact: A7/ Corp.,
(905) 882-2600
www.atitech.com

0y Vi iner

ThF original Permedia chip was a
mildly interesting, if flawed, 2D/3D
accelerator. Chip designer 3D Labs
has extensively reworked the Permedia
and thrown in the Della triangle setup

Canopus Pure2D

Take the now-familiar 3Dfx chipset
and build a card with 4MB of texture
memory to the 2MB frame bulfer,
Thal's Canopus’ recipe for the Pure
3D. A true 3D add-on card, the Pure
3D allows more textures to be down-
loaded, which can result in belter
overall game performance (less
pauses to load up textures) or richer
images, or both. Canopus is taking
an unusual tack, offering no bundled
games whatsoever. However, the
price is right, at $179 for a 6MB
card. Initial performance impressions

engine onto a single chip. The new
Permedia 2 chip, now manufac-
tured by Texas Instruments, might
be a winner In the race of profes:
sional 3D accelerators.

ELSA is a German company long
associated with high-performance

professional graphics on the PC.
However, their new Winner 2000 Office
is priced aggressively (for an OpenGL:
compliant card), starling at $199 for a
4MB card.
It appears
1o be quite
speedy in
Direct3D;
ve're
reserving
judgment
on 2D Windows until final drivers
appear. The only downside seems to be
a lack of VESA 2.0 support in hardvrare,
Price: $799 (4MB), $299 (8MB)
Contacl: £LSA, (408) 9199100
www.elsa.com

with stock
-’@””" 3Dfx dri-
15 put
1)‘}1“ ,:t%‘, rlsis cal;rj
L_,.'—-/;; within
shoutin
E m ey
the

Diamond Monster 3D. If you're
yearning for a somewhal enhanced
3Dfx add-on card al a reasonable
price, the Pure 30 may be just
the licket.
Price: $179 (2MB frame buffer +
4MB lextures)
Contact: Canapus Corp.,
(408) 954-4500
WWW.Canopuscory.com

Apocalypseslx
Take one of the hottest 2D chips
around—Tseng Labs' ET6100—and
pair it with the PowerVR 3Dx chip,
and you have the Apocalypse 5Dx.
The current Windows 2D perfor-
mance looks decent, and the SVGA:
graphics performance is very,
very good. The 3D performance
looks to be pretly equivalent to the
Apocalypse 3Dx. At $199, it bears
some watching.
Price: $199
Contacl: Videologic,
(800) 578 5644
www.videologic.com

HARDWARE

lier this year, it has quickly become the industry
standard for evaluating Direct3D performance.
The Ziff-Davis Benchmark
: o by Mark L. Van Name
er organization to ; . :
designed 3D WinBench 97 [kl AEIEIIY
to employ not only scenes
and rich scenes such as those that next year's games
will feature.

The benchmark's main score, the 3D WinMark
capability features. 3D WinBench produces this
score by displaying a series of ten scenes that vary
in both complexity (900-6,300 triangles drawn per
In some scenes, the benchmark uses only a mini-
mal set of quality options: point-sampling, per-
spective correction, and Z-buffering. In other
such as bilinear filtering, fog, specular highlight-
ing, and MIP-mapping.

Direct3D drivers may claim to provide a 3D ren-
even not do it at all. 3D WinBench 97 provides a
way to show how a scene should appear if an
accelerator implements the associated feature(s)
rectly, 3D WinBench 97 will use the Direct3D soft-
ware emulator rather than the much faster hard-
ware acceleration for that scene.
scene and then takes the average of the 10 individual
frame rates and scales it to the score of a baseline
machine to produce the 3D WinMark 97. Higher 3D
aware that because the score’s calculation includes
quality factors, the score is a measure of overall 3D
ability rather than simply a frames-per-second perfor-

3D WinBench 97 also provides many other tools for
exploring 3D performance. You can look at the frame
rates for individual scenes or check triangle or fill
ZDBOp recently made available a scene with more
than 5MB of textures (see AGP sidebar). You can
download this scene, as well as the rest of 3D

s ince our debut of 3D WinBench 97 at CGDC ear-
Operation (ZDBOp), a sis-
like those in current games but also more complex
97, takes into account both performance and
frame) and in the rendering options they employ.
scenes, it applies more demanding quality options,
dering feature but actually not do it correctly or
correctly. If the accelerator renders a scene incor-
3D WinBench determines the frame rate for each
WinMark scores are better than lower scores—but be
mance metric.
rates to validate vendor claims. To aid in testing AGP,
WinBench 97, from www.zdbop.com.

Mark L. van Name is VR Product Testing for Ziff-
Davis Inc. Bill Catchings is Director of Ziff-Davis'
Benchmark Operation, ZD's research and develop-
ment division, which produces the company's bench-
mark products.
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FROM BADROCK TO RIPTIDE — HARNESS 11 DENSE JUNGLES. ARID DESERTS. WEAVE A TANGLED \\‘Ehﬂ-llf- AFIERY COCKTAIL OF FURIDUS 30 M}Tlﬂﬁ -
UNIQUE AND DEFIANT CHARAGTERS. AND THE DEPTHS OF HELL ITSELF! PLAYER-CREATED STORYLINES. AND STRATEGIC RPG.




SEVEN SUPER-SOLDIERS

ELEVEN REAL-TIME COMBAT MISSIONS
A THOUSAND GENETIC MUTATIONS

A MILLION WAYS TO DIE

You’re commanding a team of
heavily-armed warriors into unholy war.

And in the heat of battle
each of them will be changed.

They'll learn new strategies.
Gain new powers.

Handle bigger weapons.
Form new relationships.

Hell, some of them
might even live.

ROB LIEFELD'S
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ravagcd by a black-hearted Dacedra Lord. If chis
brush aside an entire defending garrison of the
you, a solitary hero, stand against them?

;h’--ij:ﬁ‘é--proven




POWERED BY

1370 Piccard Drive s Rockville, MD zqu@ BBY 301.990.7552 ¢ Fax 301.926.8010 « Internee heep://www.bechsoft.com
Arena—Role Playing, Game of the Year: Compurer Gaming, \Vorld, Compurer Player, Game Machine, Games Magazine.

Daggerfall—Role Playing Game of the Year: Compurer Gaming World, PC Gamer, PC Games, PC Today, CGDC Sporlighr Award
Bethesda Softworks™, Daguer[alkD, Arena®, Bactlespire™ & The €lder Seralls® are trademarks of Media Techmohny Limited. Copyright® mg4-m97 Media Technolozy Limired. All rights rescrved.



HARDWARE

hese products aren't

even near shipping,

but look very interest-
ing nonetheless.

Hiepere gaitn 1

This is a 